
HOW TO CREATE AN OFFLINE ENDURANCE MOD (SORT OF). 

I was asked to share this, so here it goes: how I have managed to setup something like an offline endurance 

mod. Not as cool as a talent file, but enough for some good fun. 

The problem: in RF2, there is no way to actually swap with an AI driver. There is the “toggle with AI” option, but 

the speed of the AI in this case does not follow the speed of the opponents. It apparently always follow the 100% 

speed AI, so if you are running with 120% opponents, your car will be very slow if use this option. 

The solution: modify the carset you are using by creating a special version of your car, just for you to use. In this 

car, the tyres will be modified to give an advantage for the AI when it is driving this car. This advantage will not 

affect you, so you will still be competing with other AI just the way you would do with the original car. But your 

AI will have an advantage that will compensate it’s low skill. 

It looks complicated… and it is, lol. But it is also rewarding, so let’s go. I will try to explain this in a way that even 

people less experienced with RF2 (just like myself few weeks ago :) ) could do it. So, experienced guys, please be 

patient. RF2 is such a great sim and PCARS 2 is such a disappointment, so there are always newcomers to RF2….. 

Steps: 

1. Unpack the car files. You will have to unpack the files “main” and “team” MAS files from the mod/car 

your are using with the gMotor2 MAS File Utility: 

 

 

 

 

 

 

 

 

 

In this example I am going to do it for the URD PX DARCHE (AKA 

non-licensed RF2-not-really-hybrid Hybrid Porsche LMP1...).  

 



 

 

I am highlighting booth files in the image above, but you have to do it for each of them, one at a time. 

Open the file, select all the files, select from the menu >> Edit >> Extract and choose an output directory. 

Extract each of this files to a different directory. Note the structure I am using (sorry, only Portuguese 

Windows available here): 

 

 
 

2. Create or edit a car. Go to the directory where you have unpacked the files from your car. Locate the 

.VEH file related to the car you are going to use. Locate the “HDVehicle” entry, which determines which 

is the HDV file for this car and change it. In the example bellow I decided that I will be driving the Back 

#18 DARCHE, so I am editing this one. I added a “_PLR” to the HDV file name. This will be the name of a 

new HDV file we are about to create: 

 

 

  



3. Create a new HDV (car specs) file. Now go to the directory were you have unpacked the files from the 

“main” MAS file. Make a copy of the HDV file you have found mentioned in your .VEH file in the previous 

step. Rename it according to the name you defined in the step above. 

Locate and change the “TireBrand” entry, which defines the TBC (tyres) file. In the example bellow I also 

added a “_PLR” to it. 

 
 

  



4. Create a new TBC (tyre) file. Still in the main directory, make a copy of the TBC file you have found 

mentioned in your .HDV file in the previous step. Rename it according to the HDV will have created. 

 

Locate and change the “AIGripMult” entry, which defines a modifier for the grip the AI has using this 

tyres. Note that I have kept the previous value, because there will some trial/error until you find a value 

that matches the other opponents.  

 

Also note that will need to find and change every AIGripMult entry in this file. There are some of them, 

since there is a different value for front/rear tyres of each tyre compound available. So, in this case there 

are 6 compounds, and so there are 12 entries like this one. I suggest change only one at first, and test 

it. When you find a good value, change the others using proportional values.  

 

Yeah, I know, but DO want to have an offline endurance race this weekend, right?… Go on, it is worth 

it…. 

 

 
 

  



5. Pack and install. Back to the MAS Utility, first pack your main and team files together. 

Go to the “main” directory, select all the files, drag them to the MAS Utility, select menu > File > Save 

As… and save it with the same name it had before. Same process for the team files. 

 

 
 

Now lets create the final package. Select the package button, then “Create Single Cmp Package: 

 
 

  



Then you have to fill this: 

 

 
 

Select Component: name your component 

 

File: Choose were to save the package 

 

Version: Inform a version. Caution: as you try different values will better create different versions, and 

always make sure you uninstall the previous one to avoid conflicts. 

 

Choose the highlight button to add the MAS files. You need the main and team files you have created 

as well as the other MAS files from the car you are using.  

 

Then choose “Package”. That you create your rfcmp (package) file.  

 

Choose “Install” to make it available in your RF2. 

 

  



FINAL COMMENTS:  

- For some reason the AIGrip level affects the AI in very different ways in the Practice, Qualify and Race 

sessions. Calibrate it using the race session, because probably it is the one that matters. You probably 

want to do the qualify yourself, and swap only in the race. 

 

- Uninstall every previous version of the car you have changed to avoid conflicts. That includes the original 

one. 

 

- Digging the web you probably you learn how to create MODs in a better way and may improve this 

procedure. 

 

- Mind the driver swap procedure. The toggle AI option is not perfect… never swap while the pit crew is 

working your car, this will cause the AI to drive alway before the procedure ends and RF2 may crash in 

the next toggle. Don’t swap while going to your pit, because the AI will problem pass through and return 

to the track, and you may run out of fuel. I suggest you always drive the car to your pit, wait for the pit 

crew, leave your pit and swap while in the pit lane, returning to the track.  

 

- Also your AI may want to pit in odd momments. So you may want to take control of the car for a brief 

period every time the car passes by the pit entrance. Yes, I know, but still better than try offline 

endurance in PCARS2, believe me. 

Hope you enjoy and good and have a nice endurance weekend! 

 

 


