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 Important Health Warning About Playing Video Games
Photosensitive Seizures
A very small percentage of people may experience a seizure when exposed to certain 
visual images, including fl ashing lights or patterns that may appear in video games. 
Even people who have no history of seizures or epilepsy may have an undiagnosed 
condition that can cause these “photosensitive epileptic seizures” while watching video 
games. 

These seizures may have a variety of symptoms, including lightheadedness, altered 
vision, eye or face twitching, jerking or shaking of arms or legs, disorientation, 
confusion, or momentary loss of awareness. Seizures may also cause loss of 
consciousness or convulsions that can lead to injury from falling down or striking 
nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these 
symptoms. Parents should watch for or ask their children about the above symptoms—
children and teenagers are more likely than adults to experience these seizures. The 
risk of photosensitive epileptic seizures may be reduced by taking the following 
precautions: Sit farther from the screen; use a smaller screen; play in a well-lit room; 
and do not play when you are drowsy or fatigued.

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor 
before playing.

E

VIDEO
GAME

ESRB Game Ratings 
The Entertainment Software Rating Board (ESRB) ratings are designed to provide 
consumers, especially parents, with concise, impartial guidance about the age-
appropriateness and content of computer and video games. This information can 
help consumers make informed purchase decisions about which games they deem 
suitable for their children and families.

ESRB ratings have two equal parts: 

• Rating Symbols suggest age appropriateness for the game. These symbols 
appear on the front of virtually every game box available for retail sale or 
rental in the United States and Canada. 

• Content Descriptors indicate elements in a game that may have triggered a 
particular rating and/or may be of interest or concern. The descriptors appear 
on the back of the box next to the rating symbol. 

For more information, visit www.ESRB.org.

ON FRONT ON BACK
VIDEO
GAME
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 WELCOME TO 
THE WORLD OF 
FORMULA ONE™

EXPERIENCE THE EXCLUSIVE WORLD OF 
FORMULA ONE LIKE NEVER BEFORE.

Discover what it’s like to sit behind the wheel of the world’s greatest 
cars as you race wheel to wheel on all 19 circuits from the 2010 FIA 
FORMULA ONE WORLD CHAMPIONSHIP™ calendar, beautifully 
realized and in full HD.

Prove yourself worthy of being the team’s number 1 and gain the ability 
to direct the development of your car. Work with your Race Engineer to 
customize a huge range of vehicle variables and eek every last ounce 
of performance from the car, or leave the detailed decisions to your 
experienced support team and head straight out onto track.

Master the iconic twisting streets of Monaco, thrill at the high speed of 
Monza, and overcome the challenge of a fl oodlit night-race at Singapore 
to beat your rivals and take the FORMULA ONE crown in one of the most 
beautiful and involving racing games to date.

Make your own career choices; starting at the bottom and working your 
way up the ranks, or stick with your favorite team and lead them to glory. 
Impress other teams by beating legendary drivers such as Schumacher, 
Hamilton, Button and Alonso. Interact with the media to raise your profi le 
and press your point home, then negotiate contracts with new teams via 
your Agent.
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INSTALLATION

You will require administration privileges in order to install F1 2010™. It is also advisable to have no 
unnecessary software running during installation. 

Insert the game disc into your DVD drive. The F1 2010 Launcher App should appear automatically. 
If the Launcher App does not appear, browse to your DVD drive and run “autorun.exe”. Once the 
software has launched, simply press the install button and follow the on-screen prompts.

RUNNING THE GAME

On Windows® Vista and Windows® 7 you will see the game in the Games Explorer which can be 
found in the Start menu. On Windows® XP, you’ll fi nd the game in your Start menu under Programs\
Codemasters\F1 2010

TROUBLESHOOTING

If you experience any problems when installing or playing the game, fi rst check out the Readme fi le on 
the DVD (run Autorun.exe and press ‘Help’). Check your system meets the minimum PC specifi cation 
and the known issues. Alternatively, visit the F1 2010 support forums at www.codemasters.com/
support or see the Customer Support information at the back of this manual.

AUTOSAVE

Selecting to turn ‘Autosave On’ will enable F1 2010’s automatic save game feature. Your PC will then 
save your progress at specifi c points throughout the game.

MENU NAVIGATION

KEYBOARD
Use the Cursor Keys or Number Pad to navigate through menus. Press Return to confi rm a selection 
or Esc to cancel/back up. 

Use the Cursor Keys or Number Pad to look around the game world. Holding + allows you to zoom 
into the game world, holding - allows you to zoom out.

XBOX 360® CONTROLLER FOR WINDOWS
Use the Directional Pad or Left Stick to navigate through menus. Press  to confi rm a selection or 
 to cancel/back up.  

Use the Right Stick to look around the game world. Holding  allows you to zoom into the game 
world, holding  allows you to zoom out.
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CONTROLS
XBOX 360® CONTROLLER FOR WINDOWS

You can customize the controls exactly how you like them in the Options menu, or just use the 
defaults shown here:

 BRAKE / REVERSE  ACCELERATE

 CHANGE CAMERA CAR STATUS OSD

 PIT IN / 
CANCEL PIT IN

 PIT LIMITER

 GEAR DOWN

 GEAR UP

 STEERING

� SELECTION MENU  LOOK LEFT / RIGHT / BACK

 PAUSE INSTANT REPLAY (FLASHBACK)

PRESET 1

GOLDEN QUESTIONS

Upon pressing Start, you will be transported to a Press Conference. You’re announcing yourself to 
the world of FORMULA ONE and here you will be asked various questions which enable the creation 
of your driver profi le. Simply follow the on screen prompts to enter your driver name, audio name 
and nationality.

After setting up a driver profi le, you will be asked a series of questions which allow you to set up 
your career. Follow the on screen prompts and answer the questions in order to generate settings 
for diffi culty, career length and starting team.

You can edit your profi le at any time while within the paddock by accessing the My F1 menu.

DRIVING ASSISTS

You can change your Driving Assists, by selecting Diffi culty Level from the Options menu prior to 
entering a session. Alternatively Driving Assists can be modifi ed from the on-track Pause menu.
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CUSTOM

Players may change or edit their control preferences from within the Custom Controls menu.

RACING WHEELS

A number of racing wheels are also supported, including popular Logitech, Thrustmaster and Fanatec 
wheels. Microsoft’s Xbox 360 Wireless Racing Wheel can also be used. Default layouts are provided for 
each: check them out or customize them in the Options menu.

KEYBOARD CONTROLS

W STEER LEFT

E STEER RIGHT

a GEAR UP

z GEAR DOWN

c CHANGE CAMERA

p PIT LIMITER

o PIT IN / CANCEL PIT IN

D LOOK LEFT

F LOOK BACK

P LOOK RIGHT

¡ INSTANT REPLAY (FLASHBACK)

‰ PAUSE

C BRAKE / REVERSE

Í ACCELERATE

w WING ANGLE ADJUST

e ENGINE MANAGEMENT

t TIRE CHOICE

s CAR STATUS OSD

1 SELECTION MENU OPTION 1

2 SELECTION MENU OPTION 2

3 SELECTION MENU OPTION 3

4 SELECTION MENU OPTION 4
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THE GAME SCREEN
The game screen is capable of displaying a wealth of useful information aimed at assisting you with 
the tracking of your progress throughout a race. Be aware that there may be differences in the game 
screens for different modes.

You can turn various aspects of the game screen on or off by accessing the On-Screen Display (OSD) 
menu from either My F1 or the in-race Pause menu.

 01 POSITION & POSITIONAL 
INFORMATION

02 ENGINE, WING AND TIRE 
SELECTION MENU

03 TRACK MAP

04 WARNINGS AND FLAGS

05 WRONG WAY INDICATOR

06 LAP & LAP TIME INFORMATION

07 CAR STATUS OSD

08 REV COUNTER, SPEEDOMETER, 
GEARS, PIT RADIO AND FUEL 
INDICATORS

05
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THE DRIVERS ROOM
YOUR AGENT

Your Agent runs the business side of your affairs. She will inform you about your status within the 
world of FORMULA ONE and negotiate contracts with teams on your behalf.

Selecting your Agent will allow you to view information about all of the teams, your current status with 
them, and their current driver line up.

 

NEXT SESSION

Selecting Next Session will take you to the next available event within your Career. Prior to this you 
will be given the opportunity to change your diffi culty, practice, qualifying and race options. 

HELMET SELECT

Helmet Selection allows you to choose from a selection of race helmet designs. Selecting one of these 
will make it the default helmet for your player character in Career, Multiplayer and Time Trial modes 
but not in GRAND PRIX™, where you play as a licensed driver.

STANDINGS

Here you can view standings for the current Championship, your current position within the 
Championship and the amount of points you have accumulated. 

Selecting a driver will take you to their personal biography page where you can read up on their 
history and past achievements.

06
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THE PADDOCK
MY F1

Within My F1 you can tweak various options relating to your profi le, game audio, the on-screen display 
and controls. 

AUDIO
Audio settings can be adjusted from the game Pause menu or the ‘My F1’ option in the paddock. You 
can set the volume of speech, music and sound effects independently by moving the three labelled 
sliders from left (silent) to right (maximum loudness). You can also select a custom mix to suit your 
listening set-up.

F1 2010 sound uses OpenAL drivers for maximum compatibility, performance and quality on all 
versions of Windows™. The “Software” option uses Creative Labs ‘generic software’ mixer. This 
works on any DirectSound-compatible audio device, in stereo or 5.1 channel surround. It is fast but of 
limited fi delity. The “Hardware” option suits X-Fi cards that support EAX5 high-quality ‘Game Mode’. 
The default is the “Rapture3D” OpenAL driver from Blue Ripple Sound. On slow PCs this matches the 
quality of the old ‘generic software’ driver, and on a modern quad core it can match or surpass the 
best hardware acceleration.

F1 2010 supports true 3D loudspeaker surround sound if you select the Rapture3D driver in the 
audio game options and the ‘Surround 3D7.1’ option in the Rapture3D Speaker Layout in Windows. 
The 3D sound works best if you sit in the midst of the speakers while playing; the 3D7.1 layout is 
also compatible with stereo and cinema 5.1 – just lean 
back for movies and music.

The extra two speakers in an analogue 7.1 or HDMI 
1.3 set-up should be placed as high as possible at the 
back center, and low down between the raised two front 
speakers, forming triangles, as shown. The front center 
(dialog) speaker and sub-woofer positions are not critical, 
since they’re not part of the 3D octahedron.

Rapture3D can also simulate 3D sound for headphone listeners. Select ‘Headphone Stereo’ in the 
Rapture3D Speaker Layout in Windows and pick whichever of the fi ve HRTF (Head Related Transfer 
Function) settings best suits your hearing. The EAX5 equivalent is CMSS-3D, controlled from the 
Creative Audio Control Panel.

THE PRESS

Members of the press gather in the Paddock hoping to catch an Impromptu Interview with a driver 
or other members of your team. When the press want to speak to you they can be heard calling your 
name. It’s up to you whether you speak to the press or not, to take part in an interview click to accept 
it, otherwise you can duck into your driver’s room and escape the clamor. 

07
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If you fi nish a race within the top three, you will be taken to a post-race Press Conference where you 
will face the world’s media. Be aware though, in both the Press Conference and Impromptu Interviews 
the responses you give to the press may well affect your standings with your current team, rival teams 
and drivers. 

FREE LOOK

KEYBOARD
Each of the game cameras found within the paddock and garage have a ‘Free Look’ function. Use the 
Cursor Keys or Number Pad to look left and right, or down to look behind your car. You can also zoom 
in to view a specifi c area in closer detail by using the Number Pad + and - keys. 

XBOX 360® CONTROLLER FOR WINDOWS
Each of the game cameras found within the paddock and garage have a ‘Free Look’ function; this can 
be found on the Right Stick. Move the Right Stick left/right to look left and right, or down to look behind 
your car. You can also zoom in to view a specifi c area in closer detail by using the  &  buttons on 
the Xbox 360 controller.

THE GARAGE
YOUR RACE ENGINEER

Your Race Engineer is in charge of setting up your car for each event, you can also go to track or exit 
to the Paddock, ending your session, via his menu.

Upon entering the Race Engineer’s Quick Car Set-Up screen, you will be presented with the option 
to choose between a number of different car set-ups. Each of these is designed to cater to a specifi c 
driving style; fi nding the style which suits you and the track will lead to better results over the 
entire weekend.

TEAM MATE

The Team Mate Challenge compares your season’s achievements against those of your team mate in 
terms of wins, podiums, fastest laps, qualifi cation positions and accumulated points; the driver with 
the greater amount within each fi eld being awarded a point. 

This information is used by the team to determine the winner of the Team Mate Challenge at both the 
mid-point and end of the season. 

08

F1_2010_MAN_G4W_US_v06.indd   8 16/8/10   15:50:48



09

TIRE INFORMATION

The Tire Information menu displays how many sets of tires you have remaining for the weekend, and 
their current condition.

By selecting Race Strategy, you can determine how many pit stops you wish to make, which laps you 
wish to make them on, and the type of tire fi tted at each stop. Alternatively to this, you can leave it up to 
your Race Engineer and use his recommended strategy.

EVENT INFORMATION

The Event Information screen enables you to view details of current and past events which you have 
taken part in. You can also skip forwards to a future event by selecting it from the menu.

THE CAR MONITOR

The Car Monitor holds a great deal of information relating to the current and future events. From the 
overview screen you can view a snapshot of information relating to your current session. By selecting 
each area it is possible to view each section in greater detail.

The LIVE TIMING screen displays details for the 
current practice or qualifying session. By selecting this screen 
you can view the fastest times and positions of each driver 
within the fi eld. From here you can also accelerate time in 
practice and qualifying.

Within the WEATHER REPORT screen, you can view 
the weather forecast for the entire weekend. Upon selecting 
this screen, you will be shown a detailed weather report for the 
current event. 

The CIRCUIT INFORMATION screen supplies 
information about the current circuit. By selecting the screen 
you can view a detailed breakdown of the circuit’s statistics and 
read about its history while waiting for the ideal moment to go 
out and post a hot lap. 

09
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PIT STOPS

Pit Stops are an integral part of FORMULA ONE. Within F1 2010, you can run a Race Strategy 
determined by your Race Engineer, or set up a strategy of your own, prior to a race. Once you have 
determined your strategy within the Tire Selection menu, during a race the team will inform you 
when you are due to pit. Teams may also call you in if you have damaged your car heavily.

If you wish to change your strategy, you can inform the team that you are coming into the pits at any 
time by pressing the Pit In button. You can also select which tire compound you wish to fi t to the car 
during a stop by selecting it from the in-race Selection menu.

You must inform the team that you are stopping prior to entering the fi nal sector of the track 
otherwise they will not be prepared for you and your stop will lose you valuable time.

PIT IN
Pit Stops are broken into two distinct sections; entering the Pit Lane while applying the Pit Limiter 
and braking for the Pit Box. Each of these can be set so that they are performed automatically for you 
by the game within the Driving Assists menu.

The RESEARCH & DEVELOPMENT screen 
shows you which car upgrades you have unlocked and supplies a 
little information about the impact each upgrade has on the car. 

Certain upgrades become available while progressing through 
the season, whereas others will require you to successfully 
complete R&D Objectives set by your Race Engineer. Make sure 
to check in with him during Practice Sessions.

If you are a Number 1 driver, you can also set your upgrade path 
once per season within this screen.

Within the CAR SET-UP screen, you can tweak various 
areas of the car’s performance, creating a car which matches 
your preferred driving style. Alternatively, you can run with a 
set-up determined by your Race Engineer.

10
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MANUAL STOPS
If you choose to run with the Pit Limiter and Pit Box Control turned off then you will have to perform 
these functions manually.

Upon entering the Pit Lane, you must brake down to the 100km/h/62mph Pit Lane Speed Limit 
before the Pit Limiter line and apply the Pit Limiter yourself; the Pit Lane Speed Limit is set to 
100km/h/62mph in all sessions. If you don’t apply the Pit Limiter in time, you may risk being awarded 
a Penalty for speeding in the Pit Lane.

With the Pit Limiter turned on, the car will proceed to drive down the Pit Lane. As you approach 
your Pit Box you must brake in order to stop the car in the correct location. If you do not slow the car 
suffi ciently it will overshoot the Pit box causing you to lose valuable time as your Pit Crew push the car 
back into place.

Once the crew have completed working on your car, you will be released. At this point you are free to 
accelerate out of the Pit Box and down the Pit Lane. Once you exit the Pits, you are free to switch off 
the Pit Limiter and rejoin the track.

When rejoining the track, be aware that you must stay within the Pit Exit lines which stretch out onto 
track otherwise you may incur a Penalty for dangerous driving.

COMPULSORY STOPS
In races greater than 10% distance, during a race you must use both of the dry tire compounds or risk 
disqualifi cation. This means that if you start the race on Prime tires, you must stop and fi t Option tires 
at some point during the race. 

The only exception to this rule occurs if a session is wet. If it rains for the entire race you will not 
be required to fi t dry tires at all. If a session is partly wet, then you may run just one of the dry 
tire compounds.

SINGLE PLAYER 
GAME MODES
CAREER

Career mode supplies you with a fantasy playground in which you can live out the dream of becoming 
a FORMULA ONE super-star, FIA FORMULA ONE DRIVERS’ WORLD CHAMPION and eventually a 
world-renowned legend. Decide your own fate by taking a small team to the pinnacle of FORMULA 
ONE, or work your way up through the teams into a position of strength.

1111
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STARTING OUT
Your Career begins with the Golden Questions, which are answered at the start of the game. 

Within Golden Questions you can determine the length of your career, your diffi culty level and 
starting team. The length of your career will determine which teams are available to you at the 
start of the game.

Once you enter the paddock, you can progress your Career by selecting Next Session within your 
Driver’s Room.

GRAND PRIX WEEKENDS
GRAND PRIX weekends consist of Practice, Qualifying and Race sessions. How many of these 
sessions you participate in can be determined in-game.

SHORT RACE WEEKENDS are a cut down version of a full weekend. They consist of a single 
practice session, lasting up to 1 hour, a single qualifying session, lasting 20 minutes, and the 
race, the length of which can be determined before entering the session itself.

LONG RACE WEEKENDS consists of a full FORMULA ONE weekend. This includes 3 practice 
sessions, full qualifi cation and the race itself.

REPUTATION
Reputation is a good guide for teams looking to take you on as a driver. The higher your 
reputation level, the more likely it is that you will be noticed by a higher order team.

Reputation is gathered over time by performing specifi c actions within the game 
world. As you perform these actions you will be awarded experience points 
(XP) which accumulate until your reputation increases. You can review 
your Reputation Level at the end of a Race Weekend, or by selecting 
your Agent.

1212
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STANDING WITH TEAMS
Your standing with each team can affect how interested they are in acquiring your services as a driver. 
Standing can be affected in several ways, notably by how well you do over a race weekend, or the 
answers you give in press interviews. If your standing becomes high enough, a team will begin to pay 
more attention to you and, if you’re lucky, they may offer you a deal.

CONTRACTS
When your reputation and standing with a team are high enough, that team may offer you a contract. 
When this happens you have a certain length of time to decide whether to accept or decline their offer. 
If you do decline an offer, that team may come back with an improved offer later within the season.

STATUS
Your status within a team is governed by your standing and reputation. If you are barely meeting 
a team’s requirements, you will more than likely be offered the position of No.2 Driver. If you are 
doing well, then you may be offered the chance to take the No.1 Driver’s seat at some point during 
the season.

OBJECTIVES
Within a 3 year Career, your primary goal is to win at least one FIA FORMULA ONE DRIVERS’ WORLD 
CHAMPIONSHIP; with longer Careers the number of Drivers’ Championships you are expected to 
win will increase. If you manage to win three or more Drivers’ Championships, you will be heralded 
as a Legend.

Each of the teams also has its own set of goals and objectives; these are displayed on your Contract 
page. When driving for a team, you will be expected to meet these objectives in order to further the 
team’s standing within the world of FORMULA ONE. 

If you meet your objectives, your standing will rise giving you the chance of attaining higher status and 
the opportunity to drive research and development within your team. If you don’t meet your objectives 
then your team won’t be happy and may not renew your contract at the end of the season.

RIVAL DRIVERS
Every driver has a rival which challenges them to perform and you are no exception.

At certain points within Career, you will be asked to throw down the gauntlet by identifying one of your 
nearest rivals. Beat your selected rival within the Championship and you’ll get contract offers come 
fl ying in, lose and you might just fi nd yourself looking for a new drive.

13
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GRAND PRIX

An easy to set up mode with every track and every team open to you as soon as you start the game. 

The structure of GRAND PRIX closely follows that of Career; however, instead of playing as yourself 
you will be given the opportunity to race as your favorite driver. It allows you to play a single race, 
run a full season, or set up a mini-championship consisting of your favorite tracks while driving your 
favorite car.

TIME TRIAL

TIME TRIAL
Race against the Ghost Laps of your friends, take on the best drivers in the world, or simply attempt to 
beat your own personal best times. 

The perfect place to hone your driving skills, Time Trial allows you to determine who you race 
against, and download Ghost Laps from a selection of online leaderboards. Once you’ve selected your 
opponents, just race. 

Your car will take no damage during Time Trial, yet Flashbacks are available, however using one will 
invalidate the current lap. You will also be given the benefi t of a fully rubbered in track and a car that’s 
ready to deliver from the start.

Time Trials can be run in either dry or wet conditions and separate Leaderboards exist to refl ect this.

TIME TRIAL PARTY
Time Trial Party enables you to compete against a group of friends on a single console, with a single 
controller. Simply enter the mode, select the weather settings, number of players and attempts on 
each track, then compete amongst yourselves to take the fastest lap.

14
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CONNECT TO GAMES FOR 
WINDOWS - LIVE
GAMES FOR WINDOWS - LIVE

Play online for free! With Games for Windows – LIVE, you can build your profi le, play online, chat with 
friends, see your friends’ games and activities, and track gaming achievements across all Games 
for Windows – LIVE games. Plus, you can download game content from Games for Windows – LIVE 
Marketplace. Get connected and join the PC gaming revolution!

CONNECTING
To connect to Games for Windows – LIVE, you need a high-speed Internet connection and a Gamertag. 
If you already have a Gamertag, you have what you need to connect to Games for Windows – LIVE. If 
you don’t have one, you can get one for free. For more information, including availability in your region, 
go to www.gamesforwindows.com/live.

FAMILY SETTINGS
Windows Parental Controls (Vista and Windows 7) enable parents and guardians to restrict access 
to mature-rated games and set time limits on how long they can play. Family settings in Game for 
Windows – LIVE enable parents and Guardians to approve who and how your family interacts with 
others online with the LIVE service. For more information go to www.gamesforwindows.com/live/
familysettings.

MULTIPLAYER OVERVIEW
Within F1 2010, Multiplayer is separated into two distinct types, Quick Modes and Custom Match. 

ONLINE XP

Whenever you race online you will gain Online Experience which contributes towards your Online 
Rank. Online Rank showcases your skills and sets you apart from other online players, it also allows 
you to custom fi lter rooms by driving ability showing who’s got the most experience and expertise 
behind the wheel. 

You can earn Online Experience in Qualifying sessions by completing fl ying laps or fi nishing within 
the top 3. In the Race your XP can be earned by fi nishing within the top 10, completing a lap without 
incident and per lap if you fi nish the race.  Be aware, if you do not fi nish the race, or are disqualifi ed, 
all of the XP earned will be declared void.

15
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THE PARTY LOBBY
The Party Lobby allows you to search for games as a single player, or form a group of friends who 
can join games together.

Once you’re done adding people to your Party simply select the quick mode which suits you best and 
choose Find Race to get started.

THE VOTING SYSTEM
The Online voting system enables you, and your fellow gamers, to skip any tracks that you don’t want 
to play or kick a disruptive player from your session. 

Votes are timed and winning a vote requires a simple majority.

QUICK MODES

Quick Modes allow you to quickly enter a game without having to change multiple settings 
beforehand. Within the Quick Modes, all cars are of equal performance and team allocation 
is random. 

Each Quick Mode comes with its own challenges; each bundled with its own set of predefi ned criteria. 
Whether you prefer the instant action of Pole Position, or something more in depth, like Endurance, 
the Quick Modes offer something for everybody.

POLE POSITION
Pole Position replicates the intensity of 
qualifi cation. Each Pole Position race lasts 
20 minutes and the winner is the player posting 
the fastest lap time.

SPRINT
A single race of 3 laps duration, with dry weather and 
with a randomized starting grid.

ENDURANCE
A single race of 20% length, with dynamic weather and 
with a randomized starting grid; this race will include at 
least one pit stop.

ONLINE GRAND PRIX
A single race of 7 laps duration, with dynamic weather. 
The starting grid is determined by a 15 minute qualifi cation 
session and the player must pit at least once during the race.

16

F1_2010_MAN_G4W_US_v06.indd   16 16/8/10   15:51:44



17

CUSTOM MATCH

CUSTOM GRAND PRIX
Custom GRAND PRIX allows you to use your own settings to create an online game, or set specifi c 
search criteria to fi nd a game already in progress.

FIND SESSION
Finding a session that suits your requirements couldn’t be easier. 

Simply select Find Session, and then change your search criteria to match your preferences. When 
you’re fi nished setting things up, press to continue and the game will automatically fi lter sessions 
which match your search criteria.

CREATE SESSION
Create Session allows you to create an Online Session based upon your own specifi c criteria. 

Upon entering the Create Session menu, you will be presented with a set of options which allow you 
to alter all aspects of the session. These range from setting how many players you want within your 
session to whether or not players joining the session may use any driving assists.

LEADERBOARDS
Selecting the Leaderboards will take you directly to the Online Leaderboards. Within these you can 
compare your rank and number of wins against other players and your friends. 

NETWORK PLAY

You can also play Multiplayer races locally if you are connected to a local network; simply choose the 
LAN option form the Multiplayer menu.

In Network play, you won’t see the F1 2010 Party lobby, but you will be able to search for existing 
sessions or create one of your own. No Online XP is awarded in Network games.
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RACE SETTINGS
RACE DISTANCE
The shortest default race distance within Career Mode is 20% of the total race distance; alternatively 
the race distance can be set between 10% and 100% of the real world race length, the number of laps 
varying depending upon the length of the circuit selected.

Within GRAND PRIX and Multiplayer, the shortest race distance can be reduced to a minimum of 1 lap.

DIFFICULTY LEVEL
The Diffi culty Level settings allow you to change multiple game settings from one menu option. 
When changing the Diffi culty, any changes to the game’s settings will be highlighted within the menu. 
Alternatively, you can create a Custom Diffi culty Level which suits your own preferences.

WEATHER
F1 2010 has several weather settings. The default weather settings are Dynamic Weather; on this 
setting the game will generate realistic and variable weather patterns for each track. Alternatively, 
you can set the weather to a specifi c weather type selected from Clear, Light Cloud, Overcast, Light 
Rain and Heavy Rain.

FUEL SIMULATION
With Fuel Simulation enabled, your car will be fi lled with around 160kg of fuel at the start of a race; 
this will be used up gradually as the race progresses. 

A full tank of fuel will cause your car to accelerate slightly slower and braking will be more diffi cult, 
however, with the simulation enabled you will be much closer to experiencing what a real FORMULA 
ONE driver does when he gets behind the wheel.

TIRE SIMULATION
Turning on Tire Simulation enhances your gameplay experience by allowing your tires to wear, blister 
and puncture. 

You will also experience changes in grip level when driving on different surfaces. Picking up marbles, 
small pieces of rubber which has been shed from car tires, or gravel will cause you to suffer a loss of 
grip until they can be worn off.

DAMAGE SIMULATION
F1 2010’s Damage Simulation has three settings, Off, Visual Only and Full. 

With the games Damage Simulation disabled, you can crash into anything and suffer no damaging 
effects to the car, either visual or physical. With the option set to Visual Only, you can still be damaged 
visually, but the cars mechanical performance will not suffer.

When Full Damage Simulation is enabled, damaging the car will result in spectacular crashes, but be 
aware, any damage you do to the car will affect its ability to drive.
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CAR SET UP
F1 2010’s Car Set Up screen contains a wealth of options that allow you to set your car up exactly 
how you like it.

AERODYNAMICS
Within this screen you can change the angles of your front and rear wings to either increase or 
decrease the car’s downforce. Increasing the car’s downforce will make your car slower on the 
straights but supply more grip in corners. Decreasing downforce will have the opposite effect, 
making the car faster on the straights with less corner grip.

BRAKING
The Braking option allows you to determine the balance between your front and rear brakes. In a 
FORMULA ONE car, the brakes are usually balanced towards the front, as weight transfer under 
braking places additional demands on them.

Changing the Brake Pressure will alter the responsiveness of your brakes, making them brake softer 
or harder depending upon your settings. This is especially useful for wet races, where using a softer 
Brake Pressure setting will help to stop the brakes from locking up.

Altering the Brake Size will determine how quickly your brakes heat up and become more effi cient. 
The smaller the brakes, the faster they heat up and the earlier they become effi cient. However, smaller 
brakes will overheat faster and become less effective towards the end of a long session.

BALANCE
Balance enables you to apply and move around ballast. The better the car, the more ballast you’ll have 
to play with and thus shape car handling. This will change the car’s behavior under braking, around 
corners and during acceleration.

Altering the cars anti-roll bars determine how much the car rolls when within a corner. With a high 
anti-roll setting the car will have more speed overall, but less mechanical grip in corners.

SUSPENSION
Changing the suspension settings will determine the car’s ride height. This in turn alters the amount of 
downforce a car has. A low ride height will give you more downforce but may cause you to lose speed 
in corners, especially if you ride the curbs. Be aware that setting a car to have a low ride height will 
cause the fl oor pan to connect with the fl oor more often and may cause damage to the car.

Altering the stiffness of a car’s springs will determine the amount the car pitches. With harder springs, 
the car will be more responsive but less stable in corners.

GEARBOX
Altering a car’s shift mode allows you to change how quick your car changes gear. Changing the shift 
mode to fast will allow you to change through the gears quickly but will result in more engine wear. 
Using a slower shift mode is benefi cial in low grip conditions, especially wet weather, as it will cause 
the wheels to spin less violently as you change through the gears. You can also set the gears to change 
at specifi c speeds within this screen.
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TIRES
The Tires option allows you to change between compounds. You can also change your car’s tire 
pressure within this menu. A low tire pressure will supply you with more mechanical grip but 
lower the steering responsiveness, high pressure will make the steering more responsive but 
cause the car to oversteer.

ENGINE
Each car within FORMULA ONE is allocated just 8 engines to use throughout the season. This means 
that managing your engines is of paramount importance if you don’t want to struggle late in the 
season. Within this screen you can decide which of your engines you should fi t for a weekend. 

You can also determine the rev limit and throttle maps that you wish to use. Both of these settings 
supply you with more or less power, and will cause the engine to wear to a greater or lesser degree.

ALIGNMENT
This screen allows you to change the camber and toe settings on your suspension. Changing 
these settings will increase or decrease your car’s stability but will also affect the rate at which 
your tires wear.

REPLAYS AND 
FLASHBACKS
REPLAYS

You can view an Instant Replay at any time by selecting the option from the in-game Pause menu, or 
by pressing BACK when in-race. You can also a view a full replay of your entire race once it has ended.

FLASHBACKS

Flashbacks are a handy way of correcting mistakes. 

When things go wrong in a race simply select Instant Replay from the Pause menu and rewind your 
race to a point before things began to go awry. When you fi nd your ideal point within the race, hit the 
Flashback button to jump back in time and correct your mistake.

You have a fi xed number of Flashbacks, so use them wisely. This number changes based upon the 
diffi culty level you have selected, so you may fi nd you need to use them sparingly. 

Note that with the games diffi culty set to Expert, no Flashbacks will be available.

It is possible to use Flashbacks within Time Trial; however, doing so will invalidate your lap. 
In Multiplayer, no Flashbacks are available. 
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RULES AND REGULATIONS
THE DRIVERS’ CHAMPIONSHIP

At each race, the drivers fi nishing in the top 10 places are awarded points. These points are 
accumulated over the season. The winner of the Drivers’ Championship is the driver with the 
highest number of accumulated points at the end of the season. If two or more drivers are tied 
for the Championship at the end of the season then fi nishing positions in previous races are taken 
into account; i.e. if one driver has won 6 races and another 5, the driver with 6 wins will be declared 
the Champion.

THE CONSTRUCTORS’ CHAMPIONSHIP

The Constructors’ Championship is determined by adding together the points scored by both of a 
team’s drivers. These are accumulated in exactly the same way as within the Drivers’ Championship. 
If at the end of a season two or more teams are tied for the Championship, fi nishing positions for 
both drivers are taken into account and the team with the higher fi nishing positions declared the 
Constructors’ Champion.

FORMULA ONE POINTS SYSTEM

Within F1 2010, points will be awarded for your fi nishing positions within each round of 
the Championship.

1ST PLACE

2ND PLACE

3RD PLACE

4TH PLACE

5TH PLACE

6TH PLACE

7TH PLACE

8TH PLACE

9TH PLACE

10TH PLACE

25 POINTS

18 POINTS

15 POINTS

12 POINTS

10 POINTS

8 POINTS

6 POINTS

4 POINTS

2 POINTS

1 POINT
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FLAGS AND PENALTIES
It is essential to understand the fl ag system in FORMULA ONE, and to comply with the instructions 
that each fl ag signifi es. Ignoring fl ags during a session could lead to time or grid penalties and 
even disqualifi cation.

REDUCED AND REALISTIC RULE SETTINGS

Flags can be set to one of two settings, Reduced and Realistic. With Flags set to reduced, you will 
be given more leeway when performing illegal acts such as cutting corners or causing crashes.  
With Flags set to Realistic you will be penalised heavily and possibly disqualifi ed for performing 
illegal acts.

YELLOW / FLASHING 
YELLOW FLAGS

The yellow fl ag warns of danger on the track 
ahead. Drivers must slow down and overtaking 
is forbidden. The fl ashing yellow fl ag warns of 
danger on the track ahead.  Driver’s should be 
aware of danger on the track ahead, overtaking 
is still allowed.

GREEN FLAG
The green fl ag indicates that danger has 
passed and the race can continue as normal. 

BLUE FLAG
The blue fl ag is used to warn a driver that 
they are about to be overtaken by a faster car 
or lapped, and that they must allow the other 
car to overtake them. Failing to obey three 
consecutive waved blue fl ags will result in a 
drive through penalty. 

HALF    BLACK, 
HALF WHITE FLAG

The diagonal black and white fl ag warns a driver 
that they are racing in an un-sportsmanlike 
manner and may be penalised. Penalties will be 
incurred for corner cutting, dangerous driving 
and other inappropriate racing tactics. 

BLACK FLAG
The black fl ag indicates to a driver that he 
has been disqualifi ed from a race for 
dangerous driving. 

CHECKERED FLAG
The checkered fl ag informs drivers that the race 
has been won and the session is about to end. 
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Under license from Hassle Records
www.myspace.com/zicochain

“CLARION CALL”
Performed by Delphic
Courtesy of Polydor Records
Under License from Universal Music Operations Ltd
Written by Cook, Boardman & Cocksedge
Published by Universal Music Publ. Ltd

“EMPEROR’S NEW CLOTHES”
Performed by The Datsuns
Courtesy of Mercury Records (London) Ltd / V2 Records 
International Limited
Under License from Universal Music Operations Ltd
Courtesy of Cooking Vinyl Ltd
Courtesy of Hellsquad Records (NZ) Ltd
Written by Rudolf DeBorst, Matthew Osment, 
Christian Livingstone, Philip Somervell
(c) Hellsquad Publishing Limited administered by 
Kobalt Music Publishing Limited
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Performed by Chase & Status feat. Plan B 
Courtesy of Mercury Records Under License from 
Universal Music Operations Ltd
Written by Kennard, Milton & Ballance-Drew
Published by Universal Music Publ. Ltd

“F.E.A.R (UNKLE MIX)”
Performed by Ian Brown
Courtesy of Polydor UK Ltd
Under licence from Universal Music Operations Ltd
Words & Music by Brown/ Colquhoun/ Mccracken 
Published by Sony/ATV Music Publishing/ Copyright Control/ 
Universal Music Publishing MGB Ltd

“FIRE”
Performed by Kasabian
Licensed courtesy of Sony Music Entertainment UK Ltd
Words & Music by Pizzorno
(c) 2009, EMI Music Publishing Ltd, London W8 5SW

“ON THE RUN”
Performed by The Qemists
Published by Just Isn’t Music (PRS)
(p) Ninja Tune 2009
Available on the Qemists album ‘Join the Q’
www.ninjatune.net

“RUNNING AWAY”
Performed by Goldhawks
Courtesy of Vertigo Records
Under License from Universal Music Operations Ltd
Written by Cook, Cook, Mills, Smith & Straton
Published by Universal Music Publ. MGB Ltd / Copyright 
Control

“SPLASH”
By Sub Focus feat. Coco
Licensed courtesy of Ram Records
Words & Music by Sumner, Douwe, Poole and Etherington
© 2010, EMI Music Publishing Ltd, London W8 5SW
Published by Universal Music Publishing Ltd
Copyright Control 
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Issued under license to Roadrunner Records from 
The All Blacks BV
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(C) Warner/Chappell Music Publishing Ltd (PRS) and 
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Performed by Pendulum 
Licensed courtesy of Warner Music UK Limited
Written by Swire Thompson
Published by Chrysalis Music Ltd © 2010
Used by permission. All rights reserved
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“Virgin Racing”, the VR device and all associated logos are used under license and with the permission of Manor Grand Prix 
Racing Limited. 

The Williams F1 name and logo are trademarks of Williams Grand Prix Engineering Limited and are used under licence. 
Williams F1 images and data ©2010 Williams Grand Prix Engineering Limited. All rights reserved.

LZF Compression Algorithm Module
Copyright ©2000-2008 Marc Alexander Lehmann [schmorp@schmorp.de]

Redistribution and use in source and binary forms, with or without modifi cation, are permitted provided that the following conditions 
are met:

1. Redistributions of source code must retain the above copyright notice, this list of conditions and the following disclaimer.
2. Redistributions in binary form must reproduce the above copyright notice, this list of conditions and the following disclaimer in the 

documentation and/or other materials provided with the distribution.
This software is provided by the author ``as is’’ and any express or implied warranties, including, but not limited to, the implied 

warranties of merchantability and fi tness for a particular purpose are disclaimed. In no event shall the author be liable for any direct, 
indirect, incidental, special, exemplary, or consequential damages (including, but not limited to, procurement of substitute goods or 

services; loss of use, data, or profi ts; or business interruption) however caused and on any theory of liability, whether in contract, 
strict liability, or tort (including negligence or otherwise) arising in any way out of the use of this software, even if advised of the 

possibility of such damage.

26

F1_2010_MAN_G4W_US_v06.indd   26 16/8/10   15:52:39



2727

CUSTOMER LICENSE AGREEMENT 
& WARRANTY

THE CODEMASTERS SOFTWARE COMPANY LIMITED SOFTWARE LICENSE AGREEMENT & WARRANTY

IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM (WHICH 
INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA AND RELATED 
DOCUMENTATION IN PRINTED OR ELECTRONIC FORM) IS LICENSED 
TO YOU ON THE TERMS SET FORTH BELOW, WHICH CONSTITUTES A 
LEGAL AGREEMENT BETWEEN YOU AND THE CODEMASTERS SOFTWARE 
COMPANY LIMITED. (“CODEMASTERS”). BY USING THE PROGRAM, 
YOU AGREE TO BE LEGALLY BOUND BY THE TERMS OF THIS AGREEMENT 
WITH CODEMASTERS.
THE PROGRAM is protected by the copyright laws of the United States, 
international copyright treaties and conventions and other laws. The Program 
is licensed, and not sold, and this Agreement confers no title or ownership to 
the Program or any copy thereof.
1. Limited Use License. Codemasters grants you the non-exclusive, non-

transferable, limited right and license to use one copy of the Program 
solely for your personal use. 

2. Ownership. All intellectual property rights in and to the Program (including 
but not limited to video, audio and other content incorporated therein) 
and title to any and all copies thereof are owned by Codemasters or 
its licensors, and you receive no right or interest therein other than the 
limited license in paragraph 1 hereof.

YOU SHALL NOT:
* Copy the Program.
* Sell, rent, lease, license, distribute or otherwise transfer or make available 

to any other person the Program, in whole or in part, or use the Program 
or any part thereof in any commercial context, including but not limited 
to use in a service bureau, “cyber cafe”, computer gaming center or 
any other commercial location in which multiple users may access the 
Program. Codemasters may offer a separate Site License Agreement to 
permit you to make the Program available for commercial use; see the 
contact information below.

* Reverse engineer, derive source code, modify, decompile, disassemble, or 
create derivative works of the Program, in whole or in part.

* Remove, disable or circumvent any proprietary notices or labels contained 
on or within the Program.

* Export or re-export the Program or any copy or adaptation in violation of 
any applicable U.S. export restrictions or other laws or regulations.

LIMITED WARRANTY. Codemasters warrants to the original consumer 
purchaser of the Program that the recording medium on which the Program 
is recorded will be free from defects in material and workmanship for 90 
days from the date of purchase. If the recording medium of a product is 
found defective within 90 days of original purchase, Codemasters agrees to 
replace, free of charge, such product within such period upon its receipt of 
the Product, postage paid, with proof of the date of purchase, as long as the 
Program is still being manufactured by Codemasters. In the event that the 
Program is no longer available, Codemasters retains the right to substitute 
a similar program of equal or greater value. This warranty is limited to 
the recording medium containing the Program as originally provided by 
Codemasters and is not applicable and shall be void if the defect has arisen 
through abuse, mistreatment, or neglect. Any implied warranties prescribed 
by statute are expressly limited to the 90-day period described above.
EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR 
IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS 
FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR 
OBLIGATE CODEMASTERS. 
When returning the Program for warranty replacement please send the 
original product disks only in protective packaging and include: (1) a 
photocopy of your dated sales receipt; (2) your name and return address 

typed or clearly printed; (3) a brief note describing the defect, the problem(s) 
you encountered and the system on which you are running the Program; 
(4) if you are returning the Program after the 90-day warranty period, but 
within one year after the date of purchase, please include check or money 
order for $15 U.S. currency per CD or fl oppy disk replacement. Note: Certifi ed 
mail recommended.
Send to:
Warranty Replacements, 
Codemasters Inc., P.O. Box 11359 Burbank, CA 91510-1359.
LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE LIABLE 
FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING 
DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR 
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR 
PERSONAL INJURIES, EVEN IF CODEMASTERS HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. CODEMASTER’S LIABILITY SHALL NOT 
EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. 
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN 
IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS 
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. 
THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE 
OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION.
TERMINATION. Without prejudice to any other rights of Codemasters, this 
Agreement will terminate automatically if you fail to comply with its terms 
and conditions. In such event, you must destroy all copies of the Program 
and all of its component parts.
U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation 
have been developed entirely at private expense and are provided as 
“Commercial Computer Software” or “restricted computer software.” Use, 
duplication or disclosure by the U.S. Government or a U.S. Government 
subcontractor is subject to the restrictions set forth in subparagraph (c)
(1)(ii) of the Rights in Technical Data and Computer Software clauses in 
DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the 
Commercial Computer Software Restricted Rights clauses at FAR 52.227- 
19, as applicable. The Contractor/Manufacturer is Codemasters Inc., 
P.O. Box 11359 Burbank, CA 91510-1359.
INJUNCTION. Because Codemasters would be irreparably damaged if the 
terms of this Agreement were not specifi cally enforced, you agree that 
Codemasters shall be entitled, without bond, other security or proof of 
damages, to appropriate equitable remedies with respect to breaches of 
this Agreement, in addition to such other remedies as Codemasters may 
otherwise have under applicable laws.
INDEMNITY. You agree to indemnify, defend and hold Codemasters, its 
partners, affi liates, contractors, offi cers, directors, employees and agents 
harmless from all damages, losses and expenses arising directly or indirectly 
from your acts and omissions to act in using the Product pursuant to the 
terms of this Agreement.
MISCELLANEOUS. This Agreement represents the complete agreement 
concerning this license between the parties and supersedes all prior 
agreements and representations between them. It may be amended only by 
a writing executed by both parties. If any provision of this Agreement is held 
to be unenforceable for any reason, such provision shall be reformed only to 
the extent necessary to make it enforceable and the remaining provisions 
of this Agreement shall not be affected. This Agreement shall be construed 
under California law as such law is applied to agreements between California 
residents entered into and to be performed within California, except as 
governed by federal law and you consent to the exclusive jurisdiction of the 
state and federal courts in Los Angeles, California. 

If you have any questions concerning this license, you may contact Codemasters at: 
The Codemasters Software Company Limited, 

PO Box 6, Royal Leamington Spa, Warwickshire, CV47 2ZT, United Kingdom. 

Tel: +44 1926 816000   Fax: +44 1926 817595
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CUSTOMER SUPPORT
CODEMASTERS WEBSITE
www.codemasters.com
Codemasters’ website contains game patches, FAQs and an online version of our technical support 
knowledgebase. It also has a technical support request form that you can use to request assistance 
with this or any other Codemasters game.

EMAIL
custservice@codemasters.com
Please include your Dxdiag.txt fi le with a description of your problem. To do this with Windows XP 
click on ‘Start’, then ‘Run’ or with Windows Vista and Windows 7 click the Windows button and use the 
search box. Now type DXDIAG and click ‘Ok’. This will display the DirectX Diagnostics screen. To send 
the results, simply click the “SAVE ALL INFORMATION” button and save this as a text (.txt) fi le. Now 
attach this fi le to your email.
Email support is provided 7 days a week.

TELEPHONE / FAX
Before calling, ensure that you have checked our website for a possible solution and have read the 
F1 2010™ help fi le which can be found on the F1 2010™ DVD-ROM.

To access the help fi le:

1. Navigate to My Computer within Windows.
2. Browse your DVD drive.
3. Run the Autorun.exe fi le.
4. Press the Help button.

Tel:   (from within US)  646-432-6888
(from outside US)  0044 1926 816044

Please ensure that you are in front of your PC before calling. Your PC should also be on and in a 
running state (i.e. not having just crashed). Calls may be recorded for training purposes. 

CODEMASTERS POSTAL ADDRESS
Customer Services, Codemasters Software Ltd, PO Box 6, 
Royal Leamington Spa, Warwickshire, CV47 2ZT, United Kingdom.
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Windows, the Windows Start button, Xbox, Xbox 360, Xbox LIVE, and the Xbox logos are trademarks 
of the Microsoft group of companies, and “Games for Windows” and the Windows Start button 

logo are used under license from Microsoft.

FOR THE LATEST GAME RELEASES AND NEWS VISIT

WWW.CODEMASTERS.COM

LIVE ACCESS CODE:

Games for Windows–LIVE service and game features requiring LIVE are not available in all countries. 
See www.gamesforwindows.com/live/countries to determine if LIVE is available in your country

Please check Microsoft Live is supported in your country BEFORE entering your keycode
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