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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING
YOUR NINTENDO® HARDWARE SYSTEM, GAME PAK OR
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT
SAFETY INFORMATION.

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

| AWARNING - Seizures

* Some people (about 1 in 4000) may have seizures or black outs triggered by light
flashes, such as while watching TV or playing video games, even if they have
never had a seizure before.

Anyone who has had a seizure, loss of awareness, or other symptom linked to an
epileptic condition should consult a doctor before playing a video game.

Parents should watch when their children play video games. Stop playing and
consult a doctor if you or your child have any of the following symptoms:

Loss of awareness
Disorientation

Eye or muscle twitching
Involuntary movements

Convulsions
Altered vision

To reduce the likelihood of a seizure when playing video games:

. Sit or stand as far from the screen as possible.

. Play video games on the smallest available television screen.
. Do not play if you are tired or need sleep.

. Play in a well-lit room.

. Take a 10 to 15 minute break every hour.
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|AWARNING - Repetitive Motion Injuries

Playing video games can make your muscles, joints or skin hurt after a few hours.
Follow these instructions to avoid problems such as Tendonitis, Carpal Tunnel
Syndrome or skin irritation:

* Take a 10 to 15 minute break every hour, even if you don't think you need it.

« [f your hands, wrists or arms become tired or sore while playing, stop and rest
them for several hours before playing again.

« If you continue to have sore hands, wrists or arms during or after play, stop
playing and see a doctor.
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IAWARNING - Electric Shockl F1
To avoid electric shock when you use this system: ‘ 2082

= Use only the AC adapter that comes with your system.

* Do not use the AC adapter if it has damaged, split or broken cords or wires.

* Make sure that the AC adapter cord is fully inserted into the wall outlet or
extension cord.

¢ Always carefully disconnect all plugs by pulling on the plug and not on the cord.

* Make sure the Nintendo GameCube power switch is turned OFF before removing
the AC adapter cord from an outlet.

| AACAUTION - Motion Sickness |

Playing video games can cause motion sickness. If you or your child feel dizzy or
nauseous when playing video games with this system, stop playing and rest. Do
not drive or engage in other demanding activity until you feel better.

A\CAUTION - Laser Device

This is a Class 'laser product. Do not attempt to disassemble the Nintendo
GameCube. Refer servicing to qualified personnel only.

Caution - Use of controls or adjustments or procedures other than those specified
herein may result in hazardous radiation exposure.

CONTROLLER NEUTRAL POSITION RESET

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of
neutral position when the power is turned ON, those positions will be set as the
neutral position, causing incorrect game control during game play.

To reset the controller, release all buttons
and sticks to allow them to return to the
correct neutral position, then hold down the
X, Y and START/PAUSE Buttons
simultaneously for 3 seconds.

L Button

¥

R Button
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GETTING STARTED

1. Turn OFF the POWER Button on your Nintendo GameCube™.

2. Make sure a Nintendo GameCube™ Controller is plugged into your
Nintendo GameCube™ Controller Socket 1 on the Nintendo GameCube.

3. If you're playing against a friend, plug another Controller into Controller
Socket 2.

4. Insert the £7 2002 Nintendo GameCube™ Game Disc into the optical
disc drive.

5. Turn ON the POWER Button and wait for the Select Language screen.
Press the #Control Pad UP/DOWN to highlight your preferred language
and press the A Button to select it.

6. At the AutoSave Game screen, select YES, ENABLE AUTOSAVE or NO,
DISABLE AUTOSAVE (3> Saving and Loading on p. 30) and press the A

Button. If you decide to disable AutoSave, confirm your choice at the
prompt.

A

7. At the F1 2002 title screen, press any button to advance to the Main
menu (> p. 8).

%X For more information on F7 2002 and other EA SPORTS™
o titles, visit EA SPORTS™ on the Web at www.easports.com.
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COMMAND
REFERENGE

NINTENDO GAMECUBE"
CONTROLLER CONFIGURATIONS

L Button R Button

__ ZButton
: __— Y Button
Control Stick

— — X Button

~ AButton

~ B Button

| START/PAUSE |
+Control Pad C Stick

MENU CONTROLS
Highlight menu item

#Control Pad or Control Stick

Up/Down
Select/Go to next screen A Button
Cancel /Return to previous screen B Button




DRIVING GONTROLS

Master these controls to better your chance of fighting your way to the front
of the field and taking the checkered flag.

Shift down

Pause Game

Shift up
Instant replay

/(z Button)
: sgVRear view

Toggle camera
angles
Steer

Accelerate
(or € Stick UP)

Brake
(or € Stick
DOWN)

Reverse

(Automatic Transmission)
Hold B Button when
stopped

2 To reverse when using Semi-Automatic transmission, find the reverse
gear (R) by shifting down the gears and press the Accelerate button.

2 To slow your reversing speed while using Automatic transmission, press
the Accelerate button.

@ NOTE: The controls featured here are the default controls
only. For information on how to change your controller
configuration, > Controller Options on p. 29.
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INTRODUGTION Ri
Put your driving skills to the test in the first game to feature \“2”“? 4

the new 2002 Formula One season—vie for the coveted

Formula One driver’s title as the real season unfolds. The world’s best drivers
pilot the world’s sexiest racing machines, with the high-tech, high-intensity
panache that could only come from EA SPORTS™.

Muscle your way to the front and enjoy every heart-stopping moment as
you battle for every inch of track against the superstars of the sport. Choose
to race in a champion’s car or challenge yourself by taking the wheel for an
up-and-coming team—just make sure you have what it takes, because your
opponents drive just as hard as you do. Take the wheel in F7 2002 and take
aim at the 2002 Formula One World Championship.

KEY FEATURES

4 The First Chance to Race the 2002 Season on Nintendo
GameCube—featuring the new Toyota and Renault Formula One teams,
all 17 tracks including Indianapolis, and every driver from Schumacher to
Montoya to Villeneuve.

4 The Action and Intensity of Formula One—Unrivaled accuracy, resolu-
tion, detail, performance, and speed deliver a Formula One experience
like no other.

4 Beat the Best to Be the Best—Cutting-edge Al means your opponents
are fast, bold, and intelligent—and they want to win as badly as you do.

<4 Multiple Racing Experiences—jump in the cockpit for high action, high
drama battles in a quick race or switch to the realism of an in-depth
simulation.

4 Authentic Formula One Atmosphere—Roaring crowds, grid girls, crew
radio, 22-man pits, and real weather effects—from the pits to the podi-
um, EA SPORTS delivers all the speed, excitement, glamour, and rivalry
of Formula One racing.




SETTING UP
THE GAME

Take the wheel in F7 2002 and take aim at the 2002 Formula One World
Championship.

MAIN MENU

From the Main menu screen you can start a Quick Race, access Single Player
modes, set up a Multiplayer game, adjust various game Options, and view
the F1 2002 credits.
Jump straight into the
cockpit in Quick Race

mode (> Quick Race
on p. 9)

] Access the Options
___{ screen (> Options
on p. 28) to adjust
various Audio/
Visual, Controller,
Load/Save, and
Language settings

Hit the track in a
Single Player mode
(>>Single Player Game
Modes on p.14)

View the credits for

Start a Multiplayer F1 2002

game
(> Multiplayer
Modes on p. 26)
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QUICK RACE -
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To hit the track fast for arcade-style racing action, select QUICK
RACE from the Main menu. Here, you can start a 4-lap race
without dealing with anything else — just get on the track and go. Every
top-six finish earns you points, unlocking new circuits to compete on in
Quick Race mode.

To start a Quick Race:
1. At the Main menu, press the A Bullon to select QUICK RACE. The Select
Driver screen appears (2> p. 16).

2. Press the #+Control Pad UP/DOWN to scroll through the available drivers
and press the A Button to select a driver. The Select Circuit screen
appears (> p. 18).

2 Press the € Stick to rotate the selected car.

4 In Quick Race mode, Handling is automatically set to NORMAL, Damage
is set to OFF, Race Length is set to 4 LAPS, and Assists are ON.

3. Press the #Control Pad UP/DOWN to scroll through the available tracks
and press the A Button to select an unlocked track (at the start of the
game you have the choice of SILVERSTONE, HOCKENHEIM, and MONZA).
The game loads and the race begins.

2> Use the C Stick to rotate the selected track.

4 Ascrolling text bar at the bottom of each menu screen provides help for
that screen.

%‘f‘X

NOTE: For information on the other game modes, > Game
Modes on p. 14.




ON THE TRAGHK

This section briefs you on the basics you need to know before you get
strapped in and take the wheel.

%X% NOTE: Default options are listed in bold in this manual.
RACE SCREEN

View the action with or without screen displays, or view an instant replay of
that awesome maneuver around the last chicane.

Gear display with
rev count indicator
(change gear when
the fifth counter
lights up-if Gears
option is set to SEMI-
AUTOMATIC)

TV Panel—this shows s =
race info such as yourm
current position and 2 e
split times

Current position

indicator Speedometer

RPM indicator
Lap counter

Lap time/Split
times/Pit in indicator |
(lights up when
you're required to pit)

SCREEN DISPLAYS

Screen displays help you track your performance throughout the race as well

as give you valuable information about your car’s status.

2 Turn Screen Displays ON/OFF from the Options screen (> p. 28) or from
the in-game Options menu (> p. 12).

< The pit in, fuel, and mechanical problem indicators appear in Grand Prix
mode only. The relevant Event Options also have to be activated
(> Event Options on p. 16).

INSTANT REPLAYS

Press the Z Button at any time during racing to begin an interactive instant

replay of the last 30 seconds of action. Press START/PAUSE to return to

the race.

M SCHUMACHER
FERNARY
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PAUSE MENU

Press START/PAUSE at any time during play to pause the

game. The Pause menu gives you the following options.

CONTINUE Return to the current session.

RETIRE FROM SESSION End the current session (not available in
Challenge mode).

OPTIONS Access the in-game Options menu to adjust set-
tings for Assists, Sound, and Display (> p. 12).

PIT IN Go straight to the pits and open the Pit menu
(Practice, Qualify, and Warm-up sessions of
Grand Prix modes only).

RESTART/RESTART Select and confirm at the prompt to begin the

CHALLENGE current session again (not available in Grand

Prix/Time Challenge Multiplayer modes).

QUIT EVENT Quit the current event.




IN-GAME OPTIONS

Race the way you want to race. Use every assist available to best racing's
elite drivers or turn them off to prove you can handle the horsepower.

ASSISTS

@% e NOTE: The Assists available, and their default options,
depend upon the mode you are racing in as well as the
Handling mode (Normal or Simulation).

SPEED ASSISTS When ON, the computer assists the player with
their speed at corners (Normal made only).
When ON, arrows appear in color-coded HUD
circles warning you of approaching corners
(tight corners are red, shallow corners appear
as green, and medium corners are yellow).
Toggle ON to make it easier to pull away with-
out unnecessary wheel-spin (Simulation mode
only). Default is OFF.
ABS Toggle your anti-lock brakes ON to enable hard
braking without skidding (Simulation mode
only). Default is OFF.

CORNER INDICATOR

TRACTION CONTROL

SOUND

Use the sliders to adjust volume levels for Commentary and Effects (e.g.,

engine noise).

2 Press the #Control Pad UP/DOWN to move between the Sound options,
then press the #+Control Pad LEFT/RIGHT to adjust the selected option.

172}

DISPLAY
TV PANELS

SCREEN DISPLAYS

CIRCUIT MAP

SCREEN FORMAT

SPEED

FLAGS
YELLOW

BLUE
RED & YELLOW

BLACK

4 2"/&

SPORTS

Toggle ON to display up-to-the- F1

minute race information such as \ 2002
your current position and split

times.

Toggle between OFF and ON (3> Display
Options on p. 28).

Cycle OFF/PARTIAL/FULL. FULL displays @
small map of the circuit on-screen, showing
your progress around the track. PARTIAL shows
only the section of track you are currently on.
Toggle between NORMAL and WIDE. Select
WIDE if you are playing F1 2002 on a
widescreen TV.

Toggle the speedometer display between MPH
and KPH.

When the yellow flag indicator appears, you
must slow to 130 mph and refrain from over-
taking (if you break either of these rules you
are given a 10-second stop-go penalty).

When the blue flag indicator appears you must
pull over to allow the car behind to lap you.
The red & yellow flag indicator is @ warning
that the track ahead is slippery.

You can also be black-flagged (and, as a result,
be automatically retired from the race) for
driving in the wrong direction in a pit-lane or
failing to comply with a stop-go penalty within
3 laps of it being issued.

AFTER THE RACE

After each Race or Qualifying Session, the Classification screen appears. This
displays full final standings for the Race or Qualifying Session.

2> When you've finished viewing the Classifications, press the A Button to
continue.

2> In Quick Race mode, a pop-up appears asking if you wish to race again.
Select YES to restart the race or NO to return to the Select Circuit screen,




SINGLE PLAYVER
GAME MODES

F1 2002 offers you a multitude of game modes and variations, including
Challenge Mode and Grand Prix Mode.

CHALLENGE MODE

Take your Formula One apprenticeship in Challenge mode and polish your
skills. Test your basic driving abilities, how you cope with changing weather
conditions, your pit stop tactics and your ability to comply with FIA rules,
then put yourself to the test by getting Track Experience on the circuits of
your choice.

Successfully complete these tasks to unlock new modes and options in F7
2002. Passing individual tasks unlocks related features within the game (i.e.
passing 3 Wet Weather test unlocks the WET Weather Event Option in the
game), while boosting your overall Driver Rating increases the number of
Grand Prix modes you can choose from.

Take any of the five challenges at any time and in
any order:

THE BASICS One challenge split into five tasks that cover
the fundamentals of racing.

WEATHER Two sets of challenges that test your ability to
cope with Wet and Variable weather.

PIT STOPS Five tasks that gauge how you deal with brak-
ing while carrying varying fuel loads, as well
as pit stops and tire wear.

RACE CRAFT Five tasks that deal with FIA rules and

advanced skills related to racing over a full
5eason.

TRACK EXPERIENCE Learn how to drive the 17 circuits corner by

corner.

To
1.

2.
3.
4.,

choose a Challenge:
Select SINGLE PLAYER from the Main menu.

Select CHALLENGE MODE from the Single Player screen.
Select one of the Challenge menus.

Select a task from the chosen Challenge menu. An explanation of the
task appears.

14
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5. Choose ACCEPT to continue (select DECLINE to quit the £
challenge). The targets required to complete the task at
different Driver Ratings appear on-screen.

6. Press the Control Pad UP/DOWN to select NORMAL or
SIMULATION. A demonstration of the Challenge appears. Once the
demonstration is complete, the Challenge begins.

' d

2 To skip the demonstration, press the A Button.

BASICS
THE STARTING Gl

RATING
CHALLENGE Tilg,
R

MINIMUM NEEDED TO PASS

RESULTS SUCCESS

Conlinve &

When you complete a task, the Results screen documents whether you
have passed or failed the challenge. It displays your Challenge Time,
Percentage and, if you have passed, a Rating (BRONZE, SILVER, or GOLD) for
the challenge. Press the A Button to continue.

= To take the challenge again, select YES. Choose NO to return to the
Challenge menu.

2 To display your Task Completion percentage and Driver Rating for a task,
as well as your Overall Progress for the Challenge as a whole, highlight
a task in the Challenge menu and press the Y Button.

2> To view your average percentage for each Challenge, your Overall
Progress (%), and Driver Rating (UNCLASSIFIED to ELITE) throughout the
whole mode and the percentage of Options you have unlocked, press
the Y Button in the Challenge mode menu.

3 <4 Your Driver Rating determines whether you have unlocked any of the
major game modes.

4 Locked features and modes are indicated by a no-entry sign. The per-
3 centages required to unlock them are displayed on-screen when they
are highlighted.

&
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GRAND PRIX MODE DAMAGE Set car Damage to OFF, FORGIV- -‘ 5‘5{“&‘3 -
Take your skills to the next level in Grand Prix mode. Race a single Grand ING, or ON. When ON, your car Fl
Prix weekend, a Custom Championship, a Full Championship, Teammate sustains damage from collisions . 2002
Challenge, or take over the circuit in Domination mode. with barriers or other drivers. . ® =

Betipate v ful Beat teammmatos T When set to FORGIVING, damage is sustained

race Weekend : : every Formula One but to a lesser extent.

(> Single Grand Prix Ezi’r‘:eo‘é?;‘?:ason / 4 If your car sustains too much damage, you may

below)

(> Teammate be forced to retire (if Failures are also ON).
Create your own Challenge an p. 15} GEARS Toggle between AUTOMATIC and SEMI-AUTO-
Custom Champion- : e \
ship (= Custom Win rt]hebDom‘ln‘anon MATIC.
Championship on \Tlg‘c’for}’es’;r?aa'ﬁ'?g TIRE WEAR When ON, your tires wear out as the race pro-

p. 18)

tracks gresses. Default is OFF.
Take part in a Full (>> Domination -
Cham||))ionship on p. 19) @X EA TIP Take into account Tire Wear when planning your
ioiishi . : :
g?gflzgl;lamplons L strategy as you may lose valuable time by having to stop for
ances in the highlighted mode fresh tires in longer races.
SINGLE GRAND PRIX FUEL USE Toggle ON and fuel depletes during the course
In Single Grand Prix mode, you participate in a full race weekend, including of a session, degrading the handling capacity
Practice Sessions, Qualifying, Warm-Up, and the Race itself. When you select of the car. Default is OFF.
SINGLE GRAND PRIX from the Grand Prix screen, the Select Driver screen 4 The amount of fuel you take on during pit
appears. stops depends on the stage and on your fuel
SELECT DRIVER SCREEN Strategy. For more information, = Pit Stops on
Press the 4Control Pad UP/DOWN to scroll through the available drivers p. 22 and Strategy on p. 21.
and press the A Button to select one. The Event Options screen appears. <4 You can only change Fuel Use and Tire Wear
EVENT OPTIONS Event Options if the number of laps in your
<4 Some Event Options need to be unlocked in Challenge mode before you race is 16 or higher.
can use them in the game. FIA RULES When ON, official FIA rules apply to your race,

Set the following game play options for your Grand Prix: MANIng e eat-oe penglized Jur misge-

OPPOSITION DIFFICULTY  Set the ability of the computer-controlled cars ENERARES SEh et n 1 W B
10 EASY. MEDIUM. or HARD. ignoring yellow flags (> Flags on p. 13 for

more information on the different flags used in
RACE LENGTH Set the number of laps for the Race to 4 LAPS, .

8 LAPS, 16 LAPS, HALF, or FULL (the actual S Ee) D BRTOFE,
, > , or ea .
b o Yot ek A EIA: ol e FAILURES When ON, cars may be affected by mechanical

failures over the weekend. Some can be

World Championship). k : : ; )
repaired by your pit crew—if you can make it
INTERACTIVE PIT STOPS  Toggle ON/OFF (> p. 22). back to the pits. Otherwise, a mechanical fail-
WEATHER Set the weather conditions for the weekend to

ure may force you lo retire. Default is OFF.
4 When you've finished setting the Event Options for your Single Grand

Prix, highlight CONTINUE and press the A Button to proceed to the Select
Circuit screen.

DRY, WET, or VARIABLE.

o
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SELECT CIRCUIT SCREEN

2 At the Select Circuit screen, press the #Control Pad UP/DOWN to scroll
through the available tracks and press the A Button to select one.

4 The Circuit Preview then takes you on a tour of the selected track. To
end it, press the A Button. The Handling Mode pop-up appears.

HANDLING MODE POP-UP

2> Select NORMAL or SIMULATION handling. SIMULATION handling gives a
ride closer to that of the real thing. Choose NORMAL to make handling
and braking easier while reducing the chances of the car spinning.

<4 This selection also determines what Car Setup (3> p. 24) options are
available.

NEXT SESSION POP-UP

2 Al the Next Session pop-up, highlight which session you'd like to go to
(a Grand Prix weekend consists of the following sessions: PRACTICE,
QUALIFY, WARM-UP, and RACE) and press the A Button. For more infor-
mation, > Grand Prix Weekend Events on p. 20.

4 Electing to do a session out-of-turn means that you have opted to skip
the sessions before it (if you skip a Qualifying session, you will be
placed in last position on the grid in the ensuing race).

CUSTOM CHAMPIONSHIP

Select CUSTOM CHAMPIONSHIP from the Grand Prix screen to create your

own individual championship season. You set the number of stages and the

Circuit order.

To set up a Custom Championship:

1. Select a Driver and set your Event Options as you would in a Single
Grand Prix (> p. 16) and press the A Button to proceed. The Custom
Championship screen appears.

2. Select ADD ROUND 1. The Select Circuit screen appears.

3. Highlight the circuit you want to race the first Round on and press the A
Button. The Custom Championship screen re-appears. Select ADD ROUND
2 and repeat the process to add further Rounds.

<4 To remove the last circuit from the schedule, select REMOVE ROUND n
(where n = the number of the last round assigned to a track).

You can choose between 2 and 17 Rounds (you can only include each
Circuit once).

4. When you're happy with the schedule for your Custom Championship,

select CONTINUE.

18

5. To start the first race of your Custom season, select BEGIN
SESSION 1. The race begins.

<4 To return to the Grand Prix screen, select LEAVE CHAMPI-
ONSHIP. To view Driver and Constructor Standings, choose
SEASON REVIEW.

FULL CHAMPIONSHIP

Select FULL CHAMPIONSHIP from the Grand Prix screen to take part in a full

season, spanning 17 Grand Prix weekends.

2> To start a Full Championship, select a Driver and adjust your Event
Options as you would in a Single Grand Prix (> p. 16) and select BEGIN
SESSION 1 in the Championship screen to start the season.

2 To return to the Grand Prix screen, select LEAVE CHAMPIONSHIP. To view
Driver and Constructor Standings, choose SEASON REVIEW.

TEAMMATE CHALLENGE

Team loyalties are brushed aside in Teammate Challenge mode as you set
out to finish ahead of your teammates in as many races as possible over the
course of a Championship season. If you fail on one track you must take on
the same driver on a different Circuit. Should you succeed, you are ‘promoted’
to a new team to challenge a new teammate on the next Circuit. To pick up
the Teammate Challenge trophy, you must beat all of the teammates you
come up against before completing the 17 circuits.

= To start a Teammate Challenge, choose your Event Options and select
BEGIN RACE 1 from the Teammate Challenge screen (or select LEAVE
CHALLENGE to return to the Grand Prix screen).

DOMINATION

Think you've got what it takes to complete the ultimate Formula One chal-
lenge? Winning is everything in Domination mode. Your goal is to complete
a full Formula One Championship season, winning every single race. Sound
tough? It is.

2> To start a Domination challenge, choose your Driver and Event Options
and select BEGIN RACE 1 from the Domination screen (or LEAVE DOMI-
NATION to return to the Grand Prix screen).

2002, '
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GRAND PRIX
WEEKEND EVENTS

A Grand Prix weekend consists of the following sessions: Practice, Qualify,
Warm-Up and Race.

4 You begin Practice, Qualify, and Warm-Up sessions in the pits. Select
START FLYING LAP or LEAVE PITS from the Pit menu (> Pit Menu on p. 23)
to begin.

<4 During the Practice, Qualifying, and Warm-Up stages, the Pause menu
(> p. 11) features an additional option: PIT IN. Select this option to
automatically return to the pits (without having to pull in manually).

PRACTICE

During the Practice session, you have up to an hour in which to get accus-

tomed to the circuit and to make adjustments to your Car Setup (= Car

Setup on p. 24). Lap times are recorded throughout, allowing you to

monitor your performance on the track.

2 To end your Practice session, choose RETIRE FROM SESSION from the
Pause menu or Pit menu and confirm.

QUALIFY

In the Qualifying session, you have up to an hour (in which you can com-

plete a maximum of 12 laps) to try and post the fastest lap time possible.

Your best lap time determines your starting grid position for the race.

<4 Starting grid positions for the race are not finalized until the end of the
full hour (i.e., if you quit the session before the hour is up, another driv-
er could still beat your time).

2 If you have set Tire Wear to ON (> Event Options on p. 16), the Tire
Compound pop-up appears at the beginning of the Qualifying session.
Select a SOFT or HARD Tire Compound and press the A Button to pro-

ceed. Your choice of tire determines your Tire Compound for the remain-

der of the weekend (in accordance with the rules of the sport).

@X@ EA TIP: Use the Practice session to evaluate your tire
choice for the weekend.

4 If you have set Tire Wear to OFF, or you skip the Qualifying session, your
Tire Compound is chosen automatically.

2 Select VIEW CLASSIFICATIONS from the Pit menu to view current
Qualifying classifications or to speed up the session.
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WARM-UP

You have up to an hour on the circuit to fine-tune your per- ) - A

formance and make any last minute adjustments to your Car . 2002 °

Setup (> Car Setup on p. 24). 5

RACE

With the Practice, Qualifying, and Warm-Up sessions behind you, it's time to

prove your worth in the main event!

STRATEGY

If you have set the number of laps for the race to 16, HALF, or FULL and

have Fuel Use or Tire Wear set to ON (> Event Options on p. 16), you are

required to pit at least once during the race (the Strategy pop-up appears
automatically at the start of the race).

2 Press the #Control Pad LEFT/RIGHT to schedule your first pit stop, then
press the 4kControl Pad DOWN and repeat for the 2nd stop.

2 If there is only one stop scheduled but you wish to add another to the
schedule, press the #Control Pad DOWN to highlight END, then press the
+Control Pad LEFT/RIGHT to schedule it.

4 You can schedule a maximum of two pit stops per race.

= When you're happy with your Strategy for the race, press the A Button
to proceed.

TIRE TYPE

2 If Weather is set to WET or VARIABLE in Event Options (> p. 16), you
also need to select your Tire Type (WET or DRY). Press the A Button to
confirm your choice.

CHANGING STRATEGY/TIRE TYPE DURING A RACE

2 To access the Strateqy (3> Strategy above) and Tire Type (3> Tire Type
above) pop-ups during an unscheduled pit stop, press the Z Button while
in the pit lane. You can then make any adjustments necessary before
returning to the race.




PIT STOPS

You can pit at any stage of a Grand Prix mode race. In the Event Options you
can choose between automatic and Interactive pit stops (explained below).

AUTOMATIC PIT STOPS

As soon as you enter the pit lane, the Limiter is automatically applied and
the computer takes control of the car.

INTERACTIVE PIT STOPS

Once selected, you can attempt to improve the speed of your pit stops by
completing certain tasks when pitting. However, failures can lead to time-
consuming errors and penalties (if FIA Rules are ON in Event Options).

2> You can only perform Interactive Pit Stops in Race sessions during Grand
Prix and Challenge modes.

When the pit stop is complete, you are informed of your performance in
each of the tasks (> below).

Braking down to a
speed of 50 mph in
the pit area—fast
enough to maintain
momentum but slow \Task s f
enough to adhere to e e order to pull into
the rules the pit bay

TURN 1N 1.06%
GEAR U 0.77%
ACCELERATE 2

! JNTERACTIVE PIT STOPS
RESULTS

B Braking from 50
=9 mph to 12 mphin

Shifting into first
gear when notified
by the pit crew

Steering into the pit

107,
bay OTAL TIME LOST IN PITS

_ TOTAL TiME INCLUDING PIT (ANE
Accelerating out of
the pits at the
prompt

@X% EA TIP: Interactive Pit Stops are potentially quicker than
automatic pit stops.

PITTING DURING PRACTICE, QUALIFYING AND
WARM-UP SESSIONS

During the Practice, Qualifying, and Warm-Up sessions, you can enter the
pits (or select PIT IN from the Pause menu) to take on fuel (if Fuel Use is set
to ON in Event Options) and to make adjustments to your Car Setup.

2> The Pit menu appears automatically as soon as the car stops in the garage.
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PIT MENU (Rl
START FLYING LAP Leave the pit lane and begin your F
next lap with a rolling start. ‘ " 2002
VIEW CLASSIFICATIONS View the current fastest lap times > “
and provisional starting grid positions for all
drivers or accelerate time using the QUICK TIME
option. This advances time in the session. Select

NORMAL TIME to bring Quick Time to an end.

4 The View Classifications option is only
available during Qualifying.

CAR SETUP Make adjustments to your Car Setup (> Car
Setup on p. 24).
LEAVE PITS Leave the pit lane and return to the track.

RETIRE FROM SESSION

PITTING DURING RACE SESSIONS

During the race itself, pulling into the pit lane allows you to change your
fuel Strategy (> Strategy on p. 21) and Tire Type selection (> Tire Type on
p. 21), change your tires, refuel, and repair any damage to your car. Tire
changes, refueling, and damage repair are performed automatically—you
just need to be ready when control of the car is returned to you on leaving
the pit lane.

End the current session.

<4 The amount of fuel you take on when you pit during the race is deter-
mined by your Strategy (> Strategy on p. 21).

< If you decide to alter your Strategy, you must do so before the car
comes to a complete stop and your pit stop begins. Otherwise your pit
crew will not know how much fuel to put in your car.

2 To access the Strateqy and Tire Type pop-ups, press the Z Button when
prompted.

ot
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CAR SETUP

Select CAR SETUP from the Pit menu during a Practice, Qualifying or Warm-
Up session to make adjustments to your Car Setup. Experiment with the var-
jous options to find the best Setup for each circuit.

<4 Any changes made during the Practice, Qualifying or Warm-Up sessions
automatically carry over to the next stage. During the Race itself, the
only Car Setup option available is Tire Type.

When Handling is set to SIMULATION (x> Handling Mode Screen on p. 18),
the following Car Setup options are available:

4 When Handling is set to NORMAL, only the Tire Type option is available.

TIRES

TIRE TYPE Select SOFT, HARD, or WET (different options

are available under different circumstances). A

SOFT tire gives generally better grip than a

HARD tire, but does wear out quicker (if Tire

Wear is set to ON - 3> Event Options on p. 16).

If it is raining, you should select WET.

Adjust front tire pressure between 13.8 and

23.5 PSI. Default is 19.1 PSI.

Adjust rear tire pressure between 12.8 and

25.5 PSI. Default is 19.8 PSI.

4 You cannot choose between SOFT and HARD tires during the Qualifying,
Warm-up, and Race sessions.

@X@ EA TIP: Soft tires provide more grip but wear out more
quickly while Hard tires last longer but give less grip.

AERODYNAMICS
FRONT WING

FRONT PRESSURE

REAR PRESSURE

Adjust downforce by changing the angle of the
wing between 1 and 20 (default is 17). A
higher setting helps to correct understeer
through corners, while a lower setting helps
correct oversteer through faster corners.

Adjust downforce by changing the angle of the
wing between 1 and 20 (default is 18). A
higher setting helps to correct oversteer
through corners, while a lower setting helps
correct understeer through faster corners.

REAR WING

ag

SUSPENSION
FRONT

e

¢ EA

/' SPORTS by

Adjust RIDE HEIGHT, HIGH BUMP FI

STOP, LOW BUMP STOP, SPRING 2002

A = 4

RATE, and ANTI-ROLL BAR for the
front suspension of your car. A soft setting offers
generally improved grip, while a hard setting
makes the vehicle more responsive.

Adjust RIDE HEIGHT, HIGH BUMP STOP, LOW
BUMP STOP, SPRING RATE, and ANTI-ROLL BAR
for Lhe rear suspension of your car. A soft set-
ting offers generally improved grip, while a hard
setting makes the vehicle more responsive.

REAR

BRAKES
BRAKE BIAS Set the braking distribution between the front
(0%) and rear (100%) of the car. The default is
55. A setting weighted to the rear helps to
compensate for understeer during braking,
while a setting weighted to the front helps to

compensate for oversteer when braking.

BRAKE STRENGTH Set the strength of your brakes between 20%

and 100% (the default is 60).
GEARBOX
Select the Gear Ratio for your car. Choose between SHORT RATIOS, MEDIUM
RATIOS, and LONG RATIOS or set your own individual settings by selecting SET
CUSTOM RATIOS. A shorter setting provides better acceleration but a lower top
speed, while a long setting gives a higher top speed but lower acceleration.

RESET TO DEFAULTS
Cancel all your changes and return to the car's default settings.

PLAYER REVIEW

Select this option from the Single Player menu to view your Statistics
(including Race and Championship Performances to date and Player Details)
and trophies won in all of the Single Player Grand Prix modes.

2 Press the Y Button while at the Player Review screen to view your current
Driver Rating and the total number of trophies you have won to date.




MULTIPLAYER MODES

Select MULTIPLAYER from the Main menu to take other players on in Split

Screen, Time Challenge, Tag Team, Advantage, or Last Man Standing modes.

4 You must have at least two controllers inserted in order to play all
Multiplayer modes except for Time Challenge.

<4 When playing in any mode requiring two or more controllers, one must
always be inserted into Controller Socket 1 and the others must be
inserted sequentially into the other Controller Sockets.

sPuUT scREEM
AlTiME cHALLENGE

TAG TEAM n

ADVANTAGE

LASY MAN 3T

Yeace

SPLIT SCREEN

Race up to three other players on a single track in Split Screen mode.

2 Select the number of opponents (2 PLAYERS, 3 PLAYERS, or 4 PLAYERS),
which Drivers you wish to use, the Circuit you wish to race on and the
number of laps you wish to race over to begin.

<4 If you are taking part in a 2-player game, you can also choose to race
HEAD TO HEAD or with a FULL GRID (i.e., against 20 other cars).

TIME CHALLENGE

Up to 22 players can take part in a Time Challenge, in which drivers take

turns trying to record the fastest lap time on any one of the 17 available cir-

cuits. Each player has five minutes to complete a lap.

To set up a Time Challenge race:

2 Select ADD PLAYER 1 in the Select Driver menu. Player 1 then selects a
Driver. After each competing player has repeated this process, select
CONTINUE and choose a Circuit.

2 To remove the last Driver from the list, select REMOVE PLAYER n (where
n = the number of the last driver selected).

< In Time Challenge mode, each player shares the same controller, inserted
in any Controller Socket.
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TAG TEAM S sl
In Tag Team, two teams of up to four players can take each E;

other on, racing on any circuit, with each player in a team tak-  \ 2002,
ing turns to complete a lap. - =
2 Torace in Tag Team mode, select a Driver to represent Team 1 and the
number of players on that team, and repeat this process for Team 2. Then,
after choosing a Circuit, select the number of laps you wish to race over.
4 The race begins and Player 1 on each team is instructed to take control
of their respective cars. Each remaining player then takes control at the
end of every lap until the race has been completed.
4 Tag Team mode requires a minimum of 3 players.

ADVANTAGE

The object of Advantage mode is to win as many individual laps as possible
against your opponent. Penalties can be set to give players with less experi-
ence 3 head start.

2 To take part in an Advantage race, select a Driver each and a track to race
on, set the number of Target Wins (1—5) and the number of seconds
Player 1 is to start ahead of Player 2 (2—20) and select BEGIN RACE.

2 After choosing a Handling Mode, both players should press the A Button.
The cars roll towards the start line and a timer counts down to the point
where both players take control of their cars. The player with the time
penalty starts behind their opponent.

4 After the race, the number of Round Wins accrued by each player is
shown, along with a breakdown of their performances for each round.

LAST MAN STANDING

Be at your best from the start or kiss this challenge goodbye. In Last Man
Standing mode, the car in last place after each lap is removed from the
race. This continues until there’s only one car left — the winner!

2 To start the challenge, select the number of players (2, 3, or 4), your
Drivers and the track you wish to race on.




OPTIONS

Select OPTIONS from the Main menu to adjust various game settings.

AUDIO/VISUAL

Adjust audio and visual sellings Lo suil your preferences.

SOUND
MusIc

EFFECTS
COMMENTARY
MODE

DISPLAY ADjUST

Adjust the slider to set the volume level for
music in the menu screens.

Adjust the slider to set the volume level for
special effects within the game.

Adjust the slider to set the volume level for in-
game commentary.

Set the game’s sound to either MONO or
STEREQ.

Display a visual guide for fine-tuning the brightness, contrast, and color
seltings on your television. Follow the instructions on-screen and press the
B Button to return to the Audio/Visual screen.

DISPLAY OPTIONS
SCREEN DISPLAYS

TV PANELS

SCREEN FORMAT

CIRCUIT MAP

SPEED DISPLAY
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Press the #Control Pad LEFT/RIGHT {o set on-
screen displays to ON/OFF (> Screen Displays
on p. 10).

Toggle ON to display up-to-the-minute race
information such as your current position and
split times.

Press the #kControl Pad LEFT/RIGHT to toggle
the aspect ratio for your television. Set to WIDE
for an improved image on widescreen televi-
sions. Default is NORMAL.

Toggle ON to display a full map of the circuit
on-screen. Partial displays only the relevant
section of the track.

Choose to display speeds in MPH or KPH.

CONTROLLER OPTIONS B ot
Select CONTROLLER OPTIONS from the Options screen to change FI
controller configuration to one of three available presets.

To choose a controller configuration:

1. If two or more controllers are connected, press the 4Control Pad
UP/DOWN to select the player whose controller you wish to configure,
then press the A Button.

2. Press the #Control Pad LEFT/RIGHT to select your preferred controller
configuration.

3. Press the #Control Pad DOWN and then LEFT/RIGHT to turn Vibration
ON or OFF.

4. Press the #+Control Pad DOWN to highlight DONE and press the A Button
to confirm your changes.

LOAD /SAVE

ENABLE or DISABLE the game’s AutoSave feature (x> Saving and Loading
p. 30), load a saved game or select CANCEL to return to the Options screen.

CHANGE LANGUAGE

= Change the language of in-game text and commentary. Press the
+Control Pad UP/DOWN to highlight your preferred language and press
the A Button to select it and return to the Options screen.




SAVING AND
LOADING

F1 2002 includes an AutoSave feature that saves all of your Game Settings
as well as your progress in Full Championship, Custom Championship,
Domination, Teammate Challenge and Challenge modes.

If you start the game without a previously saved game on your NINTENDO

GAMECUBE™ MEMORY CARD, the AutoSave screen offers you the following

options:

<4 YES, ENABLE AUTOSAVE: The game saves all of your settings and
options changes and all of your progress through all Single Player game
modes. You must have 5 free blocks for AutaSave.

4 NO, DISABLE AUTOSAVE: None of your progress or settings and options
changes are saved. At the prompt, confirm that you wish to continue
without saving your progress or changes.

To load a game:

1. From the Options screen, choose LOAD/SAVE. The AutoSave screen
appears.

2. Choose YES, ENABLE AUTOSAVE. If an existing F7 2002 saved file is
detected on your Memory Card, the Warning screen appears.

Choose LOAD FILE. Your saved file is automatically loaded.

3.
%‘,‘}X NOTE: Never insert or remove a Memory Card when load-
¢ ing or saving files.
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Grant Clarke
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Andrew Turner

Art Manager: Ken Fee

Artists, Car Team: Steve Tubbrit,
Gary Burley
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Animation Team: Alan Redmond

Presentation Team: Gregor Maltman,
Mark Traynor

HR Advisor: Elaine Stewart
office Manager: Charlie Smith
Receptionist: Kirsty Scott

Technical Support Engineer:
Stuart LeFevre

ELECTRONIC ARTS
Executive Producer: John Rostron
Associate Producer: Justin Manning
Development Manager: Lol Scragg
Senior Producer: Pete Smith
Producer: Jason Avent

Studio Marketing Manager, Racing:
Michaela Riches

Production Co-ordinator: Lisa Stokes
Engine Programming: Martin Griffiths
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2001 Programming Team: Matt Birch,
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Martin Griffiths, Kris Beaumont,
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Audio Programmer: Mark Huntley
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Andy Johns, Lee Wilson, Andy Blackmore,
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Drew Cattanach
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AUDIO N
Audio Lead: Mark Knight
Sound Designer: Elaine Williams

Audio Thanks: Beverly Koeckeritz
(EAC), Nick Laviers (EAUK), Adele Kellett
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Bill Lusty, David Lapp

Video Production: Jason Lord

QUALITY ASSURANCE
Senior QA Manager: Pete Samuels

QA Project Leader: Paul Waters

QA Team Leaders: Nathan Jacobs,
Stu Williams

Testers: Cornelius Wait, Nick Barrett,
Rob Moody

Mobile Test Team: Ross Douglas,
David Grove, Barrie Tingle,
Scott Newman

€QC Testers: Andrew Chung,
Paul Richards, Ben Jackson

UK MASTERING
Mastering Manager: Matt Price
Mastering Co-ordinator: Donna Hicks

Mastering Technician: Wayne Boyce,
Sam Roberts

TECHNICAL COMPLIANCE
GROUP

Technical Compliance Manager:
Joe Grant

Technical Supervisor: Marcus Purvis
Technical Auditor: Martyn Sibley

MARKETING
Product Manager: James Deverill

Marketing Director, UK Studios:
Roy Meredith

Manual Writer: John Featherstone

Translation Manager:
Nathalie Fernandez

Localization: David Lapp

LT Testers: Horst Baumann (Germany),
Laurent Gibert (France),
Stefano Perrucca at Binari Sonori (Italy)

Photography: LAT Photographic Ltd
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“Nagasaki Badger” (remix)” performed
by Chicane. Composed by Nick
Bracegirdle. By kind permission of
Warner/Chappell Music Ltd. Recording
courtesy of Edel UK Records, Ltd. and
Modena Records, Ltd.

“The Drive Home” performed by
Chicane. Composed by Nick Bracegirdle.
By kind permission of Warner/Chappell
Music Ltd. Recording courtesy of Edel UK
Records, Ltd. and Modena Records, Ltd.
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Modena Records, Ltd.
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WARRANTY F1

ELECTRONIC ARTS LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this product that the recording
medium on which the software program(s) are recorded (the “Recording Medium”)
and the documentation that is included with this product (the “Manual”) are free
from defects in materials and workmanship for a period of 90 days from the date of
purchase. If the Recording Medium or the Manual is found to be defective within 90
days from the date of purchase, Electronic Arts agrees to replace the Recording
Medium or Manual free of charge upon receipt of the Recording Medium or Manual
at its service center, postage paid, with proof of purchase. This warranty is limited to
the Recording Medium containing the software program and the Manual that were
originally provided by Electronic Arts. This warranty shall not be applicable and shall
be void if, in the judgment of Electronic Arts, the defect has arisen through abuse,
mistreatment or neglect.

This limited warranty is in lieu of all other warranties, whether oral or written,
express or implied, including any warranty of merchantability or fitness for a partic-
ular purpose, and no other representation of any nature shall be binding on or obli-
gate Electronic Arts. If any such warranties are incapable of exclusion, then such
warranties applicable to this product, including implied warranties of merchantabili-
ly and fitness for a particular purpose, are limited to the 90-day period described
above. In no event will Electronic Arts be liable for any special, incidental, or conse-
quential damages resulting from possession, use or malfunction of this Electronic
Arts product, including damage to property, and to the extent permitted by law,
damages for personal injury, even if Electronic Arts has been advised of the possibil-
ity of such damages. Some states do not allow limitation as to how long an implied
warranty lasts and/or exclusions or limitation of incidental or consequential dam-
ages so the above limitations and/or exclusion of liability may not apply to you. In
such jurisdictions, the Electronic Arts” liability shall be limited to the fullest extent
permitted by law. This warranty gives you specific rights. You may also have other
rights that vary from state to state.

RETURNS WITHIN THE 90-DAY WARRANTY PERIOD

Please return the product along with (1) a copy of the original sales receipt, showing
the date of purchase, (2) a brief description of the difficulty you are experiencing and
(3) your name, address and phone number to the address below and Electronic Arts
will mail a replacement Recording Medium and/or Manual to you. If the product was
damaged through misuse or accident, this 90-day warranty is rendered void and you
will need to follow the instructions for returns after the 90-day warranty period. We
strongly recommend that you send your product using a traceable delivery method.
Electronic Arts is not responsible for products not in its possession.

. 2002,

RETURNS AFTER THE 90-DAY WARRANTY PERIOD

If the defect in the Recording Medium or Manual resulted from abuse, mistreatment
or neglect, or if the Recording Medium or Manual is found to be defective after 90
days from the date of purchase, please return the product along with (1) a check or
money order for $15.00 made payable to Electronic Arts, (2) a brief description of
the difficulty you are experiencing and (3) your name, address and phone number
to the address below, and Electronic Arts will mail a replacement Recording Medium
and/or Manual to you. We strongly recommend that you send your product using a
traceable delivery method. Electronic Arts is not responsible for products not in its
possession.




EA WARRANTY MAILING ADDRESS
Electronic Arts Customer Warranty

P.0. Box 9025

Redwood City, CA 94063-9025

EA WARRANTY CONTACT INFO
E-mail and Website: http://techsupport.ea.com
Phone: (650) 628-1900

NOTICE

Electronic Arts reserves the right to make improvements in the product described in
this manual at any time and without notice. This manual and the software described
in this manual are copyrighted. All rights are reserved. No part of this manual or the
described software may be copied, reproduced, translated, or reduced to any elec-
tronic medium or machine-readable form without the prior written consent of
Electronic Arts.

TECHNICAL SUPPORT—If you need technical assistance with this product, call us at
(650) 628-4322 Monday through Friday between 8:30-11:45 AM or 1:00-4:30 PM,
Pacific Standard Time.

HOW TO REACH US ONLINE
E-mail and Website: http://techsupport.ea.com

FTP: ftp.ea.com
If you live outside of the United States, you can contact one of our other offices.
In Australia, contact: In the United Kingdom, contact:

Electronic Arts Pty. Ltd. Electronic Arts Ltd.

P.0O. Box 432 P.O. Box 181

Southport Qld 4215, Australia Chertsey, KT16 0YL, UK
Phone (0870) 2432435

In Australia: For Technical Support and Game Hints and Tips, phone the EA HOTLINE:
1902 261 600 (95 cents per min.) CTS 7 days a week 10 AM-8 PM. If you are under
18 years of age parental consent required.
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This product contains Font Software licensed from Agfa Monotype fy  BPORTS
Corporation and its suppliers, which may not be distributed, copied, F
reformatted, reverse engineered, or decompiled for any purpose. You /

may transfer the Font Software as part of the product to a third party  \  Z@@2Z b
provided that (i) the third party agrees to all the terms of this agree- b = ~
ment and (i) you have destroyed all copies of the Font Software in

your custody or control, including any installed in your computer, immediately upon
transferring such product. The Font Software is also protected by copyright and any
copying or distribution of the Font Software, with or without the product, constitutes
both copyright infringement and a theft of valuable property. You acquire no right,

title or interest in the Font Software except the personal right to use such software,
consistent with this agreement, as part of the product when installed in your com-

puter. All rights reserved.

To see our complete End User License Agreement please go to our website
www.agfamonotype.com.

Software & Documentation © 2002 Electronic Arts Inc. Electronic Arts, EA SPORTS and

the EA SPORTS logo are trademarks or registered trademarks of Electronic Arts Inc. in
the U.S. and/or other countries. All rights reserved.
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HAMPIONSHIF  SOrmula L’ “Formula One”, “Formula 1”, “F1” and “FIA

Formula One World Championship” (together with their foreign translations and per-
mutations) are trademarks of the Formula One group of companies. An official
product of the FIA Formula One World Championship licensed by Formula One
Administration Limited. All other trademarks are the property of their respective
owners. EA SPORTS™ is an Electronic Arts™ brand.

Nintendo GameCube is a trademark of Nintendo.
All other trademarks are the property of their respective owners.
FA SPORTS™ is an Electronic Arts™ brand.
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