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A WARNING Before playing this game, read the Xbox 360 Instruction
Manual and any peripheral manuals for important safety and health information.
Keep all manuals for future reference. For replacement manuals, see
www.xbox.com/support or call Xbox Customer Support.

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 flashing 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.

' ) Table of Contents

Xbox:360 Controller:ic. it 2
Xbox 360 Wireless Racing Wheel. ..o e 4
CIRWEHRGIIEREEE el ses 6
Main Menu 8
Car Classes 10
UpgradingaCar ..o e 12
Tuning aCar. ..o i s 14
CustomizingraCar.....o.. il D 15
Online Atiction House,. ..o oot L 16
Tournaments 18
Photo Mode 20
FOrZa MOBIESDOIEIN ...l oo ihiisbiionieirecsnannsistig esinirei 21
Wil R T 22
BWINOHDS o e, 24

Turn Types OO RORERRR L G 24

Outside-Inside-OutsitB OIMETING. .c..ieoootfnsemmoeneiestt it sl S a0

Learning a New Track .............c.cccccere.ee. 2
Forza Motorsport Community..................... L2
Industry Credits it i L 9
TeAMIGIRHIS™ ... e DR 3
WAVl N P i 32
AD0X GUStOmeESURIBI 33

Forza Motorsport 2

1.




g

> Xbox 360 Controller

Controller Options

Forza Motorsporf™ players have two things in common: a passion for cars and racing, and

a consuming desire to win. There are some differences, though, in the way they go about it. From the Options menu, select Controller Layout to:
Most prefer to use the Xbox 360° Controller to drive their cars and compete successfully. B

But many opt for a steering wheel and pedal setup, like the Xbox 360 Wireless Racing Wheel ‘ Pick an alternate controller setup.

(described on pages 4-5), to achieve what they feel is a realistic and immersive experience ;gchanqe the right stick to control steering or shifting.

that more accurately simulates driving a real car. .
Change the D-pad to control steering.

B
Invert the Gear Up and Gear Down buttons.

.
Turn vibration on or off.

& Accelerate |

—= [ Change Camera §

| €8 Damage/Heat

Gear Down
. (Y lookBack |
@cearlp |
i . @® Ebrake i
« © pause Menu |
B
Telemetn .
; OOn/@BT € Freelook [
i O TabRigh
©Tab Led

e
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Racing Wheel

) Xbox 360 Wireless

Xbox Guide Button

Gear Down =

e

. Telemetry: *
O m/Q o
O» Tab Right -
OTableft

.
i

Battery Cover |
Connect Button f

i Lap Mount =

If you prefer to use a steering wheel and pedals to control your cars, the Xbox 360 Wireless
* Racing Wheel is an excellent choice. To set up the wheel as your controller:

~ From the Options menu, select Controller Options, and then select Xbox 360 Wireless
~ Racing Wheel.
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> Game Screen (HUD)

Note that the HUD changes based on your camera view. You can customize the HUD by
using the Gptions meny to turn any HUD element on or off

press @8 to
toggle Tire-Heat
Indicator.

gitudinal 6's | :

{1 Pasqually 968 {a Telemetry Display L
19" Nebuchan. = 10y . Ve Press the D-pad up to access telemetry during a race

MRS
=
(3]
—

. @
E
1%
=
—
@

oty |4 DriftKing 182 - ] 30 = or while watching a replay. In a replay, you can also
i ‘};;a ; , ; ' | access telemetry for opponents by selecting Next
i PLACE 8 | 1 B Car to cycle through all cars in a race. You can view

general stats such as speed, gear, rpm, torque, and -
steering input. Press left and right on the D-pad to
cycle through the different telemetry tabs, mctuqu '

 Fuel Gauge

STM (Stability Man

TCS (Traction Control

ABS (Antilock Bfak ‘

The Assist Indicator illuminates when » -—
these assists are active. Heat Damage

Press down on the D-pad to turn off telemetr

Fr|ct|on Suspensmn

SRR

Body Acceleration Tires Misc.
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) Main Menu

Arcade Mode

Exhibition

Compete wheel-to-wheel against game-controlled (Al) drivers to unlock new cars and race
series. Initially, you have access to only a few tracks and cars. To unlock the next series of
races, you must place in the top three in all races in the current series. To unlock cars in a
series, place at least third in every race to unlock one car for that series, at least second
to unlock two, or first to unlock three. Cars that you unlock in Exhibition can be used in
Exhibition, Free Run, and multiplayer.

Time Trials
Set the fastest single-lap time on a specific track with a specific car. Each Time Trial has a
target time for you to beat, and when you beat it you unlock that car.

Free Run
You do not unlock cars in Free Run; instead, you can practice as much as you want on any
track with any unlocked car or any car in your Career Garage (see “Career Mode” below).

Larest Ve

Career mode is the core of Forza Motorsport 2. Each Career profile you create requires a
gamer profile. You can compete offline or online in multiple race types to earn money, and
to collect and customize cars. You begin with a small amount of credits (CR) to buy and
upqrade cars. As you compete in races, you earn more. You can also win cars by finishing
first in all races in a Career event. If you're connected to Xbox LIVE®, you can compete
online. In online Career races, you race against other players to earn credits and level up
your driver (see next page).

Press X in the Career Main Menu to open the My Career screen, which gives detailed
information on all aspects of your Career.

Multiplayer

thians

Horme Region

Your home region determines the availability and cost of cars in your Career. Most cars
are available in their home region, but are initially locked in other regions. Region also
determines the car manufacturer discounts you receive as your Career progresses. You can
switch regions later, for a cost in CR, by pressing @ on the Stats ta of the My Career
screen. Note that home region does not affect which tracks are available.

Oriver Level vs. Car Level

In Career mode, many race types and events are restricted by driver level, which starts
at 0. Your level increases as you win races and earn credits. At higher levels you unlock
new cars to buy and earn discounts with car manufacturers.

Each car also has a level. Raise your car's level by using it in multiple races, which earns
you discounts to upgrade that car, and increases the car’s rarity bonus.

Race Restrictions
Races in Career mode are restricted to specific car types. Restrictions include car class,

manufacturer region, power, and weight. If you're not in the right car for a race, you must
select a different car from your Garage, buy a different car, or modify your existing car.

Race another player on a split screen, use system link to connect up to eight Xbox 360
consoles on a local area network (LAN), or connect to the Xbox LIVE online service (see

page 22). Compete in online Career mode (see above) or in Tournaments mode (see page
18), buy and sell cars in the Auction House (see pages 16-17), gift cars (see page 23), and
watch Forza Motorsport TV (see page 21).

Select your controller setup, mddify your audio and HUD options, view photos and replays,
view the game’s credits, or modify your screen setup.
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) Lar (lasses

In Forza Motorsport 2, cars are divided into classes that reflect their level of performance
based on their attributes, such as weight, power, and grip. The 300-plus available cars are
divided into six production classes and four race classes. Your car’s class can limit the
races you are eligible for.

1 Heavrly modrfred productron cars and purpose- hurlt race cars mcludrnq the \
| Subaru 6T300 Impreza and the Porsche 911 6T3 Cup

High-end purpose-built race cars including the Dodge Viper GTS-R and
 the Nissan 6T500 Skyline

Ultrahigh-end purpose-built race cars including the McLaren F1 GTR and the
& | Chevrolet Corvette Co.R

Y Upgrading a car may move it from its current class to a higher class.

” ’Praductlan Ears

| Prototype race cars including the Porsche 962C and the Audi R8

Standard production cars rncludrnq the Ford Focus SVT and the

Volkswagen Beetle
: Perfarmance Index

U froouoncars Jpghucing the Audi 4 and SRR Fairlady ] Each car has a Performance Index, a numerical value that changes as you perform

upgrades. Use this number to help you get your car as close to the top of a class as
possible without bumping it into the next. If you get in over your head, you can uninstall
parts to return your car to a lower class.

Performance production cars including the Porsche Cayman $ and
the Lotus Exige

High-performance production cars including the Chevrolet Corvette Z06
and the Ferrari 360 Modena

Ultrahigh-performance production cars like the Maserati MCI2 and the
Porsche Carrera 6T

Unlimited-class cars including the Chrysler ME Four-Twelve concept
car and the TVR Cerbera Speed 12

In multiplayer races, you can view your opponents’ Performance Indexes to see who's been
modifying their car.

Forza Motorsport 2 11.




) Upgrading a Car

: : Choose from Three
In Forza Motorsport 2. you can use credits you earn in Career mode to buy upgraded
engine, drivetrain, chassis, and bodywork parts to enhance your car's performance. But Levels Df Upgr ades

remember, upgrades may bump your car nto a higher class where it isn't compeitive For each of the performance areas you can  choose from three levels of upqrades rom

stock (or Level 0):

Upgrades for Four

Perfarmance Areas - EBE | street upgrades provide a mild performance increase at a low cost.
qurade optlons include four major performance areas: : Sport upgrades provide a medium performance increase at a
[ £ :
Engine and Power Intake and exhaust upgrades reduce restrictions n ai flowinte. moderate price.
and exhaust flow out of the engine. Fuel and ignition upgrades increase fuel flow and %fi | Race upgrades provide a major performance increase. These high-evel
provide a hotter spark for more efficient combustion. Turbo and supercharger upgrades =55 F upgrades can be expensive. They can also carry an additional cost: installing

force more air into the engine. You can also perform a complete engine swap.  them may bump your car into a higher class where it isn't competitive.

Platform and Handling By upgrading your car's suspension to lighten and stiffen

the chassis, you can improve its handling (how well it grips the road under cornering, Balancing Power and |
acceleration, and braking). Upgrading the suspension, brakes, transmission, and Platform Upgrades

driveline improve the car's response to driver input. e :

- _ . When upgrading your car, it's important to balance your upgrades between power an

Tires and Rims _The stock tires on your car imit your track performance, no matter platform enhancements. A good rule of thumb is to go for 50% power and 50% platform
how you tweak your engine or suspension. Upgrading rims and tire compound, size, and

profile improves acceleration, comering, and braking performance. upgrades, because power without brakes or handling to match won't win you races.

.
Weight and Aerodynamics  Upgrading body components (bumpers, wings, skirts, |
spoilers, hood, and so o) can lighten the car, reduce aerodynamic drag, and improve ;
grip by increasing downforce. You can also customize a car's appearance to make it L
your car.
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) Tuning a Car

Level 3 race parts and stock race cars allow you to tune your car, which can be the key to
successful car performance. In Forza Motorsport 2 you can tune your chassis setup to meet
the demands of a given track, test drive your new settings, and save or load your favorite
tuning setups for future use.

Chassis-tuning options focus on seven aspects of a car's chassis setup:
ﬁTrres (front and rear pressure)
g‘Trérrsmission (final drive, forward gears)
ﬁliqnment (camber, toe, caster)
quS“rrsperrsion (springs, damping, ride height, anti-roll bars)
ag}Aem (front/rear downforce)

.
Brakes (brake pressure, balance)

.
Differential (tune for acceleration/deceleration, center differential torque distribution)

Tuning is a tricky process. All of the tuning options are related to and dependent upon each
other, and there is no “right setting.” The best setting changes by track, by car-and by
driver. The ultimate test of a setup is on the track, so tune your car, and then go for a test
drive to see how your changes affect car performance.

& Customizing a Car

Applying Paint, Decals, and VV"

The only thing better than driving a well- prepared car in competition is making it uniquely

your own. Use the Paint Car option in the Career Main Menu to paint your car’s body, hood,
mirrors, wings, brakes, and rims. Apply decals and vinyl shapes to the car’s six sides: front,
left, top (including hood), right, rear, and wing. You can also tint or color your windows.

When you're finished, select Take Photo to snap a picture of your design. You can store
pictures on your Xbox 360 console or upload them to the Forza Motorsport community Web
site (see page 20).

Using Layers to Create
a L'ustam Des:gn

On each srde of your car, you can stack over 000 overlapprnq Iayers each containing one
shape: a vinyl or a decal. Select a blank layer to place a shape. Select an existing layer to
change the shape, to edit its position (including size) or color, or to copy or paste it. You
can also copy all layers from one side and paste them onto the opposite side.

Use the Insert command to insert the last cut or copied layer in between the currently
selected layer and the next lowest.

You can create a vinyl group to position or copy several vinyls at once. Press and hold
the left stick to access Advanced Options, and press @) to add the highlighted vinyl to a
group. You can also select a vinyl and then select Highlight All Layers to group them all.
Select a highlighted vinyl and then choose Create New Vinyl Group to save the group.

Press the D-pad up or down to quickly skip to the highest or lowest fayer.

Saving Your Design
in the Design Catalog

You can save designs to your car or to your Design Cataloq Which aIIows you to store
multiple designs for a single car. To share your design, apply it from your Catalog to a car,
and then gift the car to a friend. In this way you can create a team design.

Forza Motorsport 2



) Online Auction House

As you build a stable of cars in your Career Garage, you can go to the online Auction House
to buy and sell cars.

TI0 HOUSE

}Fmdmg the Car Yau Want to Buy

Use the Search tabto set fliters mcIudlng price, carievel class make year, power,

and design. If a car that meets your requirements is available for sale, you will see its
information, the auction where you can bid on it, and the seller's gamertag. Search results
are filtered by time remaining in the auction (least time at the top).

When you make a bid, that auction appears on the My Bids tab where you can continue to
bid until the auction closes.

The moment you bid on a car, credits are deducted from your account. If you win the
auction, select Receive Car. The credits you bid are then transferred to the seller. If you
lose the auction, select Receive Money to have the credits you bid refunded.

Many auctions have a buyout price you can pay to buy the car instantly without bidding.

Ereatlng an Auctmn

To sell a car, open the My Auctions tab and then select Create Auctlon Select the car you
want to sell and set the auction parameters, including price and auction duration (2 to 24
hours). Handling fees are applied to auctions with longer durations. When a player makes
the winning bid, the car is transferred to their Career Garage and you receive credits. If
no one bids, you have the option to Restart Auction and try again. If you do not want to
restart the auction, select Retrieve Car to take your car back.

You can always access current auctions you have created from the My Auctions tab.

Featured Items and Handling Feesi

When you create an auctlon you can desu]nate what you are selling as a featured item.
Featured items are automatically moved to the top of the Search Results list. A handling
fee is charged for designating an item as featured.

Lacked Des:gns

To prevent buyers from editing your work, you can lock a car’s design in Paint Car. Should
the buyer attempt to edit the locked design in Paint Car, the design is permanently erased.

Message L'enter

During play you may receive messaqes if you win or lose an auction, if you are outbid in
an auction, if someone wins one of your auctions, or if one of your auctions expires with
no bids. You also get a message when a tournament for which you've qualified is about
to start (at 15, 10, and 5 minutes remaining), and when someone gifts you a car. When you
get a message, an icon appears on-screen instructing you to press 3. When reading a
message, you can press @) to go to the relevant screen. When you close that screen, you
return to wherever you were when the messaqe arrived.

Forza Motorsport 2 |




) Tournaments

-~
The Tournaments screen is the hub for Forza Motorsport Leaderboard-Qualifying Like to Watch: Try 5p ectatmg

Tournaments. You can launch a qualifying race, view a tournament bracket, practice for an During a TU’-"' narment

UIEOINIG A, Orlaunch 2 bourmament race | During qualifying, players can view the scoreboard for a olven event When the '

A tournament is open to a set number of competitors. For example, in a tournament with 96 tournament itself is underway, players can faunch the spectating screen to watch the
slots, only the top 96 drivers who beat the qualifying time are entered. Once you qualify for action in a specific bracket. You can only watch live races; feeds are not stored.
a tournament, you have until qualifying closes to improve your time. |

After qualifying, drivers are split into groups. At Gold level, the payout is based on distance
and the number of drivers. Drivers in the Silver level earn 10% less, Bronze 20% less.

roummmsnr L7

Round |

When a tournament starts, players race in groups of eight based on qualifying times. The . g " v b
top four in each group advance to the next round (the other four are eliminated) until a ' S
driver wins. For each completed round, you win credits, which you can apply to your Career.

More Tournaments, More Players,
More Elary.

In forza MotorsportZ more tournaments are available to accommodate more players The
longer the tournament, the more drivers who can compete and the more rounds it takes to
complete. Tournaments allow drivers to participate in eight brackets (64 players), sixteen

brackets (128 players), or even thirty-two brackets (256 players).

Some tournaments are limited to specific car models set up to run in a specific class, which
may require players to buy a car and upgrade it to the required class.

Keep an eye on the tournaments during the week. New tournaments are added periodically,
including tournaments that feature real-world prizes.

Forza Motorsport 2 | 19.




) Photo Mode

Taking Photos

Any event worth attending or participating in is worth capturing and sharing in photos.
In Forza Motorsport 2 you can take pictures of your car in action and share your
favorite moments with friends and other players. Show off the unique design you've
created, or the incredible pass you pulled off on the way to victory-or the spectacular
way you just planted your pride and joy in the wall. It's all part of being a member of

a unique community.

You can capture a photo of one of your cars in your Garage, or during a race (or in a replay,

since you may be a little preoccupied while racing). Press © on the Xbox 360 Controller
to pause the action. Select Photo Mode from the Pause menu, change the camera position
and angle to frame the shot the way you want, and press @) to capture the photo.

Sharing and Uploading
Photos to the Web

You can save photos to the Xbox 360 Hard Drive and then upyload them to the Forza
Motorsport Web site (www.forzamotorsport.net) for public viewing.

”Ynur Saved Replays and Phatas

Forza Motorsport TV

With multiple channels broadcasting the hottest Xbox LIVE race action, Forza Motorsport
TV keeps you in touch with all the record-breaking performances, white-knuckle races, and
other newsworthy events going on in the world of Forza Motorsport.

Featured Races ,«

Here you will find broadcasts of up to ten races from Tournaments mode These feeds are
prioritized based on the TrueSkill™ ranks of the drivers involved (see page 23), and may
include special tournaments. This is some of the most exciting racing to be found in the
world of Forza Motorsport, for drivers as well as spectators.

Best Races nght Naw

Choose from up to ten races being run in exh|b|t|0n and onlme Career mode Races are
prioritized based on the participating drivers' TrueSkill ranks. Stay tuned!

As their names |mply these channels are the central warehouses for all of the replays
you've saved and photos you've taken while playing Forza Motorsport. You can also access
your stored replays and photos by going to Options on the Main menu and then using the
right and left triggers to select the appropriate tab.

Forza Motorsport 2 | 21.




> Xbox LIVE

Xbox LIVE is @ high-speed or broadband Internet community where you can create a
permanent gamer identity, set up a friends list with other players, see when other players
are online, invite friends to play, and talk in real-time as you race.

Lonnecting to Xbox LIVE

Before you can play Forza Motorsport 2 online, you must connect your Xbox 360 console
to a high-speed or broadband Internet connection and sign up for Xbox LIVE service. To

determine if Xbox LIVE is available in your area and for information about connecting to
Xbox LIVE, see www.xbox.com/connect and select your country.

Take Your Profile Online

Each player profile in Forza Motorsport 2is tied to a gamer profile. If your gamer profile
is Xbox LIVE-enabled, you can venture online to race in multiplayer matches, compete in
tournaments, view online scoreboards, and buy and sell cars in the Auction House.

Parental Controls

These easy and flexible tools enable parents and caregivers to decide which games young
game players can access based on the content rating. For more information, go to
www.xbox.com/familysettings.

For the latest information and stats tracking, visit ForzaMotorsport.net.

Xbox LIVE Menu

The Xbox LIVE menu features the following options.

Exhibition Race
Race head-to-head against other players on Xbox LIVE.

Quickmatch ~ Automatically join an event without specifying game criteria.

bustom Match  Specify game criteria and search for events you'd like to join.
:

Create a Match  Specify game criteria and create events you'd like to join.

LCareer Race
Earn credits by competing over Xbox LIVE against human opponents. Level up your driver
and improve your online TrueSkill rank.

Career Race includes the same three options that are available in an Exhibition Race.

Tournaments
Compete in online tournaments (see page 18).

Auction House
Buy and sell cars online (see pages 16-17).

Gift a Car

Give a car to another player as a gift. You can only gift a car to someone on your friends
list, and you cannot gift your current car. Select Gift a Car, choose a car from the list, and
then select a recipient from your friends list.

Forza Motorsport TV
Watch other drivers competing in races online (see page 21).

Forza Motorsport 2



> Driving Tips

Understanding basic turn types makes it easier to plan your strategy for getting good lap

times around any track. Understanding that some turns are more important than others
can yield even better lap times. While it's important to learn how to get through any turn

efficiently, your ability to enter a straightaway at the highest possible speed and cover the

length of the straight as quickly as possible is a key to racing success. You also need to '
learn to set up the car to enter a turn at the end of a straight with the car poised and ready

for what follows.

The standard approach to any turn is slow in, fast out. You brake (decelerate) going in,
move to the inside of the corner, and then accelerate on the way out. The X on each of
these diagrams is the apex.

Hairpin

Radius

Chicane
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Outside-Inside-Outside Cornering

To maximize cornering speed, use the entire width of the track to make every corner as
wide as possible. This provides the largest radius through the corner, allowing the highest
speed given available tire grip.

When approaching a corner, move your car to the outside edge of the track until you reach
the turn-in point. Then move from the outside edge of the track to the inside edge at the
turn’s apex, near the middle of the corner. When past the apex, use the track's full width to
your advantage, moving back toward the outside edge as you complete the corner.

Late and Early Apexes

A ate apexis an apex point after the geometric center of a corner. If you use a late apex,
you give up some cornering speed in order to have more grip available to get onto the
throttle and accelerate earlier. You can make up the time you lose going through the
corner at a slower speed because you can go down the straightaway that follows the
corner at a higher speed.

An early apex s an apex point before the geometric center of a corner. Using an early
apex can be advantageous to optimize your speed when exiting a very long straightaway,
or when driving through an increasing-radius corner. Try an early apex to maximize speed
through a corner by creating a wide line at the exit, but be careful-at some point this line
will run too wide, and you'll go off the outside of the track.

Learning a New Track

Mastering a new track and finding the quickest way around it for your car and driving style
is essential to your racing success. Here's an approach that should have you carving up the
corners and setting fast laps.

" 1. Drive slowly around the track until you know the layout.

§ 2. Start using the whole width of the track for all corners, using very late apexes.
It may feel strange at slower, non-race speeds, but it helps you master every corner
on the course-especially the important ones that lead to or are followed
by straightaways.

# 3. Slowly work up speed, and pull each apex back about three feet with each lap.

* 4. Eventually you'll have to use the entire width of the track exiting the corners.
Now you're close to your car's cornering limits, so start moving the apexes back in
smaller increments. If you run off the outside edge of the track or have to turn in
again after missing the apex, you've used too early an apex.

¥ 5. When you've worked up to speeds and apexes that force you to use the entire track,
you've found your basic approach for lapping the track. The line around any track
will be different from one driver to the next, and for different cars, car setups, and
track conditions.

I 6. Now work on compromising certain corners, especially through a series of corners
not attached to straights, to maximize your speed through the important ones-
generally those followed by the longest straights. The speed you carry out of those
corners allows you to achieve the highest speed on the straightaways. Use your lap
times and Forza Motorsport telemetry to determine the best approach for every
corner on the circuit (for information on telemetry, see page 7).
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> Forza Motorsport Community

Forza Motorsport 21s a racing simulation, a competitive game, a rich world for those who

share a passion for cars and racing-and also the center of an active worldwide community.

The arena for online competition between members of this community is Xbox LIVE, but its
hub is ForzaMotorsport.net.

Xbox LIVE: Where the Community
Meets to L"ampete—-—and Mare

Described in detail elsewhere in this manual, Xbox LIVE is the arena where members of
the Forza Motorsport community meet friends and strangers to compete in races and

tournaments, access online scoreboards, and buy and sell cars online in the Auction House.

The Forza Maotorsport Web 51te

When they re not tuning their cars or racing or buying and selling cars online, Forza
Motorsport community members like to read about cars and racing. The Forza Motorsport
Web site is a great online destination for people who care about things automotive.
Constantly refreshed with new content covering racing events, car tuning and
customization, community blogs, and revealing behind-the-scenes glimpses that show how
Forza Motorsport 2 achieves its immersive realism, ForzaMotorsport.net is a great place
to stay in touch with the community and the world of cars and racing.

Aston Martin, V12 Vanquish, DBY Coupe and the Aston Martin logo
are trademarks owned and licensed by Aston Martin Lagonda.
© Aston Martin Lagonda 2006.

The trademarks regarding the Audi R8 Le Mans, the Audi R8 Team
Joest, the Audi TT Coupé 3.2 quattro, the Audi $4 (2005), the Audi
§4(2002), and the Audi $4 (2000) are used by Licensor with the
express written permission of Licensee.

Approved and Licensed Product of Bentley Motors Limited.
“Bentley” and “Continental GT" names, emblems, body designs,
etc. are trademarks/names and/or the intellectual property right
of Bentley Motors Limited; use thereof is licensed to Microsoft
Corporation.

The BMW and MINI trademarks are owned by BMW AG and are
used under license. The BMW trademarks are owned by BMW AG
and are used under license.

General Motors trademarks used under license to Microsoft
Corporation.

Chrysler®, Crossfire® SRT-6, ME Four-Twelve, PT Cruiser®,
Plymouth® Barracuda and their trade dress are trademarks of
DaimlerChrysler Corporation and are used under license. ©
DaimlerChrysler Corporation 2006.

Dodge, Viper, and Mopar are trademarks of DaimlerChrysler
Corporation.

American Motors is a registered trademark of DaimlerChrysler
Corporation, which is used under license. © DaimlerChrysler
2004.

Ferrari, Enzo Ferrari, Ferrari F50, Ferrari F40, Ferrari 360 Modena
F1, Ferrari 333SP, Ferrari 330 P4, Ferrari Challenge Stradale,

Ferrari 575M, Ferrari 550 Maranello, Dino 246 GT, Ferrari 250 6T0,

Ferrari F355 Berlinetta, Ferrari F355 Challenge, Ferrari 512TR,
and all associated logos, distinctive designs are trademarks of
Ferrari Sp.A.

Ford oval and nameplates are registered trademarks owned and
licensed by Ford Motor Company.

ACURA®, HONDA®, CIVIC®, INTEGRA TYPE-R®, NSX®, TYPE-R™,
$2000°, RSX® TYPE-S®, NSX-R™, CRX™, DEL SOL®, Si-R™ Stylized
“A" Logo®, RL™ PRELUDE®, Si™ “H" Logo®, A-SPEC™, HFP™ names,
emblems, and body designs are trademarks and/or intellectual
property rights of Honda Motor Co., Ltd., and used under license
to Microsoft Corporation all rights reserved.

Hyundai, Tiburon, and associated logos, emblems, and body
designs are trademarks and/or other intellectual property of
Hyundai Motor Company and are used under license to the
Microsoft Corporation.

) Industry Credits

Jaquar, E-type S1, XJ220, XK Coupe, and the Leaper Device are
trademarks owned and licensed by Jaguar Cars Limited. © 2006
Jaguar Cars Limited.

The Koenigseqg and the Koenigsegg CC 8S trademarks are used
by Microsoft Corporation with permission from Koenigsegg
Automotive AB.

The trademarks Lamborghini and the copyright and design rights
in and to the Diablo, Gallardo, Murcielago, Countach, LP5000,
and vehicles are used under license from Lamborghini ArtiMarca
SpA, Italy.

Lancia, Lancia Stratos, Lancia Delta Integrale Evo, all associated
logos, and the Lancia Stratos, Lancia Delta Integrale Evo
distinctive designs are trademarks of FIAT Auto S.pA.

Approved and Licensed Product of Group Lotus plc.

Produced under license. MASERATI, the Trident device, all
associated logos and distinctive designs are trademarks ofr
Maserati S.p.A. The body designs of Maserati cars are protected
as Maserati S.p.A. property

Mazda, Mazdaspeed, Axela, Familia, Roadster, RX-T and RX-8
names, emblems, and body designs are trademarks and/or
intellectual property rights of Mazda Motor Corporation and
used under license to Microsoft Corporation.

“McLaren” is a registered trademark of McLaren Racing Limited
and is licensed to Microsoft Corporation by McLaren Group
Limited.

DaimlerChrysler, Three-Pointed Star in a Ring and Three-Pointed
Star in a Laurel Wreath and Mercedes-Benz are trademarks of
and licensed courtesy of DaimlerChrysler AG and are used under
license to Microsoft Corporation.

Mitsubishi, the names, emblems and body designs are trademarks
and/or intellectual property rights of MITSUBISHI MOTORS
CORPORATION and used under license to Microsoft Corporation.

Mugen name and emblems are trademarks of MUGEN Co., Ltd, and
used under license from M-TEC Co., Ltd., to Microsoft Corporation.

“NISSAN" and the names, logos, marks and designs of the NISSAN
products are trademarks and/or intellectual property rights of
NISSAN MOTOR C0., LTD., and used under license to Microsoft
Corporation.

nismo, NISSAN R390 GT1, names, emblems, body and part designs
are trademarks and/or intellectual property rights of Nissan
Motorsports International Co., Ltd., and used under license to
Microsoft Corporation.

Opel, Astra, emblems, and body design are Adam Opel AG
trademarks and used under license to Microsoft Corporation.
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Pagani, Zonda S, all associated logos, and the Zonda $ distinctive

designs are trademarks of Pagani Automobili S.p.A.
Panoz Motorsport Georgia, Inc.

The brand name “Peugeot,” the brand “Lion complet stylisé”
(representing the logo of AUTOMOBILES PEUGEQT) and the
brands of models of vehicles are protected are the property
of AUTOMOBILES PEUGEOT or third parties having authorised
AUTOMOBILES PEUGEOT to exploit them.

Porsche, the Porsche Crest, 911, Carrera, RS and Boxster are
trademarks of Dr. Ing. h.c. F. Porsche AG. Licensed under
certain Patents

Proto Motors, Spirra, and associated logos, emblems and body
designs are trademarks and/or other intellectual property of
Proto Motor Company and are used under license to Microsoft
Corporation.

The trademarks regarding the Audi RS 4, the Audi RS 6, and
the Audi TT R 24h Niirburgring are used by Licensor with the
express written permission of Licensee.

RENAULT Official License Products are vehicle models and
trademarks protected by intellectual property laws. Used with
permission from RENAULT. All rights reserved.

SAAB, Saab Emblem and 9-3 AERO body design are Saab
Automobile AB trademarks used under license to Microsoft
Corporation.

All SEAT logos, names, and industrial designs of the SEAT models
are registered by SEAT, SA.

Saleen®, all its vehicle names, and Saleen's proprietary designs
are registered trademarks of Saleen, Inc., used under license to
Microsoft Corporation.

“Shelby®," “Cobra®,” “Shelby GT-500KR™," “Shelby Series One®,"
and “Shelby Series One Logo™" are registered trademarks and
intellectual properties of Carroll Shelby and Carroll Shelby
Licensing, Inc., and are used by Microsoft Corporation under
license.

Subaru and Impreza are the registered trademarks of Fuji Heavy
Industries Ltd.

Toyota, 20006T, Altezza, Sprinter Trueno GT Apex, 6T-One, MR2,
MR-S, Celica, Soarer, Supra, Lexus, 15300, 15350, 15430, SC430,
Scion tC, names, emblems and body designs are trademarks
andfor intellectual property rights of Toyota Motor Corporation
used under license to Microsoft Corporation.

The likenesses of the TVR Sagaris, TVR Tuscan and TVR Cerbera
Speed 12 are used with permission, and are the Property of TVR

Engineering LTD.

Vauxhall, Vauxhall “Griffin” emblems and Astra, Monaro, VX220,
Lotus Carlton body designs are Vauxhall Motor Company Limited
trademarks used under license to Microsoft Corporation.

Trademarks, design patents, and copyrights are used with the
permission of the owner Volkswagen AG.

Volvo, S60R and the Volvo logo are trademarks licensed by Volvo
Car Corporation. © 2006 Volvo Car Corporation.
RACING CIRCUITS

Mazda Raceway Laguna Seca is operated by SCRAMP and used
under license by Microsoft Corporation.

Mugello Autodromo Internazionale is used under license by
Microsoft Corporation.

Niirburgring GmbH.

The Silverstone Circuit is a registered trademark of the British
Racing Drivers Club and held under license by Silverstone
Motorsport Ltd. In-game course depiction captures the course
in September 2003.

Tsukuba Circuit and JASC words and design marks are used
under license by Microsoft Corporation.

Suzuka Circuit words and design marks are used under license
by Microsoft Corporation.

Road Atlanta is used under license by Microsoft Corporation.
Sebring International Raceway is used under license by
Microsoft Corporation.

LEAGUE CREDITS

International Motor Sport Association (IMSA).

SCCA Pro Racing, Inc.

6T Association logo and teams are used under license by
Microsoft Corporation.

MANUFACTURER CREDITS

0-Z Racing logo is used by Microsoft Corporation with the
permission of 0-Z S.p.A.

Sparco is used by Microsoft Corporation with permission.

F430 #62 race livery made possible through partnership with
Risi Competizione.
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Xbox Customer Support

Limited Warranty For Your Copy of Xbox Game Software
(“Game”) Acquired in the United States or Canada

Warranty

Microsoft Corporation (“Microsoft”) warrants to you, the original purchaser of the
Game, that this Game will perform substantially as described in the accompanying
manual for a period of 90 days from the date of first purchase. If you discover a
problem with the Game covered by this warranty within the 90-day period, your
retailer will repair or replace the Game at its option, free of charge, according to
the process identified below. This limited warranty: (a) does not apply if the Game
is used in a business or for a commercial purpose; and (b) is void if any difficulties
with the Game are related to accident, abuse, virus or misapplication.

Returns within 90-day period

Warranty claims should be made to your retailer. Return the Game to your retailer
along with a copy of the original sales receipt and an explanation of the difficulty
you are experiencing with the Game. At its option, the retailer will either repair or
replace the Game. Any replacement Game will be warranted for the remainder of
the original warranty period or 30 days from receipt, whichever is longer. If for any
reason the Game cannot be repaired or replaced, you will be entitled to receive
your direct (but no other) damages incurred in reasonable reliance but only up to
the amount of the price you paid for the Game. The foregoing (repair, replacement
or limited damages) is your exclusive remedy.

Limitations

This limited warranty is in place of all other express or statutory warranties,
conditions or duties and no others of any nature are made or shall be binding on
Microsoft, its retailers or suppliers. Any implied warranties applicable to this Game
or the media in which it is contained are limited to the 90-day period described
above. TO THE FULL EXTENT ALLOWED BY LAW, NEITHER MICROSOFT, ITS
RETAILERS OR SUPPLIERS ARE LIABLE FOR ANY SPECIAL, INCIDENTAL,
PUNITIVE, INDIRECT OR CONSEQUENTIAL DAMAGES ARISING FROM THE
POSSESSION, USE OR MALFUNCTION OF THIS GAME. THE FOREGOING
APPLIES EVEN IF ANY REMEDY FAILS OF ITS ESSENTIAL PURPOSE. Some
states/jurisdictions do not allow limitations as to how long an implied warranty
lasts and/or exclusions or limitations of incidental or consequential damages

so the above limitations and/or exclusions of liability may not apply to you. This
limited warranty gives you specific rights, and you may also have other rights that
vary from state/jurisdiction to state/jurisdiction.

For questions regarding this warranty contact your retailer or Microsoft at:

Xbox Product Registration
Microsoft Corporation

One Microsoft Way

Redmond, WA 98052-9953 USA

In the U.S. or Canada, call 1-800-4MY-XBOX. TTY users: 1-866-740-XBOX.

Technical support is available 7 days a week including holidays.

* Inthe U.S. or Canada, call 1-800-4MY-XBOX.
TTY users: 1-866-740-XBOX.
* In Mexico, call 001-866-745-83-12.
TTY users: 001-866-251-26-21.
* In Colombia, call 01-800-912-1830.
For more information, visit us on the Web at www.xbox.com.

Information in this document, including URL and other Internet Web site references, is subject
to change without notice. Unless otherwise noted, the example companies, organizations,
products, domain names, e-mail addresses, logos, people, places, and events depicted herein
are fictitious, and no association with any real company, organization, product, domain name,
e-mail address, logo, person, place, or event is intended or should be inferred. Complying with
all applicable copyright laws is the responsibility of the user. Without limiting the rights under
copyright, no part of this document may be reproduced, stored in or introduced into a retrieval
system, or transmitted in any form or by any means (electronic, mechanical, photocopying,
recording, or otherwise), or for any purpose, without the express written permission of Microsoft
Corporation.

Microsoft may have patents, patent applications, trademarks, copyrights, or other intellectual
property rights covering subject matter in this document. Except as expressly provided in any
written license agreement from Microsoft, the furnishing of this document does not give you any
license to these patents, trademarks, copyrights, or other intellectual property.

The names of actual companies and products mentioned herein may be the trademarks of their
respective owners.

Unauthorized copying, reverse engineering, transmission, public performance, rental, pay for
play, or circumvention of copy protection is strictly prohibited.

All trademarks, trade dress, design patents, copyrights, and logos are the property of their
respective owners. All rights reserved.

© & ® 2007 Microsoft Corporation. All rights reserved.

Microsoft, Forza Motorsport, the Microsoft Game Studios logo, OptiMatch, TrueSkill, Turn 10,

Xbox, Xbox 360, Xbox LIVE, the Xbox logos, and/or other Microsoft products referenced herein
are trademarks of the Microsoft group of companies.

DOBOLEY  Manufactured under license from Dolby Laboratories.
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