
GAME MANUAL

INDEX

02 QUICKSTART 
03 GENERAL NAVIGATION

05 OPTIONS AND SETTINGS
15 CAREER MODE
21 AT THE TRACK
27 COMMUNITY

29 CUSTOM EVENT DESIGN
32 CREATE ONLINE EVENT

33 JOINING AN ONLINE EVENT
34 MY PROFILE

35 REPLAY AND SPECTATOR MODE



2

QUICKSTART

CUSTOM RACE
After you’ve launched Project CARS 2, choose the Quick 
Play tab and click on the Custom Race tile.

VEHICLE SELECT
First up, choose the car you’d like to race in. Click on the 
Vehicle Select tab, and choose your car from the plethora of 
manufacturers and models that are available (180+ if you’re 
counting). 

You can also change the livery of your selected car by 
clicking the Livery Select button, then click Select to 
confirm the new livery. 

Once you’ve selected the car you want, hit Select to confirm 
the car, and now return to the Custom Event menu. 

TRACK SELECT
Next up, choose the track that you want to race on. Click 
on Track Select, then choose your preferred track from the 
scrolling list.

If available, you can also select different variations (layouts) 
of a track from the scrolling panel to the right of the main 
track list. Save your choice by clicking Select. 

RACE SETTINGS
Now you can set the parameters for the race, including the 
duration, number of laps, date, and weather. Click Save to 
embed any changes you’ve made.

Project CARS 2 puts you in the driving seat of the fastest, coolest, and most exclusive cars on the planet on 
many of the world’s greatest race tracks. Exploring the full set of menu options will allow you to personalise 

the game to your individual tastes. 

But if you’re keen to dive right in, you’re in the right place. Let’s get you behind the wheel then, shall we? 
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OPPONENT SETTINGS
Select the Opponent Settings panel to choose the number 
of opponents, their skill, and the type of cars you want to 
race against. Click Save to return to the Custom Event 
screen.

RULES & REGULATIONS
Use the Rules & Regulations panel to set up how severe the 
penalties will be for infractions such as overtaking under 
yellow flags, or exceeding track limits. Click Save to return 
to the previous screen, then click on Start. 

Strap yourself in, you’re almost there! 

Once the loading is complete and you see the pre-race 
menu, click on Start here as well to jump straight into the 
session. 

It’s time for your first race. Have fun out there! When you’re 
ready to explore the game, come back here and we’ll talk 
you through the ins-and-outs of Project CARS 2.

CAREER
Career mode opens up an interactive journey through your 
life as a race driver. Care has been taken to replicate the 
real-world life of a motorsport driver: you can choose to 
climb up the motorsport ladder starting at the very bottom 
in karts, or jump straight into your favourite motorsport 
discipline. You can focus on one discipline, or, as most 
drivers do in their career, jump from discipline to discipline.
 
See the main section on Career mode to get an in-depth 
look at this feature of Project CARS 2.

Now that you’ve had your first taste of Project Cars 2, it’s time to set up the game to your liking.
 

Race Central is the main hub of Project Cars 2. Here you can navigate to every feature of the game. There are 
six Main Menu options, allowing you to personalise your settings for Project Cars 2, create race events, and 

start your journey into the adrenaline-fueled world of authentic motorsport.

GENERAL NAVIGATION
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QUICK PLAY
While the Career mode assembles races into structured 
seasons, with Quick Play you can dive directly into a single 
custom event, whether locally or online.
 
On the single-player side, you can create a one-off Custom 
Race with the cars and track you want.
 
Private Testing allows you to practice a specific car and 
track combination—the perfect environment to hone a car 
set-up, learn a track, and get quicker.
 
If you’re ready to go door-to-door (or wheel-to-wheel) 
against drivers from around the world, then you can Browse 
Online to find multiplayer sessions to join, or you can start 
your own race event using Create Online Event.

COMMUNITY
This tab is your entry point into competitive events in an 
online environment. Here you can find the Time-Trial mode, 
and the Community Events (where you can compete against 
a global set of opponents).
 
The esports tab is where you can learn about what is 
going on in the world of competitive online racing. You 
can catch up with the latest news and results from online 
tournaments, and also find live broadcasts of running 
events, as well as recordings of past races.

MY PROFILE
This tab is the place to find all your personal racing 
statistics. Under Driver Profile you can access your 
Competitive Racing Licence History, with a complete 
summary of all your race starts, qualifying, and race 
results.
 
Affinity, meanwhile, shows you an insight into your favourite 
cars and tracks.
 
The Images and Videos panels are where you can find saved 
screenshots and recordings of your sessions. 

OPTIONS
Under options is where you can tailor the game to your 
personal preference. Start with setting up the visual 
appearance and performance level of the game, where 
you can adjust the gameplay within Project CARS 2, alter 
the nuances of the audio, and modify the controller and 
force feedback settings in order to provide you with a 
personalised driving experience.
 
The Options system has a comprehensive set of roll-over 
help notes that will explain each setting in detail. 
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EXTRAS
 The final tab covers all the associated social media feeds of 
Project CARS 2. Here you can share your own experiences, 
check out the latest news, and also review stunning images 
and videos taken straight from the game.
 
The Gear panel links out to stylish Project Cars 2 
merchandise, and the Credits panel shows the extensive 
team that put so much time into making Project Cars 2 the 
game it is. 

 GAMEPLAY
The Gameplay settings are centred around the authenticity 
of your driving experience on the track. These include a 
comprehensive set of driving aids and comfort options, 
settings for realism, and on-screen guides.

AUTHENTICITY
• STEERING ASSISTANCE
This setting will help you to both steer the car in corners 
and reduce lateral movement on straights. The assist will 
apply minimal steering corrections over and above your 
inputs to help you corner: for example, if you use a keyboard 
for driving, or your controller makes it hard to work with 
subtle adjustments in the approach to a turn, this setting 
may be helpful for you.
 
• BRAKING ASSISTANCE
Just as the Steering Assistance, this will assist you in 
braking before a corner. This is useful for learning new cars 
and tracks, as it will help you slow for turns and counter any 
initial exuberance.
 

• DRIVING ASSISTS
This option toggles the activation of Anti-Lock Brake 
Systems (ABS), Stability Control (SC), and Traction Control 
(TC) of your vehicle. You have three settings here: Full, 
Authentic and Off.
 
This is how they function:
> Full turns on all available driver aids no matter the car, 
and enables you to independently switch them on and off 
dynamically, even while out on track.
 
> Authentic activates the assists depending on only the aids 
your selected car has available. Not all cars have these 
systems fitted (older cars don’t have ABS, for example): 
check the Features area below a selected car to see which 
aids can be selected for that particular car, if any.
 
> Off disables all assists and will prevent you from activating 
any of them until this setting is changed.
 
If you have enabled the Full setting for Driver Assists, then 
you can set the performance level for each of the three 
options. Note: Custom Driver Assists can be over-ridden by 
certain game modes, such as Time-Trials or online events 
with specific parameters.
 
• ANTI-LOCK BRAKES SYSTEM
When activated, ABS will prevent the tyres from locking up 
under braking, giving you more cornering potential. ABS 
can be set to Off, Low, or High, allowing a greater or lesser 
amount of wheel lock-up before activating. Setting the ABS 
to High will allow a more aggressive use of the system.
 
• STABILITY CONTROL
SC uses individual braking of the wheels in order to give the 
car you’re driving more stability, in particular when you’re in 

 The Options menus enable you to set up Project CARS 2 to perform in exactly the way that you want to experi-
ence it, from the aesthetic to the control method. 

OPTIONS AND SETTINGS
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a corner. For example, this will lead to much more control 
over the car when the car is unsettled by bumps or kerbs. 
SC can be either Off or On. When in operation, both TC and 
ABS will also be dynamically activated, as SC relies on both 
those systems to operate effectively.
 
• TRACTION CONTROL
TC monitors the rotational speed and traction of each wheel 
on the car, using electronic sensors. If a wheel is losing 
traction (i.e., spinning more than its counterparts), TC 
reduces the power going to that wheel in order to maintain 
grip. TC can be set to Off, Low, or High; the latter allows 
less wheel spin, and makes a car easier to control.
 
• DAMAGE TYPE
This option will enable or disable damage that can occur 
when you crash. Important to note that this is separate to 
Mechanical Failures. While the choices Off, and Visual Only, 
will keep the performance of your car intact—with Visual 
Only showing damage to your car only aesthetically—there 
are two other options which are much more realistic, and 
demonstrate the serious consequences of contact with 
anything solid in a high-performance car. Performance 
Impacting will visually represent the damage on the car 
while also reducing performance (such as aerodynamics, or 
steering), but it will always allow your car to finish a race—
eventually. Full replicates the real-world consequences 
of a crash: even a small impact can seriously affect the 
performance of your car, and a serious hit could rip a wheel 
off, ending any chance of finishing a race.
 
• MECHANICAL FAILURES
Mechanical failures can be set to On, or Off. If Mechanical 
Failures is On, your driving style can have a direct impact on 
your car’s performance and reliability. Pushing an engine 
to its limits, over-revving on downshifts, and putting too 
much strain on the gearbox can cause temperatures to 
rise, which, if not brought down, can lead to a blown engine. 
Even running with insufficient engine cooling on a hot day 
means you run the risk of a failure, and consistently hitting 
kerbs can damage suspension.
 
• TYRE WEAR
Tyres in Project CARS 2 are complex animals. The 
development team had access to all sorts of real-world 
motorsport teams, as well as a technicsl partnership with 
Pirelli. As a result, the way you treat your tyres can have big 
implications on your performance. The Tyre Wear option 
reflects how the degradation of your tyres is tracked: worn 
tyres, of course, will lead to reduced grip. Tyre Wear can 
be set to Off, Authentic, or Accelerated. When you have 
Authentic tyre wear activated, your rubber will wear down 
at a realistic rate depending on your driving style, and the 
environmental conditions. Accelerated tyre wear can be 
used where you’re running a shorter race distance but still 
want to experience the challenge of rubber degrading over 

a race distance. 
 
• FUEL USAGE
This option works similar to the Tyre wear option, so if 
you wish to drive all day long without worrying about the 
fuel levels, just set this to Off. Slow means your car will 
consume fuel at half its realistic rate: Real will accurately 
reflect your car’s fuel consumption rate.
 
• AUTO START ENGINE
This option automatically restarts your car in case the 
engine cuts out—helpful when you’ve stalled your engine. If 
you have this deactivated, you will need to have the Ignition, 
and Start Engine buttons assigned in your control schema—
otherwise you’re going to be sitting in your stalled car 
looking not very smart!
 
• RULES & PENALTIES
If you have this option set to On, then over-stepping track 
limits, ignoring flags, and pit-lane penalties are enabled by 
default. Note: These can be individually modified in Event 
Settings.
 
• MANUAL PIT STOP
If this is set to No, then your car will be automatically 
controlled from pit entry, through the pit stop procedure, 
and on until you exit the pit. If you feel as if your pit stops 
could use a bit more excitement, you can opt to control your 
ride through the pits by setting Manual Pit Stop to Yes. This 
choice has many consequences: it means braking on your 
own at the entry to the pit lane, keeping to pit-lane speed 
limits (you can assign a pit-lane speed limiter button to 
automatically control this), hitting your pit-stop markers 
accurately, and then controlling your speed as you make 
your way down the pit lane to rejoin the track. 

ONSCREEN GUIDES AND DISPLAY
• HUD LEVEL
HUD level will determine the “helper” interface style for 
the Head-Up Display. The HUD will be shown when you 
go on-track, and you have four choices when it comes to 
this useful feature. Off turns off all helpers and guides, 
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and shows just lap-time data. Light shows basic lap data, 
tyre wear, speed, rev counter, and gear information. Full 
presents a comprehensive set of information: lap data, 
a dash’ display with rev counter, tyre wear indicator, 
and engine management status. Telemetry displays an 
extensive set of data, including detailed tyre temperature 
and suspension information. The HUD components can 
be completely customised in the Edit HUD Layout menu, 
available from the Pause menu when out on track.

• DRIVING LINE
When Driving Line is turned On, a virtual, colour-coded line 
is superimposed on the track. This represents the ideal 
racing line, and the dynamic colour of the line displays 
your speed compared to the optimum. When it’s green 
you’re at (or even below) the suggested top speed; yellow 
means you’re slightly over; and when the line is red, you’re 
well above the speed that would allow you to safely take a 
particular corner.

• TURN INDICATOR
This activates a small direction sign on the screen when you 
approach a corner, indicating its direction and severity.

• TRACK MAP
The track map is a good tool to give yourself an idea of 
your direct surroundings which can improve on the time 
it takes you to learn a new track. You will be shown a map 
that displays a limited portion of the track, with your car 
displayed in the centre, and all the other cars shown as 
separate objects. Turning this option On will display the 
map in a small frame at your screen’s edge.

• SHOW LAP INFO
There are four options for displaying lap-time information. 
Lap-time information is based on your current and previous 
laps. Off disables the Lap Info widget in all HUD modes. 
Default will show Lap Info when using the Full HUD mode, 
in Time-Trial, Practice, and Qualifying sessions. On will 
show lap information in all HUD modes except Telemetry. 
Edited will automatically be shown if you have made 
alterations to the HUD in the Edit HUD Layout menu editor, 
and lap information will be shown the way you edited it for 
the each HUD mode.

• STARTING GRID LIGHTS
By default, starting grid lights are turned on and they 
display the starting lights in your HUD. This can be really 
useful if you’re starting at the back of the field, for instance, 
or you’re a good distance away from the actual lights on the 
grid.

• COCKPIT WHEEL/DRIVER
Switching this to Off will disable the steering wheel and 
driver animations normally visible in the cockpit views. 
Note: If the steering wheel of your selected car contains 

a display, you will continue to see the wheel, but it will be 
centred, and will not rotate.

• OPPONENT NAMES
Here you can choose under which circumstances your 
opponent drivers’ names will be displayed (these “float” 
above their car). Off turns these labels off completely. On 
enables the labels for all game modes when competing 
against other drivers. You can also select Singleplayer Only, 
or Multiplayer Only, to show the labels when racing offline 
or online respectively.
 
• RACE ENGINEER
This setting determines whether your garage communicate 
with you during a session, and to what level. They will 
provide both information about the race itself, as well as 
your car, and they’ll even give you some encouragement! 
Setting this to Authentic provides radio traffic only for 
appropriate motorsport types, such as Indycar, and you 
will not receive radio traffic at point-to-point locations or 
tracks without pit-lanes. Always means that you will receive 
messages no matter the track type.

• SPOTTER
If you watch races on ovals, you will know the Spotter’s 
function. The Spotter feeds you information about the cars 
around you, their speed, as well as whether there’s any 
close traffic around you, and where that threat is (inside, 
outside, and so on). You can choose between Off, Authentic, 
and Full, with the same logic as the Race Engineer setting.

• Proximity Indicator
Proximity Indicators can work in conjunction, or instead 
of, your Spotter. They will display small, colour-coded 
direction icons around the bottom and sides of your screen, 
indicating where nearby cars are positioned. Green markers 
appear for cars that are distant and not a threat, turning 
through yellow to red as they get closer.

• PIT STOP VISUAL CLUE
Switching this Off means you have to visually identify your 
correct pit-box when you enter a pit in Manual mode. When 
this is turned On, your pit-box will be clearly demarcated.

• Display Units
Choose either Metric or Imperial units to be displayed in the 
HUD and the game menus. Note: This will not influence the 
units shown in the cars’ dashboards.

• TUTORIALS
In key sections of Project CARS 2, there are tutorial texts 
accompanied by speech, designed to explain key features, 
and enhanced functionality. If this option is turned On (this 
is default), you will activate these snippets the first time you 
visit a new menu option. Note: They will only appear once.
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• CHAT BOX
If you have this turned On, you will be able to communicate 
via text with other drivers on-track, and will be able to read 
their messages, too. Normally, the Chat Box will appear 
as soon as any person has entered a new message, and 
will then disappear some time later. Disabling the Chat 
Box will hide the Chat Box in the HUD, meaning you cannot 
communicate with other drivers.

• CHAT PROFANITY FILTER
This removes any explicit text from the Chat Box if it is 
enabled.

CONTROLS
 This is the crucial part of the game where you can configure 
your control method for Project CARS 2, including key 
assignments, and force feedback settings. 
 

CONTROL SCHEME
This is where you select your controller type. The system 
should automatically recognise most controllers and 
steering wheels, and assign default settings when you 
create a new profile.
 
• TYPE
This is where you’re able to select the Type of controller (for 
example, a keyboard, gamepad, or wheel-and-pedal) you 
want to use, and then set the Make and Manufacturer to add 
a wide range of common products which will then allow the 
game to assign default settings. Wheel and pedals ranges 
should be defined using the Calibrate Wheel and Calibrate 
Pedals options: follow the instructions on-screen carefully 
to advance through the process. You can also set what kind 
of pedals you have, and whether you want an automatic 
clutch, or a manual clutch if you have a dedicated clutch 
pedal available. There are then several generic control 
options that can be altered to your own specifications:
 
• GEARING
You can enjoy the traits of an automatic gearbox, or you can 
choose to go manual and row the gears yourself (or paddle, 
as the case may be!).

• INVERTED GEARING
If you use two buttons or paddles for changing gears, this 
option reverses the directions of the selected assignments 
for changing gears.

CONFIGURATION
 This screen provides options and sliders to fine-tune 
the steering of your car in Project CARS 2. Most of those 
options are centred on your main driving controls: steering, 
throttle, brake, and clutch. All are influenced by the 
following two settings:
 
• DEADZONE
The deadzone creates a range in which there will be no 
reaction to inputs. This is helpful if you have either nervous 
hands, or the controller lacks precision at its zero position. 
While the steering gets the deadzone applied in the centred 
position, the pedals will receive that effect when you begin 
to push the corresponding button or pedal. The bigger the 
value, the bigger the deadzone will be.
 
• SENSITIVITY
Sensitivity is a factor defining the relationship between 
your physical inputs, and your car’s response to those 
inputs. Starting with a value of 50, you will begin to receive 
proportional response from your inputs. Lowering the value 
will weaken the car’s reaction to your inputs in the first 
fractions of the button/wheel range, but that will increase at 
the top end of the range considerably, so that the controller 
and your car get to the same maximum input. Having the 
sensitivity value above 50 will have the opposite effect, 
meaning increased car reactions at first, with the reaction 
slackening as you reach maximum input. There are, 
additionally, a number of other related settings:
 
• SPEED SENSITIVITY
This is a setting that may help when you’re driving at high 
speeds, especially if you’re using a gamepad. Increasing 
the value for this option will make your steering less 
sensitive at high speeds. This results in a more detailed 
steering when you’re on a straight (and where you only 
need a limited amount of steering). This is especially 
recommended for gamepad drivers who are struggling with 
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fine inputs on straights while wanting to retain the ability to 
get around the sharper corners. Lower settings will make 
the car more twitchy and sensitive at high speed, as the 
wheels will turn at a faster rate.
 
• DAMPER SATURATION
Damper Saturation artificially controls the weight of the 
steering wheel. Setting this to a higher value will make the 
wheel feel heavier: setting it to a lower value will make it 
feel lighter.
 
• CONTROLLER DAMPING
If you’re using a gamepad, you can use this setting to 
control how quickly you can steer from extreme-to-extreme 
(or lock-to-lock). A lower value gives you a faster steering 
response: a higher value will give you a slower response.
 
• CONTROLLER VIBRATION
Gamepad controllers that support vibration can be set to 
be more or less sensitive to inputs as you ride kerbs, go off 
track, or drive on rough surfaces. A lower value will give 
a softer response: higher value means more aggressive 
vibration.
 
• MINIMUM SHIFT TIME
Setting this value higher helps prevent accidental gearshifts 
when using gamepads. The lowest value will mean you can 
change gears as quickly as your car.
 
• RPM/GEAR DISPLAY
If you have a steering wheel or external module that 
supports RPM or gear-shift indicator lights, you can turn 
that display On or Off using this option.

EDIT ASSIGNMENTS
 On this tab you can modify the input commands used 
whilst driving. The commands are separated into five main 
categories:
 
• MOTION
This includes all the commands for making the car move 
and turn, including gear changes and brakes.
 

• VEHICLE
Here you will find all the commands for operating the car 
that are not directly linked to the driving. This includes 
aspects such as the ignition, turning your headlights 
or windscreen wipers on and off, pit-stop actions, and 
adjusting the brake bias.
 
• ASSISTANCE
When you have the Driving Assists option set to Full, these 
key assignments will make it possible to switch all assists 
On and Off on-the-fly while on track.
 
• CAMERA & VIEW
Those assignments will help you manipulate the camera 
while driving. This is useful if you want to look around 
(did you notice the spectators change clothes in varying 
seasons?) or change the camera being used. You can also 
adjust the position of your virtual driving seat to optimise 
your viewpoint.
 
• GAME
Here you can determine how to change the information 
being shown on the screen, how to reset your car, and how 
to pause the game. In order to change a key assignment, 
select the command you wish to change. This will then 
display a dialog window asking you to push the desired 
button. If you need to clear the assignment instead of 
putting a new command on it, you have that possibility as 
well. If you assign a key you already have in use to a new 
function, the older binding will disappear so that only the 
new binding will exist. Note: Be aware that in the game 
menus, you may use the same buttons as those used for 
driving.

FORCE FEEDBACK
 If you have a wheel that supports force feedback, causing it 
to rumble and actively pull, this screen will help you change 
both the strength and the details that you will feel through 
the wheel.
 
While you get a number of presets, you also will be able to 
personalise the underlying settings as follows:
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• FLAVOUR
There are three default presets, as well as the option to 
create your custom setting. The presets reflect different 
approaches to sim-racing. Immersive tries to give you as 
much information as possible, including all the information 
you normally wouldn’t feel through the wheel. This setting 
gives you the strongest sensation of speed, and is designed 
to make you feel the rush of going at high speed (although 
some of the sensation might not be entirely authentic). 
Raw is the option for drivers striving for the purest feel, an 
unfiltered signal that emulates what you would feel in a real 
car. Custom allows you to manually edit the ffb_custom.txt 
file that is found in Documents/ProjectCARS2.
 
• GAIN
Gain determines how strongly you feel the force feedback 
effects, on a scale of 1-100. You can adjust this both to suit 
your driving style, and to prevent force feedback-effects 
clipping at extremes.
 
• VOLUME
This is the general strength of the force feeback that you 
will feel. The higher the value connected to that setting, 
the heavier your wheel will feel, but details such as road 
surfaces and kerbs will be less pronounced. Decreasing this 
setting will make the wheel feel lighter, but details will feel 
more pronounced whilst not affecting their overall firmness. 
Note: Volume presets are determined by the Flavour profile 
selected. How Volume affects the force feedback setting 
remains the same.
 
• TONE
Tone represents the feedback of surface detail and tyre slip. 
This setting allows you to find a balance between feeling the 
details of the road and any tyre slip: a low setting makes the 
road surface more pronounced by reducing the effect of tyre 
slip: a high value means a stronger feel of tyre slip, but less 
surface detail. Note: Tone is also dependent on the Flavour 
profile you have selected.
 
• FX
Again interacting with the Flavour profile, FX affects 
the strength of road surface details. A higher setting 
makes effects such as bumps in the road or kerbs more 
pronounced, but can potentially lead to clipping with larger 
force feedback spikes. A lower setting will make the effects 
weaker, preventing clipping and providing a smoother 
feeling. Experiment with all the force feedback settings to 
find your optimum signal.

VISUAL FX
 Visual FX allows you to set up your racing environment. 
Keep in mind that enabling every option increases the 
strain on your system, so that the game might look more 
beautiful, but may also begin to feel more sluggish at the 
same time. Project CARS 2 is designed with the potential to 
make use of all the computing power available on high-end 
hardware, so don’t hesitate to max-out the options if you’ve 
got the hardware to power it.
 
• POST-PROCESSING FILTERS
This option enables and disables filters that, in general, 
make the whole visual appearance of the game “punchier” 
and contrast higher.
 
• EXTERIOR SUN FLARE
This option enables sun flares in exterior camera views or 
replays. You can turn the effect off, or step through Chroma, 
Subtle, and Minimal on the way to Full effects.
 
• INTERIOR SUN FLARE
This has the same options as the Exterior Sun Flare option, 
but just acts on interior camera views.
 
• BLOOM
Bloom can be set to On or Off: it accentuates glows and 
flares around bright objects, lights, and also car reflections.
 
• HEAT HAZE
This is the shimmering effect a car causes by heating up 
the air around it, in particular with its exhaust fumes, which 
can be turned On or Off.
 
• EXPOSURE COMPENSATION
This option influences light and shadow casting intensities, 
making a scene brighter or darker. Starting at the darkest 
setting of 0.10, the brightest option is 2.0.
 
• RAIN DROPS
This will toggle visibility of rain drops on camera views.
 
• VIGNETTE
Turning on the Vignette darkens the edges of the display, 



11

drawing more focus to the centre area of the image.
 
• CREPUSCULAR RAYS
Here you can toggle the visibility of light rays radiating from 
set points in the sky where the sun is located.
 
• SCREEN DIRT
If you have this option enabled, you will notice dirt on the 
screen when looking towards the sun.
 
• COCKPIT MIRRORS
This option enables or disables the mirrors of a car, which 
are best viewed from the cockpit-driving cameras.
 
• VIDEO CALIBRATION
This places a test image on the screen that you can use 
for calibrating the colours of the TV or monitor that you’re 
playing on.

PERFORMANCE
 All of the options below will have a fundamental impact on 
the performance of the game, so you will need to choose 
settings that provde the optimal balance between aesthetics 
and performance for your particular system set-up.
 
• RESOLUTION
Selecting the resolution for the game is one of the most 
important influencers on how Project CARS 2 will perform. 
Although you will typically want to set the native resolution 
of your screen (this will also be set automatically by the 
game when you first start it), you have to balance this 
against the potential power of your system. The higher the 
resolution, the more strain there will be on your system, so 
if you experience a lot of lag with the game, then you may 
need to lower your resolution.
 
• WINDOWED
When enabled, Project CARS 2 will be displayed in a window 
instead of being shown on the full screen.
 
• TEXTURE RESOLUTION
The higher this setting, the more detailed the resolution, 
and therefore textures will be more detailed in-game.

 • TEXTURE FILTERING
Textures can be filtered to enable them to look smoother 
and therefore more realistic. You can alter this method 
here, with Trilinear being the lowest setting, through 
variously more complex Anisotropic options which decrease 
blur while preserving details (although this comes with the 
potential for a major performance impact).
 
• V-SYNC
This stands for Vertical Synchronization. When enabled, the 
graphics card will provide the images sent to the display 
at the same pace as they will be displayed. This can help 
prevent screen tearing and provide a more stable frame 
rate, but can also lead to increased lag.
 
• MSAA
Multisample anti-aliasing minimises jagged edges on 
objects, smoothing out edges so that the sharp edges 
are smoother and the whole appearance will become 
more organic. While MSAA is very efficient, it is extremely 
resource demanding. Set to Low, you can also edit the 
Super Sampling option to optimise performance.
 
• POST AA
This setting can be used with less powerful video cards to 
achieve less jagged objects presentation.
 
• SUPER SAMPLING
This is a spatial anti-aliasing method, i.e., a method used 
to remove aliasing by rendering the final output at a higher 
resolution than being displayed. The result is a down-
sampled image which has smoother transitions along 
the edge of objects. The higher the value, the larger the 
resolution scale used.
 
• REFLECTIONS
This will determine the quality of wet surface reflections. 
The higher the setting, the more detailed the reflections 
will appear and the higher the impact on your game’s 
performance.
 
• ENVIRONMENT MAP
This also is connected to reflections, determining the 
quality of in-game reflections on the car bodywork and 
windows. The higher the setting, the more detailed the 
reflections will be, and the higher the impact on the game’s 
performance.
 
• CAR DETAIL
This sets the detail level of both your car and those of your 
opponents in the game. The higher the setting, the more 
detailed and smoother the cars will look.
 
• TRACK DETAIL
Here you can choose the level of detail for trackside objects. 
The higher the detail level, the more trackside objects will 
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be rendered and the more detailed they will be.
 
• PIT CREW DETAIL
This determines the number of mechanics who will be 
visible when a car is in the pit-lane. When set to None, only 
the player’s lollipop man will be shown. With Player Only 
selected, the player’s full crew will be shown when in the 
pit-lane, while all other cars will only have the lollipop man. 
If All is selected, every car will have a full pit-crew.
 
• SHADOW DETAIL
By pushing this to higher settings, the shadows cast by cars 
and trackside objects will be fuller and more accurately 
displayed.
 
• ENHANCED MIRROR
If set to Yes, this improves the fidelity of the scene displayed 
in the cockpit mirrors of the car, at the potential cost of 
reducing overall performance.
 
• MOTION BLUR
Motion Blur accentuates the feeling of speed by blurring 
objects as you pass them or if they move quickly in the 
camera’s view.
 
• RENDER FRAMES AHEAD
This setting is there to create some marginal amount of 
buffering to the displayed images. You can fight stutter with 
that, at the cost of some lag, and with a severe performance 
overhead.
 
• DETAILED GRASS
There are four options available, from Off, through Low, to 
Mid, and High. The higher the setting, the more accurate 
grass will look, but again this setting has a the potential to 
have a large impact on the performance of the game.
 
• PARTICLE LEVEL
Here you can set how many particles such as dust or water 
spray are rendered. The higher the setting, the further away 
you’ll be able to see particles and the more detailed they 
will appear.
 
• PARTICLE DENSITY
This correlates with the Particle Level setting, but 
influences how dense the displayed particle clouds will be, 
from Low through Medium, High to Ultra.

CAMERA
This panel of options allows you to set up your gameplay 
cameras and driving views.

FIELD OF VIEW
You can set the horizontal viewing angle for the various 
cameras in the game here, from a narrow angle of 35 
degrees to a wide view of 120 degrees. A wider angle 
allows you to see more, and the sensation of speed can be 
greater, but it can feel less realistic. You can also create key 
bindings in the Controls options to dynamically increase or 
decrease FOV settings from inside the cockpit, making it 
easier to set up your optimal values.
 
• FIELD OF VIEW SPEED SENSITIVITY
Turning this On enables automatic, speed-dependent FOV 
adjustments. The FOV will be dynamically adjusted to be 
narrower or wider to accentuate the sense of motion and 
speed.
 
• MINIMUM SPEED SENSITIVITY
This defines the minimum Field Of View angle at lower 
speeds when you’re accelerating or braking, giving a 
greater sense of motion.
 
• MAXIMUM SPEED SENSITIVITY
 This defines the maximum Field Of View angle at higher 
speeds when you’re accelerating or braking, giving a 
greater sense of speed.
 
• MINIMUM SPEED SENSITIVE SPEED
This defines the minimum speed at which the Field Of View 
angle will start to adjust when accelerating or braking.
 
• MAXIMUM SPEED SENSITIVE SPEED
This defines the maximum speed at which the Field Of View 
angle will start to adjust when accelerating or braking. 

MOVEMENT
The Movement settings allow you to adjust how much 
natural movement there is in the game, resulting from 
interaction with the road surface, the speed you’re driving, 
and the driving view you’re using. Note: It is recommend 
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that dynamic camera effects are turned Off for those using 
VR headsets.
 
• HIGH SPEED SHAKE
Higher speeds will be communicated by increased shaking 
applied to the camera. Also, actual road bumps will be 
emphasised.
 
• WORLD MOVEMENT
The higher the value, the more your sight will be affected by 
the road surface below you as the camera moves around. 
The lower the value, the more static your sight-line.
 
• G-FORCE EFFECTS
When accelerating, braking or cornering, you can have the 
camera move according to what the effect on your head 
would be in the real world. So if you brake, you will notice 
that the camera will move forward; corner and the view will 
tilt; accelerate and the sight-line will tip back. The higher 
this value is set, the more pronounced the effect will be.
 
• SHOW HELMET
This switches on a visible helmet edge when you are driving 
in the Helmet Camera view. It also dampens the audio to 
provide a more realistic auditory experience.
 
• HELMET DEPTH OF FIELD
When accelerating, this option will cause the periphery of 
the screen to blur while driving. It replicates the sensation 
of focussing more on the track than on the instrument 
panel of your car.
 
• HELMET LOOK TO APEX
When using the Helmet Camera view and approaching a 
corner, this option will cause the camera to rotate towards 
the next corner’s apex, then through, and out to the exit. 
The higher that value, the more noticeable the rotation.
 
• HELMET LEANING
Replicating real-world driver head movement, this option 
leans the Helmet Camera towards the direction of a corner 
before returning to a more upright position on a straight, 
with a higher value accentuating the lean.

• CAMERA LEANING
This option tilts the camera when you’re in a corner. The 
helmet itself will not move on your screen.

AUDIO OPTIONS
 You can customise the full range of audio option within 
Project CARS 2, from the noise of your car to the track 
surface below you, from a lowest value of 0 to a maximum 
of 100.
 
• MASTER VOLUME
This is the main control for the loudness in the game. While 
all other options control individual game features, this one 
sets the overall volume.
 
• MENU VOLUME
This controls the interaction noise made when selecting 
options in the menus.
 
• MENU MUSIC VOLUME
Here you are able to set the volume of the score that will 
accompany you in the game’s menus.
 
• PLAYER ENGINE VOLUME
This will define how loud your own car will be in the game.
 
• OPPONENT ENGINE VOLUME
This sets the volume of your opponents’ engines.
 
• GENERAL CAR VOLUME
Here you can set the volume of transmission, suspension 
and damaged component sounds.
 
• TYRE VOLUME
This sets the volume of tyre sounds when sliding, locking or 
spinning up.
 
• COLLISION VOLUME
When you hit another car or something solid off the track, 
you can define the volume of the impact here.
 
• TRACK SURFACE VOLUME
This slider controls the volume of the car’s interaction with 
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track surfaces, grass and gravel.
 
• ENVIRONMENT VOLUME
The noise of the crowds and tannoy announcements is set 
here.
 
• SOUND EFFECTS VOLUME
This covers exhaust sounds and other general sound effects 
in the game.
 
• PIT TO CAR RADIO VOLUME
If you have activated the Race Engineer or Spotter that will 
feed you with information while you’re on track, this value 
will determine how loud they’ll be.
 
• ENABLE HEADPHONE MIX
This mode works if your audio output device is configured 
to stereo, switching to On will give a headphone optimised 
audio mix.
 
• AUDIO DEVICE
Project CARS 2 will automatically select the default system 
audio output device, but you can select a different output in 
this option. 

SYSTEM
These settings control interaction with external 
applications. Typically these can be left at their default 
values.
 
• SHARED MEMORY
This allows you to switch memory modes when connecting 
to external applications, which could be third-party 
telemetry software or controllers for motion rigs.
 
• UDP FREQUENCY
This controls the frequency that data is sent to external 
applications you are interacting with. A higher setting sends 
data quicker but creates more network traffic.
 
• UDP PROTOCOL VERSION

The UDP Protocol Version allows you to toggle compatibility 
for external applications, depending on whether they were 
designed for Project CARS, or Project CARS 2. 

VIRTUAL REALITY
 These settings allow you to make changes to your VR 
environment.
 
GAZE CONTROL
Gaze Control allows you to control an in-game pointer using 
your head direction in menus. Set to Off to disable Gaze 
Control, and instead use just your controller to navigate the 
UI. Auto Select allows you to use Gaze Control to highlight 
items, and to select them if you hover over that item for 
a few seconds. Manual Select allows just gaze-powered 
navigation, requiring a click of your configured Accept or 
Select button.
 
SUPER SAMPLING
Improves image quality in VR, but at the cost of 
performance. Scalable in 0.1 increments from 1.0 to 2.0. At 
1.0, Super Sampling is Off.
 
RECENTRE VIEW ON BOOT
When set to On, the game will recentre your VR headset 
automatically each time you start the game.
 
RECENTER VIEW A RACE START
When set to its default value—Off—the game won’t recentre 
your VR headset at the start of a race. When set to Once, 
it will recentre your headset at the start of the race, but 
not if the race is restarted. When set to Always, the game 
recentres your VR headset at the start of every race.
 
CAMERA NEAR CLIP PLANE
The Near Clip Plane sets the distance at which objects 
close to you stop being rendered. Increments in steps of 
0.01 between the lowest value (0.01) and the highest (0.10). 
The lower the number, the closer to the camera objects are 
rendered.

TRIPLE SCREEN
 If you have a triple-screen set-up, you can configure it here. 
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Tick the Triple Screen Spanning box to enable that mode, 
then set the parameters for each screen in the Left, Centre 
and Right screen panels. Setting up these values to match 
your screens will give you a much better visual experience, 
as objects will move smoothly across the screens and not 
appear to be bent around the joins, so long as your eye is 
in approximately the correct location. Screen sizes need 
to be set in order to ensure that setups with different size 
screens will work properly, and also to ensure the bezel 
adjustment is correct in proportion to the screen.
 

Bezel sizes need to be set in order for objects to move 
smoothly between screens. Screen angles need to be set to 
get the perspective right on angled screens. Vertical offsets 
for the side screens need to be set to ensure that there 
is not a jarring mismatch between objects on one screen 
and the next. Eye distance needs to be set to allow the 
game to compute the correct view for vary fields of view. All 
distances should be set in centimetres. Note: After enabling 
Triple Screen for the first time you must exit the game and 
restart it for the changes to take effect. 

NEW DRIVER
 Your career begins with clicking on the New Driver tab. 
Enter your first and last name, then a three-letter initial 
—this will be used to identify you in position boards when 
you’re racing. Enter a nationality/region, hit Create to 
complete the initial set-up process, and you’re ready to 
enter the authentic world of a real motorsport driver. 

MY CAREER PATH
There are few restrictions in Project CARS 2 regarding 
series selection for your career. On the My Career Path 
screen, the various motorsport class options are organised 
into Tiers, with each Tier comprising combinations of 
different disciplines, including touring cars, single-seaters, 
and GTs. In general, the cars become more powerful as you 
move up from the sixth Tier. Each one has a logo associated 
with it which is used throughout the game to define that 
class. You can start right at the beginning in karts and 
work your way up, or jump straight into a powerful LMP3 or 
single-seater.

Project CARS 2’s Career mode can be accessed from Race Central. Here you have the options to start 
your ultimate driver journey, or to continue the progression and management of previously created 

driver career profiles. 

CAREER MODE
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Only the top two Tiers are locked, each of which 
can be accessed by completing a season in the Tier 
below: complete a season in Tier 3, and all the Tier 
2 championships will unlock; complete a Tier 2 
championship, and the full range of Tier 1 series will 
become available. This means you have a number of 
options when it comes to deciding your career path. As 
in a real career, you could progress all the way from the 
bottom of the hierarchy of series to the top by succeeding 
and progressing to the next available championship. 
Alternatively, you could switch between different styles of 
motorsport across successive seasons as most motorsport 
drivers do, or you could go straight for one particular type of 
motorsport and spend one or more seasons there.
 
As you progress through your career, you will re-visit the 
My Career Path screen after each completed season, so 
you can track both your progress and also choose new 
paths. The seasons you have completed will have a position 
number or trophy beside them, to indicate how well you did 
in that championship.
 
There’s a logical path laid out in Project CARS 2: for 
instance, from Ginetta Juniors through Ginetta GT5, GT4 to 
GT3 (if you wanted to follow a career in GTs). Once you’ve 
clicked on your chosen motorsport, you’ll be shown a short 
introductory video that will demonstrate the cars you’ll be 
driving in, and also against. 

CHOOSE A SERIES
You now have the opportunity of customising your season. 
The right side of the screen shows you the calendar of race 
events that awaits you along with the tracks you will race 
on. You can choose a full season or a shorter version with 
fewer races (if time is an issue).
 
There will normally be multiple championship Tiers, 
sometimes with different starting points. For instance, if 
you have selected Kart One, you can start with either the 
UK Kart Championship, or the SMS Kart Championship, 
which races across international tracks. Completing either 

then opens up an entry into the World Championship. 
Click on Rules & Regulations to get an outline of the 
championship set-up: for instance, how many sessions per 
race event, grid placement, pit regulations, class rules, and 
the championship points system. Click on Continue once 
you’ve made your selection and thoroughly understood the 
championship’s regulations.

CHOOSE A VEHICLE
 The next stage is to choose your car for the season ahead. 
For certain championships, you’ll only be able to select a 
livery, but in single- or multi-class series, you will also be 
permitted to choose your car. You can see a preview of the 
car on the right of the screen, along with its full range of 
statistics, including class, drive, top speed, acceleration, 
power, and more, along with a rough outline of how difficult 
the car is to control, and how relatively fast it is through 
corners. Click on the Showroom button to take you into 
the 360-degree viewing mode, where you can see your car 
in all its glorious detail. You can use Photo Mode to set 
up stunning images of your car, which are then saved to 
your profile. You can also change the camera type and use 
realistic camera controls to set up your shot, and then apply 
any of a range of filters to complete your image.

CHOOSE A TEAM
With your car now selected, you’ll be presented with the 
Choose A Team screen, where you can change the livery of 
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your selected vehicle. Most cars have a wide range of team 
liveries to choose from, taken from both the real world, and 
bespoke fictional creations. You can scroll through the list 
and then click on a car to see a preview of the team livery 
Once you’re done, click Select.

SIGN YOUR CONTRACT
The final step to launching your career is signing your 
first contract. Read through the text, and then click Sign 
Contract and Confirm your choice in the next screen. This 
will complete the set-up of your driver profile. 

CAREER DASHBOARD
 You’ll now be presented with your Career Dashboard, 
which is the main hub for your current career. This is 
also the screen you’ll see when you continue an existing 
championship. You can launch all the various driving events 
available to you, and manage all the aspects of your racing 
career here, so take a moment to look around. 

START
Clicking on the Start panel launches the next event in your 
current career. It will display the championship name, 
which round, a track map, and your selected car. The Round 
Start screen will present you with a comprehensive view 
of the upcoming event: the track (along with a track map), 
the round number, your selected car, which sessions are 
available, and the times they will start. Don’t forget that the 
time of day has a fundamental effect on the environment in 
Project CARS 2: it’s not just an aesthetic backdrop to your 
racing.
 
For championship rounds, you can change the Career 
Settings to control opponent skill and aggression on 
track, turn Practice and Qualifying sessions on or off 
independently, and even change the length of the race itself. 
In invitational events, sometimes you also have the choice 
to change your car. Once you’re satisfied with the race set-
up, press Start to launch into the action on-track.

CALENDAR
The Calendar highlights three events in your schedule: 
initially the next three rounds, but subsequently the 
previous, current, and next rounds. Click on the panel to 
open an extended Career Calendar screen, which will show 
the entire championship calendar. The currently running 
event will be highlighted, with completed events greyed-out, 
and upcoming events visible but without the highlight



18

STANDINGS
The Standings panel displays an overview of the current 
championship points table, showing the current position 
of you and your team, plus the results of the three best 
other drivers and teams. Click on the panel to open the 
expanded Career Standings screen, which will then display 
the complete standings for drivers and teams in the current 
championship. To the left is the current championship 
points table, showing the cumulative points awarded so 
far. Next is the teams’ points table, and then on the right is 
a scrollable round-by-round results table, where you can 
click through the events to see the results at each race.
 
In a multi-class championship, there will be a filter option 
available that allows you to toggle between cars by overall 
positions, group by class positions, or focus on a specific 
class. The classes will be grouped together in order of 
priority, so that the leader of a GT class will always be 
behind the last driver of a competing prototype team.

EMAILS
Throughout your career you’ll be receiving emails, which 
will contain things like updates from the team, new offers 
for drives in special events, and information from your race 
engineer on performance. If you have new, unread emails, 
the panel will show a badge with the number of unread 
messages awaiting your attention. Click on the panel to 
open the Career Emails view, where you can read new 
emails (shown by a yellow envelope icon), and go through 
older messages (a white open envelope icon). You can view 

emails by clicking on them: the body text will be shown on 
the right of the screen. You can delete messages by clicking 
the red trash icon to the left of a highlighted email.

 NEWS TICKER
Here you will see various scrolling headlines, such as race 
results or media reaction to your performances.

MANUFACTURER DRIVES
As you progress through your career and race cars from 
a specific manufacturer, you can build up an affinity with 
that company, which can then lead to invitations to drive 
in qualification and other special events. Clicking on the 
Manufacturer Drives button opens up a screen that shows 
you all the available factory drives, and your progress 
with each individual manufacturer. The more you drive a 
particular make of car, the further you will progress to 
unlocking that manufacturer, which is indicated by a bar 
below the logo. Once you’ve built up enough affinity to 
unlock a manufacturer, you’ll be invited to drive in a single 
race event. Completing the event successfully will make you 
a brand advocate, affording you the opportunity to drive in 
three consecutive events for that brand.
 
At first, just the first race will be unlocked: you have to 
perform adequately to progress to the next event. You can 
see the events available from unlocked manufacturers by 
clicking on their respective icons: the three races will be 
listed, along with session information about any event that 
is currently in progress. If you do not perform well enough 
on your first try, you are free to try again to unlock the next 
race. 
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 INVITATIONAL EVENTS
Invitational events are awarded throughout your Career, 
and include a wide range of different motorsports. You can 
replay these at any time, and as many times as you want. 
You can participate in Invitational Events at any time without 
interrupting your main career flow. On the Invitational 
Events screen, you will see these events sorted into 
motorsport categories. On each category tile, you will see 
how many of the events you already have unlocked, if any.
 
If you recently have unlocked a new event, on the Invitational 
Events screen you will see some information on that tile 
that there’s something new to check out. When selecting 
one of the motorsports tiles, you will be shown another 
overview. In a scrollable list, you will see posters of all 
events for this motorsport. A padlock means this event is 
still to be unlocked—the text in the yellow box below the 
posters will show you the criteria required to access it. 
If you’ve completed an event, it will show you your best 
finishing position. 

PROGRESS & SETTINGS
 Clicking on the Progress & Settings button in your Career 
Dashboard takes you to a comprehensive summary of your 
career to date. You can see how you’re doing in current 
championships, revel in the trophies you’ve won, and see 
your notable career goals. 

LIFETIME GOALS
The ultimate goal in any racer’s career is to win the famous 
Triple Crown—the Le Mans 24 Hours, Indianapolis 500, and 
Azure Grand Prix—and in Project CARS 2, you can have that 
same aspiration. Click on the Lifetime Goals panel to bring 
up a list of targets for your career, which includes a range 
of challenges that would stud the crown of any motorsport 
great. Just like the real world, earning even one is a 
massive achievement. You can track your progress towards 
achieving any of the goals here, and you can become part of 
the Hall Of Fame if you manage to earn four Lifetime Goals. 

TROPHIES
The Trophies screen is your personal trophy cabinet. In this 
screen you can see a grid of all the possible trophies you 
can earn across the plethora of championships in Project 
CARS 2. Every time you win a trophy for a podium finish 
it will appear here; click on the trophy to see the success 
video you would have seen right after winning the series. 
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 ACCOLADES
There are 160 possible accolades to achieve in Project 
CARS 2, rated as either Gold, Silver or Bronze depending on 
how difficult they are to achieve. Accolades include specific 
championships, special events, and challenges. 

MY CAREER
The My Career screen tracks your career trajectory, 
mapping it in a similar way to the Career Path layout where 
you chose your first championship option. You will be able to 
trace your chosen career path, and track the positions you 
have achieved along the way. The currently active series will 
be highlighted.

 CURRENT SERIES
Here you can check on your current active championship: 
its structure, calendar, rules & regulations. 

CAREER SETTINGS
Selecting the Career Settings option allows you to fine-tune 
your racing environment. You can change the Opponent 
Skill Level, on a sliding scale from Level 0 (raw beginner) 
to 100 (the ultimate professional opposition). A setting of 80 
or higher will allow the opposition AI drivers to dynamically 
adjust their driving style away from the default to cope 
with changing conditions or specific tracks. Opponent 
Aggression dictates how hard the other cars will race, again 
on a sliding scale from Level 0 (competitors will be very 
cautious) to 100 (they will show no quarter in their efforts 
to get past). Allow Restarts is turned On by default: this 
allows you to restart any session that hasn’t gone to plan. 
Setting this to Off will make things much more realistic, but 
of course it also means that the smallest mistake can spell 
disaster.
 
You can revisit this screen between races to fine-tune the 
settings, in case you think the opposition are either too slow 
or too hard and fast out on track. If you want to return to the 
standard settings, just press Reset To Defaults. 

CONTINUE CAREER
 Selecting the Continue Career under Career will load your 
most recent driver profile. The selected driver name, team, 
car, and championship icon will be shown on the panel, 
as well as the number of accolades, lifetime goals, and 
trophies you have earned. 
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MANAGE DRIVERS
 You can have up to five driver profiles active at any one 
time. Clicking on the Manage Drivers panel will take you to 
a screen where you can manage your saved driver profiles. 
You can load a different driver profile by clicking on it and 
pressing Yes in the Load Career option. You can also delete 
unwanted profiles by clicking on the red Delete button 
below a profile.

Once you’ve selected your car and track and pressed Start, 
the environment will load in, and most event types will begin 
the session in the garage—though a race will deliver you 
straight to the grid. Across the top of the window you will 
see event details, with a box showing the time remaining if 
you’re in a session such as Practice or Qualifying. This is 
replaced by a countdown timer in the multiplayer pre-race 
screen, showing how much time is left for you to make your 
final adjustments and get to the grid.
 
In the top bar there is also environmental information for 
the session: temperatures, wind speed, and direction. You 
will also see a rough weather forecast, so that you know 
what is in store for you when you leave the pits: it may be 
different to what you can currently see from the cockpit. 
This data can be useful if you want to create your own setup 
to match potential future conditions. In the top right you 
have the current fuel and tyre status for your car. The main 
portion of the screen is taken up with the leaderboard, 
which can be toggled between showing position information 
or a track map.
 

Immediately after you’ve loaded an event, the leaderboard 
will show a static list of competitors. Note: If you have 
started a timed session, such as Practice or Qualifying, 
the timer will start counting down whether or not you have 
pressed Start to enter the session. When you first arrive 
in your garage, you will presented with a number of menu 
options. 

START/DRIVE
This will put you in the driving seat, and you can join the 
current session. If you are in the preparation phase for a 
race, pressing Start will signal that you are ready for the 
start of the race. Alternatively, you will leave the garage 
and be able to join the current session that’s in progress. 
Remember that if you’ve chosen manual pit control, 
you’ll need to keep your speed down in the pit lane, either 
manually or using the limiter. The crew member outside 
your garage will clearly indicate the direction to the pit-exit. 
There’s nothing more embarrassing than to be disqualified 
for heading the wrong way down the pit-lane, so pay 
attention!

 Welcome to the race track. This section describes all the things you’ll encounter when you’ve load-
ed a new event and arrived at the track, from the tuning and race set-up options through to what’s 

available to you during a race.

AT THE TRACK
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TUNING STRATEGY
Click on this button to enter the Tuning Setup options. 
You can either manually edit any aspect of your car’s set-
up using Edit Setup (from aerodynamics and gearing to 
suspension and tyre choices), or interact with your Race 
Engineer to step through four main aspects of changing 
setups. The best way to get a sense of where to go with your 
setup is to put some laps in initially, noting issues in any of 
the four main areas that your Race Engineer can help you 
with: braking, downforce, suspension or gearing.
 
Once you are back in the garage, select the Race Engineer 
from the Tuning Strategy option, and then select the area 
that you need to change. The Race Engineer will ask you 
a series of questions, and then suggest changes to the 
car that could help. For instance, if the car is locking up 
under braking, they will ask if the locking is more front or 
rear biased, and then they may suggest changing either 
the brake pressure or bias. It’s a great way to make logical 
changes to your car without delving into the very complex 
interactions of manually evolving a car’s setup.

PIT STRATEGY
You can create customised pit strategies ahead of a race, 
to optimise your potential in longer races, or those that 
dictate a mandatory pit-stop. See the main section on Pit 
Strategies for details

OPTIONS
Here you can change video, audio, and controller options. 
Some changes, such as video and controller sensitivities, 
will require a session to be restarted to come into effect: 
there will be a clear warning if that is the case. There is 
an extra menu option available here to the Race Central 
version, Edit HUD Layout, which enables you to customise 
the on-screen information that you’re shown in the various 
HUD modes. See the main section on Editing the HUD for 
details.

VIRTUAL REALITY
If you have a VR headset connected to your system, this 
button will appear. It allows you to adjust the angle and tilt 
of your wing and rear-view mirrors, to move your seat up, 
down, backwards and forwards. It also allows you to adjust 
World Scaling. Many people think World Scaling is okay at 
its default value, but VR is very personal. Increase this value 
up to make everything appear bigger, or down to make 
everything appear smaller. What you’re looking for is for the 
hands of the virtual driver to ‘feel’ like your hands. Aim for 
the Goldilocks Zone—not too big and not too small

EXIT
Click Exit to leave the current event and return to the event 
set-up screen.
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PAUSING WHILE DRIVING
Once you have a joined a session, pressing the Pause button 
while driving in a single-player event will pause the session 
and bring up contextual menu options in addition to the core 
options you can also see in the Garage. You can also see a 
snapshot of current times and positions. Note: If you pause 
during a multiplayer session, the session will continue 
around you. Be careful when using the Pause menu when 
you’re on track: consider pausing on a long straight, so that 
when you return to the driving mode, you can easily resume. 
Here are the additional menu options that are available 
when you pause during a single-player event

RESUME SESSION
This will close the Pause menu and you will regain control 
of your car where you left off.

RESTART SESSION
In the single-player modes, this is where you can choose 
to restart the session if things really haven’t gone your way 
and you have enabled the Allow Restarts option. Only the 
currently active session is affected, so you won’t have to 
work through a whole race weekend again.

RETURN TO PIT BOX
Clicking this will return your car to the pits, where you’ll be 
presented with the Garage menu.

VIEW RULES & REGULATIONS
During a Career event only, you can go here to remind 
yourself of the specific rules in the championship in which 
you’re competing.

VIEW REPLAY
You can replay the last couple of minutes of on-track action 
while pausing the game. Once you’ve clicked View Replay, 
you can choose to follow any car in a session by selecting 
it in the leaderboard panel, and then view it from multiple 
camera angles using the on-screen toolset. You can 
move through the current replay at different speeds and 
toggle the various parts of the UI On or Off. There’s also a 
leaderboard display and position overview of the currently 
selected car, showing its driver, class and position, plus the 
distance to any cars ahead or behind it. If you have found a 
particularly great angle, you can also jump straight into the 
Photo Mode by clicking the camera icon.

PHOTO MODE
If you want to take a glorious screenshot, this puts you in 
control of a set of virtual cameras with powerful abilities. 
You can select from Cockpit, Drone or Trackside cameras, 
and then change the distance and angle using your mouse 
and keyboard or gamepad (there’s on-screen help to show 
you the controls). Just like a real camera, you can change 
settings such as aperture, focal length, and distance to 
optimise your shot: you can also apply one of a stunning 
range of filters by using the toggle button in the top-right 
of the camera control panel. You can hide the UI (although 
it will never appear in any photos you take anyway)—just 
press the Escape key to bring the UI back. Photos are saved 
to your My Profile area.
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GARAGE MENU: SESSION IN PROGRESS
 If you return to the garage, either by clicking Return To Pit 
Box from the Pause menu or by pitting, you will see some 
extra menu options become available. The leaderboard will 
now show all the cars in the current session, along with 
dynamic timing and position information.

DRIVE
Rejoin the active session by clicking Drive.

RESTART SESSION
Restart the current session by clicking Restart Session.

MONITOR
This is a dynamic way of seeing the action around you: click 
on any car in the leaderboard panel, change camera viewing 
angles, and check any additional information about that car.

SKIP TO END
If you think you’ve delivered all you can, or you just want to 
fast-forward to the end of a session, click this button. This 
doesn’t end a session there, however: the remainder of the 
session will be simulated and the performances of other 
cars during the remaining virtual time will be calculated, so 
results may change in a session that’s been skipped. 

MULTIPLAYER MENU OPTIONS
READY
In multiplayer modes, you will need to confirm that you can 
take part in the race within a two-minute window. The timer 
for that can be found in the information bar. You will be kept 
on the screen but won’t be able to make any more changes, 
which means that you have to wait until the timer has gone 
to zero, or everyone else is ready as well. Note: If you don’t 
hit the button inside the two minutes, you won’t be allowed 
to participate in the race, although you can still spectate. In 
the multiplayer pre-race screen, you can see a small chat 
window you can use to talk with the other drivers.

SPECTATE
Choosing this will take you to the spectator mode where you 
can watch the other drivers.

PIT STRATEGIES AND PITTING
To make it through a longer endurance race, compete in a 
series where pit-stops are mandatory or, more importantly, 
to pre-empt changing weather conditions, you can create 
preset strategies that will control the work your crew carry 
out when you stop in the pits. You can make on-the-fly 
changes to strategy while in the cockpit using the In-Car 
Management system, but the most convenient place for 
setting out a pit strategy is when you’re in the garage. 
From there you can enter a dedicated screen where you 
can create your own pit stop strategies and modify existing 
ones. On top, you can create multiple strategies in order 
to have different options at your disposal: for instance, a 
fuel-only stop, or a change to wet weather tyres. Custom 
strategies you’ve created will be listed here: click the 
pencil icon to edit them, or the red trash icon to delete. The 
currently active strategy will have a yellow tick against it

CREATE NEW PIT STRATEGY
 On the pit strategies screen, choose Create New Pit 
Strategy, and name the new profile in the screen that 
follows: click Create to continue. Name your strategies 
clearly, so they are easy to identify in the heat of a race. At 
the top of the list is the estimated time the current strategy 
will take if carried out in full, in seconds, with list of options 
below:

• PIT STRATEGY NAME
You can change the name of a strategy by clicking on Pit 
Strategy Name.
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• FUEL & TYRE SETUP
Here you can select how much fuel to add during your 
pit-stop: the more fuel you add, the longer the stop will 
potentially take. Fuel intake is limited by the size of your 
tank, so refuelling will stop once the tank is full. You can 
then select tyre compounds and pressures.
 
• DAMAGE REPAIR
You can choose which types of damage to repair by toggling 
each option to Yes or No. Repairing mechanical damage can 
take considerable time to complete. 

• SAVE PIT STRATEGY
Click this to save your new strategy, then Continue to return 
to the Pit Strategy screen.
 
• RESET PIT STRATEGY TO DEFAULTS
Click this to return the current strategy to the game 
defaults.

MAKING A STRATEGY ACTIVE
While several strategies can exist at the same time, only 
one will be the active strategy. The active strategy is the 
one that will be the default option once you enter the pit-
lane. In order to assign this status to another strategy, 
navigate to the line of the new strategy and make it active 
by clicking on it: a yellow tick will appear to the right. If a 
strategy you have just created is the only one in the list, it 
will automatically become the active strategy. You can also 
select from saved pit strategies while in the cockpit via the 
In-Car Management system.

THE DRIVING HUD
The driving HUD presents a range of on-screen information 
to help you in a session, and can include comprehensive 
information about lap-times and the state of your car. There 
are three main modes available to choose from—Light, Full 
and Telemetry—which include key information by default, 
but you can fully personalise the Light and Full HUDs by 
repositioning and toggling all the various elements and in-
game messages those HUD modes can display.
 

Click on Options during an event and choose Edit HUD 
Layout. In the centre of the screen you can scroll between 
Full HUD options for the various driving camera modes—
Cockpit, Bumper and Chase—and also set the Light 
HUD mode options. Tick the Use Grid box if you want all 
elements to snap to a preset grid, which makes them 
easier to line up. First, change the HUD content: click and 
drag any box to move it around; when you click on a box it 
will also display the name of that element and allow you 
to choose between Off, which makes the element inactive, 
Minimal (which displays cut-down info), or Full, to indicate 
all the information available for that panel.

LEADERBOARD
The standings panel gives you information about where 
you are in the pack and what the time differentials are 
from driver to driver. On top, there is information about 
time progression or the lap count of the race you’re in. The 
drivers are shown with their initials. You will get information 
about the classes the drivers belong to and additional 
symbols about their status, for example whether they’re in 
the pits or taking a joker lap in rallycross events. The list 
will be centred on you and will extend up and down.

LAP TIMING
This element comes in two forms. One is a specialised 
version for the Time-Trial modes, the second is the 
standard version for the other game modes. The race 
version shows your laps including time differences, which 
are in this order:

• The timing of the current lap
• The fastest lap you’ve posted (the reference for all 
deltas)
• The three previous laps

 The deltas themselves will be red if you lost time 
compared to your fastest lap or green if you gained an 
advantage. When in Time-Trial mode there is also additional 
information displayed: 

• Your current lap and your lap-time potential: the lap 
time that is assembled from all your best sector records
• The world record for the track
• Your personal best
• Your previous laps
• The lap times of the ghosts you have selected, if 
applicable.

RELATIVE TIMES
This panel displays your times in relation to the cars in front 
and behind you. The names of your opposition will be shown 
in different colours depending on their lap count:

• Red: drivers that have completed more laps, meaning 
that they might lap you
• White: drivers that are on the same lap as you
• Blue: drivers being a lap or more down compared to you
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MIRROR
The rear view mirror’s standard position is close to the 
upper edge of the screen. It can be used in place of the 
mirror visible in the cockpit of a car, and becomes vital if 
you drive from an external view. The mirror can be On or Off.

VISUAL SPLIT
This provides a dynamic colour-coded bar that tracks your 
current lap against the previous lap-time. It can be turned 
On or Off.

DRIVING INFO
The Driving Info panel shows you position, speed and lap 
information out on track. It can be turned On or Off.

MAP
The track map is a zoomed-in overhead map where you will 
see the track as a wide line, you as an arrow driving along 
the map, and other drivers as dots either following you, or 
trying to get away. As in the Relative Times panel, red dots 
represent faster drivers who are a lap ahead, while blue 
dots show that this driver is a lap down. The map can be 
turned On or Off.

SPEEDO
The speedo in Project CARS 2 is a multi-purpose indicator 
uniting several functions, which in Full mode will display 
your current speed, the selected gear, RPM, throttle- and 
brake-input bars, DRS activation, boost levels, current 
active assists, fuel level, and oil temperature. In Minimal 
mode, you can see the tyre status, speed, gear, fuel level 
and throttle/brake inputs.

CAR INFO
The Car Info panel provides information about the general 
status of the car. It will help you to get the car to the finish 
by warning you of imminent problems, and can be a useful 
tool to keep your car in a state where it can be quick. 
Full mode shows suspension, brake, tyre and damage 
information. Light mode shows just tyres and damage. 
Temperature-dependent data such as brakes or tyres 
will dynamically progress from blue (cold) through green 
(optimum operating temperature) through to red (worn or 
damaged). Tyre wear is shown by a degrading bar for each 
individual tyre. In Full mode, tyre conditions are shown 
across three areas: the centre and both shoulders of the 
tyre. Tyre pressures are indicated next to each tyre. Damage 
to the front or rear aero’ or the engine is shown both as 
a percentage and also colour-coded. Green is in working 
condition, which will progress through to red as damage 
increases.

THE TELEMETRY HUD
This HUD mode provides sophisticated data on all aspects 
of your car, which can be used both to monitor performance 
and to inform set-up choices. Along with position and lap-
time information in the upper left corner of the screen, 
there’s a G-force meter in the upper right. A force feedback 
meter displays the output from your wheel, if available, 
which can highlight clipping issues, and you can see your 
steering, throttle and brake inputs in the lower left. In the 
lower right you can check RPM, gear, clutch, throttle and 
brake inputs, horsepower and torque levels. The Telemetry 
HUD displays extensive data about each corner of the 
car: all aspects of tyre, suspension and brake data, again 
colour-coded for easy reference.

IN-CAR MANAGEMENT
 Project CARS 2 features a comprehensive In-Car 
Management system (ICM) which allows you to make 
dynamic adjustments to your car set-up (if available on your 
car), on-the-fly changes to pit strategy and toggle driver 
aids. It uses an easy-to-navigate, hierarchal menu system 
that can be accessed with a single button click defined in 
your controller options and navigated using assignable 
D-Pad style controls. 

 • CLOSE
Just press to the left to close the ICM menu.
 
• BRAKE BIAS
Press left or right to decrease or increase brake bias levels.
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 • FUEL MAP
Choose between different fuel maps if available.
 
• REQUEST PIT STOP
Press to the right to request a pit-stop. Once active, you can 
use the ICM to cancel a pit-stop.
 
• CAR MANAGEMENT
This sub-menu allows you to change the Stability Control, 

Traction Control and Anti-Lock Braking driver aid levels, 
plus the front and rear anti-roll bar settings (if available).
 
• RACE STRATEGY
You can select between strategies if you have created 
custom pit strategies, or adjust a strategy on the fly: change 
tyre compound, refuelling levels or damage repair. You can 
also choose to swap to an AI driver at your next pit-stop.

COMMUNITY EVENTS
 Clicking on the Community Events tile under Community 
in Race Central will display all online events, whether 
they’re currently Active, Upcoming, or Finished. You will 
be able to recognise each event by its unique poster; click 
on one to see the event details. While the active events will 
be highlighted by default, you can change the selection to 
ones that have already been run, or future events. As soon 
as you click one of the events, you will see the following 
information:

• The track name and the cars you are allowed to use
• The start and finish dates and the remaining time for 
the event
• Current benchmark results
• Other information such as website links, prizes and 
online Reputation or Strength requirements

 
If you select an active event tile, you will be taken to its 
leaderboard. Results from past events will be shown. New 
Community Events will also be posted periodically, allowing 
you to enter various disciplines of esports in Project CARS 
2 such as Time-Trials and other online events. There are 

three event types: 

CORE COMMUNITY EVENTS
These events will often take place over a period of several 
weeks. A full description of the specific criteria will be 
posted with each event. Normally you will be presented 
with a choice of car, and events can sometimes take place 
across a number of tracks where you try and set the fastest 
lap-time. There is no limit to the number of times you can 
enter an event, nor how many times you can improve your 
time. You can even change your car if there is a choice 
available, even if you have already set an eligible fastest 
time with a different vehicle. 

SPECIAL COMMUNITY EVENTS
These events are shorter and more focussed. You will be 
presented with just one track and one or sometimes a 
choice of optional cars you can drive at that track. These 
events can include special one-offs that reflect real events 
happening during a specific time of year.

ESPORTS QUALIFIERS
Community events will be used to provide you with a way 
to qualify for big-stage events, such as sponsored online 
racing series. Whether those qualifiers are region-specific 
or global, you will be able to try and claim one of the spots 
on the grid.

The Community tab in Race Central is the hub for your online racing experience. Here you can take part in 
single multiplayer races, or battle against the clock in Time-Trial events. You can keep up with all the esports 

news around Project CARS 2, too, and check out the latest results. 

COMMUNITY
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TIME-TRIAL MODE
 The Time-Trial mode is for all those who love to battle 
against the clock, striving to set the fastest time of all the 
drivers out there—or at least to be faster than all your 
friends. This mode sets a level playing field for each event, 
with defined criteria for tracks, conditions, and vehicles. 
On the left hand side, you can choose the location you want 
to participate at, and the car you wish to compete in, plus 
options to add up to three ghost reference cars.
 
Next to the selection tiles you can see the leaderboard. 
This list will show the fastest times for the track you have 
selected, comprising the following information:

• The entrant’s name, avatar, nationality and their 
community ranking
• The vehicle used to set the time and its class
• The lap-time and the delta to the World Record time
• The controller type used and the setup type (preset or 
custom)

 
At the very top of the list you will see your fastest lap-time 
(if you have set one), including the timing information. You 
can filter the list by class or car by clicking on the filter 
option in the top right hand corner of the leaderboard. Just 

above that, you can switch the displayed times between 
Global (everyone online) or Friends (designated friends). 
Ghost cars can be used as reference when you’re out on 
track. Up to three ghost cars can be selected, which can 
represent laps set by yourself or other competitors. When 
out on track, they will appear as translucent vehicles which 
fade out as you get closer in order to be less distracting. 
You can’t collide with them, so you can drive your lines as 
normal. There are also a number of options for the ghost 
cars:
 
• NONE
This will discard any selected ghost cars, leaving you to 
drive solo on the track.
• WORLD RECORD
This will put the world record holder on the track, from all 
cars that have driven on this track.
• FASTEST MATCHING CAR
This will choose the ghost for the fastest time in the same 
car that you have currently selected.
• FASTEST MATCHING CLASS CAR
This will choose the fastest ghost from the class your car 
belongs to.
• FASTEST FRIEND
The fastest lap from your friends list will be selected.
• PERSONAL BEST
You will compete against your personal best in the chosen 
car.
• SESSION BEST
As you can restart the heat several times, you can pick this 
option to update the ghost to repeat the best time you have 
achieved in the current session.
• PLAYER SELECTION
This is a lap chosen from the leaderboard. You can scroll 
through a leaderboard and pick any car’s lap as reference. 
If the driver has shared their set-up, you’ll also be able to 
access that data.
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When you click on Custom Race, you’ll be presented with 
eight options to customise your experience.
 

• Vehicle Select
• Track Select
• Race Settings
• Session Settings
• Opponent Settings
• Rules & Regulations
• Favourites
• Motorsport Presets

VEHICLE SELECT
The Vehicle Selection screen allows you to pick from the 
impressive numbers of cars available in Project CARS 2. 
You can see a preview of a selected car on the right of the 
screen, along with its full range of statistics, including 
class, drive, top speed, acceleration, power and more, along 
with a rough outline of how difficult the car is to control, 
and (roughly) how fast it is through corners. Click on the 
Showroom button to take you into the 360-degree viewing 
mode, where you can see the selected car in all its glorious 
detail.
 
You can use Photo Mode to set up stunning images of your 
car, which are then saved to Your Profile. You can change 
the camera type and use realistic camera controls to set 
up your shot, and then apply any of a range of filters to 
complete your image. You can also display the cars either 
alphabetically by individual car, or as a list by clicking on 
the icons below Vehicle Select. The list view can be toggled 
between Manufacturer and Class. Click on Livery Select 
to view all the liveries available for the selected car. Once 
you have chosen your desired car and livery, click Select to 
return to the main Custom Event screen. 

TRACK SELECT
The Track Select screen can be toggled to display either 
by location or individual track layout: you can do this by 
clicking on the icons below Track Select. The location view 
shows each track, with a list of available configurations 
(note: not all tracks have more than one configuration) 
shown to the right. The individual track layout views also 
shows all available track layouts in alphabetical order, in 
one long scrolling list. Clicking on a track layout will show 
a preview of the circuit along with geographic, circuit type, 
turn and length information. Click Select to choose that 
circuit and return to the main Custom Event screen. 

RACE SETTINGS
 This is where you can choose the specific details of your 
race, including environmental effects.
 
• RACE TYPE
You can toggle between the race length being dictated by 
time or a set number of laps. If you toggle to Time, you can 
set the Session Duration in hours and minutes. If set to 
Laps, then you can choose the number of laps, from 1 to 
999.
 

Project CARS 2 allows you to create completely bespoke racing environments, from the cars and tracks down 
to the precise date and weather patterns. Choose Custom Race from the Quickplay tab in Race Central to 

tailor a race event. Alternatively, you can select Private Testing if you want to run solo on-track without oppo-
nents, which will disable all of the options relating to races. 

CUSTOM EVENT DESIGN
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• DATE TYPE
Each track has a Default Date associated with it, but that 
can be changed to either Current Date (which will select 
your current local date) or Custom Date if you want to be 
able to choose a specific date in the past or even the future. 
Changing to a Custom Date will automatically change the 
Season to the correct option.
 
• SESSION START TIME
You can choose to start the race at any time of day.
 
• TIME PROGRESSION
You can control time in Project CARS 2. You can either stop 
time completely by setting Time Progression to Off (which 
will freeze all lighting and environmental effects to the 
race starting time), or to Real Time, or you can even speed 
up time—for instance, if you want to get the full gamut of 
day and night or weather effects in a shorter race. You can 
increase the speed of time from 2x to 60x.
 
• SEASON
You can change the Seasons between Spring, Summer, 
Autumn, Winter, and Snow, which will dynamically alter the 
way the selected track is presented. Changing the Season 
will automatically change the date to match.
 
• WEATHER SLOTS
Up to four Weather Slots can be selected, which will pass in 
relation to the selected Time Progression setting.
 
• WEATHER FORECAST
This will open up a customisable weather option for every 
Weather Slot you have activated. Click on a weather icon to 
change the Weather Slot to your desired weather option, 
from sunny to blizzard and more.
 
• WEATHER PROGRESSION
You can change how rapidly the weather changes, 
progressing in Real Time, compacting Weather Slots to the 
length of your race, or by speeding it up from 2x to 60x.
 
• START TYPE
The start of a race can be set to either a Standing Start, 
where all cars start the race from their grid slots, or a 
Rolling Start. If a Rolling Start is selected, you can toggle a 
Formation Lap to Yes or No. If set to Yes, then you will have 
to manually control your car round the formation lap to the 
start; otherwise, control of your car will be automatically 
handled until just before the start.
 
• MANDATORY PIT STOP
Toggling this to Yes will mean that all cars in the race must 
stop in the pits at least once. 
 
Once you have made your selections, click Save to return to 
the main Custom Event screen.

SESSION SETTINGS
 By default, your race event will always include a race 
session, but you can also add in Practice and Qualifying 
sessions. To turn them on, toggle them from Off to On, and 
then set the Session Start Time and Session Duration Time. 
You can also click on the Settings icon to change Time 
Progression and Weather options for each session.

OPPONENT SETTINGS
Here you can set up the cars and drivers who will compete 
with you on track.
 
• OPPONENT NUMBER
You can set this from 0-31 at the majority of tracks, but note 
that some circuits have restrictions—particularly rallycross 
tracks, which can normally support a maximum of six cars 
in total.
 
• OPPONENT AI
You can set the expertise of the opposing drivers from 0 to 
100, with the lower numbers representing beginner drivers 
who will provide less opposition, and higher numbered aces 
who you will be hard-pressed to beat.
 
• OPPONENT AGGRESSION
Set how aggressive other drivers will be out on track on a 
scale from 0 to 100. At low numbers, competitors are more 
likely to back out of a move; with higher numbers they won’t 
be afraid to trade paint on the way past.
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• OPPONENT FIELD TYPE
There are three options here. You can set all opponents to 
be in the same car as the one you have selected (Identical), 
be randomly picked from the same class as the car you 
have selected (Same Class), or to come from up to four 
differing classes by choosing Multi-Class.
 
• PLAYER GRID POSITION
If there is no qualifying session included in your race 
weekend, you will have to decide where you will start the 
race. There are three general placement options: Player 
Front (you start from pole): Player Middle (you start mid-
pack): and Player Last (you start dead last). You can also 
choose Random to be assigned a random start position, or 
Player Custom to choose the Specific Grid Position. Click 
Save to embed the changes and return to the Custom Event 
screen. 

RULES AND REGULATIONS
Here you can configure the leniency of penalties for your 
event, and which rules you want enabled or disabled.
 
• RULES & PENALTIES
Selecting Off will turn off all the options: On will allow you 
to configure each possible option.
 
• TRACK LIMIT PENALTIES
This can be toggled to be On or Off. If it’s set to On, then 
you can configure the Allowable Time Penalty that will be 
handed out to drivers who contravene the track limits, from 
5 seconds up to 30 seconds.
 
• DRIVE-THROUGH PENALTIES
To deal with particularly bad or aggressive driving, or for 
going out of position during a start or through a yellow flag 
zone, Drive-Through Penalties can be switched to On.
 
• PIT EXIT PENALTY
If this is switched to On, then crossing the white line at the 
pit exit when joining the track will lead to a penalty.
 
• COMPETITIVE RACING LICENCE
Setting the Competitive Racing Licence option to ON 

enables players to create and find multiplayer lobbies with 
custom skill restrictions. The creator of the lobby is able 
to set the minimum lobby entry requirement, representing 
a combination of criteria describing Safety and Strength. 
Note: The admin may set the minimum requirement to no 
greater than their own Safety and Strength values.
 
Safety is indicated as a letter, progressing incrementally 
through clean driving across the following designations, 
from the lowest to the highest: U, F, E, D, C, B, A, and 
S. If you have frequent incidents when driving, such as 
collisions with other drivers or going off-track, your Safety 
rating may decrease. Strength is indicated by a numerical 
value, such as 1500, and will rise and fall based upon final 
race standings versus your competitors. Note: There are 
bonuses to be had in multi-class online racing by beating 
competitors who are driving faster vehicles.
 
By using these restrictions, players are able to set up 
matches with equally skilled and like-minded players. To 
discourage quitting active sessions, there are Strength 
penalties for those who leave early from race sessions with 
a race-worthy vehicle. With the Competitive Racing Licence 
option turned Off, the Safety and Strength metrics are not 
updated, allowing players to practice, qualify and race 
without advantage or consequence.

FAVOURITES
If you’ve got a preferred setup for a night race or rallycross 
event, or any other configuration, you can save it as a 
Favourite. The last four sets of race options you’ve created 
will be available under Favourites. You can also save up to 
four specific sets of options by clicking the Set As Favourite 
button, which will highlight that setup in green. Note: Every 
setup you save will reduce the number of event setups that 
will be shown. So if you have four saved setups, you will 
have to deselect a Favourite to display the settings from the 
last session and save it as a new Favourite
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MOTORSPORT PRESETS
 Motorsport Presets can be used to quickly select event 
settings specific to certain motorsports, such as car 
classes, race lengths, opponents and rules. These can 
subsequently be fine-tuned to your preference. If you have 
selected a Motorsport Preset, its name will be displayed in 
the Motorsport Preset Active area shown underneath your 
Custom Event Options. Car and track options will be limited 
under specific presets, although you can still change all 
session options, regulations and environmental effects: 
click on Disable to turn off the preset and reactivate all the 
normal options.

HOST SETTINGS
Click on Host Settings at the top of the Online Custom Event 
window to set up your online session.
 • LOBBY NAME

Enter a unique name that identifies your event.
• PASSWORD

Setting a password for your lobby allows you to control 
who can join your race event.

• PRIVACY
There are three privacy options to choose from.

• Public
Anyone can join your event.

• Friends Only
This limits people who can join to those specified as either 
your direct Friends inside Project CARS 2, or Friends of 
Friends.

• Private
This will remove the event from the online browser, 
meaning drivers have to be invited to join the race.
 

• BROADCAST
You can add Director and Broadcaster roles to your event 
who will be tasked with recording and live streaming of 
events. Turning this On will automatically make the event 
Private.

• WAIT FOR RACE READY INPUT
Turning this On or Off determines whether the Pre-Race 
screen is displayed at the beginning of a race session. If On, 
then drivers can adjust their Tuning Setups, pit strategies 
and game options before the race begins. The race session 
will not begin until all drivers have signalled that they are 
ready

REALISM SETTINGS
 You can set up detailed options for the race session, 
including driving views, driver aids, damage and pit-stops. 
Click Start to launch the online session. 

Through its comprehensive multiplayer engine, Project CARS 2 builds on the plethora of options available to 
you offline in Custom Events to allow the quick setup of online races.

 
You can set up your race event using all the same vehicle, track, race, session, opponent and rules settings 
as you do offline (including Motorsport Preset and Favourite shortcuts), and then add a layer of multiplayer 

options to get your event online.

CREATE ONLINE EVENT
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LOBBY
 As the organiser, you can change certain aspects of the 
event once it has loaded, such as the track and some race 
settings (such as duration, dates and weather). You can also 
change your own car choice if you are participating in the 
event. Waiting For Players will be displayed at the bottom 
of the screen until drivers join the lobby. Clicking the Lobby 
Launch button will begin a timer, counting down to session 
start. This will be 60 seconds if not all players have clicked 
Ready, otherwise there will only be five seconds. Players will 
still be able to join active non-race sessions. Clicking on a 
player name in the Driver Roster table allows you to assign 
Director or Broadcaster roles, as well as showing Friend 
Request, Ready Up, and Vote To Kick options. Roles will be 
shown as icons next the player’s name.

ONLINE CUSTOM EVENT
Under Quick Play in Race Central, you can join online races 
by clicking the Browse Online tab. This will open a list of 
available online sessions, displayed with their lobby name, 
track, available slots, speed of connection, and session 
information. The number of online sessions will be listed 
to the upper left of the main lobby browser, along with a 
refresh icon to reload active sessions. You can sort the 
browser by any column, by clicking on the column title. You 
can also filter available online lobbies using the Filtered 
By controls on the upper right of the browser, so you can 
select either peer-to-peer or dedicated servers, hide empty 
lobbies, and filter by race, class and location types. If a 
lobby is not password-protected (a padlock icon will not be 
displayed by the lobby name), clicking on it will bring up 
additional information about the event. You will be shown 
track and car classes, plus a list of active sessions and their 
lengths, starting times, weather and acceleration rates of 
time and weather. Realism settings and allowable driver 
aids will be listed, as well as race details such as pit stop 
and penalty details. Some events may also have restrictions 
on driver grades and reputation. Click the Join button at the 
end of a lobby’s information row to load that session. 

THE ONLINE LOBBY
The online lobby is where you prepare for an online session. 
All the configured session types, lengths and weather 
conditions can be viewed on the session settings tile, and 
you will also see the names of all drivers participating 
in the event, along with their nationalities, reputation 
grades, car, class and connection strength. Players with 
special roles such as a Director will also be marked. You 
can view a driver’s profile, add drivers to your Friends list, 
or vote to kick a player from the lobby if necessary. The 
Chat box is a PC-only feature that allows you to participate 
in the conversation around this specific event. The Mute 
option can be used to restrict certain players’ ability to 
post messages. On consoles, players can communicate 
via a headset. You can select your car using the normal 
Vehicle Select options, potentially restricted by any event 
limitations, and change car setups and pit strategies if 
available in the session. Once you are prepared to start a 
session, click the Ready button. If a non-race session is 
already in progress, you will be able to join the track: if 
awaiting the start of a race where the organiser has used 
the option where everyone has to signal their readiness, the 
race will start once all competitors have clicked Ready.

 Project CARS 2 allows you to participate in racing events against competitors from around the world. 

JOINING AN ONLINE EVENT
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DRIVER PROFILE
 Here you can view your Competitive Racing License details, 
showing your personal profile details and privileges. You 
can edit your profile by clicking Edit Info. Your performance 
across solo and online play is shown in the Performance 
Summary, with a breakdown of your starts, finishing 
positions and penalties. The Experience box displays how 
many hours of events you’ve competed in, split across 
the various categories, while Focus divides up your time 
between racing, qualifying and engineering.

AFFINITY
 This screen aggregates data about your favourite cars and 
tracks. Favourite Car displays the top three cars that you 
have driven, by either distance driven or the time you’ve 
spent in the car, along with stats on wins, car classes, 
controller preference and driving views. Similarly, Favourite 
Location shows your top three tracks.

IMAGES
  This tab is where you can find all the screenshots you’ve 
taken in Photo Mode. Click on an image to be given the 
choice to either View it in full-screen mode, or Delete to 
remove it from your Driver Network Gallery.

VIDEOS
 Saved replays from sessions you’ve taken part in will 
be saved here, shown with Location, Car and Class 
information, as well as the date of the replay and its length. 
Click on a replay to either View or Delete it. 

Available under the tab in Race Central, this section records your overall progress in the world of Project 
CARS 2, tracking your race results, your favourite cars and tracks, and your fame stats, as well as being the 

place to find all your saved screenshots and replays.

MY PROFILE
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REPLAY MODE
 At the end of a solo or online session, you can re-watch 
the entire event with the option to save the replay to your 
Driver Network Profile. Additionally, during any single-
player session, you can pause the action and access Quick 
Replay, which will show you only the most recent on-track 
action. The top of the Replay screen will show you the event 
Overview with information such as lap and session details, 
currently viewed car, and timing information to cars ahead 
and behind.
 
You can double-click on any car in the Leaderboard 
(displayed on the left of the screen) to change the selected 
car. At the bottom of the screen is a comprehensive set of 
playback options. You can rewind, pause or fast-forward the 
video. The current time progression is displayed to the right 
of the controls, alongside an icon that takes you into Photo 
Mode if you want to capture a still of a specific moment. 
There will also be a Save icon displayed here at the end of a 
session, so you can save the replay to your Driver Network 
Profile.
 
You can also change the current camera view by clicking on 
any of the options along the bottom of the panel, and toggle 
Broadcast Overlays On or Off. A yellow highlight means a 
camera view or overlay is active. Overview turns the timing 
information at the top of the screen On or Off. Map turns 
the mini-map and position overlay On or Off. Clicking on 
Interface will remove all the overlays to present a clear 
screen: click the Escape key to return to the overlay mode. 
Note: Overlays are never saved into replays or screenshots. 

MONITOR AND SPECTATOR MODE
 If you feel like sitting back and watching some racing action, 
this is the place for you. During a single-player event, you 
can watch non-race sessions in real-time whilst your car 
is in the pits by clicking on the Monitor option in the Pit 
Box menu. This will show you the regular Replay options, 

with additional status information about each car added to 
the Leaderboard, as well as Track Conditions and Vehicle 
Status, in the upper-right corner of the screen. If you fail 
to finish a race, due to a mechanical failure or a crash (for 
instance), you can also drop into Monitor mode to see how 
the rest of the race unfolds.
 
In multiplayer modes, you have the same options available, 
but with the added alternative of watching an entire race in 
Spectator Mode. Spectator Mode means you will not be able 
to drive in any of the sessions, but you can freely follow any 
car in any view during an event using the same functionality 
as Replay mode. If a Director is present during an online 
race, you can also choose to follow his broadcast.

DIRECTOR MODE
Director Mode is accessible in online lobbies, and is a role 
assigned by the administrator of the event. The Director is 
presented with a purpose-designed screen with additional 
utilities to control the broadcast stream and associated 
information. The Director can control all camera angles and 
car views, as well as adding overlays, using a sophisticated 
interface to seamlessly navigate through cameras and 
important information, and enjoy full integration with 
commentary. As the Director, your screen is split into the 
following several segments.
 
• LIVE VIEW WINDOW
This part of your screen shows your live broadcast. What 
you will see here is the output you send to spectators.
 
• DETAILED INFORMATION
Close to the top edge of the screen, you can find detailed 
information about the current session. This includes 
information about the track and its location, but most 
importantly prevailing weather conditions. This might give 
you precious information for the broadcast—such as if rain 
is about to come into play.

You can re-live moments in your racing career using the replay mode in Project CARS 2, or sit back and watch 
spectacular action on track using the Spectator mode. 

REPLAY AND SPECTATOR MODE
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• OVERHEAD TRACK MAP
This map shows the relative location of cars to each other 
around the track. You can click on any car to switch the 
camera focus to that car. All static cameras around the 
track will also be marked and selected, which is especially 
useful at the start of a race where all the cars are closely 
packed.
 
• DRIVER STANDINGS
The Driver Standings panel is quite similar to the regular 
Leaderboard, but here you can see the full names of all 
drivers. You can click on any driver’s name to centre the 
view on them. 
an action icon is shown whenever a driver closes the gap to 
the driver in front to less than one second.
 
• RACE INFORMATION
At the bottom edge of the screen you will be provided with 
details about the currently running session, with dynamic 
updates for specific events:

• Race start and finish.
• All laps started by the current leader of the race.
• New fastest laps.
• Whenever a driver overtakes another .
• Drivers entering or exiting the pit-lane.
• Drivers taking their joker lap (for rallycross events only).
• Crashes or penalties.

 
• CAMERA CONTROL
The camera controls are the same as the ones to be found 
in the Replay Mode. The key difference is the location of 
those commands, as like everything else in Director Mode, 
they are placed outside the Live View Window.

BROADCASTER MODE
Just like Director Mode, the admin of an online lobby can 
select a player to act as the Broadcaster of the race. The 
Broadcaster receives the view of the race and information 
overlays selected by the Director, but without all the 
Director’s controls cluttering up the screen.
 
This view is what will be broadcast. Note: This role only will 
work if another player has been chosen as the Director.


