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Fanatec Porsche Turbo Wheel Review

Richard Jackett   July 2008

This review is of the Final version of the Porsche Wheel (May 2008 and onwards), which I have had for 
two months.  I also tested the beta version of the wheel for four months.  This wheel is a big financial 
commitment, so I have tried to be as accurate and complete as I can and it has resulted a long review, 
so depending on your level of interest, you might want read selectively, or even skip to the summary 
section at the end.  I used both wheels solely with my PC.
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Background

My Wheel History

My first racing wheel ever was the Fanatec Speedster for PS1 in 2001.  From there I got a Logitech 
Driving Force for PS2, which I have been using on the PC up until Feb 08.  Since moving to the USA in 
early 07 my DF was getting half the voltage it really wanted with unsatisfactory results, and the 
justification for getting a new wheel was born.  I had to wait until my new job started in October, and 
I was just minutes away from placing my order for a G25 when Fanatec posted on nogrip about their 
upcoming Porsche Wheel (PW) and their ‘community test’.  I signed up for the test, but a few days 
later decided to order the PW anyway, so I paid the $350 and waited.  To my immense surprise I was 
subsequently chosen as a community tester and Fanatec quickly refunded half the purchase price so 
that I was essentially getting the same deal as the other community testers.  The release of the wheel 
was delayed from pre-Christmas 07 to February 08 and when my wheel finally arrived the unpacking 
experience was as good as I have ever had.

The Beta Wheel

The original release wheel, or beta wheel as it has come to be known, had some problems.  And what 
was intended as a community review of a finished product became a public beta testing of an 
imperfect prototype.  The major problems experienced were loss of calibration during use, 
incompatibility issues, a poor brake pedal, and bugs with some force feedback (FFB) parameters, such 
as an always-enabled centering spring.  The community gave a massive amount of (mostly 
constructive) feedback, and Fanatec responded with personal emails, forum posts, and frequently 
updated device drivers.  By May 2008 Fanatec had redesigned the wheel, apparently making 15 
different modifications based on community feedback (e.g. the brake pedal feel was completely 
revamped and the firmware was upgraded to solve the calibration issues).  If you’d like to read more 
about the beta test then this is the forum I was involved in at nogrip.

Quality and Design

Packaging

The wheel arrived inside a very sturdy brown cardboard box with an additional layer of thick 
cardboard inserts that held the glossy printed inner box away from the inner walls of the outer box.  
The plastic wrapped contents of the printed box are fixed in place by more cardboard – no horrid 
squeaky polystyrene to be found.  Both my wheels arrived in perfect condition despite a couple of box 
scars so I guess the packaging works as intended.  Unpacking the wheel is a real delight – in equal part 
due to the amusing comments on the packaging, the gorgeous smell of quality leather that emanates
when the maze of cardboard is eventually pulled aside, and the thought that you’ll no longer be 
expectantly typing in the DHL tracking code every half hour.

Construction Quality / Materials / Design

The wheel is very well built, with no perceptible play in the steering column – the first thing I checked.  
The leather is very well cut and stitched and I would be happy with its quality if it was an actual 
Porsche that I had just received.  The plastic at the centre of the wheel has a rubbery texture to it, as 
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is the fashion for consoles in cars these days – much nicer than your standard shiny black plastic, but 
hard to get excited about all the same.  The weak points of the wheel itself are the buttons, which are 
a bit finicky compared to the rest of the wheel face; and the silver coloured base with its two vents: its 
just a bit ugly and cheap looking compared to the wheel itself.  The central Porsche logo is made of 
metal and wouldn’t look out of place on a real car, so perhaps it is shared inventory.  Some people 
might really dig all this authenticity, but even though I’m not one of them it is a very satisfying wheel 
to hold and look at.  It doesn’t look like a toy from the driver’s seat, and friends that have no interest 
in gaming are always asking if they can touch it – but perhaps I just have strange friends.

The pedal base is made of dull black plastic, and the pedals themselves are made of thick chromed 
plastic with textured black plastic ‘grip’.  They feel a lot sturdier than they look, and they look pretty 
basic from up close, but better from across the room.  Thankfully they hide under my desk and, with 
no wires to betray them, have a fairly benign impact on the décor.

Both external shifters are made of that rubberized plastic material (a great improvement on the beta) 
with a grey plastic cap printed with the gate map.  Nothing particularly startling about these, but they 
do resemble the actual shifter in the Porsche Turbo, so not much to complain about either.  They also 
feel fairly sturdy and I am not at all concerned about mashing them to oblivion.  The mounting of the 
shifters is done by parallel steel rods from 
the base, and anyone with an engineering 
eye will expect a susceptibility to 
longitudinal torque.  They would be right to 
some extent, but I was surprised to find that 
it didn’t interfere with gameplay at all for 
me.

The wireless dongle and memory stick 
clearly weren’t made to Porsche factory 
quality standards, but they are thankfully a 
bit smaller than they look on the Fanatec 
website.  Still, you might have to clear out 
an adjacent USB port to get them plugged 
in.  The power brick can handle 110V/220V 
and has an LED to show when it is in use.  
The lap attachment is still in the box and is 
unlikely ever to see the light of day.
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Setup of Wheel and Pedals

I probably did everything in the wrong order, but setup of the wheel and gearstick, batteries and 
pedals, and clamping system was very easy and quick.  The clamping system is essentially a wide G-
clamp under the base that slides over the front of the desk, is tightened by a single threaded bolt, and 
locked in place with a couple of quick-release cams.  Once you realize that you can get the clamp set 
to the desk thickness and the bolt tightened before slipping it over the desk, then life gets a lot easier.  
My wheel can just slide on and off the desk with a little effort to overcome the friction of the rubber 
grips, so when I tighten the cams it is locked in place very solidly.  I had my doubts about this system 
at first, but for my current set up (a square desk edge top and bottom, 4cm thick) it is ideal.  The 
wheel never moves during use, and I can move it away in seconds by releasing the cams.  I haven’t 
tried it on a desk with a more complicated edge or in a playseat, but it does come with a drilling 
template, so permanent fastening is an option.

The pedals:  I put the included batteries in using the included screwdriver and put the pedals under 
my desk… where they have stayed.  They have a wall behind them and carpet underneath them and 
they don’t move at all, nor would they without the wall.  My beta pedals were still going strong on the 
included batteries after 4 months of pretty decent use, so battery drain doesn’t seem to be an issue at 
all.
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Driver Installation

I have done so many driver installations for the beta wheel that my memory is cloudy on this.  The 
driver comes on the memory stick, and is also available on Fanatec’s PW Support page.  It installs 
fairly painlessly in XP now1, and I hear that the same is true for Vista.  Once you’ve plugged in the USB 
dongle connected power to the wheel, if the white numbers display on the wheel and the white LED 
shines on the dongle, then it has been recognized correctly.  If the red PS3 symbols appear on the 
wheel then you have work to do.  A tap of the accelerator will activate the pedals, shown by a red LED 
on the dongle.  I was initially concerned that there is no ‘wired’ option to connect the wheel and 
pedals to the PC, but haven’t had any issues at all with the wireless connection so far.

Wheel Calibration and Function Test

With the dongle in a USB port, plugging in the wheel will activate its self-calibration routine: it turns 
full right, full left, then back to centre.  This self-calibration found an approximation of center on my 
wheel: off by 2 degrees.  The driver window displays the information needed to determine how well 
centered the wheel is, and also provides a manual calibration routine.  On my wheel I ran the manual 
calibration routine once and it seems to remember center ever after.  I still need to open the driver 
panel every time I plug in the wheel for the wheel to ‘remember’ my preferred settings, which takes 
about 10 seconds, but after that the settings stay until the computer is turned off.

The centering issues of the beta wheel have been totally resolved in this final version wheel.

The driver window has function tests for FFB and Vibration; a light up graphic of the wheel and shifter 
that responds to button presses in real-time; a real-time read out of wheel angle and DirectX value; 
real-time graphics of clutch, brake, and throttle input; and the button for manual calibration.

                                                          
1

I think the installation problems of the beta have been solved, but if you do get a “device not recognized” type issue then try the following:  Go to 
Control Panel > System > Hardware > Device Manager.  If you see that Human Interface Devices is showing an error then choose to update the driver for 
the HID in question, say no three times to MS wasting your time with its own search, and select “USB Human Interface Device”.

http://www.fanatec.de/html/index.php?id=3114&lang=en
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Customization Available in the Driver Window

The driver window also allows a few options for customization:

 Wheel Angle – adjust the range of the wheel in 1 degree steps between 200 and 900 degrees.
 Auto Center Spring – turn on/off an artificial ‘spring’, in addition to any centering provided by 

the game via FFB.  This now works exactly as it should in GTR 2 and GTL.
 Wheel Illumination – turn on/off the lights on the wheel buttons.
 SW Dampening Effects – on/off, and slider for strength of FFB dampening.
 Combined Pedals – turn combined throttle+brake axis on/off, which I’ve never used. 

The wheel itself has customization options, accessible by using the digital display and POV buttons:

 FFB strength (strangely missing from the driver window) from 0%, 33%, 66%, 100%.
 Vibration strength (two rumble motors in the wheel) from 0%, 33%, 66%, 100%.
 Wheel Angle between 180 degrees, 360 degrees, 900 degrees, and OFF (the driver setting).
 Combinations can be stored as one of five presets.

I haven’t used the presets much, but I have found the option to change the FFB strength on-the-fly 
very useful.  I have heard that Fanatec plan to include additional settings and programmable uses of 
the digital display (shift light, split times, etc) but I haven’t seen any development in respect of this at 
the time of writing.
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Steering Wheel

I mostly play GT Legends and GTR 2, but also Richard Burns Rally and F1 Challenge ’99 – ’02 from time 
to time.

Wheel Precision

The precision of the wheel appears to be very good: the smallest detectable movement is 1/12 of a 
degree.  In other words, there are 12 different position values reported by DirectX for every degree of 
movement of the wheel, and this holds whether the wheel is set to 180 degrees or to 900 degrees.  I 
have no idea what degree of precision is available on the input side from GTR 2 et al, but it feels 
essentially full analog.  I’ve improved my lap times using 540 degrees of rotation compared to the 180 
degrees I had with my previous wheel (DF), but the most noticeable difference is that I am now able 
to control power slides much easier, which I assume is because I’m getting a much more accurate 
amount of steering lock dialed in earlier.

Wheel Buttons

The wheel buttons do exactly what they are supposed to do.  
There are 10 face buttons, plus a direction pad, plus the 2 paddle 
shifters on the back.  I haven’t accidentally hit a button during a 
race, and the outer face buttons (1,2,7,8) are perfectly placed for 
instant access.  The inner face buttons (3,4,5,6) are also easily 
accessible, but just a little harder to hold down for more than a 
moment, meaning they are less convenient as a look behind or 
talk function buttons.  The direction pad buttons are usable, but 
not much more.

The driver doesn’t have any features for reassigning the buttons, 
and assumes that this can be done in game (which is pretty likely).  
It also doesn’t have any macro features.  Note that GT Legends 
only recognizes 16 buttons, so if you want buttons 1, 2, and 3 to 
be assigned you’ll need to use JoyToKey or similar as an 
intermediary.

Wheel Force Feedback

The quality of the FFB is probably the crowning achievement of 
the wheel.  The motor has plenty of torque, and at maximum settings can belligerently do its own 
thing unless the driver really forces the issue.  I typically run the wheel at its 66% strength level with 
high in game settings, but there is a lot of variation in force from game to game, and car to car.  The 
motor seems to respond very quickly to game commands and is capable of delivering subtle 
responses as well as it does violent ones.

The belt drive is not only very quiet, but it conveys the torque from the motor much smoother than 
any cog-driven FFB I have experienced.  At its simplest this means a progressive increase in resistance 
with increasing rotation (‘centering spring’), with no hint of the ‘gritty’ torque curve that I have felt 
with my previous wheel.  At its most complicated it can provide a seamless blend of several different 

http://www.electracode.com/4/joy2key/JoyToKey English Version.htm
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messages – the most impressive was on a gravel stage in RBR where I could feel the bent suspension 
pulling to the left, the badly toed in front right wheel vibrating in proportion to car speed, the weight 
of the car in response to my steering inputs and bumps in the track, the rough gravel surface, and the 
gain and then loss of friction in the front tyres as I braked up to and beyond the limit of cohesion –
each FFB input felt totally independent of every other, as if they were all being generated by a 
separate mechanism.  It was a truly astonishing experience, and so far ahead of any FFB I had
previously experienced.  As you will have gathered, I am seriously impressed with the quality of FFB 
from this wheel.

Wheel Vibration

There are two small motors behind the 3 and 9 O’clock positions that can be used to give a vibration 
effect, similar to a DualShock controller.  The vibration is proportional to throttle position and nothing 
else, and I found the effect to be unwelcome and disabled it early on.  The effect is on by default, so a 
wheel preset needs to be made with vibration set to zero, and this preset selected every time the 
wheel is connected, which is a minor hassle.

Wheel Digital Display

The digital display and mode button is a 
really nice touch, with lots of potential for 
the future.  It has been really useful to 
raise or lower the FFB strength while 
driving, and to change the wheel angle on 
the fly from the driver setting to 360 
degrees for Richard Burns Rally or F1C.

Wheel Noise and Cooling

When in use the wheel movement itself is 
remarkably quiet – I assume because the 
belt drive eliminates the intermeshing 
teeth of most wheels.  When the thermostat in the wheel switches its cooling fans on the noise 
increases slightly, but the fans are about the same volume as my laptop’s cooling fan so the additional 
whirring is not really an issue.  The loudest component of the wheel is certainly the H-shifter, which 
will be discussed later.

The fans usually turn on after approximately ten minutes of racing in a warm house.  I have raced for 
several hours without any problems or the FFB being reduced (a built-in last resort), so it appears that 
they manage heat build-up in the wheel adequately.  During extended play the silver casing of the 
wheel base will get warm, but never hot. 
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Pedals

Pedal Precision

The precision of the throttle is 7 bit, or 128 discrete values.  This is sufficient to provide a smooth 
progression, and is certainly more precise than my feet are capable of.  There is a slight deadzone in 
the throttle pedal, maybe 3% of travel, but I don’t notice this in game.

The brake precision is poorer – I measured it at approximately 40 discrete values – though I admit I 
hadn’t noticed this until I looked at the DirectX output.  The brake travel is less than the other pedals, 
and there is a reasonably large deadzone, about 10% of travel, which doesn’t feel unnatural.

The clutch is 6-bit, or 64 discrete values, which is ample precision for a pedal that is usually used like a 
switch, and perhaps the extra resolution could have been better used for the brake.  The clutch 
responds linearly over its full range of travel, which is easier to use in game, but not really accurate to 
real life operation.

I currently use the pedals with their native response curves, but have previously had success 
customizing the response curves with dxtweak2, especially with the clutch.

Pedal Feel

The throttle pedal of the actual Porsche Turbo is hinged from the heal, so in terms of layout at least, 
the throttle pedal here is very close to the real thing.  I would prefer a bit more resistance and a 
slightly squishier hard stop at full throttle, but it is quite adequate as it is and the large travel aids 
precision.

The brake pedal has improved massively since the beta, and now has a very strong spring behind it, 
which provides good feedback to the driver about how much pressure is being exerted.  There is a bit 
over an inch of travel at its middle, which feels like a bit much, but having tested the beta I can safely 
say that any less would be nearly un-drivable.  It isn’t easy to modulate the brake pressure against the 
high resistance, but nor should it be, and I’m finding that the more I use it the better I am getting at 
threshold braking.

I don’t use the clutch for shifts above 2nd gear, so it doesn’t get used much, but its feel is very good.  It 
is cleverly sprung such that beyond a certain point, the resistance starts to decrease with increasing 
displacement.  If you have ever drawn a reflex bow then you know the feeling.  A bit more resistance 
would have made it even better.  It has a longer travel than the brake pedal and this gives great 
control over clutch slip off the start line.

The pedal spacing is adequate, and my average sized feet don’t hit more than one pedal at once.  If 
solely right foot braking, my preference would have been for the brake to be a little closer to the 
throttle and further from the clutch, though the throttle-brake gap is about right for a sports car I 
suppose.  If solely left foot braking, more space between brake and pedal would have been nice too, 
so I suppose a compromise had to be made, and they got it about right.

Heal-toeing is not as simple as it is in a real life sports car, mainly because the pedals are hinged from 
the base instead of from overhead and the heal contacts the throttle pedal low down where it has 

http://www.wingmanteam.com/latest_software/gadgets.htm#DX%20Tweak%202
http://www.pdfonline.com/easypdf/?gad=CLjUiqcCEgjbNejkqKEugRjG27j-AyCw_-AP


10

little mechanical advantage.  Having said that, I am able to brake firmly and use the side of my heal to 
swiftly depress the throttle to about half way, which has been a big enough blip in all the virtual cars 
I’ve driven so far.  Right foot braking requires some technique to manage the brake-throttle transition 
over the realistic sized gap between pedals, which I think is a great.  When getting back on the 
throttle it helps that the brake pedal doesn’t depress too far – I found this quite realistic.

The pedal base has been rock solid for me – the Velcro glues it to the carpet – but Fanatec also 
included a heavy steel plate in case there is excess movement.  I haven’t tried this, but I’m told it 
works very well.
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Gear Shifters

Rather than take a Jack-of-all-trades approach to the gear shifter, Fanatec included 2 separate units –
one gated and one sequential.  The downside is that it takes a minute to remove one shifter and 
install the other.  The benefit is that there is no compromise on the design of either shifter, and in my 
opinion this is by far the more important factor.  In practice I have only used the sequential shifter 
during one fairly serious RBR session so swapping them has taken up 2 minutes over 6 months.  The 
shifters can be placed on either the left or the right side (but only one is recognized at a time).

H-pattern Shifter

If the FFB is the best feature of the wheel, then the 6+1 H-pattern gated shifter is the second best.  
The gates are quite well separated and the action is very positive so it is very hard to select the wrong 
gear.  I haven’t missed a forward gear yet, other than due to brain-fade.  I have missed reverse on a 
few occasions, which is reassuringly hard to select because of its high resistance.  The shifter has 
never jumped out of gear, as there doesn’t seem to be any force on the lever once it has engaged.  
Fanatec have managed to combine a heavy feeling while selecting gears with a reliable, usable, and 
apparently durable design.

The clack sound as gears are engaged is quite loud and potentially intrusive if you share a room with 
another person, but it is probably not loud enough to be audible from an adjacent room unless the 
sound insulation is poor.  The noise doesn’t worry me while racing, whether I use headphones or not, 
but it will be unwelcomed by some.

Sequential Shifter

I haven’t spent much time with this shifter, but ironically I wouldn’t have bought the wheel if it wasn’t 
included (I hadn’t expected the H-shifter to be as usable as it is, given what I had seen of the G25’s 
shifter).  The force required and the amount of travel to shift up or down is quite low, and is the same 
for both directions.  A successful shift results in a click, which sounds like a loud mouse button click.  
The shifter works very well, and will be perfect for rally, Champ car, and GT sims.  I have 
reprogrammed the sequential shifter as a handbrake in RBR, and it performs pretty well as a 
substitute.

Paddle Shifter

The 3rd option for shifting is the paddles behind the wheel in the 3 and 9 
O’clock positions.  Despite the real life Porsche Turbo lacking paddles, 
they were apparently added at the 11th hour of the design process when 
someone from Fanatec displayed some common sense.  The 
compromise is that they are quite small, and will therefore not be to 
everyone’s taste.  On the other hand they don’t interfere with the 
aesthetics of the wheel and yet are fairly functional.  I have found that 
they perform quite adequately for gear changes in RBR and F1C, where I 
never move my hands on the wheel.  If I needed to apply more than 200 
degrees of lock I think they might be a bit hard to locate.  The paddles 
give a small click, but not much tactile feedback.  In GTR2 and GTL I use 
the paddles for look left / look right, and they perform well.
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Issues and Non-Issues

Issues

There are a few issues with the wheel, thankfully all are minor.

Pedals Falling Asleep
After 2 min 35 sec of throttle inactivity the pedal unit powers down and the wireless connection is 
dropped.  This can be a problem when there has been a break in driving, such as between qualifying 
and race, because to awaken the pedals it is necessary to jab the throttle.  Bearing in mind that the 
clutch is also asleep and therefore not engaged, this can easily lead to creeping on the grid, which can 
be interpreted by the game as a jumped start.  It has become second nature for me to blip the 
throttle before hitting the track so this isn’t such an issue as it was at first, but a longer grace period 
would be nice.

Open Driver Panel Every Time
It is necessary to open the driver panel every time the wheel is connected otherwise the wheel uses 
its default settings.  Just opening and closing the driver panel is enough to load the settings, so this is 
really just a minor inconvenience.

Push Digital Display Button Every Time
It is necessary to push the button beside the digital display once each time the wheel is connected 
otherwise the wheel uses its default settings.  I do this because I don’t like the vibration effect, which 
is loaded by default.  One push is enough, so combined with the driver panel open/close, it is a fairly 
unobtrusive pre-race routine.

No Power Button
The wheel has no master power button, so the power supply should be connected before use, and 
disconnected after use.  In countries with power switches on the wall sockets this will be pretty easy –
it’s not hard without switches – and it is always best to disconnect unused power bricks anyway, as 
over time they will waste significant amounts of power.

Driver Options are Limited
I would like to see more options for customization available in the driver panel, such as a slider for 
FFB strength (only adjustable on the wheel) and a slider for auto-centering spring strength.  The 
options available are pretty good, but I’m a ‘tweaker’ and always after a bit more.  From my contact 
with them, Fanatec are still working on improving the functionality of the driver panel, so perhaps 
there are some more surprises in store.

Non-issues

Going through the beta testing was really valuable in terms of seeing how complex putting together a 
wireless FFB wheel and software drivers actually is.  All of the problems I experienced with the beta 
wheel have been fixed in the final production wheel, which is an incredible achievement.  I won’t list 
the fixes one by one, but will say that you should not base any purchasing decisions on what you have 
heard about a beta wheel, because there is a very good chance that the issue has since been resolved.  
What I will do is list some of the concerns I had prior to using the wheel and whether or not they were 
well founded.

http://www.pdfonline.com/easypdf/?gad=CLjUiqcCEgjbNejkqKEugRjG27j-AyCw_-AP
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Gear Mounting
Looking at the design of the mounting system for the shifters – parallel rods – they look to be 
susceptible to quite a lot of fore and aft rotation, in other words: ‘slop’.  In reality the movement is 
pretty small, but for a while I used an L-shaped piece of thick cardboard wedged between desk and 
shifter and that stopped movement almost completely.  At some point the cardboard fell out, and I 
realized that the small amount of movement of the shifter is really not noticeable unless you stare at 
it – not a great driving technique by the way – and I have never bothered with the cardboard again.

Clamping System
This is a great example of engineering arrogance: mine.  I looked at the design and thought ‘this is 
going to get loose in no time’.  After four months, many hundreds of kilometers, and dozens of quick 
release removals later, the wheel was still set exactly the same.  Fanatec have done an exceptional job 
designing this clamping system.  I should qualify this by saying that my desk has a simple 1.5” thick 
square edge and I did tighten the clamp pretty well to begin with.

Pedal Stability
I wondered if Velcro would really hold the pedals down properly on carpet.  It actually does the job 
very well, and I don’t use the additional ballast that Fanatec provided.

Wireless Connections
Anything more complicated than the tried and tested method of joining everything with wires has the 
potential to cause problems, especially if there is no Plan B.  Thankfully the wireless connection has 
worked faultlessly for me with both beta and final wheels – not one dropout in 6 months.

Belt-drive Integrity
I haven’t felt the belt slip ever, and given the amount of force I have felt it deliver, I doubt that it will 
in the foreseeable future.  I’ve also read a post from someone who uses this same make/model of belt 
for industrial applications that it is incredibly strong, and capable of handling far more strain than the 
wheel will ever put it under.

Support

Fanatec has been unquestionably the nicest and most involved manufacturer/retailer I’ve ever dealt 
with.  Perhaps much of this can be attributed to the closer relationship that beta-testing allows, but at 
every stage they have shown concern and action to make sure that I am satisfied with my purchase.  I 
know several people that have had a similar positive experience dealing with them.

http://www.pdfonline.com/easypdf/?gad=CLjUiqcCEgjbNejkqKEugRjG27j-AyCw_-AP
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Summary and Conclusion

Construction and Design

The wheel itself is very solid with no lateral play in the steering column.  The leather is good quality 
and well stitched.  The buttons are lower quality than the rest of the wheel.  The wheel’s appearance 
is of a high quality product, and looks very similar to the steering wheel it seeks to replicate.  The 
paddle shifters have been cleverly hidden from view. The pedals appear to be strong and well 
constructed, but look and feel a bit plasticy.  The gear shifters are sturdy and have a good feel.  
Reliability and consistency cannot be faulted so far in my 6 month experience of the wheel and 
auxiliaries.

Installation and Setup

Driver installation was straight forward using the included memory stick.  It took a few minutes to 
install the shifter and to clamp the wheel to the table securely, but since then mounting/un-mounting 
the wheel + shifter takes seconds using the quick releases.  Switching between H-pattern and 
sequential shifters takes a minute.  Installing the batteries in the pedals was simple and they have 
lasted over 4 months of regular use so far.  The pedals haven’t moved while in use, but are very easy 
to remove and store if necessary.  The wheel and pedals are detected correctly every time they are 
connected, although for proper functioning it is necessary for to open and close the software driver 
panel and press a button on the wheel once before use.  The wireless connection has been 
completely reliable, although the pedals will fall asleep if unused for 150 seconds, which caused me 
problems until depressing the throttle became part of my pre-race routine.

Wheel Performance

The precision of the wheel is very good, down to 1/12 of a degree of rotation.  Combined with the 900 
degrees of rotation available this has reduced my lap-times and improved my driving – especially in 
correcting oversteer.  The ten face buttons are within easy reach and I haven’t accidentally hit any of 
them while driving.  The digital display on the wheel is underutilized, but useful for changing FFB 
strength and wheel rotation while in game.  The vibration function is linked to the throttle position 
and in my opinion detracts from the driving experience, so I have turned this off.  The wheel 
generates some heat but never gets hot, and the thermostat-controlled fans generate a similar 
amount of noise to my laptop fan.

Wheel Force Feedback

The powerful belt-driven FFB is the highlight of the wheel, providing beautifully smooth and precise 
information through the large rim.  The FFB can range from very subtle to brutal, and deals very well 
with conveying many different aspects of the car’s handling and response at once.  The FFB strength is 
fairly consistent across the range of travel of the wheel.  The ‘soft stops’ that limit wheel travel for 
rotation settings of less than 900 degrees are good, but could be firmer.

http://www.pdfonline.com/easypdf/?gad=CLjUiqcCEgjbNejkqKEugRjG27j-AyCw_-AP
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Pedals

Pedal precision is adequate, with 128 discrete values for throttle, 40 discrete values for brake, and 64 
discrete values for clutch.  The pedal layout is a decent compromise between having enough room 
between brake and throttle for left foot braking to be comfortable; giving a decent layout for heal-toe 
downshifting with clutch; and keeping the pedal unit to a manageable size.  Heal-toe shifting is a bit 
more difficult because of the bottom-anchored throttle.  The throttle is quite light feeling and has a 
long travel.  The brake has about 1 inch of travel and a very stiff spring, which provides pretty good 
feedback.  The clutch is non-linearly sprung, which feels good, but is quite subtle.

Shifters

The H-pattern shifter is definitely a highlight.  It has a strong centering force and the gears engage 
with good tactile feedback and a loud clack.  The gates are nicely spaced and well defined, and I 
haven’t mis-shifted yet.  The clack sound could be irritating to people nearby that are sensitive to 
noise (potentially including the driver).  The sequential shifter has a short throw and low resistance 
and works very well.  The paddle shifters are small and lack positive tactile feedback, but are well 
located and perform well if the driver’s hands remain at the 3 and 9 positions, such as in F1 and most 
rally driving.

Conclusion

The Porsche Turbo Wheel is a quality racing wheel, with incredible force feedback as its crowning 
achievement.  The wireless connectivity and quick release clamping system work very well and will be 
invaluable for anyone without a dedicated racing space.  The pedals are well designed and have 
reasonable feel, but are not of the same level of quality as the wheel.  The H-pattern shifter is 
remarkable in both its usability and positive feeling, while the separate sequential shifter and paddle 
shift both function quite well.  Fanatec have delivered on what they promised, and in doing so have 
defined the new standard for racing wheel FFB and features.

http://www.pdfonline.com/easypdf/?gad=CLjUiqcCEgjbNejkqKEugRjG27j-AyCw_-AP
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Appendix:   Feature List from Fanatec

This list is taken directly from Fanatec’s website:
http://www.fanatec.de/html/index.php?id=210&lang=en

 Original Porsche 911 Turbo steering wheel design
 Licensed by Porsche Lizenz- und Handelsgesellschaft mbH
 Authentic metal Porsche logo on wheel
 Hand stitched leather wheel manufactured according to Porsche quality standards
 Compatible with PC and Playstation 3 (all games which support ForceFeedback wheels)
 6+1 Speed H-pattern gear stick with realistic shifting feel
 Additional exchangeable sequential gear stick included
 Wireless pedals with + 100 hours battery life time (low battery warning on display and 

optional power supply cable for simulators)
 Realistic clutch pedal with declining resistance
 Pressure sensitive brake emulation with soft-stop
 Diameter of wheel is 300 millimeters
 Gear sticks are interchangeable and can be mounted on the left or right side
 Turning angle can be adjusted in the wheel to 900°, 360° or 180° or in 1° steps by software
 For PC: Strong table clamps with quick release, special non-slip rubber pads, and Velcro strips 

on the pedals 
keep everything in place. Integrated nuts allow the strong fixation on a gaming cockpit

 For Playstation: Attachable lap wings and the attachment of the gear sticks to the wheel allow 
comfortable game 
play in the living room without the use of a table

 Illuminated button symbols switch automatically between PC and Playstation
 Powerful Mabuchi RS 550 Motor as used in RC cars delivers extra strong ForceFeedback effects
 Additional 2 Force Feedback actuators in the wheel simulate motor vibrations
 Extra smooth and silent belt drive without mechanical dead zone
 High resolution wheel sensor
 TUNING functions with LED display
 Saves up to 5 wheel set-ups
 Adjust ForceFeedback strength during game play
 Adjust sensitivity independent from the game

http://www.fanatec.de/html/index.php?id=210&lang=en
http://www.pdfonline.com/easypdf/?gad=CLjUiqcCEgjbNejkqKEugRjG27j-AyCw_-AP
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