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afety info aio
About P otosensitiv Seizures

Avery s all percentage of people may experience a seizure when exposed

to certain visual images, including flashing lights or patterns that may appear . y
in video games. Even people who have no history of seizures or epilepsy may
have an undiagnosed condition that can cause these “photosensitive epileptic . ) \
seizures” while watching video ga es. ‘\ Voo

These seizures ay have a variety of symptoms, including lightheadedness, \
altered vision, eye or face itching, jerking or shaking of a s or legs, !
disorientation, confusion, or momentary loss of awareness. Seizures may also
cause loss of consciousness or convulsions t at can lead to injury from falling

down or striking nearby objects. o 2 Betting Started
. . . . trol

Immediately stop playing and consult a doctor if you experience any of these 3 Game Contro
symptoms. Parents should watch for or ask their children about the above [ | Information
symptoms—children and teenagers are more likely than adults to experience .
these seizures. § elcome To Thrill iile
The risk of photosensitive epileptic seizures may be reduced by sitting farther 0 &  Cruise Your Par
from the television screen, using a smaller television screen, playing in a well-lit 7 Ha e Som Fun!
room, and not playing when you are drowsy or fatigued.

. ; . . 12 Park  nu
If you or any of your relatives have a history of seizures or epilepsy, consult a
doctor before playing. 12 issio s
Other Important Health and Safety Info ation The Xbox Instruction Manual 1 anage
contains important health and safety information that you should read and understand 18 Buil
before using this software. ut
Avoid Damage to Yo r Television ee nven or

23

Do not use with certain televisions. Some televisions, especially front- or rear-projection ap
types, can be damaged if any video games, including Xbox games, are played on them. 2 ini- ame
Static images presented during the normal course of gameplay may “burn in” to the .
screen, causing a permanent shadow of the static image to appear at all times, even 7 Credit
when video games are not being played. Similar damage may occur from static images 3 Soft ar Llicens
created when placing a video game on hold or pause. Consult your television owner’s and Limite  arraat

manual to determine if video games can be played safely on your set. If you are unable
to find this information in the owner’s manual, contact your television dealer or the
manufacturer to determine if video games can be played safely on your set.

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



\When you turn on the game, you will see the ain Menu, w ere you are given
six choices:

e Game Create your own ultima e them
park (see page 6).

Load Game Load previo sly saved data
and continue. —
Pa Pla Ju pintot e actionwih1-4 a
player mini- m s
(see page 24).

Tourne ode Set up a multiplayer mini gam tournament (see page 24).

Blueprints View all of the cus om coas e s and tracks you have created,
or build som more.
Options C ange various sound a d rap ic ptions,

or view unlocked ut scene .

OTE' F m here on out, when t is manual says “sel ¢ " it means ouse he
| thumbs ick or dire ional pad osele anoptin o amenuof hoices
t e pressthe @ bu ontoc firm. Pressing he ® button will generall
cancel wh  ou are doing nd e you backa s ep.

o C ntroll rS

Left trigger Right trigger
Left Y button
Thumbstick B button

x lI:))utton
utton
B?/?;Tb;:;gn Blac button
Whi e butto
Directional Right
pad Thumbstic

The e are the basi controls used for moving aroun h pa . h ont ols
will chang depending on hether you are pla ing a ride, buildi ga aster,
or doin  her hings. Refer to the different sec ions thi maul r
detailed ntrosfordi renta i s.

| H OU QUR P
move character or cursor in menus
camera control
cancel, sprint (while moving)
talk to nearby guest

bring up Park Menu (see page 12)

bring up Park Menu (see page 12)



W ile buil+ing your park, you can save your progress Yy pressing the Start
bu on. henthe Pause enua pears, sel ct “Save". If you are involved

in an activity like a ini game, you will have o press the Start button, the
select “Exit Minigame” to return to controlling your  ain character. Then you
will be able to save your ame as noted above.

L DI G

rom the ain Menu, select “Load Game” to lo d our game data and
continue fro  whe e you left off. | you have m re han one park unlocked,
you can ¢ oose hich pa k to enter.

" U ORIAL

As soon as you ar ive inyour p r,

you'll see ive tutorial stations

colo ed columns  light tha you can

walk up to and touch or pres h
button to begin help ul tutorials.
or im r ill guide you s ep by step

hrough your ir fe missio s, and

sho vy uhow thi gs work in your ne

park. Each tutoriat i cof r coded

to match the different ty es o

mi sions ny ur i sions screen

[se page 1 ).

0 LL-

Your funky Uncle Mortimer is so i pressed with your coaster
desi ns (and so toasted after a workshop ccident) tha
he's put you in charge of Thrillville, his latest, greatest
the  park. Sweet.

it's up to you to prove that you've got hat it t kes
o0 design and run the hottest vacation desti tions. You
de 1de what ne rides to construc , hat food o serve,
and what types of guests to a ract. It's all up to you.
And the best part is at you're not stuck in some
lame manager’s o ice underground — you're right in
the middle of the action! Try out all your rides! Take
on some aweso e ¢ allenges. Talk to your guests
and find out wha they think of your spread. Make
riends. Make cha g s. It's your park. Live large.

S I o ON OPP RT |
E - RKS YOUC TEI

Cus ami e your parks, inter ct wit guests, nd build

end ride your awn raller coasters nd r ridec. Race

on ga-kart tracks YOU con ruet play inigol n
cours s Y U design, and much, much ma e! Joiny ur
friends or ul i-pl yer party game , r mb m er
cars ¢arcade am .You nalso ouryou parks
onfot, ha ingwihallyour ue tsgoh Ip hem out
nd m ke sure hey're enjo ing hem Iv s.

Buil ,man ge cuso ieand cializ yur aythro h
ivedi rent eme rksYOUecr e. Inuitive, easy to use
to lsall wyout reated zens fri e pes,includingw oden,c ks rew
ndinv. d olf r asers, mrry-go-r und |, tr ms an all your fav rite
a iv | rides.

The i igames ouinstalla emore ha simple o s ryo rparks you
ca a ualypl he ! keonyorb inbu per & , aucer ccr
match , e oecnarl arra ,sho inggall rie, som inigol

¢ r es, rhyth challenges, rcad tyt hoo- m- ps, nd any more!

Chata d uild ri dhip ih yoyorgues .Y umi ve lirt i
eone . Add esst eiruni uec nce sab u ~our aks, revenhelpa
stimpresst eircru h.Lis nt wa yurgu =tsr all  an and make

yurparksinothe les rysp aounl



E INCH c

If you select New Game, you will see a m ssage
fro ncle Morti er, then you can choose a
character to play. Press le  right on the left
thu bstick or directional pad to ratate the
selection wheel and ressthe  button to
select a character, Press the @  utton again to

a directly to your ark, or press the & button to fu her
customize your character. You can customize various head
styles, clothing and calor options. If you're going to run
the hottest park around, you should look t & a ! You can
press le right on the rig t thumbstick o rotate
your character for a better view.

Press the €@ button to edit your cha acter's name.

On he name entry screen, select letters b pressing the
directional pad to highli ht, then the € button to enter.
Press the € button to delete a letter, t e €@ buttan to
finish name entry, or the @ butto to cancel. hen you're
done editing your ¢ aracter, ress the € button to save
yaur character and be in the game.

As soon as you start a new game you'll see a brief cine a,

then you'll be dropped right i to the middle of your main
park. Try the controls to get yourself moving around.

"E:PakSrct e Eachparkis s eup of one large property

di ‘ded in re ller th me secti ns. You will start your ga e
i Thrillville's up r eroth ed S perville, and canstr Il o t ere
intoth scifi co Lun 1l andt efant syreal of Ogreville. f
yo getlo ,r fer map in the Park Menu (see p ge 12). s ou
pro es in am .,y will en p ew aks.

S REN ISPLY

You may natice a s all window that is shown

in e upperle corner of your screen any ti e
you're in your park. This is | yst e numbe of
missions y u've co pleted, he amount of cash
onhand, n owclose you are ounl cki gthe
n xt park.

Y HE D S!
One of t e best things about owning your own
park is that y u can hit all the rides for free!
Walk up to any ri e in your park and press the

button when its na e a pears to jump on. A
T e default view is ead Look Camera, in which
you can use the left thumbstick to look around
and the € button to change the viewing seat.
Press the @ button to toggle between Head Look Camera, Watch Camera,
(press @ to change w ich car to watch) Seat Ca era, (press @ to change
the viewing seat) and Cine atic Camera. Different rides will have different
view options. You can press the  button while on some ride to raise your
arms and make so e noise! hoohooo! Press the @ button to exit the ride
atanyti e.

Ga e attractions like mini-golf courses and shooting galleries can also be
walked up to and played by pressing the @ button. You can purchase a hat
or a balloon from a stall by pressing the @ button, or slake your thirst or
hunger at a food or rink stand. As you approach an ttraction, you have the
option to press the € button to Edit it (see “Inventory” on page 22).

BUILD 1DE]
hat could be b tter than trying a ride? ow about
building your own?! If you approach n open area
{calle a“Buil Zone") of your park, a notice
will appear at the bottom of your screer .
Press the  button to construct a new
attraction. In most areas, you will have
three vailable options:

Carni 1 Rides Self-contained
pre-built rid s like

erris w gels

Ga e Attractions like i off
or shooting alleries

8 alls Locations offeri g food,
dri ks, souvenir ,
nd srooms

In special locations, you will be able to build t acke ri es and ollercoasters.
Hint: look for the giant signs hat sa “Coas er”!
(See “Build” on page 18 for in orma i n abou building 1 e and coa ers.)



0 A SSiON

As you manage your park, “New Mission”
pop-u s will appear to let you know that
Mortimer h s a task that he'd like you

to do. Missions are great ways to learn
about your park, score cas , and unl ck
ot er missions. When you see a New
Missi h pop-up, p e sthe bu onto

go to the issions Screen [see page 12).

Press the @ button to close the Mission
pop-up window.

hen you enter the park for the first
time, you'll see several colored
light columns — check out each ne
to ges your first taste of missions!

i P

Walk up to one of yo r guests and press
the  button.

A spinning gr enarrg  ill appear abave

that guest's head. If you're telking to a

guest who is part of a group, you can press

le right ont & left thu stick or directional

pad ta scrall throug guests in the group.

T e Basic Stats feedback panei that appears will show th highlighted guest’s
na e, happiness fevel, and their t p issues. Th Happiness meter will be

fille and green if that guest is happy, and will empty, turning yellow or red if
they get up et.

Press the utton ta  how (or hide) the Detailed Stats display, w ich

sho s the guest's Emotional issues (like loneliness and bore om) and
Physical issues (like hunger and thirst) as ell as t eir Thrill and Skill ranges.
If an issues meter is empty or green it eans that guest is OKint a

depart ent. As a specific issue increases, t at  eter will fill and change
color. For instance, if a guest can’t fin food, their Hunger  eter il fill,
turning om green to yellow to red. If you're seeing red, that guest is in
troubl !

This is one way to get quick feedback about how smoothly your park i
running. Pay attention! If yo can eet the needs and interests of your
gue ts,you've gota se entgol !

T-Ce air hin r keyou uests happy, like clean parks nd
ad u te acilitie . er hig an akeyour gue ts upset, like
ugr, esy re ,an unsai ledneeds. K pt e ethingsin
I a u ignyurp



While a guest is highlighted, press the .
@ button to begin a conversati n. Your —
first options appear in a bar at the top of

the screen and consist of greetings such

as “ ello”, " andshake” or “Hug". Press

left/right on the left thumbstick or directional

pad to select one of these, then press t e

@ button. Continue to press the ~ button

after each response. Conversation topics like “About the Park” “Chat”, or
“Challenge” will then a pear. Select a topic, then one of he comments that
follow. Press the Left trigger to select the leftmost item or the Right trigg r
to elect the rightmost ite . Press the @ bu on to keep the conversation
going and to ring up ne comments (you may have to scroll to see them
all). Select different co ments to ask for that guest's opinion about your
park, compliment them, or share an interesting fact. ifferent co ments will
appear depending on your selections.

You will notice a Friendship eter at the lower center of the screen.

If you're nice to your guests and chat about ings they're in rested in,

the Friendship meter will row. It may shrink if you're lacking in eople skills.
If their Friendship meter fills up enough, the words “Friends”, and then “Good
Friends” will appear and you can never have enough friends! aking more
friends will increase appines  hroughout your park, gradually improvi g
everyone's attitude. If your line of conver ation is bo ing someone, press the
O button to exit the current menu and select a new topic.  hile you are
chatting with a guest you ca press the @ button t bring up th ir feedback
panels. You can press the @ button at any time to exit a topic and again to
end a conversation.

SPE I L T PICS:

Flirt: (For teens only.) If you strike up a
conversation with a guest of the op o ite sex,
you might be able to Flirt by selecting comments
under the main “Flirt” chat topic. | youre ai g
progress, you'll see a new A racti n meter

ap ear above the character's nam . Fill the
Attraction meter to become a “Love Int re t’ or
even “Sweethearts™

Flirt “ni-B me: If “Flirt Mini-Game” appears as

a chat option, ou can select it to try to incre se

the Attraction meter. Different colored icons will

rot t aroun your cupid. Press | fi/right ant e »
left thu bstick or directional pad to rotate cupid

and press the @ utton to fire an arrow. Target

rotating icons that  tch the ones the guest v
1s thinking about on the right. Match both color

and ican to increase the Attraction meter by three hearts, but etting just
the color or just the icon right 15 not bad eith r. If you miss or hit a t pic your
guest isn't thinking of, t e Attraction eter will decr ase. Score a few dir ct
hits and  ake a real connection.

atchmake- |f you select “Match ake" while chatting and the guest is willing,
you will take temporary control of t  t guest charac er, giving them the
chance to make friends and flirt with ot er guests. Laove is in the air! Press
the € button to return to controlling your main character.

Ehalle ge: Select the "C allenge” topic during a

cenversation to invite that guest to a one-on-

on ini-game c allenge! if they accept your

challenge, choose fro  a selection of min-

games. Press the €@ button to see the controls

before you begin, then it's on! At the end of

ach llenge, you ¢ n Restart the mini-game

or Quit. You ay fulfill the guest’s need for

chall nge or just make a friend. See page 24 for
ore information ab £ mini-games.

P USE ME U

Press the 5 ar button at any time to pause th ga e and display the Pause

Men .| you ause while controlling your main charact r. the Pause Menu will

show Options, Save, Park Se ect (if you've opened at least one new park} and
xit 0 Main Menu. Be sure to exit only if you've saved your game, or you  ilt

lose your progre s. if you pause while pl ying a mini game, the Pause Menu

will sho  Exit Minigame, C ntrols, [to review he mini game controls)

and pti ns.



Press the €@ button or Back button while controlling your main character in
your park to bring up the Park Menu, which has five sections:

Highlight the issions t ken icon in the Park

Menu and press the @ button to bring up

the issions Screen. You can al o reach the
issions screen by pressing the  button while

viewing a “New Mission” pop-up screen.

Missions are various t sks Mortimer has
reamed up for you to do. Each park ill have a
certain number of missions to try. Missions are
broken down into di erent types: Build, Games,
Guest, Upkeep, and Business each wi h its
own colored Progress meter. Select one of the
mission types and press the @ button to see e
available missions. Missions that have not yet been unlocked ill show a lack
icon. Highlight a mission to view a descrip ion and requirements. Press the
@ button o select a mission. Selecting some missions will transport you
directly to where you need to be to comple e that mis ion. Other missions
can be selected, but you will need to decide here and how to pull them off.
Completed missions will show a token icon. Some missions can be completed
to bronze, silver, and gold levels, depending on how well you perfo m. Gther
missions award only a gold token, indicating that they are completed. Y u
can go back to some missions you've completed to get higher scores. The
ission screen also shows the number of unfinished missions, and the
number of gold, silv r, and br nze tokens you've earned.

Completing missions will often o en up new missions. Each mission you
complete will also provid you wi h extra cash (the amount will appear in he
mission description). A Park Completion meter i shown below the mission
pes. If you fill this meter by completing a certain number of missions, you
will unlock a new park. If you do, you'll see a “Park Completed!” pop-up and
you ill be abl to go to a new park. Don't worry, you will still be able to visit
and build in your existing parks. While you're i your park, press the Start
b tton to access he Pause Menu an go to “Park Select” to choose w ich
pa k you'd like to go to. Select a park rom the rotating menu.

You don’t have to ¢ mplete every mission to ill t e Park Completion meter,
s0 you can choose which missions to take on. Co pleting missions is a great
w yt learn how your park operates, and a you progress you'll open up new
parks, new ri es, and new opportunities!

| yo see acharacter wi h a ro a ing colored token above their
hea , hey are involved in one of your missions. Speak to hem
or a challenge or opportunity.

Highlight. the MANAGE ticket icon to enter the Manage menu,
where you an find out all serts of cool information and decide how
you run your park. There are several options to choose om here:

0 ERVIE :This cr enshows he average

guest s ats  Happiness, Hunger, Thirst,

Nauses, Bladder, and Boredom. These are

handy indicators to help you decide what your -
park needs; If the Hunger meter is in th red,
puild seme food stalls. If Neusea is & prablem,
add some gentle rides and restrooms. if
guests are bored with your rides, install some
new ones or increase your research budget to
come up wi h fresh attractions.

Also displeyed are your Cash, the year and date (in Thrillville time), Park
Value, Gue ts in park, Numb r of Rides, Number o S alls, Number of Sta ,
and Br ken Rides. A Park Completion meter is shown at the lower right. The
Park Completion meter is filled as you comple e missions. When Park
Comple ion meter is completely filled, a new park will be unlocked s you can
expand your en ertainment empire.

Press he @ button

for another overview

screen sho ing average

park stats, such as

Thrill, Skill, Nausea

Cleanliness, and

Reliabili me ers. Also

shown are the number o Carnival
Rides, Coaste s, Race Tracks, Games, Food/Drink Stalls,
and Gift Stalls, and how many Friends, Good Friends, Love
Interests, and w ethearts you have ade. ake tons of
riends, and you'll give your ark a Happiness Boost!



F R CE: The first screen, “Finance: Loans”,
shows year and date, Cash available, Park Value,
and any current loan taken out to finance he
park. Press left/right on the left thumbstick

or directional pad to decrease or increa & the
current loan, then press the @ button to update
the amount. Increasing the loan amount will
make more money available for building your
park, but gives you another bill to pay. Payment
of interest on a loan will be calculated along with
other monthly expenses.

Pressthe  bu on to show he next screen,
“Finance”, which displays a month by month total of
expenses (in red) and revenues (in green), consisting
of cons ruction costs, running costs, st Il stock,
staff wages, marketing, research, loan interest, ride
tickets, stall sales, and pri e money. A total profit or
loss is shown for each month, le ting yo know
exactly how well your park is doing fina cially. Press
left/right on the left thumbstick or directional pad to
change the month displayed.

Press the @ button again for a third screen,
“Finance: Profits”, which sho s how much money
you've made on each type of attraction. You're a
financial genius!

BDE 6BR HICS Shows & de ailed breakdown

of ages and information about your guests,
including how much money they have and

how much theyre s ending in your park. The
Demographics; Basic screen shows a pie chart
with the proportion of children, teens and
adults. Figures re displayed for the current and
total number of guest , as well as an average of
how much maney your guests have coming into
he park and how much hey are leaving wi h.
Press th € button to see the Demographics:
Details screen, with an ther pie chart detailing
the proportions of single adul s, single teens,
adult couples, teen oupies, een groups, one
parent families, a d wo parent families, as well
as e o al number of groups in your park.

i

we

AR ETI G: You've got to adv rtise your park
to really bring in the rowds! The Marketing
screen allows you to place ads in different
magazines and ne spapers or air commercials
on different television channels. Take a look at
the demographics for the various advertising
and deci e what types of individuals you want to
attract to the park {and what you can afford).
Press left/right on the directional pad to
highlight various ad options and press the
@ button to select.

- - & DOnce marketi g
- e oeYo ilgta
. s+ - . Remember, time fli s
- »Jy'n hiltille time.

- s- N eiane ra
=+ . -s3 etime This ill

RESEARCH: Allows you t set aside a budget o
Mortimer to develop ideas or ew rides. If you
pend your hard-earned ¢ sh on resear h, you
will unlock d iti nal attractions. This screen
will show ho much has been spent on research
and wha attractio s are nextt be developed.
A ractions that M rtimer h n't ull ream up
ye are sh wnwih | ckicon. T e higher your
r search udg t, he faster new rides will e developed. ress left/right on
he le thu bstick or directional pa to decrease or increas your m n hly
resea ch bud et then press the @ ttontoupda ethe  ount.



Staff: Here you can review, train, and hire new
staff members: mechanics to repair rides,
groundskeepers to clean up, or entertainers

to keep your guests happy. Your cur ent staff
members are displayed in a window in the center
of the screen. Scroll to each one t show heir

n me, wage, position, current lo ation, and
training level.

Each ne staff member starts out with & traini g level o zero (an emp
training meter). Increasing your staff's training fevel will help them do a

be erjoban will imprave your park's Cleanliness, Reliabili y, or Ambience
ratings. Highlight & staff member, press down or the € button and s lect
"Train” to temp rarily take control of hat staff member, no matter where they
ar . You can mave them o any area of the park and press the A button to
begin training. Each  pe of staff member has a diffe ent raining me hod:

Entertainer: Selec one of these talented dancers
and move them to any section of your park. Press
he @ bu onto start heir routine, Dancers will
e ter a rhythm mini gam where you will have

to press the le  thumbstick or directional pad
up/down/left/right to aim the arrow at incoming
notes and the @, @, @, and @ bu ons to
dence in synch with he m sic. Tap he buttons or
s ort notes or hold them down or long notes. Match the timingo  h notes
to increase your scare. Killer acts will make your g ests ha py to stay.

echanie: Your complex ri es and a ractions
need to be kept in ood condi ion to pr vent hem
rom breaking o n. Take control 0 & mec anic
and alkup oerid orgame. As you approach it,
you will s e a pop up with the attraction's name,
the date it as built, and it's Reliabili y meter.
If e meteris green ar filled, he attraction is
OK. if he meter is red, it needs repair, a d if
it's em ty, the ri e or game is broken down. ress the € bu on
ta Fix or Main ain he attracti n. he mechanic will open the
@ raction's service ha ch an re air the delicate circuit board
inside. Use the le  humbsti k or directi nal pad om ve
he cursor, then press the @ butto to lace componen s.
omplete the broken ci cuits by using the supplied segme ts
to farm & pa h rom th flashing green te minal o the lashing
red ter in |, Pr ss the @ button o undo the las cir uit
segment. You have g8 limited ime to repair circuits, but will
be gr nted extra ime ify u ¢ mplet circuit paths.

Ground ke p r: Having all these guests is

great, but what a me s they can leave behind!

Not te men ion that unmentionable stuff near

the especially spi n y rides...Select one o

your ground keepers when you eed to clean

up y ur park. Move to any area of your park

and press he @ bu on to tidy up. Use the

le thumbstick or directional pad to move. Use

the right thumbstick to aim your trusty Blowvac tool at 0 ensive messes.
Hold the Right trigger to suck garbage into the Blowvae, or hold the Left
trigger to wash up items. When an item is targeted, your aiming cursor will
turn rom red to green. Di er ntite s are worth various paint values. The
groundskeeper will have a time limit to pick up or clean a specified number of
items. A clean park is a happy park.

When the s aff has comple ed heir job, you'll see a results screen with
your score  you may get some extra cash for high scores! You will have he
option o restart the mini-game, (@ bu on) see high scores (€ bu on), or
exit th training (@ button) and return to cont olling the sta  member. Staff
members can dash wi h the ® button and pick up mispla ed items around
your park, but you cannot chat with guests, use a ractions, build rides, or
access the Park  enu while controlling a staff member. Press he @ button
hil controlling a staff me ber o return o controlling your main character.

Your s a me bers will lowly pass their training on to aother s aff of their
ype. If you have two mechanics, for instance, and train on , the raining level
of the other mechanic will increase over ime. You can speed the pr cess up
with =ome hands- n raining.

| your staff members can't keep up wi h your busy park, u e the Sta screen
to hire more. Pr ss the € button, select h type of staff member you need,
then press the @ button o hire. Press he Q bu on again to return to the
Sta screen.

While a s a8 member is selected, select “ ire” to le that staff member go.
He , lie can be ough, ev n in an amusem nt park...



GRAPHS: For the truly detail oriented, here you

can press left/right on the left thumbstick or

directional pad to scroll through charts showing

cash minus loan, park value, weekly profit,

weekly income, weekly spending, total guests,

total adults, total teens, total children, and new

guests. Note the trends and plan ahead. You're *
a fun machine.

This enu op ion allows you to hoose what type of a raction you
would like o add to your park, hen allows you o select which open
ar a you would like to place he attraction in. Decide what your park
really needs, the use t e Whi e and Black buttons to scrall through
available locations. It's ju  ike alking up to a Build Zone and sing
the “BUILD" op ion, but ithout the footw rk...Whe her you walk

up to a Build Zone or select “Build® om the Park Menu, the
process is the same.

W en you select “Build” from the Park Menu,
you will see a list of differe t a ractions:
Carnival Rid s, Coasters, Race racks, Ga es,
and Stalls. For example, i you select Carnival
Rides, a menu o sever | rides will appear. Press
le righton ele thumbstick or directi nal
pad to highli ht the di erent rid 5 and see

i forma ion about running cost, building co t,
power consumption, iz-, etc. Decide which ride
you'd like to uild and p -ss he ~ button. | you
d n't have enough cas to match e build cost,
you won' be able to build that ride.

An outline of he ride will appear in an available Build
Zone. If the outline is red, the ride can't be placed.
Adjust the position until the ride outline is blue.

iLi1'e
Le Thumb tick move ride position
Ob 1 place the ride
button move other attractions out of the way to make room for the
new ride
rotate the ride n position
Bl ¢ hite hutton switch to different Build Zones

Placing cer ain Games and Stalls is just like placing a Carnival Ride.

d« oneof -ach ypeo ridein
ead -uil ,  selecting

0 « ild co sumes a certain
s -rlimit or each area in
I it ou ill nolonger
n fthere 1 open s ace
-» -Po - meersho ninthe Build
" 0 hutsdo n.

If ouwant to ¢ ange the position
or appearance of an attractio
after it is placed, you can dit i
se page 22).
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Keep on Trac !

Select “Build” from the Park Menu then “COASTERS". You will be presented
with the options to “BUY PRE BUILT” or “BUILD YOUR OWN". Pre Built
designs are based on  ortimer’s existing blueprints and are simply
dropped in place. Some existing attractions may have to be deleted to

fit a pre-built coaster.

Building a coaster rom scratch is more challengin ~ and more fun! Select
“BUILD YOUR OWN" to begin construction. Select he type of coas er you'd
like to build. Then, use the Right trigger and Le
trigger to select an available Build Zone or your
coaster. Mortimer will offer a hand with some

elpful tutorials  select them to learn how to
make the wildest rides! Once you're ready, your
view will shift to a irst person “on he rack”
view with the Track Selection Tool in the upper
right corner o the screen.

Use the con r Is listed below to change the shap of the glowing blue t ack
piece directly in front of you.

ft umbstic er change curve of track in selected direction. Press onge for a
directional p d gentle curve, twice for a moderate curve, and three times for the
shar est curve.

button lace the current! selected track iece and move on to the next

O butten toggle camera view near/far to get a better view of your
whole coaster

Right trig er Track Assist i your coaster has spun out of control, Track Assist
might be able to bring it on home. Hold the Right trigger and
press the @ button to start Track Assist. This tool will attempt to
calculate a route back to the starting paint. If Track Assist finds a
solution, the suggested track solution is shown highlighted in white.
Press the €y button to accept the solution or the @ button to reject
it. If Track Assist times out without finding a solution, you can press
the @ button to have it try again, or press the © button to cancel
and kee desi nin .

Bl ck button bank (tit) the current track 1ece to the ri ht

0 rtpes.

Go nuts and put lots of twists and thrills in your design! If the track piece
turns red, it means you're colliding with the ground or another attraction,
or you're doing something like building too high or too far from your start
point — adjust your design to remain in the realm of possibility.

When you've completed your coaster by returning to the starting gate, it's
ready to roll! Once your coaster is finished, you will see its stats such as:
maximum speed, length, and vertical G forces.

Building a tracked ride like a go-kart raceway is
similar to onstructing a rollercoaster. You will
be using the Track Selection Tool, but you won't
have access to as many options. Even creating
a mini-golf course is similar in that you will be
selecting and placing different sections. Watch
the tutorials for each activity carefully and you'll
be making a killer park in no tim !

11- L ] 0
direction I pa move tee-off {ocation,
to complete your hale,
press down
Ri T emh ick move camers, hold lsft/right to

change direction of tee-off location

@b o delete the currently selected section
@ hutton enter menu of specialty sections such as humps or
abstacles



Select the “Inventory” option from the Park Menu to review and

edit attractions. All of the attractions within your park are shown.

Press eft/right on the left thumbstick or directional pad to scroll

through the attractions. The information displayed or each

attraction might include: Ticket Price, Capacity, Duration (how long
the ride lasts in seconds), Costs, Income, Profit, and nu ber of Customers.
There may also be meters showing the levels of Thrill, Skill, and Nausea. For
stalls, you will be able to see the Sale Price (o a single item), Stock Cost,
Costs, Income, Profit, number of Customers and meters of how the stall's
products fulfill Hunger and Thirst or contribute to Nausea. Press the @
button to take a spin on a ride or play the game. Pr ss the @ button to Edit
(see below), or press the & button to go back to the Inventory menu.

| 1
[tems you can adjust for a ride (or geme)
include:

hange Ticket Price: press left/right on the
left thumbstick or directionat pad to decrease
Gr i rease.
Sell: ges rid of a ride an  get some cash back.
Edit Track: for coasters and tracked rides.
Custamize § le: Edit Colors by adjusting the color bars {press le  right on
the left thumbstick or directional pad to change hold the Left trigger to

ha ge contrast o the Right trigger to change brightness). Choose Theme to
adjust ap earance (press left/right on the left thumbstick r directional pad
to changs theme). Use t e le right directional pad o Mave En rance, Move
Exit, or Move Queue to make your rides more accessibie.
Rename: giv anew ha dle to certain rides.

o e: allows you ta reposition your ride.
Edit Advanced Features: change features like the number of loaps a ride
makes. Cer ain rid s may have other optians to change, like the number of
cars ¢ the launch speed 0 a coaster.
Cre te Blue rint: sav  a blueprint f a coaster, mini golf course o tracked
ride, soy ucanaccessi om he Main Menu and tweak the design later.

11
Items you can adjust for a stall include:
Ch nge Sale Price: adjus he sale price of a single item (like a burger).
Sell: get rid of the stall and get some cash back.

Customize Style: Edit Colors as listed for rides above. Choose Theme to
adjust appearance. Choose Optionals to add decorative pieces to the stall.

Me e: allows you to reposition the stall.

» ma 1on about each
- . -used e attraction, ho

. ' hpro1 it has raked
«- - - ning hether to build
- - a ra ‘ontomake better

This screen shows an overall

park map with a “YOU ARE

HERE" indication. You should

be able o clearly see the

three main color coded areas
of your current park, alo g with your
loca ion and the locatio o a raction .

ve he cu sor o0 avride ora raction
nd press the @ button to show some details on that attrac ion. ress the

@ button again to travel immediately to he attraction or the Q button to
cancel. Press the @ button to zoom in to one area or zoom out to see the
entire map. Press the €@ bu on to show map details, all wing you to toggle
indicators showing he locations of a ractions, staff, and Build Zones. You
can even turn on indicator that will show whic rides are the most popul r
a d which are making the most money. Highlight the item you would like to
display on the ma a d press the @ button t@ show or hide its map indicator.



You've worked ard at mana ing your ark. o it'stimeto rty!U to four
players canjoininont e wulti lay r ini-g e adness!

At the start of each ini ga e, atitle screen p e rs. Pr ssthe  button
to see controls for that mini ga e, or press the ~ bu on to begin.

Select either P rty Play or Tourney Mode from the Main Menu.

PRARTY PLAY allows you to select a mini

ga eandju pright into the action. Some
mini a es ay e locked until you fulfill P .

certain conditions. Press le right on the

left thumbstick or directional pad to rotate

the game titles, then press the @ button to

sel ct a mini game. elect a difficulty level

(easy, normal, or hard). You may e able to select other mod s and the es,
depending on the mini ga e. Each pl y r can press the tart button on their
controller to join in, then select a character ppearance. At th end of the
mini game, you will return to the mini-game selection scr en.

TOURNEY ODE allows youtos tupa

multiplayer tourna ent, and keeps track VY \
of player scores after each ini-g e. P \
Forall ini- a es, player 1 will be using ‘ , ' )

the controller inserted in controller port
1A. Player 1 will make all of the ga e lay
decisions. Be nice to Player 1. Players 2 4
will be using the ot er controllers, and can press their Start uttons to join
in. Select an overall difficulty level and t e nu ber of rounds to |y (3, 5, or
7). Then use the ini-game selection screen to choose one g e for each
round. After selecting a ini-game, you ay be able to select other options,
such as different versions of the ini-game, or B ttle or Co-op play (only if
you ar playing ultiplayer). If you are playing with fewer than four lay rs,
you can add A.l. (co put r) opponents. If you ¢ cos to play ontea s, you
will be abl to divide up your tea s before you begin. Each player’s position
and oints are shown a ereac ini game At the end of the tourna ent,
the first, second, and third

| ¢ winners are dis layed.
Let the gloating begin!

These ar just a few of the any iniga es you'll be able to enjoy in
your park:

EVENT RIZ '
Take on the alaxy in a blazing space shooter!
Use the left thumbstick or dir ctional d
to pilot a space fighter across a dang rous
universe filled wit enemy craft an  az rds.
Each sp ceship features a i erent eapon

ith o distinct firing odes s itch between
t em with the Ri t trig er and fire with the
@ button. Power up your blue energy meter by collecting energy cells from
destroyed op onents, then use this energy to fire your ulti ate weapon wit
the Left trigger or power up your standard weapons w en the eter is full.
Hold the €@ button to charge your weapon, filling the yellow charge meter,
then release to unleash. KEEP MOVI !

SHOOTI G GALLERY: P OSPECTOR STR OUT

The ildw st g ts wilder when you draw

your six-guns for rootin’ shootin' gunplay! This

old fashioned attraction features a variety of

colorful ani  atronic characters wit targets of

various values. Use the left thu bstick to ove

the crosshairs and press the Le trigger to

fire. Hold the @ button while ovin the left

thu bstick to move the cross airs quickly. Hit a grouping of targets for a
combo score nd atch for flying bonus ite s and surprises. If you're playing
a ainst friend, you can ruin th ir co bos, too. Press the € button to
reload befor you run out of am o, or you'll waste ti  as your e pty pistol
automatically reloads. Other s ooting g llery games have similar controls and
gameplay.

SAUCER SUM

Prep re for futuristic arena battles aboard a

spinning saucer! Use the left thumbstick or

directional pad to ove and the @ button or

L ft trigger to boost. Boost is a handy way of

bumping your opponents out of t e rin , but

don't get carried away, or you'll go off the edge

yours Ifl The boost meter next to your score

will fill to let you know when you can boost again. Rack up points for knocking
out other saucers and for daring escapes. Ran o ly appearing pickups ight
allow you to te  orarily freeze your opponents, scramble their controls,
enlarge your saucer, or  agnetize it. Picking up a pow rup can als be
hazardous to your health. Play dirty. They will.



§ 00 Z E: ROBOT VASIG

It was bound to happen. The rabots are trying

to take over the warld, and you're humanity's

last hope! Or  aybe you're in Martimer's latest

mechanize ShootZon . Whatever. Targ t your

enemies and watch out for health and weapon

pickups an  onus point canisters. Red bars will

appear to the sides of your targeting cross airs,

indic ting you are bein attacked fro  that direction. Multiple players will
play on split screen. The action continues until time runs out. You can also
take out other players. Pres the €Y button to respawn if you're down.

Left Thumbstick move character

move character

Right Thumbstick move camera left/right to rotate, up/down to look and aim up
or down
Jump

© button toggle crouch
f re weapon

Left trigger previous weapon in stock

next weapon in stock

TRA P LINES: S ODKY

Bounce to frig tful h 1ghts as you grab major

air! Time your jumps and press the @ utton as

you hit the tra p to bounce igher. While you're

airborne, press the left thumbstick or directional

pad up/down to spin (head over heels) and

left/right to twirl (like a top). You ¢ n even hold ...

the , @ and = uttons to perfor sick rick

co binations. You'll get ajor points for ad oves, just
ake sure to make like a black cat and land on your feet!
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ASSISTANT LEAD TESTERS
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HO TOCO T CT LUCASARTS
LucasArts has set up a variety of services to provide you with information regarding our programs,
hints, gameplay assistance, and technical support.

WHERE T0 FIND US ONLINE

You can visit the LucasArts Web site at www.lucasarts.com. From there you can access the Support
area where you will have the option to receive online technical support through Yoda's Help Desk,
browse technical documents, or leave a message for an online representative. The Support section of
the LucasArts Web site also features community based Technical Support Forums where you can find
the latest game support information, discuss technical issues and obtain assistance from other users.
YODA'S HELP DESK

We are proud to feature Yoda's Help Desk, an interactive knowledge base, which 1s available in the
Support section of the LucasArts Web site at http://support.lucasarts.com Yoda's Help Desk offers
solutions to technical issues based on information you provide. Visitars to Yoda's Help Desk will be able
to receive technical support 24 hours a day, seven days a week. If Yoda's Help Desk is unable to provide
you with a solution to your problem, you will be given the option to submit an e mail message to an
online representative.

TECHNICAL SUPPORT MAILI & ADDRESS

LucasArts, a division of Lucasfilm Ltd

PO Box 29908

San Francisco, CA 94129

Attn . Product Support

LUCASARTS CO PANY STORE
You can also visit our secure online store at http:/store.lucasarts.com. The Company
Store offers a complete selection of LucasArts games, hint books and logo merchandise
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LEASE R AD HIS LICENSE CAREFULLY BEFORE INSTALLING OR OTHERWISE USING THE
SOF ARE BY | STALLING OR OTHER ISE USING THE SOFT ARE YOU ARE AGREEING
TO BE BOUND BY THE T R S OF THIS LICENSE IF YOU DO NOT AGREE TO THE TERMS
OF THIS LIC NSE, DO NOT INSTALL OR USE THE SOFTWARE AND PROMPTLY RETURN THIS
PACKAGE AN | § ON N STO THE PLACE F PURCHASE FOR A REFUND OR EXCHANGE
SUBJECT O THE R TURN PO ICY OF HE RETAILER

The co pu er prog am, artwork, music, printed materials, on-line or electronic

documentat on an:  h-r omponents included in his product and all copies of such

ma e 1. . as such as ay be modified or updated (collectively referred to as the "Software”),
are the copyrighted proce y o LucasArts, a division of Lucasfi m ntertainment Company
Ltd. and/or its affiliated - 11 s or divisions and 1ts licensors (collectively referred

to as LucasArts or “Publis - ). The Softwa e is non exclusively licensed (not sold) to you,
and LucasArts owns and/or «ntrols all copyright, trade secret, pa en and o her proprietary
ights in the So ware. LucasArts may make improvements or updates to he Software at
any time and 1 h or wi hou no ice o you, which may be automatieally downloaded in o the
memory card(s) used in connection with the Soft are Such u dates or improvemen s may
change the game play associa ed with the S wa e.

Susjec to the terms and condi 1ons of this Agreement yo may use the So ware, solely for
your personal use and only in connec 1on wi h @ Microsoft Xbox video game sy. e . Y u ay
no circumvent or a tempt to circumven any echnological me sures in h- Software or &
media designed to prev-nt copying or unau hori ed access

Il mghts n ~ .pecifically gran ed under this A:r ement are ressrved by u rsand -s
ap 1cable, -he It -nsors. You may no 1) copy the o tware in 't. ent ety «nto 8 h-rd
rive orot r orag: cevicea o ysumus n e oftware fr m the include: C  ps Disc
(CD ) =r "1g al V-rsa ile Dise (“DVD"; (B) di-t 1 ,ren, lease or ublic:nse & or any
perion of h- So wa e ( ) modi orpr--are de iva ive wor s of h- 8  war ep as
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replacement to you In the event tha the So tware is no longer available LucasArts ret 1 s the
right to substitute a similar product of equal or greater value. This warranty is not applic ble
an: shall be void if the defect has arisen through abuse, mis reatment neglect, or from
normal wear and tear. LucasArts has no o:ligation to provide support, maintenance, upgrades,
modifications or new releases under this Agreement

You expressly acknowledg- and agree tha use of the Software 1s at your sole risk. Except for
he himited ninety (90) day warran y on the media set forth above, he Software and any related
documentation or materials are provided AS IS an without warranty of any kind. LUCASARTS
EXPRESSL DISCLAIMS ALL WARRANTIES, EXPRESS AND IMPLIED, NCLUDING BUT NOT
IMITED TO, THE IMPLIED WARRANTIES OF ERCHANTABILI Y FITNESS FOR A PARTICUL R
PURPOSE AND NONINFRING MENT. LUCASAR S DOES NO WARRANT HAT THE FUNCTIONS
CO TAINED IN THE SOF WARE WILL EET YOUR R UIRE NTS, THAT THE OP RATION
0 THE SOFTWARE WILL BE UNIN ERRUPTED OR ERROR FREE OR THAT D FECTS IN THE
SO TWARE ILL BE CORR CTED LUCASAR S SHALL ALSO NOT BE LIABL FOR ANY DELAYS,
SYSTEM FAILURES OR SYSTE OUTAGES WHI H AY, AFFECT ONLIN GAME PLAY OR
ACCESS TH R TO LU ASARTS RE ERVES THE RIGHT TO DISCONTINUE AKING HE S RVER
AVAILABLE (AND YOUR ABILI TOPLAYTHEGA E A A YTl EAND OR ANY REASON THE
ENTIRE RISK AS TO THE RESULTS AND PERFORMA C OF T E SO WARE IS ASSUMED BY
YOU :ND YOU (AN NOT LUCASARTS) AS®U ETH E TIR COS OF A L SERVI ING R PAl
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foregoing sha | ot preclude LucasArts from seeking any injunctive or other rehef for protection
of LucasArts’ in ellec ual p oper y rights or similar rights in any court of competent jurisdiction
Because LucasAr s would be irreparably damaged if the terms of this Agreement were not
specifically enforced, you agree that LucasArts shall be entitled, without bond other security or
proof of damag- -, to : +p opriate equitable remedies with respect to breaches of this Agreement,
in addition o s ch other remedies as LucasArts may otherwise have unde applicable laws.

The prevailing p-r y in any action to en orce this Agreement shall be entitled to recover costs
and e pense n luding wi ou himitation, reasonable attorney's fees LucasArts shall have the
right, but no t e obliga 1on to defend or settle, at its option, any ac ion or proceeding arising
from : claim that your permi ed use of the Software infringes «r misappropriates any patent,
copyright, or other ownership of a third party You agree to provide LucasArts with written notice
of any such claim within te (10) business days of your first knowledge thereof and to provide
reason:ble assistance in the defense of such claim LucasAr s shall have sole discretion and
control over the defens- or se lement of such claim, unless it de i es to defend or settle such
claim, in which case you are free to pursue such course of action as you reasonably determing
LucasA ts is under no obligation hereunder to indemnify or hold you harmless wi h respect to
any actions, proceedings or claims. In he event of suc a claim, or if LucasArts belisves such a
claim is hkely, LucasArts may (1) procure for you the right o co tinue using he So ware, (i)
modify the Soft are so that it ecomes non-infringing, or, (in} erminate this Agreement You
agree o o ply with any court judgment or o her conditions impose: on you or LucasArts &s a
result of an allega 10 of patent or copyrigh infringem- t (whet er by court order agre-me t
or o herwise) wh-ther or not such judgment or condi tons contradic the conditions of his
Agreeme t including wi b ut hmitation, ceasing use of the So w:re.

If any provision of his Agreement i1s held o be i vahid or nenfore a:l-, suc provi-ion s sll
b- truck and he v:lidi y and enforcea ili y of he remam:er of his Agree s allt n way
be affec ed or impaired thereby and suc provision shall be enforced to he maxi u  extent
possible so as oe ec the in ent of he par 1es an: shall be re ormed wi hout urther
action by e parie. oth extent ecessaryto ake such srovision valid -nd enforceable
LueasArts' fallure to act with respect o a breach by you or others dees not wawve Lucas' rts
right « act with re pe te s sequen or similar breaches, nor wi | any si gl- or pa ial
xerci e of :ny 1:ht h-reunder pr clude fur her exercise of :ny » her righ h-reunder. This
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