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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS
PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION.

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

| AAWARNING - Seizures

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

Anyone who has had a seizure, loss of awareness, or other symptom linked
to an epileptic condition should consult a doctor before playing a video game.
Parents should watch when their children play video games. Stop playing
and consult a doctor if you or your child have any of the following symptoms:

Convulsions Eye or muscle twitching Loss of awareness
Altered vision Involuntary movements Disorientation

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

Sit or stand as far from the screen as possible.

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

Play in a well-lit room.

Take a 10 to 15 minute break every hour.

ORS00 TO! =

|AWARNING - Repetitive Motion Injuries and Eyestrain

Playing video games can make your muscles, joints, skin or eyes hurt after a
few hours. Follow these instructions to avoid problems such as tendinitis, carpal
tunnel syndrome, skin irritation or eyestrain:

« Avoid excessive play. It is recommended that parents monitor their children for
appropriate play.
e Take a 10 to 15 minute break every hour, even if you don't think you need it.
If your hands, wrists, arms or eyes become tired or sore while playing, stop and
rest them for several hours before playing again.
« If you continue to have sore hands, wrists, arms or eyes during or after play, stop
- playing and see a doctor.

| AWARNING - Electric Shock]

To avoid electric shock when you use this system:

* Do not use the Nintendo GameCube during a lightning storm. There may be a
risk of electric shock from lightning.

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

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

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

.

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

| AACAUTION - Motion Sickness

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

| AACAUTION - Laser Device

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

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

CONTROLLER NEUTRAL POSITION RESET

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

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

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

L Button R Button




The official seal is your assurance
that this product is licensed or
manufactured by Nintendo. Always
look for this seal when buying video
game systems, accessories, games
and related products.

Nintendo does not license the sale or use of products without the Official Nintendo Seal.

Official

Seal

THIS GAME SUPPORTS THIS GAME IS COMPATIBLE

=\
@ SIMULTANEOUS GAME PLAY WITH PROGRESSIVE SCAN
WITH ONE, TWO, THREE OR MODE TVs.
[FY:" 8 FOUR PLAYERS AND Progressive Scan
Simultaneous CONTROLLERS. compatible
THIS GAME REQUIRES A THIS GAME IS COMPATIBLE
@ MEMORY CARD FOR SAVING ﬂ WITH THE NINTENDO
GAME PROGRESS, SETTINGS = GAMECUBE BROADBAND
LEVUVA OR STATISTICS. MODEM.

Card Broadband

Progressive Scan Mode

This game can be set to display  higher resolution image on TVs that support progressive scan mode (EDTV, HDTV). In order fo use the
progressive scan mode, you need a TV that can accept this type of input (see your TV operation manual) and a Nintendo GameCube
Component Video cable (available only through Nintendo. Visit www.nintendo.com or call 1-800-255-3700). To activate the progressive
scan mode, press and hold the B Bution while the Nintendo GameCube logo is being displayed until the message “Display in Progressive
Scan mode?” appears. Select YES to activate the mode. Please note that on some TVs, activating the progressive scan mode will set the
format of the image to a wide screen (16:9) format.

NEED HELP PLAYING A GAME?
You can visit our website at www.nintendo.com for game play information.
For automated game play tips and news, call Nintendo's Power Line at: 1-425-885-7529.
This may be a long distance call, so please ask permission from whomever pays the phone bill.

Rather talk with a game counselor?
1-800-521-0900
Available in U.S. and Canada - $1.50 per minute (U.S. funds)
Please have Visa or MasterCard ready
MON. - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time
Callers under 18 need to obtain parental permission to call. Prices subject to change.
TTY Game Play Assistance: 425-883-9714

VERYONE TO PLAY GAMES THAT CARRY THE O [coLey
® DOLBY SURROUND PRO LOGIC Il SURROUND
LOGO IN SURROUND SOUND,
YOU WILL NEED A DOLBY
SURROUND PRO LOGIC Il OR Manufactured under license from
DOLBY SURROUND PRO LOGIC Dolby Laboratories. Dolby, Pro Logic,
DECODER. THESE DECODERS ARE and the double-D symbol are
CONTENT RATED BY SOLD SEPARATELY. trademarks of Dolby Laboratories.
ESRB g
ALL RIGHTS, INCLUDING THE COPYRIGHTS OF GAME, THIS PRODUCT INCLUDES SOFTWARE DERIVED
SCENARIO, PROGRAM, AND ALL GAME MUSIC EXCEPT FROM THE RSA SECURITY INC. MD5 MESSAGE-
LICENSED GAME MUSIC RESERVED BY NINTENDO. DIGEST ALGORITHM. COPYRIGHT © 1991-2,
RSA SECURITY INC. CREATED 1991.
© 2003 Nintendo. Developed by Nintendo Software ALL RIGHTS RESERVED.

Technology Corporation. TM, ® and the Nintendo GameCube
logo are trademarks of Nintendo. © 2003 Nintendo.
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Characters

AKARI HAYAMI

19, Kobe, Japan. Akari has a friendly and
outspoken energy. She's likely to appreciate
other people 's success and support them.
Because she's small, she tends to get upset
when people are rough with her on the slopes
or elsewhere. She has been known to show-up
Ricky in the Half-Pipe competition, even though
he denies it. Akari's musical preference bends
towards pop radio hits, although every now
and then you can hear some Ricky-inspired

KEMEN VAZQUEZ

21, Santiago, Chile. Kemen is a laid-back kind of
a guy. Insults and setbacks don't seem to affect
him much. He would rather kick back and chill
than get shook up. Expect him to come dlive
after he wins and do some cool dance moves.
To prepare for a big competition, Kemen usually
bumps to some fast-paced rap beats to lock

his rhythm beforehand.

Speed

00000000
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Jump

00000000

Turning

Balance

00000

punk coming from her stereo.

speed |OOOOO
Acel QOOOOO
Jump |OOOOO
Turming @ QOO0 0 @
Balance [ OO OO OO

TARA HUNTER

22, Groton CT, USA. Tara's hip-hop diva style is all
about looking good on the mountain and riding smart
with style. She would never show her emotions in public
if it would make her look anything other than smooth.
It's Tard's first time out with the new crew, so she feels
she has to prove herself.

speed |IOOOOO
Acel QOO0 00O
Jvmp [OOOO0O
Turning @ @@ @ © @
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Photo by Crispin Cannon R oB H AYWOoOD
23, Seattle WA, USA. Rob is a leader
with attitude. He's easily upset when
things don't go his way. A good
challenge gets his adrenaline pumping,
and he won't give up until he sets the
bar. Yearround participation in
summer and winter extreme sports
maintains Rob's bulletproof physique.
He likes his mountains like he likes his
rock music - big, fast, and dark.

RICKY WINTERBORN

18, Whistler, BC, Canada. Ricky's into punk and
electronica, and he's the one most likely to try
to outscore the mountain pro. His rebellious
nature leads him to say things that are just as
likely to humor as to offend. Ricky's bad-boy
attitude has caught Akari's attention, and
rumors circulate among those in the know

that the two are a romantic item.

speed [DOOOOO ' ee
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Controls

I ]

Wl
BAsIC CONRELS: 3

Control Stick =

* Left/Right: Steer your
boarder to the left or right.

* Down: Edge the board,
causing your boarder to
brake. Press down and to the
left or right to make sharper
turns. (Note: this will cost your
boarder some speed.)

* Up: Give your boarder a
quick dash from a stopped
position. This is especially

helpful at the start of a race. "

L Button =

* Tuck: Hold down the L Button to
make your boarder tuck, gaining
you some additional speed in

A Button

* Jump: Press and hold the A Button 6 bring up the jump meter.
This meter indicates the height of the jump. When you release
the A Button, your boarder will jmp. For the highest jump,
release the bUHon when the metet is full, but be careful.not
to hold the button down too long, ‘or the meter will reset..

v
ApvANCEDJEONTROLS §

Grinding:

¢ Use your L Button to grind
whenever you come in contact
with certain objects such as hand
rails, logs, efc.

¢ Tilt the Control Stick left and right
to maintain your balance while
grinding.

crucial situations. When tucking,

your boarder's mobility and
maneuverability are drastically
reduced. By pressing the L Button just
as you land, you can help absorb the

shock making for a better landing. Regfc:ining dellur:;e: a
* After a bad landing or after

- hitting an obstacle, your boarder
C Stick e might be off balance. When this
* Control camera: Tilt the C Stick up to zoom in on your boarder, ] hgppens, the offbalance meter
and tilt down to zoom out. There are three camera angles to will appear on-screen.
choose from.

* To regain your balance, rotate the Control Stick
* You can also pan the camera to the sides by pressing left or right. quickly in the direcfion indicated by the mefer.

* If the meter turns entirely red, your boarder
will lose balance and fall.




Game Modes
GENERAL INFE’j}!:gﬁ_,’ATﬁSN e |
HUD EXPLANATION

s Time: ~* KM/H:

Your boarder's current speed,
. in kilometers per hour.

I

Qhe total race time for this track.

,

| * Course Map:

| A map that
shows your
progress through
the course.

Damage Meter:
A meter showing how much damage your board has taken.
When this meter is depleted, your board is thrashed and your run is over.

PAUSE MENU

* Continue: Continue racing.
* Restart : Restart the race.
(Retire in Match Race)
* View ProTips
* Change Course / Change Character
/ Change Board
This option is not available in Match Race. Press left or
right on the control stick to cycle through the options.
* Quit: Exit back to the main menu.

RACE FINISHED

* Retry
* View replay: By highlighting the View
Replay option and pressing left or right on
the + Control Pad or Control Stick the
option to Save Replay is displayed.
By pressing the A Button a new menu appears
that allows you to save your current replay.
Each replay takes 5 blocks of memory.
Being able to save replay data may vary
depending on your actions through the course.
¢ Change Course / Change Character
/ Change Board
* View ProTips

* Return to Menu Photo by Crispin Cannon

MATCH RACE({!

Race one-on-one against other boarders
to be the first across the finish line.
When you win a set of races, you

open up the next set of races for

other modes of play.

For each challenge, you have three lift tickets.
Lose a race, and you lose a ticket. If you retire
out of a race, you also lose a ticket. Once all
three lift tickets are gone, you can't go up the
mountain anymore, and it's game over for you.

DIFFICULTY LEVELS

* Novice: The easiest set of courses.
Complete the novice levels to open
up the hard courses for competition.

* Hard: Complete all these courses to
test your abilities with the expert levels.

Expert: Finishing expert is a challenge
few can meet, but if you can do it, you will
have almost mastered the mountain.

E HUD EXPLANATION

y

Boarder's Rank.

eter: By performing
U increase your power
hen the meter is full,
er glows and can
n your opponents.
You are also able to recover
quickly from falls.

- = s
Lift Tickets: You have three lift tickets per difficulty
level with which to complete all the courses in first place.

Lose three times, and you must start over.




Game Modes

Try to have the record
time for course completion.

» Coins/bonus: Five pieces of a gold coin have
been hidden in each course. Collecting all the
pieces in one run earns you a gold coin.

With gold coins, you can unlock
certain boards.

1’05’ 0o
057’89

¢ Record Time:
The current record time for this course.

SAVE GHOST

After completing a course in Time Trial, you are given the option to
"Save Ghost." This will allow you to save a ghost of your last run so
that you can race against yourself. When you select the option to Save
a Ghost you are brought to a screen where you can choose which
Memory Card slot to save to. Select the Create New File option to
save the ghost. The file size of the Replay Data is determined by the
total time of the replay footage. Depending on the length of the replay,
you may not be able to save.

Each ghost takes 2 blocks of memory. You can save as many ghosts
as you want as long as the Memory Card has available space.

LoAaAD GHOST

When selecting a course in Time Trial mode, any courses that contain
ghost data will be labeled with the word ghost. Once you have
selected a course containing ghost data, an additional menu will
appear, allowing you to select from the available ghosts or to choose

to race without a ghost. Photo by Jake McBride

GATE CHALLENGER.

Earn as many points as possible by going
through gates while still racing against the clock.

* By passing through gates you increase
your score and add much needed time
to your total.

¢ Each course is divided up info zones.
Each zone consists of several gates
and ends with a Checkpoint.

* Once you pass through a Checkpoint you will be
awarded bonus time, and a "perfect zone" bonus if you
managed to make it through without missing a gate.

* Get the top high score and earn yourself a trophy,
collect more trophies and further rewards await you.

TRICK ATTACKE X;

TRICK CONTROLS

Perform tricks to earn points, shooting
for the high score before time runs out.

. Control Stick - Steer character left and right.

* Spin Faster -Hold the R Button and rotate the Control Stick.

* Forward/Back Flips -Hold the R Button and press up or
down on the Control stick. Pressing up will perform a forward
flip, while pressing down will perform a back flip.

* Different (grabs - Tilt Control Stick in any direction and hold
the B, X, or Y Button.

P Y Button - Grab

/ I 8

L Bution - land. B Button - Grab, A Button = Jump. X Button - Grab,

13




Game Modes

PERFORMING TRICKS

a. When you approach a jump, press
and hold the A Butfon. Time the
press so that the meter fills just as
you reach the top of the jump.
a. Jump into the air with
b. At the top of the jump, ' the jump meter at full
release the A Button for capacity. This friggers

maximum air. a slow-down effect.

c. While in the air, press and hold the
R Button. Now use the Control Stick
to spin your board and pull off rotations:

c. When the character
flashes, perform a grab.

d. You can also press the B, Y, or X Buttons

Aaoeo 26800

and tilt the Control Stick in any direction > oL ‘ d. Perform multiple grabs and you
to perform grabs. . - : will gain a combo multiplier.

e. Press the L Button right when you land to
tuck and absorb the shock. This stops
you from falling and impresses your
fellow boarders.

e. The more unique grabs you
chain together, the more
multipliers you'll be awarded.

f. Remember, only a successful landing will
earn you points for your fricks. Crashes - = STUNT COURSES
don't earn you anything but pain.
Air Make:
A'large jump in which you prove
that you don't need wings to fly.

Half Pipe:
& A half-pipe course venue for you

While a level is loading, a green LCD screen is o1 J to show off your combos.
displayed at the bottom left corner of the screen. R II=
By pressing left or right on the + Control Pad you £l CAUTERIZE Terrain Park:
can scroll through the list of available songs for : Loosely based on the world-
listening as you maneuver your way down the mountain. famous Nintendo. GameCube Parks and
By pressing the Z button you can start and stop the Pipes at Whistler Blackcomb stunt park,
song currently displayed. this course gives you the chance to go

all-out with tricks.
The music-selection LCD is also available when the game is paused,

at the lower-right corner of the screen.
Photo by Crispin Cannon




1) Rumble: Turn the Nintendo GameCube Controller's
rumble feature on and off.

Fome AND GIsE ¥
Comuee

2) Disable Ghost in Time Trial: St

g TEA
Once you have completed a Time Trial, ! ol
race against yourself for a better time. T
3) Memory Card: e e “j;
a) Save Game: Save your progress.
b) Load Game: Load previous game data.
c) Autosave on/off: Set the game to save automatically.

d) Manage Ghost/Replay Data: Erase ghost and replay data.

4) View Pro-Tips: Display a list of tips to help you with the game.
The L and R Buttons scroll through the different categories, and
the Control Stick cycles through the tips in each category.

5) View Controls: Display a diagram of the controller
functions in case you need a reminder.

6) Enter an Avalanche Code: Enter a code learned from
the game or a friend to open up cool new features.

7) Sound Options: Change the audio settings
using the Control Stick or the + Control Pad.
Music: Set the volume of the background music.
Sound FX: Set the volume of the sound effects.
Voice: Set the volume of the game voices. o g;;&:‘_‘;g;::rj;‘fy

seesn geepttn
w 3

8) Audio: Set the output mode for your game sounds.
Choose from mono, stereo, and surround sound settings,
depending on your television's audio output.

Saving & Loading

When starting 1080: Avalanche, the game will check
for game data on the Memory Card in Slot A. If a
Memory Card is not present, you will be asked if you
wish to "Continue without Saving?" or retry. If you
continue without saving the Autosave feature

will be disabled.

If @ Memory Card is present in Slot A and S
: Srosan

game data does not exist, you will be . e e o e e B2
prompted to create a file. i

If @ Memory Card is present in Slot A
containing game data, the information
will be loaded automatically.

RECORDS

By choosing the Records option from the

main menu, you can view the top three : :
scores in Gate Challenge, Time Trial, and ; 105’00
Trick Attack for every course that you e
have opened. By pressing the Z Button : R ———
you can also erase all records.

REPLAYS

This option allows you to view or erase
any replays you have saved on the
Memory Card.

Multiplavyer

You can challenge up fo three of your friends in this multiplayer splitscreen mode.
This mode requires one Nintendo GameCube, up to four controllers,
and a single TV.

Each player must press the A Button or

Start/Pause to begin. Choose your player

and board. (Only those boards that you

have opened up in one-player mode

are available) — . rness srane

Once each player has chosen a player
and a board, select a course. The first two
courses will already be unlocked. Once
you complete Match Race, the next two
courses will open, as will the next two
courses, once the next difficulty has been
finished in Match Race.

it

Photo by Craig Gibson Photo by Crispin Cannon




LAMN Play

Once the Nintendo GameCube systems are connected each player must press the A
Button or Start/Pause to begin. Choose your player and board, then select a course.
The game will check any present Memory Cards, and any boards or features that are
available on any of the cards will be made available to all players.

Up to four players can participate in LAN multiplayer. You can use the LAN in various

combinations. Using two Nintendo GameCube systems, up to two players can race on
each system. If three or more Nintendo GameCube systems are used, only one player
may race per system.

Connecting Multiple Nintendo GameCubes Systems With a Hub

By using an overthe-counter 10BASET hub and LAN cables, you can connect a maximum of
four Nintendo GameCube systems fo enjoy racing with friends using up to four boarders.

Required €Equipment

o Ninfendo GameCube system with Broadband Adapters ................. 2104
o 1080: Avalanche Gome Discs................................. 1 per system
o Memory Card with 1080: Avalonche save data........................ 0to4
o Nintendo GameCube Confroller ................................ 1 per player
o 1 OBASETIHUDE Shemte e - 900 Sty B0 B i o e ]
o AN cables compafible with the hub to be used .................. 1 per system

Standard LAN cables are straight cables, but some hubs use cross cables. For defails see
the instruction manual of the hub you are using, and use the appropriate LAN cables.

Connection Instructions
1. Turn all game systems OFF and connect the LAN cables to the Broadband Adapter
of each Nintendo GameCube.
2. Turn the hub ON.
3. Place the 1080: Avalanche Game Discs in each of the Nintendo GameCube
systems.
4. Tum all the game systems ON.

10Base-T compatible hub
Nintendo GameCube

2 I and Hub Connections

+

Be sure to read your hub instructions, foo.

EI Do not connect any Ninfendo GameCube

= systems to the hub unless they will be used.
L
LAN cable

LAN cable

TN cable

Instructions for Connecting
Nintendo GameCube Game Systems With a Cross Cable

You can connect two Nintendo GameCube game systems using a cross-cable
compatible with an overthe-counter 10BASE-T hub.

Required €quipment

o Nintendo GameCube system with Broadband Adapters ..................... i
o] (B0 AvalanchielBarTe DiScs S R S e e /)
© Memory Card with 1080: Avalanche save data........................... 02
© Nintendo GameCube Confroller - ... vvveeeeneieieeieen. 1 per player
® 10BASET Hub-compatible cross cable ................................... 1

Connection Instructions

1. Turn both game systems OFF and then connect the LAN cable to the Broadband
Adapter of each Nintendo GameCube.

2. Place the 1080: Avalanche Game Discs in each of the
Nintendo GameCube systems.

3. Turn all the game systems ON.

g L

Cross cable

Troubleshooting

You may experience malfunctions or be unable o connect in any of the following situations:

© When you are using a LAN cable that is not compatible with the hub in use, or when using a
cable other than a cross cable when connecting two Nintendo GameCube sysfems directly.

@ WWhen any LAN cable is not fully inserted into the hub or any game system.

© When any LAN cable is removed during the transfer of data.

@ When any game system is tumed OFF or any game system’s RESET butfon s pressed during
the transfer of data.

o When something other than a Nintendo GameCubeis connected fo the hub.

© When a hub or LAN cable not compatible with the 10BASE-T standard is
being used.

© When more than 4 Nintendo GameCube systems are connected.




Environment Hazards

EnvVIRONMENIHEAZ AREEING I §

The mountain can be a dangerous place for those who

don't respect it. There are plenty of ways for unprepared

boarders to find themselves in trouble. :

* Ramps: These snow banks ¢ Rails: Grind 'em 'til you can't
make the perfect ramp to pull off grind no more.

AVALANCHE 2
some fly tricks.

An avalanche could be anything from a
minor slide that creates new pathways to
a major event that you'll have to outpace
if you want fo survive.

CAVE-IN ¢ Shortcuts: These side routes * Powder: Stay out of the powder,

Not all the snow caves are stable. You might just give you an advantage. unless you like losing.
never know when they might collapse.

BUILDING COLLAPSE

There are abandoned structures scattered * Wildlife: Treat the critters with * Ice: Power across the ice for more
all over the mountain. Boarding through respect, and they won't frip you up. speed but beware of traction loss!
one might just be all it takes for the rotten

wood finally to give out.

WILDLIFE
Respect nature, and it will respect you. =
Otherwise, you might find your face

planted in the snow.

* End gate: Be the first to pass
this point, and you win!

ROCK SLIDES
Nothing ruins a great run like getting

crushed by a gigantic boulder.
Photo by Crispin Cannon

* Other Skiers: Remember,,ﬁ’gu‘r;g not the only
e . . person riding this mountain. You have to share
the slopes, so try not fo knock dow




In-Game Music

'F/;v\o,tr B levan

Chokex* and Killing Me

Performed by Cauterize
From their CD So Far From Real
www.cauterize.com

*Also heard during the opening sequence.

Good Times, Other Light,

and Conversations

Performed by Finger Eleven
From their CD Finger Eleven
www.fingereleven.com

Handful of Redemption

Performed by BOYSETSFIRE
From their CD Tomorrow Come Today
www.boysetsfire.com

Rookie

Performed by BOYSETSFIRE
From their CD After the Eulogy
www.boysetsfire.com

Fine Again*
Performed by Seether

From their CD Disclaimer
www.seether.com

*Also heard during the ending credits.

BRANDS

APX Project

Bakoda

Bent Metal Bindings
Bonfire Snowboarding
Dragon Optical

Drake

GNU

K2 Snowboards

LIB Technologies
Mervin Manufacturing
Northwave
Option-NFA

Rossignol Snowboards
SCOTT USA

Super Natural

West 49

Whistler / Blackcomb

"

Www.apx-project.com
www.bakoda.com
www.bentmetal.com
www.bonfiresnow.com
www.dragonoptical.com
www.drake-bindings.com
WWww.gnu.com
www.k2snowboards.com
www.libtech.com
WWw.mervin.com
www.northwave.com
www.option-nfa.com

ww w.rossignolsnowboards.com
www.scottusa.com
www.supernaturalmfg.com
www.west4d9.com
www.whistler-blackcomb.com

e e At

Alltracks courtesy of Wind-up Records, LLC Photo by Craig Gibson
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REV-D

Important Legal Information

Copying of any video game for any Nintendo system is illegal and is strictly prohibited by
domestic and international intellectual property laws. “Back-up” or “archival” copies are not
authorized and are not necessary fo profect your software. Violators will be prosecuted.

This video game is not designed for use with any unauthorized copying device or any
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty.
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any domage or
loss caused by the use of any such device. If use of such device causes your game to stop
operating, disconnect the device carefully to avoid damage and resume normal game play.

If your game ceases to operate and you have no device attached to it, please contact Nintendo
Customer Service (see below).

The contents of this notice do not inferfere with your statutory rights.

This hooklet and other printed materials accompanying this game are profected by domestic
and infernational intellectual property laws.

For further information or assistance, please contac:
Nintendo Consumer Service

www.ninfendo.com

or call 1-800-255-3700

(US. and Canada)

REV-0

Warranty & Service Information

You may need only simple instructions to correct a problem with your product. Try our web site at
www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700, rather than going

to your retailer. Hours of operation are 6 a.m. to 7 p.m., Pacific Time, Monday - Sunday (fimes subject to change).
If the problem cannot be solved with the troubleshooting informafion available on-fine or over the telephone, you will
be offered express factory service through Nintendo or referred fo the nearest NINTENDO AUTHORIZED REPAIR (ENTER.
Please do not send any products to Nintendo without contacing us first.

HARDWARE WARRANTY

Nintendo of America Inc. ("Nintendo”) warranis to the original purchaser that the hardware produci shall be free from
defects in material and workmanship for twelve (12) months from the date of purchase. If a defect covered by this
warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair ihe
defective hardware product or component, free of charge. The original purchaser is entiled fo this warranty only if
the date of purchase is registered at point of sale or the consumer can demonsirate, o Nintendo’s satisfaction, that the
product was purchased within the last 12 months.

GAME PAK & ACCESSORY WARRANTY

Nintendo warrants to the original purchaser that the product (Game Paks and accessories) shall be free from defects in
material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this
warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER
will repair the defective product, free of charge.

SERVICE AFTER EXPIRATION OF WARRANTY

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances,
it may e necessary for you o ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the
nearest service location. Please do not send any products to Nintendo without contaciing us first.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS,
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU.

This warranty gives you specific legal rights. You may also have other rights which vary from state o state or province
to province.

Nintendo's address is: Nintendo of America Inc. P.0. B2x 957, R



