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WARNING Read before using your 
PlayStation game console. 

Avery smelt percentage of individual may experience epileptic seizures wEiori exposed to oerL'n id it 

psitems or hashing lights Exposure to certain patterns nr backgrounds rn a televis on screen or while 

playing video games, inc tiding games clayed on the PlayStation' gam a consols, may induce an. epileptic seizure in 

ihosc indiv dim -u terrain conditions nay induce previously undetected cpi-eprin symptoms ovcm 

in perse ns who have no history :; prior ?ei>- ires or epilepsy, i yen?, n-anyone in yojr family, has nr epileptic condition 

con suit your physician nrior to playing. If you experience any of the following symptoms while pi eying a video game - 

tiizt'ness. altered vision, eye or muscle twines, loss of awareness, disorientation, 

aryirvoui tary movement, or convulsions IMMEDIATELY discontinue use and consul1: your physician 

hefora resuming play. 

VVartii.ig .0 owners of Jiu.&ctu: televisions 

Do not connect your PlayStation^ game console to a projection TV without first consulting the user naiv.ja 

for your proAcuyn TV, unles; if is; o: die LCD type, Otherwise.. if nay permanently damage your TV screen. 

Hand ing your • layStatiarr Disc 

•This compact disc is Aland ad for use with the PlayStation* game console. 

■ Do nol bend it, rush iter submerge il io liquids. 

* Do not leave it 'n direct sunlight or near 5 radiator cr other source of heat 

* 3e sure to take an 00 n a si oil«I res: break during extended play. 

* Keep this coma act disc clean. Always hold the disc by the edges and keep u in its protective case when 

roi in use. Clean :he disc with e i nt tree, soft, dry cloth, vv ping in she gI u lues hem center io outer 

edee. Niever use solve ms nr abrasive aean nr.? 
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EETTME 5THMTEB 
1, Set up your PlayStation® game console according to the instructions in its 

Instruction Manual. 

2. Make sure the power is off before inserting or removing a compact disc. 

3. Insert the Driver" disc and close the disc cover. 

4, Insert game controllers and turn on the PlayStation'- game console. Follow on¬ 
screen Instructions to start a game. 

Top View 

RESET BUTTON! - 

POWER \D! TATAR 

POWER BUTTON - 

CONTROLLER PORI - 
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Controller 
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LUnTROLUnE THE EHH 

Accelerate 
Use ® to accelerate tho car. 

Directional Pad /Analog 
Dual-shock Controller Steering 

Use the left and right directions buttons or the 

Analog Dual skoc< control er to steer the car 

Brake and reverse 
Hold down © to slam the brakes on all four wheels. 

Once the car has stopped,, if you continue to 

hold this button, the car will reverse. 

Pulf handbrake 
Hating @ will yank the handbrake and lock the rear wheels. Use 

the handbrake to throw the car into tight be^ds, or to spin 180°. 

(Note that the car automatically locks the rear wheels In fast 

turns; see the Options section to turn automatic braking off). 

Burnout 
Floor it and smoke The back wheels. Use the burnout 

for dragster style getaways nr to get out of 

tight spots when the Cops corner you. 

Max Steer Lock 
Holding LI will instantly turn the steering wheel all the way in 
the direction you are turning. Use it for over-steer correction. 



Horn 
Blast the horn to terrorize pedestrians on the sidewalks 
snd in the cafe bars 

look left 
Hold L2 to look left. Try looking as you drive through 
crossroads, or when you're looking out for the ceps. 

Look Right 
Hold R2 to look, right. Try looking as you drive through 
crossroads, or when you're booking out for the cops. 

Look Behind 
Essentially your rear view mirror, hold both L2 and R2 to look 
behind you. When the cops are on your tail you need to know 
exactly where they are and what their next move could be. 

Switch camera view 
Hitting select will cycle the camera view through 
3 different perspectives. 

Pause the game 
The Start button wi I pause the action. 

Dual Shock 
If you have an analog dual-shock controller inserted it will vibrate 
when you are spotted by a vigilant Cop, when you collide with an 
object or drive on rough terrain. 
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THE STORV 
Vour name is Tanner, A few years bank you left professional stock car racinq for 

DDlice work. Now you're going undercover to infiltrate the underworld s most pow¬ 

erful most dangerous organization: the Casta Ids family. You've turned in your badge 

and left New York for Miami, where your first contact awaits. Watch your back, 

Tanner; when you're in this deep, you don't know who you can trust. 

main mEnu 
Once the animated introduction has finished the game will take you to the Main 

Menu. Here you'll find game options and various games for you to play, Move the 

nirectinnsl buttons from left to right to highlight your choice and hit® to select 

Following is a list of the different typos of games and game options. Undercover is 

the main game, but try the Training section first to help you develop your driving 

skills anti practice for your first mission. 

URDEREDUER 

mm EHmc 
Selecting New Game will take you to a disused multi-story parking garage where 

you get the chance to show off your driving skids to your potential employers in the 

underworlds version of an interview. If you pass the tests in the allotted time you 

will go undercover, driving missions for Castafdi and Ins minions in four cities, start¬ 

ing in Miami. Later missions will take you to San Francisco, Los Angeles and New 

York. If you're having trouble passing the interview, select the Training section from 

the Main Menu to see an example of how it's done. 

tana a shueo namE 
This enters the memory card manager screen; from here you can load your saved 

games. Once you've loaded your game you'll he taken directly to the motel room in 
the city where you last saved. 



THE iniERUitUI 
In tiie perking garage interview you'll see the following display: 

At the 

in the top left you'll see a stopwatch marked at 
60 seconds; this indicates the amount of time you 
have ieft to complete all the maneuvers listed on 
the top right of the screen. When time is almost 
up, the stopwatch wjjl begin to flash red as a 
reminder to put your foot down if you want the job. 

top right of the screen is a list of driving 
maneuvers you have to comp ote tn the allotted 

lime. If you haven't been to the Training garage first you may struggle with some 
of the more complicated moves. (See Training below) 

Once you successfully complete a move, a red line will cross it off the list But it's 
not just the maneuvers you have to worry about; there are a number of parked 
vehicles in the garage to make life a little more difficult. 

Each time you scratch the paint job - whether you hit another vehicle, a wall or a 
pillar - a red X will appear at the top of the list. If you get four Xs, the interview is 
over and you'll have to try again. 

If you manage to complete all the moves in time, the job's yours and you II move on 
to the first motel room, located somewhere in Miami. 

in riff maTEL Rnams 
When you're jp against some of the toughest gangsters and hoods around it's a 
good idea to keep a tow profile. After your interview with the Castaldis, you'll return 
io your motel room. You're not staying at five star resorts, but at least these places 
arc safe. Listed below are the items you'll find in the rooms and their uses. * 



in the moTEi mssms iehhtj 
SAVE GAME 

At various points throughout the missions you'll be able to save your progress, 

Selecting the VCR will take you to the memory card manager. From here you can 

save your game in a free space or write over any of your previous save games, 

GET A NEW JOB 
Messages on the answering machine are your mission choices, left by clients 

wh le you've been out burning rubber on previous missions, The icons from left to 

right represent: 

Hear previous message 

Play current message 

Hear next message 

Accept mission 

Selecting Accept current mission will launch the mission described En the current 

message. 

OPTIONS 
From the options toolbox you can adjust the following settings: 

Music Volume 

SFX Volume 

Auto Handbrake 

Vibration 

TAKE A DRIVE 
Take a ride around the city where you currently reside. There's no better way to 

acquaint you with the streets, shortcuts, hiding places and alleyways, 

QUIT BACK TO TITLE SCREEN 
Quit your current game and return to the main menu. 



Off THE RHHO 
When you*re playing tie game in the cities, the following items indicate your 

progress, position and status. 

TIMER 
The tinner at the top center of the screen indicates your 

current mission time. The timer counts down for some 

missions, and up for other missions. Sometimes you'll 

have to reach checkpoints to add more seconds to your 

available mission time. 

DAMAGE 
Every time you hit a building, wail, solid object, or vehicle your car takes some 

damage. The severity of the damage depends on the severity of the crash. Once 

the damage bar becomes full your car is wrecked and itJs Game Over, If at any time 

you flip onto your roof or side, your damage level will increase to maximum and ?he 

mission will be over, 

FELONY 
Your Felony bar increases when you commit a crime (like speeding or reckless 

driving) in a Cop's field of view (This is explained under the Radar heading below}. 

Once the Cop chase ensues his aggression level will increase along with your 

rising felony rating. 

RADAR 
Tim radar indicates your position in the city, your objectives and - most importantly - 

the Cops. Cops are shown as white dots with a field of vision cone, which indicates 

their direction and range of vision. If you commit a felony within a cap's field of vision 

cane, hell give chase and alert HQ, who will dispatch more anxious Cops determined 

to stop you in your tracks, At this time their vigilance increases and their range of 

vision expands. When you're being pursued the radar will flash red and blue. When 

you successfully lose your pursuers, the radar will return to its usual color. 9 



Your mission objective or waypoint ts also marked on the map. The cities in Driver 

are enormous so you can't always see your objective on the radar (you con find 
r i J ’ * 

your objective by pressing Pause and selecting Show Map.). However, a large tri 

angu-ar black "arrow’' does appear on your raosr, pointing at your objective or 
j _ . . . 

waypoint As you get nearer to the objective the arrow will begin to narrow. The 

closer you getr the narrower the arrow becomes, until the objective comes Into 

view on the radar and is marked as a flashing white dot. 

COP LOCATION ARROWS 
If the Cops spot you committing a felony, they'll initiate a chase, Press the L2 anc 

R2 buttons simultaneously to ock behind you and see where they are, but this isn't 

always a good idea if you're making your way through busy rush hour traffic. Each 

red arrow at the bottom of the screen gives you an instant indication of each pur 

suing Cop's position. If the red arrows are transparent this means the Cops are in 

pursuit but some distance away. Once the Cops get right on your tail the arrow wifi 

become a deep red. The number of arrows shows how many are in pursuit. 

During the in-game sections you will come across the following menus. 

PAUSE MENU 
Continue 

Restart 

Continue with your mission 

Begin the mission again 

Adjust Sound Effects level 

Adjust Music level 

Move to replay editor 

Show an Auto Director replay 

Show an overhead map. Indicating your position In the city; 3 

white pulsing dot, and your next objective, a red pulsing do 

dull to Main menu 

SFX Volume 

Music Volume 

Film Director 

Quick Replay 

Show Map 

Exit 
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MISSION OVER 

Film Director 

Quick Replay 

Save Replay 

Save Game 

Continue 

Exit 

Move to replay editor 

Show Auto Director replay 

Save your replay with the Memory card manager 

Save your game with the Memory card manager 

Continue with next mission 

Quit to main menu 

MISSION FAILED 

Film Director 

Quick Replay 

Save Replay 

Try Again 

Exit 

Move to replay editor 

S h o w a n A uto Director re pi a y 

Save your replay with the Memory card manager 

Attempt the mission / game again. 

Quit to main menu 

men SCORES 
Your success during the various driving games can be recorded here in the 

rb-Scores section, 

VIEW TABLES 
Tables are listed separate1'/ under the following headings: 

Checkpoint 
Trail blazer 
Survival 
Dirt Track 

LOAD HI SCORES 
Load any previously saved Hi-S core tables. 

SAVE HI SCORES 
Save your current Hi-Seore tables to memory card. 
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DPTinns 
The Options menu allows you to change the following settings, 

SOUND 
Music Volume Adjust the slider to increase or decrease the volume. 

Effects Volume Adjust the slide to increase or decrease the volume. 

HitX tc test the sound effects level. 

Accept Changes 

GAMEPLAY 
The Gameplay options menu allows you to change the fallowing options: 

Cop Difficulty Easy/Med/Hard 

Changing toe Cap Difficulty will affect the overall driving ability and effectiveness of the 
Police forces across all Linder cover missions and driving games. 

Auto Handbrake On/Off 

Turning the Auto hand drake on or off will affect the overall handling of the car throughout 
the game. The game de'Tufts to Auto Handbrake On. This gives the car the tendency to 
over-steer into earners: the sharper you turn into the corner the more you'll notice the ovr 
steer and eventual spin. 

Auto Handbrake Off causes the car to undeasteer into comers, and you'll have to use the 
handbrake (Q) Lo make the turn successfully and carry through your entry speed as you 
correct the steering and continue on your way. 

Vibration Oii/Off 

If you have an Analog Dual Shock controller inserted this option wii allow you to turn the 
vibration on or off. 

Accept Changes 

VIEW CONTROLS 
This option will display the controller and the position and function of each of the buttons- 
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CENTER SCREEN 
If the image an your screen is off-center, select this option to adjust it. Use the directional 
buttons to move the screen up, down, left or right. Press X to save the new screen position. 

THKE RIDE 
Take A Ride lets you take a free drive through any one of the four cities in Driver. 

At the beginning of the game you'll be able to take a ride through the streets of 

Miami and Sen Francisco, You can take a ride through Los Angeles and Mew York 

once you have reached them in the Undercover section of the game. 

When you select the city you want to drive through you will then bo asked if you 
want to drive at night or during the day (except in Los Angeles, where all the 

drives and missions take place at night}. 

ORIUME EH IRES 
You can partake in any nf the driving games from this menu. After you select a 

game you will then he asked which city or level you would like to play. At the 

beginning of the game you'll be able to play the game across the streets of Miami 
end San Francisco, You can play through Los Angeles and New York once you have 

reached them in the Undercover section of the game. 

PURSUIT 
Start by choosing a city; you can select any city you've reached in the Undercover 

section of the game. Once you start you'll have to chase and crash into the lead 
car as it tries to out-maneuver, out-brake and out-wit you across the streets, 

parks and alleyways, 

GETAWAY 
At the start o^ each Getaway game the Cops are on your tail immediately, You must 

lose them by any means necessary. The quicker you lose the Cops the better. 

CROSS-TOWN CHECKPOINT 
First select the ci y you want to race across. Once the game starts you'!! have to 

race from checkpoint to checkpoint in the fastest time possible, The checkpoints 



are shown on the radar. Once you successfully reach the first one, the second one 

will bo shown on the map, and so on until you complete the level. The faster the 

time, the better. There ere two Checkpoint games in each city. 

TRAIL BLAZER 
Hit as many markers as possible, and finish fast, Your finishing time will be affected 

by the number of markers touched, one second added per cone. The higher the 

time., the better. Once you've completed the course hitting all the markers, go for it 

again to try and improve your time. There are two Trad Blazer games in each city. 

SURVIVAL 
How long can you survive against a barrage of veteran Cops, hell-bent on taking 

you in, whatever the financial cost of replacing damaged Cop cars? The idea is to 

survive as :ong as possible; the longer you survive the better, 

DIRT TRACK 
Follow the circuit through the cones, across the slippery desert dust, weaving in 

and out of the buildings and fences, You'll be penalized for knocking over cones 

and seconds wifi be added to your overall finishing time, You will also be penalized 

for driving outside the marked circuit and missing the course checkpoints. 

Practice 

Practice on the dirt track of your choice; it's an ideal way to get used to controlling 

and maneuvering the car in tricky, tight and slippery surroundings. Once you com¬ 

plete a lap you will be joined by a "glass" car, which represents your best ap in this 

session. This will give you the perfect visual indication of your progress - or regress. 

Time Trial 

Choose one of the Dirt Track courses and go for your best time over a set number 

of laps. I here is no "glass"' car this time; just go out on the track and set the best 

time. There is an on-screen representation of your progress. 
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£HERTS 
Once you complete the final mission of the game,, you will be rewarded with secret 

cheat codes. Once they're unlocked, you can enter them here. 

TRRIfUtlG 
CAR PARK 
Watch the demonstration car as it show's all tne routes and maneuvers you'll need 

to master before moving on to the undercover story line and missions, by passing 

the parking garage interview. Positioned at the top right of the screen is a graphic 

displaying the Playstation Controller As the demonstration car perforins its maneu¬ 

vers, watch the key presses and movements indicated on the controller. At any 

time you can quit the demonstration by pressing Start and selecting "Try it” 

from the menu; this time it'll be you in control of the car. 

Burnout 

Use the © button to smoke the back tires. 

Handbrake 

To pass this last simply accelerate forward and press the A-1 button to wrench 
the handbrake. 

Slalom 

Watch the demonstration car closely as it weaves through the concrete pillars in a continu- 
oils figure-eight motion. Complete a fu I slalom of one row m pillars to pass this move. 

130 

Accelerate forward, wrench the hand brake and hold it while steering left or right until the 
car has completed a 180° spin, 

360 

Accelerate forward using the burr out button ©, Steer I aft or right and control the car as it 
spins in a "doughnutrl Hair] the burnout until the car spins through 360*. 

15 



Reverse 180 

Hold the brake/reverse button 9\ and as the car gathers speed in reverse, wait.for the 
engine revs to peak then release the reverse burton while turning left nr right. Hold the 
steering until the car spins through 180° and settles facing the right way. 

Speed 

Find enough room lu pick up speed in a straight line, set off at full acceleration and don't et 
oft the gas until a red line appears through JJSpate” - or until1 your nerve goes. 

Brake Test 

Brake lest the car by driving as fast as you dare towards a wall or parked vehic e, leaving 

your braking until the last minute. 

Lap 

Again, watch the demonstration car as it performs a lap of the parking garage. Drive around 
the outside of the pillars, taking care not to smash info ;heru, the walls or parked cars, if 
you complete a full lap of the parking garage unscathed you're through, 

THE DESERT 
More open training through a number of dirt tracks, circuits and slaloms across a 

number of different surfaces. Positioned at the top right of the screen is a graphic 

displaying the Playstation Controller. As the demonstration car performs its maneu¬ 

vers, watch the button presses and movements on the controller. 

Once you ve watched the "glass" car make its way across the course you can move 

onto the Desert and fry it for yourself. To stop the demonstration at any lime press 

the Start button. 

Don't let the "glass' car get too far ahead of you, or you'll have to start over. Also, 

hitting cones or other obstacles will result in penalties, 

PA USE MENU 
Continue 

SFX Volume 

Music Volume 

Exit 
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Adjust sound effects eve I 

Adjust music level 

Quit to main menu 



Re-start demonstration 

Have b go yourself 

Quit to main menu 

DEMO OVER 
See if again 

Try it 

Exit 

ERR EHRSE5 
The Film Director section of Driver is essentially your own 

director's editing suite where you can view your pre-saved 

replays or follow the instructions below to edit every cam¬ 

era type, timing and position to create a car chase movie of 

your very own. 

LOAD FILM REPLAYS 
This takes you to the Memory Card Manager where you can load any of your pre¬ 

saved replays. Once loaded you'll be taken straight to the Film Director where you 

can begin editing your own car chase movies. 

PLAY CHASE 1-4 
There are four example car chase movies on the Driver disc, recorded and edited 

by the Reflections team. You can either watch these as great examples of what can 

be achieved with a little time and patience with the Film Director. 

Film DIRECTOR 
Using the Intuitive icon set across the top of the screen you'll bo able to place cam¬ 

eras wherever you want them. Zoom in an the action, attach cameras to cars, posi- 

tion cameras to follow your car, place static cameras to watch the action fly bV or 

simply sit back and let the game do all this for you with the Auto Director The 

choice is yours. 
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The colored bar across the top of the screen scrolls along from right to left when 

you hit the play button, start the Auto Director, fast forward or frame advance. The 

black line in the middle of the bar represents the replay's current position. The 

color of the bar changes and corresponds to each specific camera type. They are 

as follows: 

Chase Camera Red 

Fixed camera (Zoomed) Green 

Fixed camera (No Zoom) Yellow 

In-Car (Player) Dark Blue 

In-Car (Pursuer) Light Blue 

When the new color / camera reaches the black marker the camera perspective 

and typo will change. 

Beneath the bar (from left to right) the icons shown represent the functions listed 

in more detail below. 

Hit® to select all of the icons from the menus and sub-menus. Whenever yon 

make any changes to the camera positions, locations and types, die Film Director 

will give you the option of trying camera angles before you put them in place. You 

can do this from the camera sub menus detailed below. If you're happy with the 

new camera status, you must always select the OK icon in that specific sub menu 

to implement the change in your replay. Without hitting OK, the camera choices 

and selections will be cancelled and the replay viewpoint will return to the previ¬ 

ous camera location. 

PLAY /PAUSE 
This loads and immediately pauses the replay. Select the play icon one hi: X1 to start 

the replay rum np. If you hit & during a replay while it is playing, you will ue 

returned to the icon set. Play ;s used to reach any particular point of interest or 

action sequence that you want to edit. 

AUTO DIRECTOR 
Hit the Auto Director icon and the Film Director will run the replay in full, and dynami¬ 

cal y switch cameras for you. Tiis is a quick and easy way to not only watch your 

replays but also a useful tool for learning the finer details and functions of the Film 

Director, You can interrupt these replays at any time and Degin editing them yoursetf. 



a* FAST FORWARD 
When you hit fast forward the replay will freeze while it seeks the desired position or 
next camera change. You will continue to hear the game running but you will tem¬ 
porarily lose the picture. Hit S' again to return to t ie replay, in pause mode. 

FS FRAME ADVANCE 
Tap the ® button to advance the replay one frame at a time. Essential fur when you 

need to find the exact moment you want to focus on in the replay. Hold down the 

button [o advance aL the normal speed, 

REWIND TO THE BEGINNING 
Selecting this icon will nstantly rewind the replay back to the start by re-starting 
your replay. Dont worry about your camera changes and edits, they will remain the 
same after the restart. 

ADD CAMERA 
Selecting this icon opens up a submenu with different types of cameras ;or you to 
choose from. Camera types that can be adjusted or modified wi I have another sub¬ 
menu extending horizontally off of their icon. Each added camera will be effective at 
the point at which you stopped the replay., represented by the black marker. 

THESE ARE THE DIFFERENT TYPES OF CAMERAS YOU CAN A DO: 

las 

IN CAR 
This camera changes the viewpoint to an in-car shot from either your car 
nr any pursuing vehicles. 

CHASE CAMERA 
This chase cam will chase the car at the angle and position set below. 

MOVE CAMERA 
This camera defaults to focus on your car as the point of inter¬ 
est Use the direct ons. sad to move the camera towards the 
car (up) away from the car (down), around the car clockwise 
and cm.nterdrjckvvise (left and right), higher |L1}P nr 
lower (L2), Holding R1 down while pressing these 
keys will double their movement speed. _ _ 



mi TRIPOD CAMERA 
A:j A tripod camera is a fixed, stationary camera, which wifi focus on any 

specif dc action point or vehicle of your choice, 

MOVE CAMERA 
Use the same controls listed above (Move Camera) to move the 

camera towards, sway from or 5round the scene. It will default 

to focussing on the car 

LOCK TO CAR 
Select this icon and the camera will focus on end follow 

(from its staiionary position) the car's moveinent 

ROTATE 
Move the camera lq focus on any specified place of interest, 

ZOOM 
You car: zoom in or out of the shot only if you are aiming the 

camera at the car. Once the rep ay is running you'll notice that 

th s camera zooms and focuses on the lead ear in accordance 

■with Its position, relative to the static camera. 

OK 
You must hit OK to implement any and all changes you have made in 

all the menus. 

CHANGE CAMERA 
Edit Camera wi i change the camera type that the current replay frame has paused / 

stopped. This is indicated by the black marker at the center otthe colored bar. 

IN CAR 
Change camera type that black marker is currently on to In-Car, 

SO 



YOU OR PURSUER 
Cycle through the perspectives aj^any vehicles giving chase by 

selecting this icon and pressing When you find the car that 

you want the camera fixed tc, select the "In Car1 icon again. 

Remember Lo select Q< from the bottom of the sub-menu to 

make these changes effective, 

CHASE CAMERA 
Change camera type that black marker is currently on to Chase Camera. 

TRIPOD CAMERA 
Change camera type that b:ack marker is currently on to Tripod camera. 

MOVE CAMERA 
Use the same controls listed above (Move Camera) to move the 

camera to wards, □ woy from or aroLind the scene. It wi!i defal:-11 

:o focussing on the car. 

LOCK TO CAR 
Select this icon and the camera w 11 focus on and follow (f rom 

its stationary position) the car's movement. 

ROTATE 
Move the camera to focus on any specified place of interest. 

MOVE CAMERA START 
Move the start position of the camera the black marker is cur* 

rarttly on forwards and backwards in time using the directional 
pad left and right. 

DELETE CAMERA POSITION 
De'ete the camera that the b I a c < marker is currently on, 

OK 
You must hit OK to confirm arty and ail changes. 

i 
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SAVE REPLAY 
Once you are happy vuith your replay editing and changes you can save your work to 

memory card. You can save you'' progress at any stage during the editing sequence 

and return to complete your"movie' at a later dare. 

OK 
Selecting OK will exit the Film Director; you will be prompted to save your replay if 

you have not already saved it. This wi I exit the Film Director and take you back to the 

main menu. If you want to exiL quickly, save your replay first. 

Technical Support /U.S. & Canada) 

Assistance Via World Wide Web 

Get up-to-the-minute technical information at the GT I nteractive Software vveb-site, at: http://www.gtison- 

line. com, twenty-four hours a day, seven days a week. Through this site you’ll have access to our FAQ 
documents. fF'equontly Asked Questions) which contain our latest product information. You’ll have 
access to cur Hints/Cheat Codes area where you can p.ck up some tips It they're available, and an E-Mail 
a-ea where yon can leave us your tech support problems and questions if you do not fine your answers 

within tie FAQ, 

Help Via Telephone/Fax Or Mail 

For phone assistance, call GT interactive Software's Tech Support at 425-393*3074. We have an 
Interactive Voice Response and Faxhack system that is available twenty-tour hours a day, seven days a 
week. This auiomated support which will include information rom our FAQ documents such as gameplay 
tips, information on Control Keys, possible cheat code combination keys, instructions for finding secret 
screens and/or additional game levels if these type items exist and are made availaale for this particular 
p ro d yet. I f y c n should need li v e s u ppo rt we a re a va i la h I e M oncay tnrough F riday, 7:30 AM u nt| 7:30 
PM (FST:. Please note that \m Tech Support may be closed on major nalidays. You may also fax in your 
Technical Support questions or problems to: (425) 8D5-0430. or write in tc the address below. 

Product Return Procedures In Thejjnited States & Canada 

It you encounter what may be determined to be a defective product medium issue such as you' game 
freezing at the beginning or during gameplay. no display, etc., you must call our technicians at 425-398- 
3074 If they determine that you will need to forward materials directly to us, please include a brief letter 
explaining what is enclosed and why, Make sure you include the Return Merchandise Authorization 
Number (R.MA#) supplied you by the technic art and your telephone number in case we need to cat- you. 



Any materials not containing tin is RMA# will l>8 returned to yon unprocessed. Your mai should be sent Tin 
the following address: 

GT Interactive Software 
'3110 ME 17711 Place 
Suite #B101, BokI30 

Woodinville. WA 53072-9965 
Attn: Teennical Support 

FiViA#: (Include your RMA# here; 

Technical Support (Europe) 

Help Via Telephone In Europe 

Technical Assistance: ingfisft speaking customers call 01923 209145 

Assistance Technique: Remarque: Nome service tie soutien technique setrom/e an Ang eterrc. Clients 
francophones appefe? le 00 441923 209148 

Technischer Kundendienst: 3earinen Sic bitte dass sich ins:er 'technrsch-r K.mclenclenst in England 
Mndet. Deo deutschsprsdi-igen Kundendienst erreichen Sie unt^r f cl gender Mummer: DO 441923 
299151 

This program is protected by United States federal and international copyright laws. 

A- trademarks mentioned i this manual are the property of their respective owners. 
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END-USER LICENSE AGREEMENT 
FLfcASt READ GWEHJLLY BY USHG UFf INSTALLING “HIS SOFTWARE, OR BY FLAJQN0 OR COPY1MGTHIS S3FTWWFON YOUR COMPUTER HARDWARE COMPUTER RAM OR Q"HER 
STORAGE MEDHM YOU A-RE AGHEtNG TO BE BOUND BY THE TERMS OF THIS JCENSE. IF YOU DO HOT AGREE TO THESE TERMS, PROMPTLY RETURN THE PRODUCT IN fTS PACK- 
AG \'2 TO HE PLACE WHERE YOU CBTAINE -1 I. 
T;-U^ini^:!im.«nhMm accaamnamfiap ttis license ;too a^fmnl) and tiw related doourafliarjon are licensed to\du by us tic are subject re this lanse. u iiie Software * con¬ 

figured Hi toadiny re to ilit.iU cr-.-e yuunay tc loac -Jit-Software city :rlc tia hue1 drvo oJ i .1 cotnu^jler ai: run tbs Scltware cT an vitia? mr: dnva.You -nay nnt delete 
life copyright notices or any oltier prcpaistary fegBAdB bn Bis original copy of tee Sortie. If there is ar editor incorporated Into the Software, ihte license is also suhect :□ Ssct-on 
R below, "ou agree hat :he Software will not be shipped, imnsfe-ed 0" ^parted nto- any country in vrzMcn oJ die li.S. Export Administrator Acl (Of an/ other lew govern rg 
sue- natters) by •/■:•.. or asyone a: your direct 01 and hat you will not utilize ai d wi I ntf auUiw & anyore b uJl ze. 1; any u-Jiar rram-x, f: Software in vlolatbr. d r.y applic¬ 
able law. Thg Software inay xi be (irwloaded or oHnrwise exported or reexported inlc (0: to 3 natiwal or resident ofi anv country to which the J.S. ha£ embargoed ccods Of 
lo aryonft or irlo any oeunfcyivhoAvlilri-, arc prchuated tiya-jsicav'^law, from reviving such prope-ty. 

2. RcatrlcteiB Tlie Software contairs copyrighted material, trads sscreis and ether proprietary material Yol may not decompile, madly resist engineer, pubfaly display, pitpa-c 
derivative waftta bassC cn the Software (except as perm Had in Section 8. ixtovyi rlisawmhto rn reproduce the Software. You may not nenl, sell leass, suMieense or 
disLibute thp Software. Yen m&v rot offer the Software 01 a ipav-per-ptoy basis -or otoerwise earamKHal^ fftpiait the Software or use Ihe Saiwire faroy m Timmcial r-uposB 
Ybu may hot elsctrerically tea "Emit toe Software from ono computer tia another o_ cvor a network. 

3. Termlnaton, This license is effeclwe until terminated. YPu may term mate this Ircense at any dms sy destroying ihe Software and reiared dnri:nnouarion TNs license will termi¬ 
nate hn mediately without notice I on us jI yoj Tail lo comply will: any pravtslx of this license1. Upon torn flatten, yx must dssteoy the Software and relared dxuinentB&n. 

4. Disclaimer of Womanly on Sofh//are You are aware and agree Chat use of tfiE Software ard the media on which it is recorded Is at your &>e rb<. 'he Software, related dorm- 
mentaiix and Ihe media are pra'/dK "AS IS". Ifrless ofKtwisfl proyided by applicable law. GT l-leracliva Soltwara Dorp. ("GT1) warrants to the ordinal Xittiaser of this prod 
uct that ihe Sofhvaro Storage medium will be free from defects in matsjial ai d wytocenship under nom aJ Joe fur ninety (30) day? from the date of pnroftase. This warranty is 
void If ttie defect has Arisen ihnough sceidflM, ebusa, nsrjlfifitor m-ssppIrcatbr.EIT EXPRESSLY DISCLAIMS ALL. OTfflT WARRANTIES, EXPRESS GR IMPLIED, ItlCLUDINS Bt/T NOT 
LIMTED TO, THE If/I'L LU A'AMLAUI ILL OF MEBCHANTABILH4' AM> FFNESs "OR A "ABTIGl.LAP PURPOSE WE DO HOT WARRANT THAT THE hJNCTIONS CONTAINED M THE 
SOFTWARt WIIL MEET YOUR REQUIREMENTS, NO ORAl OR WRITT:\ iSFORfYATON OR ADVTE GIVEN BY LS OF ANY OF Q’.JR AUTH=3RI2F^ REPRESENTATIVES SHA_ CREATE 
A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THiS WARRANTY SOME .IliniSlllcrinNS DO NUT X I OW THE EXCLUSHJH OF IMPLIED WARRANTIES SO THE ABOVE 
EXCLUSIONS MAY NOT VHLY TO YOU, 

5. I Initiation Of Lafclity. tJUDER. NO CIRCUMSTANCES, WCLUDINQ NiGUGENCE, SHALL GT OR ITS OFFICERS. EMPLOYEES, WRECTGflS, AGENTS LICENSFFS EUESJCEM3EE Tfi 
ASSIGNS 3E LIABLE FOR ANY MQCEtJTAL, SPECIAL OF. CONSEQUENTIAL DAMAGES I HAT HESLL" FROM THE USE OR INABILITY TO IlSh Iri- Sd^YBAflE OR RELATED DOCU¬ 
MENTATION, EVEN 3F SLCH PARTIES KA'/E BEEN ADMSED OF THE PQSSISIUTY OF THOSE DAMAGES, SOME JURiSDtCTOWB CO NC“ A__Q',V I ML JMI TATlPN Oft E^GLI olOS JF 
LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO TTEASO'/t UMTTATON OR EXOliSKW MAY N0TAPR.Y. TO YOU, In no event Shall cur tnti liability fr> m "or all 
Oamages:, lasses, and ca.aes of action jwhelher in contract, tael or oLierwise; exceed the amouri: paid fcy you tor the Software. 

n Controlling Law and Severability. This licsrse she! op povemed by and ccrPstoied In accft'-Jaisce with .lie Icrtvt i>\ the State of New York USA. =<rl uiwj vei us tot hi | Lgadon 
shall be ir New York, NewYUr< P any proviicn uf ih^ license istinenfDTDeabfl.ihe res: of l s-V '?:i3h r elf*;! 

f. Complete- Agreement. ;n s license constnures toe zmire agreement between the parties wttih nwpeetto toe use oflba Software and Hie relaled documenbUon. 
“y-l'lnr Lr*d Ei3-^ser Variations 

(a) The Software may Inc lids an "Editor'. An1 Editor" is a feature which allows yo. rn :ro*i !y :Iih SuUwa'* nr r-i nre-.simci new varioftons for use with it These modiJicii1»?B 
vsriatioiaa cai x both iplayable And nx-pfeyable. An Editor Includes its assocEted tote and utilities. Ah Edrtor is NOT shareware. Ybu may not freely disfricule ii io any BBS, 
CO floppy or any otf.ui mscia. You may not sell il cf rirzackage it Igi sale 

(bj Lfeing tf^ Edita, you may create motfilicabons or enhancement b tog Sc-ltware, including ffifl oonsttuctldn flf new levels fcollecbvaly referred to as "liananons,|, subjert :o 
tee folrjrwing restrictions 
Ynur Vlana lions m^st only work w :t toe Ul, registered copy of the Saftvrare, not rncepandantly or with any other software 

[: Yijjr Va.-iatHMs nij-H: not conta n modificat'OftS to any cure:'Liable hie. 
i i, Your Var.itxs irus: not contA n f ny Imjekhs, defamotonf cr ether il ega; material material .hat is scandalous or irvades die rights cl pr vary s publicity of aiw -Jiird party. 

or extol is *ry terser narks, mpyrighl prnfnrtRC wertr, or oihar rercg-i zsale property of ihlncl paries, 
Iy At least once Ir every online description arid wih reasonable dtiratwt on tbs opening screen, your Variations ruiunt prominenLy Identify the narirs and email addresses of 

its credtDfs, and (II) tfta words THIS LEVEL l& NO I PAAJE by OR SUPPORTED iff GT lnternaivre Sofrware Ccrp.. The Wizard Works Group, Ire., &r anv o( such parties rite ales 
And subsidiarlBE." 

v. Your 'Variaivus must be c itrlbu'.ed solely fur fret. Nelthx vau nc-r any cti 1:1 x^on orparti' r;.y sel torm to anyxtes. oommr^«al y m3 ot them In xv ivay, r charge any¬ 
one mi jsing thei-’;, Ybu may esschangs the m at no charge in cre^ other end-tsere. 

w- *v distributing or pemftli^ ihe dlsInbJw of ary of you Lteriaiions, you J-reby grant. Sack to GT in -rre^ocabc. YWKldwIde, royaty-tree right to use and centime tf cm by 
any means, 

'■ i "ho prohibiticns and resinzfions i,: ibis seciicn Apply ic «ny;>-i- in [iix.SHMk.-ri cl the Software or any of y;.-ur Varialiuns. 
a Copy-ightThe software and all copyrights, troderrsrks and all other ccncei'^JJte iflilellectijsl pra^rly rijls related Lu tea Scltware aie ywned byGT or licensors and are pro¬ 

tected an LYirtnc: States copyrights tows, international treaty previsions and ail applicable law, such as tbs lanham Act. Yt* must treat ihe Software I ke any ofri-r apyilghtec 
Jtetenal. a& required by 17 U.S.C. s&cilon UJl et seq. and ofbar appftaDie law. You sgree item &v gre rcteiving .1 copy of Ihe Edtwareby license only snd not by sale and tost 
ton urst &£;m" ducSrhi of 1 / I..S.C. sccton l >3 rfoc-3 not ap:3y to your receipt or us; of the Severn, 

rf u3*3 f4 ml maks unauthorized copies. The program yftjV* purchase was produced through ilia enerte af many people who eom mpr ivcliltod from its Eawfut use Eton t make 
™tHes (Dr others who iav& ned paid for :Iih liy -l to use :tTa report cocyrighi viulalions lo Ute Software Publishers Associitlx, call 1 -$DD-3$e-PIRli w write; 
„. Software Puhiishcre Association. 110T CcnriecLcilA'/H., Suite 9C1. \W, Washteglcn X 2GD33 
•ms program 13 protected |ty Ui ii-c Ste-iesletteral andintematoiu; copy yiulaws 
E” ^nderuarrijj monticned in te is manuoi us toe property of tier respective owners 
rut: r«y IF3T o SI KIBU1E THIS VLHSIDN OF IHE SOFTWARE. 
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Stop by. 
Stay fresh. 

mentos.com has the freshest music, 
games, fun and prizes on the web. 

www.meiitos.com 



1-800-SUNGLAS 
www.sunglasshut.com 



DRIVE HARD 

'To purchase necessary to writer. Void where prohibited 
© 1999Titan Sports, Ine* All tjphts r-oserved* 



N 

1 -900-CALL-gGT 

i -goo -225 -5248 
(95$ per minute.) 

Must be 18 years or older pr have parent's permission 
to call. Touch tone phones only. 

p 

CT intaiactiva Softirare A17 Dtn /u/nmis, Row Tfork. k* UWI & 

PlayStation 
I* 

Diwdr O 1MO GT tuuMciirc StfUiwe Oorfi. All dlpts Reserved. Ctealed hy BeftecD'ani litiaadwe I trail (f. a GT tatentdrwr Sottware Cuiu. 
Sturts. PuWslicd & dlsWre-lcd by CT rriiowii« SDit-r.^re Genu Reflections and ite (teffectens kw nrc tafentirtur d ifertfceiiijns wcractlve 
Limijcd OT is si Inuicmartt ,md Bin G5 E cat is a learnt! kHtensh «i SI nteracfiw Sofbnre Uhp All alter Irafenuite are !ltc property 
ot llwlr nespedwe chi^k-iuikl 

Licenser! by Stray Computer Eritertanmeni America Iof use tjiIIi Mm: PfcrySlnlinn flame con sole. PbySbtlon and lire PlayStation logo&aia 
registered li.ulnmarks irf Sony Computer Entertainment Inc. lire ratings ic-tm e a injilHmark oE tin Intel active Drijitet Sollwaie Assowninn. 
Ujiun.idiinal sind prtntHil in tee ILSA THIS SOI 1WARL IS COMPATIBLE WITH FtAVSTATtON CAME CONSOLES WITH [HE NTSC U/C 

DESIGNATION. 0,5 AMP FOREIGN PATENTS PENDING. 
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