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TTING STARTED

WARNING: NEVER TRY TO INSERT OR REMOVE
A GAME PAK WHEN THE POWER IS ON!

Instead, first turn the power OFF on your N64®.

1.:- il1 the Game Pak into the slot of your N64®.

lock the Game Pak in place.

T g
the Power switch ON. Now, after the appearance of the
screens will appear, which you may bypass at any

t‘*ﬂ by"sslnn START.

START

The Nintendo 64 Control Stick uses an analog system to read
the angles and directions of its movement. This allows precision
control that is not possible using the conventional Control Pad.

When tuming the Control Deck power ON, do not move the
Control Stick from its neutral position on the controllg

If the Control Sti held at an ungled
position (as shown in the on the left)
when the power is turned ON, s position
set as neutral. This will cause games
using the Control Stick to operats
incorrectly.

To reset the neutral position once the game
has started, let go of the Control Stick o it
can retun to its centre position (as shown
picture on the left) then press START
whils holding down the L and R buttons.

‘The Control Stick is a precision instrument, make sure not to
ids or put any foreign objects into it.

is game is compatible with the Controller Pak™ accessory.
fore using this accessory, please read the Controller Pak™
truction booklet carefully. Follow the on-screen

tructions to determine when you should insert or remove

i@ Controller Pak™ accessory.




The SS Class series begins in 2065.

The races are held in various sections of
Asia, where many nations have merged.

IFA (International Formula
ion), the largest racing
ganisation in the world,
_ " a Master, fnrmula series,
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:puhagse of this series is to publicise
the capabilities of Aeromachines. -~
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kvohh:f without wheels that-
is equipped with at least one
bioreactor, and can float in the
stratosphere.
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HE AEROMACHINES

THE MACHINES

In,Sky Step, there are so many different types of Aeromachines
that the-class is often referred to as a “trade fair”. The variety
stems fromythe lack of strict regulations

and a basig design that results in small

HORNET

PILOT: SHINANG 1BUAPANESE/AGE 17/FEMALE
This Aeromachine is sponsored by
imuya, a Kyoto &
company that
manufactures
the refreshing
sports drink,
“Power Jungle".
s, T0 Doost menocuvrabily,
% the designers started from

« SPRED
absolute zero. The result

the first to be equipped
with a functional rear bottom wing. Since this
was a totally new experience for the design
team, who started 'rom scratch, this Aeromachine
was christened “Zero.”

QR e cf o o, prsdot o . [ v
dead-set against Shinano's becoming an Aer the wilful
5 M I i ubbe

v
jed a storn order to his

y for
dovslopmont team “not to rrdo my daigher”

AND THEIR PILOTS

BLACK LIGHTNING

PILOT: 7BRAZILAN/AGE TMALE
Long-established Daikou is renowned for
its achievements in military equipment.
Since the company has never been
involved in any kind of motor sport, its
announcement that it would participate
in S Class was big news in the racing
world. The rumour is that Daikou is
participating because it wants to
publicise its technology throughout
the world.

Husaha is the embodiment of the technology
cultivated by Daikou over many years. The front end of the.
machine’s body is monopolised by a radiator capable of cooling
two jet engines, equivalent to
those found in fighter planes.
But what really distinguishes.
Husaha from the rest of th
pack are two turn wings at its rear,
on the left and right.

QP

$ & Ho is a Brazlan A Force pilt in
active service. Other than tha,
S ® nothing is known about him.

—aI>-




AVENGER

PILOT,DROSSEL JUNGEL/GERMANAGE Z3FEMALE
This solidly-built Aeromachine is
sponsored by Linkage, a German
company that has expanded into Asia.
Word, a This is a huge machine and is equipped
insatellites and space ”

! with two reactors. The body was designed

developmeiit, To . by a German company that makes heavy 3

participate,in 8S Class, machinery. This project was partly a test &

Ocbiru Word formed a to see how the reactors provided by

partnershigwith the ), Linkage would perform when applied to

Veteran BBQteam. The X construction vehicles. This is part of why »

reslit was the Meteor, Linkage is extremely enthusiastic about the ﬂm-@@*’
which was produced development of this Aeromachine and wants to

by,rebuilding a \ demonstrate its usefulness. Since the jet engine unit that
machingthat

effortlessly propels the massive machine occupies half of the
body, the imaginative layout is this Aeromachines most
o outstanding feature

the BBQ )

had been

using. It Iooks a little old,

but space shuttle technology has

been used on the engine. This
makes it absolutely impossible to overtake
on high-speed stretches. The team used
[seraminiuml, a new material that is both
lightweight and durable, for the body.

o ensure a suply of piots, Linkage
opened a special schoolfor training
pilots and mechanics. Drossel was in
thefrst graduating cass and has been
sitting inthe cockit throughout all

pilts who would be familar with
very dotail of the machine, and who
‘would grow together with it. Drossel
s a specialistin psychology, and does
research on the way the human mind
reacts to extreme situations.

jons the
et him. He has the physical and psychological
stamina to withstand the G-forces encountered
‘when leaving the Earth's atmosphere.
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b
INTERCEPTOR

PILOT: ETINCELLE TIFFONFRENCIVAGE 21/MALE
The Aeromachine that Kidess, a Greek game software company,
developed for SS Class is completely diferent from the other
machines. It has a next-generation reactor and requires the
pilot to assume an unusual positon when operating it

PILOT: HAJIME RYUJAPANESE/AGE ZJMALE
r%spong:r is Plag Textiles,
a company, based in Hong
Kong, and @fising star.
The Intergeptor has a high-
output engine and good
Delance t [eiso s
€asy to handle that a test
driver behind the wheel for
the first tim@iracked up an
uiofficial gourse record
The propulsion unit is a high-
output jet dngine made of high-
glass.

DOMINATOR

PILOT: KELJ MATSUNAGA/JAPANESE/AGE 3UMALE
Team Yokozuka is the only outft backed by a cty, Yokozuka, which
is now the main sponsar of the Asian Championship. The tean's
Aeromachine features a rapid-generator engine system, which
minimises energy loss. The enging has four nozzes tha form a cross.
The body s a pickup system — the engine and cockpit are separate.

REAPER

PILOT: FAN SU IVKOREAN/AGE 25/MALE
Reaper, Hono's machine, is a standard vehicl that has been
remodelld. Everything inside is completey orgina. It has a
jet engine buit o Hono tuning specs, made of high-ise glass.
The resutis a monster machine that bears no resemblance to

He is a former professional boxing champion,
i This team i also backed by a raio station.

detection of moving objects has kept hs faco
unpunched throughout his career. He won the
‘champion ttle at age 22 and suddenly quit

to become a racer. When word spread

that his hero, Fan Su Il, switched to SS class,
he 100 was scouted by Plag Textiles.

PILOT: CHARLIE WRIGHT/AMERICAN/AGE 46/MALE
L This Aeromachine s under th sol sponsorship of
the French confectioner, Zigge, and is loaded with
ting-edge technology. The original version Was
a test machine buit by the Htalian sports car
manufacturer, Gran Premio, but the curent
version doesrt resemble it at all. The machine boasts a wide rear bottom wing and a
et engine.
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Canyon Rush, currently under construction, was designed
specially for Sky Stey
It features a new type of layout called “tube.” Tl

has two tubes.

This course was designed for Aeromachines and its main
feature is tubes.
To build these giant tubes, an ocean site was chosen
because construction costs are lower than on land.

After Hong Kong reverted to China, Great Britain and other
leading Western European nations were searching for a new
free-trade zone. They invested a colossal amount of mone

he construction of an artificial island, off Shanghai, and it
is there that China Town is located. The idea was to buil
urban course like the one in Monaco. The decision to hold
races there was influenced by the enthusiasm of the

nts of China Town.

a city course that has been around for a while,
located in Fukuoka City, Fukuoka Prefecture.

For the recent Asian Championship, part of this course,
where races have always been gruelling, was converte
to pipes. A lot of renovations were made, including

Incorporating  cty sree nto the course by conncting
with the track in a straight line. There
pitroad. Prt of the oval 1 reserved for pit stops




(Cannot be used during a race)

1
H BUTTON  Brake button

I + Docelorate, revorse
1
)

/ ‘""°" « Viewpoint switc
/ v Viewpaint switch

A BUTTON acostertor button

BASIC SETTINGS

These can be changed.

AR + Opens the Pauso Window
BUTTON - Skips the demo

IONTROL  Steering Wheel
STICK  + Rotate » Ascond » Descend

CHANGING THE BUTTONS
You can make six types of changes to the buttons using OPTIONS. You can also switch:
between ascend and descend. Choose the method that s easiest o use. (See Page 31.)

* When you crashinto a walland your Aeromachine stals you can go ino reverse by
pressing the B button.

DRIFT DASH
1fyou otate while pressing the Diif button, temporarly lt go ofthe accelerator during
Drit and press the A button once more. Your speed willincrease suddenly.
orit

o
rises above a certain point. Keep an eye on the water temperature gauge and wait until

BUTTON - Diftbution (2) + LeftRight the engine cools.
y 4 il O ol b when st i rough s b s,
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If you press the Start, A or Z
button while the Title Screen

is being displayed, the Mode
Selection Drum is displayed.
Select a mode by moving the
Control stick up and down

and confirm your selection by
pressing the Start, A or Z button.
You can select the following
modes from the Title Screen,

uME\jéTTACK MODE
choose an Aeromachine, a course and launch a time attack

You run thdlirace with one Aeromachine and aim for a best time.
You can save your race data for a battle against the Ghost Machine.
SINGLE MATCH MODE

In,this mode, eight Aeromachines participate in a race. You
cigoseyBhr Aeromachine, a course and fight for positon.
GRANB PRIX MODE
Gl!nd Pri lode is run in rounds. If you earn enough points
imene r¢ d, you can proceed to the next round.

thgv MODE

GRANDPROXHODE

is atio-player mode. Two controllers are used.
COURSE RECORD SCREEN

Course Record Screen displays your best time, lap times
and the names of the Aeromachines used for each course. '

TIGNS
is used for game level selection, VS handicap,
reset, conttoller configuration, sound settings and to reset the
Sound level,
| 4

You can select three types of viewpoints during the race by
pressing the C button ¥

When your damage total reaches the limit and your resistance.
becomes zero, your Aeromachine explodes and you retire. If you
incur a lot of damage, proceed to the pit road (there is one on
each course for repairs. The slower you travel on the pit road,
the better your recovery.

SCREEN DISPLAY FOR ONE-PLAYER GAME

POSITION

Curent position
Time elapsed since start
Map of entire course
Time taken for each ap

TOTAL TIME
COURSE MAP.
LAP TIME

5. CAMERA POSITION Displays three-tage camera position
6. TOTAL DAMA Current damage

7. SPEED M Current speed (mph)

5 WATER TEMPERATURE GAUGE Water temperature in radator

When you select an unlimited number of laps in Time Attack
Mode, your best five lap times to date will be displayed in Total
Time and Best Lap Time.

e 150
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SCREEN DISPLAY IN BATTLE MODE

12,
1. PLAYER ONE LAP TIME 6. TOTAL TIME
Z_PLAYER ONE POSITION 7. PLAYER ONE DAMAGE CONTROL
4 PLAYER ONE WATER & PLAYER TWO POSITION
TEMPERRTURE GAUGE 5. PLAYER TWO WATER
4. PLAYER ONESPEED METER TEMPERATURE GAUGE
10.PLAYER TWO SPEED METER

5. COURSE MAP

11. PLAYER TWO DAMAGE CONTROL
12. PLAYER TWO LAP TIME

When you select an Aeromachine, its
Performaice Chart will be displayed.

PARAMETERS DESCRIBING.
PERFORMANCE

Stabilty (grpping power)

1.Select an Aeromachine by moving
the Control stick left and right. (Use:
the R button to choose a colour)

2.Confirm your Aeromachine
selection using the A or Z button,
(DECISION will be displayed.)

SELECTING A COURSE

1.Select a course by moving the
Control stick left and right.

2.Confirm your course selection
using the A or Z button. (DECISION
will be displayed.)

3.Use the A or Z button to confirm a course, and the B button to
cancel

4.Select the desired number of laps by moving the Control
stick left and right. Choose a specific number of laps from the
left and an unlimited number from the right, where you'll see
“00" displayed.

5.Confirm the number of laps you have selected using the

Aor Z button.

Ateach stage yoii cari cancel your Sel@ction by pressing the
8 button. The screen wil then return to the previous display.

Reie g




SELECTING THE GHOST MACHINE ﬂ

When you have a record remaining, you can battle against the
Ghost Maghine.

SELECTING THE GHOST MACHINE

*Nou caif select the Ghost Machine only when you have also
selected aspecific number of laps.

1.Select Ghost Machine On/Off by moving the Control stick up.
and down. (When you select Off, you go to Time Attack.)

2.Confirmilyour Ghost Machine On/Off selection by pressing the

3.1f you hidve selected On, choose the data you wish to use.
{If you see NO DATA, you cannot make this selection.)

RETURN TO TIME ATTACK

GHOST MACHINE SCREEN

1. Make yaur selection by moving the Control stick up and down
2, Make your election by moving the Control stick eft and right
3Make your selection by moving the Control stick left and right

ROM

These records remain in cartridge memory and cannot be erased.
You can select them at the intermediate level

RAM

These records are in memory and disappear when the power is
twrned off.

PAK

This is the memory in the Controller Pak (sold separately). Select
either DATA1 or DATA2.

PAUSE MENU FOR TIME ATTACK
MODE

continue ......Cancels Pause and reopens the game.
ry ....Restarts the
retire............Leaves Time Attack Mode and returns to the

Aeromachine selection screen.
TIME ATTACK MODE
RESULTS SCREEN

Men you peass the bution wile results are being msp\aved you
remrn to Aeromachine selection in Time Attack
TIME ATTACK MODE
RESULTS SCREEN
This screen displays the player’s lap times and total time on the
Result Screen. When a player achieves a record (best lap or best
time), the Name Entry Window is displayed.
NAME ENTRY WINDOW
Select the appropriate letters by moving the Control stick left and
right, confirm your selection with the A or Z button. Press the
B button to cancel

You can end the name entry procedure by selecting END and then
confirm your selection by pressing the A or Z button.

Name entry can be done on the Player's Results Screen in Single:
Match and Grandprix modes.

You can go to the Save Screen by pressing the button on the

20 g
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lect SAVEBFDON'T SAVE race data using the Control stick.
u chgbse SAVE, select and confirm the location to save the

data. n cancel your selection by pressing the B button,
wﬁch will feiirn you to the previous step.)
Save GHiost data - make your selection by moving Control stick

up and do
"e yn’sel!cilon by moving Control stick left and right.

1

| S

st soccton o moving v Contot sick p and down
2. Make: ynurk{echnn by moving the Control stick left and right.

* Displays data currently stored in DATA1 and DATA2.
'lau negd the Controller Pack (sold separately) to save data.

o N &
W W
ay &y &y

RETRY SCREEN

Select the screen you want to see next by moving the Control
stick up and down.

RETRY SCREEN

RET|

Play again with the same settings.
REPLAY

Replay your most recent move.
MACHINE SELECTION

Aeromachine selection (to selection screen in Time Attack Mode).

MODE SELECTION
Returns you to Title Screen.

“‘V
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INGLE MATGCH MODE

In Single Maich Mode, there is a qualifying heat and a race. Your
Start position in the race is determined by your performance in the
qualifying match.

SELECTING AN AEROMACHINE

1'Select@ap Aeromachine by moving the Control stick left and
right. (Yollxean select a colour by pressing the R button.)

2.Confirmilyour Aeromachine selection by pressing the A or Z
Button. (RECISION will be displayed.)

SELECTING A COURSE
1.Select a gourse by moving the Control stick left and right.

2. Confimliyour course selection by pressing the A or Z button.
(DECISION will be displayed.)

NOW YOU PROCEED TO THE QUALIFYING HEAT

Yot can eancel a selection and return to the previous step at any
stage by pressing the B button.

PAUSE MENU FOR QUALIFY 1]

continueis ... Cancel Pause and restart the game.

retire....... BuSkip qualifying and proceed to a race.

Wyou refiie from a qualifying heat (due to zero endurance or time

out), you Wil begin the race in the very last position. If you retire
on,the second lap, your time for the first lap will be counted.

RESULT SCREEN FOR QUALIFY

There are two screens: the Player Results Screen and the Race.
Start Position Screen.

PLAYER RESULTS SCREEN

Displays a player’s lap times in qualifying heat, and start position,
in the race.

RACE START POSITION SCREEN

Displays your start position, as well as those of your competitors.

When you press one of the buttons on the Player Results Screen,
the Race Start Position Screen is displaye

On the Race Start Position Screen you can select either NEXT o
QUIT. If you select NEXT by pressing the A or Z button, you go to
arace. If you select QUIT by pressing the A or Z button, you go
back to the Title Screen.

START POSITION SCREEN

1. Make your selection by moving the Control stick up and down.
Make your selection by moving the Control stick up and down.

If you press a button on the Race Start Position Screen while
selecting NEXT, you will proceed to the race.

— <
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wCancel Pause and continue the game.
Retire from the race.

e are two screens: a Player Results Screen and a Race
Results Sctﬂn
PLAYER RESULTS SCREEN
Displays player's lap time, total time and ranking.
CE|RESULTS SCREEN
isplays our race results and those of your opponents.
V\:’En yowpress a button on the Player Results Screen, you will
iceed g the Race Results Screen

You can sclBERETRY or QUIT on the Race Results Screen. When
:# selecflRETRY by pressing the A or Z button, you will return to
Aeromachine selection. If you select QUIT by pressing the A or Z
button, ymE‘will return to the Title Screen,
|

) START POSITION SCREEN

ke your fon by moving the Control sick up and down.

J
1
| N 2
q
q

The basic flow and layout of this screen is the same as that of the
Single Match Mode Screen. 4

The Grandprix Mode is set up in rounds. The total number of
points you acquire in a round determines your eligibility for the next
round. Watch the bottom of the screen before the start of a race

to see what position you have to be in to qualify for the next race.

POINTS YOU CAN EARN IN A RACE
1st Place: 10 points 2nd Place: 7 points.
3rd Place: 5 points. 4th Place: 3 points.
5th Place: 2 points. 6th Place: 1 point
7th Place: 0 points. 8th Place: 0 points

POINTS NEEDED TO PROCEED

TO THE NEXT COURSE

1st race ———= 2nd race —— 3rd race —— 4th race
1 point 4 points 11 points

If you fail to ean the required number of points, your options are:
on the Race Results Screen, select RETRY or QUIT. If you select
RETRY by pressing the A or Z button, you will proceed to
Aeromachine selection. If you select QUIT by pressing the

A or Z button, you will return to the Title Screen.

RACE RESULTS SCREEN

1. Make your selection by moving the Control stk
up and down.

2 |




* The basigflow of this screen is the same as that of the Time
Attack Mode Screen

AAEROMACHINE SELECTION SCREEN.

Both players select an
Aeromachine. When you
confirm your selection by
pressing the A or Z button, you
will proceed to course selection

The Course Selection Screen is
the same as the Time Attack
Bl Mode Screen.

There are aspecific number of laps for each course

When yott' have confirmed your selection by pressing the A or Z
button, the battle begins.

The Results Screen is the same as the Time Attack Mode Screen.

AEROMACHINE RESULT SCREEN.

P V/hen you press a button, you
EE4 will return to Aeromachine
5

o e

NIIO8S

N8 F

The Course Record Screen displays the best time, lap times
and the Aeromachines used for each course. Select COURSE or
LAP/TIME by moving the Control stick up or down. By moving the
Control stick left or right, you can switch between course and
lap/time records,

Pressing the B button (or selecting EXIT and confirming your
selection using the A or Z button) will return you to the Title
Screen (mode selection).

COURSE RECORD SCREEN




PTIONS

Select the item you wish to change by moving the Control stick
up,or downand confirm your selection by pressing the A or Z
biskion. Ganfirming EXIT or cancelling with the B button will return
you to the Fitle Screen.

OPTION scREEN

CONTROLLER
CONFIGURATION
When you B slectod and confimed f, you
wil procaed ohe Cotroler Conigurtion
Seigen. 3

SodNp conTROL
Lon i ot o confmod . ou
willproceed he Sound Control Sreen.

GAMELEVEL SETTINGS
Qg 72 AR mdcofimes . you il o skt chcse s e o iy
y stick left or

VS HANDICAP SETTINGS

Wik you hafl Seected and confirmed t, you wil be asked to choose either HANDICAP
ON'ox HANDIGAP OFF which you select by moving the Control stick left o igh, and
confim. Afer yollhave confrmed your slection or cancelle i using the B buton
Youlwil retu 0 the Option Screen

RESET)ALL RECORDS

When you hays selected and confimed it you must reconfnm to Reset Al Records
Selbct by fabing the Controlstick eft o right, confirm with the A or Zbutton and
cancel with th button ) Afer you have corfirmed you selction, you wil retun
e Dption Seen

RESE¥ SOUND LEVEL

When you havglSalected and confirmed i, the intial volume of background music and

CONTROLLER CONFIGURATION

This is where you set the controller configuration for Acceleration,
Braking and Drift, and switch up and down settings on the Control
stick from Normal to Reverse. You make a selection from the
controller configuration screen by moving the Control stick up or
down, and confirm your selection by pressing the A or Z button.
After you've confirmed your selection, the cursor will move to EXIT.

Controller Configuration 1

A: Accelerator B: Brake 2: Drift
Controller Configuration 2

A: Drift B: Brake 2: Accelerator
Controller Configuration 3

A: Accelerator B: Drift Z: Brake

The Control stick can be set to NORMAL or REVERSE. The initial
setting is REVERSE and is shown in Controller Configuration 1.

CONTROLLER CONFIGURATION SCREEN

CONTROLLER CONFIGURATION 1, REVERSE ©. CONTROLLER CONFIGURATION 2, NORMAL

CONTROLLER CONFIGURATION 2, REVERSE 0. CONTROLLER CONFIGURATION 2, NORMAL

CONTROLLER CONFIGURATION 3, REVERSE F- CONTROLLER CONFIGURATION 3, NORMAL
1.Confirmation monitor.

2.Select the item you wish to change by moving the Control stick

up or down.

S0l ffectsfvil be restored.




o

n o gﬂe controller is recognised, NORMAL OR REVERSE
bedisplayed on the confirmation monitor. Press the B button
or select EXIT.and confirm your selection with the A or Z button.

will then return to the Title Screen (mode selection).

When ntrollers are recognised, the screen will split
.cauy Controller Configuration charts will be displayed for
nol and Controller 2. You do the configuration exactly the

ame u do it when you use only one controller.
SOUND CONTROL
und conffolitems are “Background music/Sound effects ON,”
s gt beckground music/Sound efecs” ana
no switch.” Make your selections by moving
e Cor k up and

N ———

‘“H@

A HEAR SAMPLE OF BACKGROUND MUSIC
B. HEAR SAMPLE OF SOUND EFFECTS

C. ADJUST BACKGROUND MUSIC VOLUME
D. ADJUST SOUND EFFECTS VOLUME

E. SELECT STEREQ OR MONO

FEXIT

you wish to change by moving the Control stick

HEAR SAMPLE BACKGROUND E
MUSIC/SOUND EFFECTS

Make your selection by moving the Control stick left and right,

play with the A or Z button, stop with the B button.

ADJUST VOLUME OF
BACKGROUND MUSsIC/

SOUND EFFECTS .
To adjust the volume heard during the game, move the volume
switch by moving the Control stick left or right.

STEREO/MONO SWITCH
Select stereo or mono by moving the Control stick left or right.

Press the B button or select EXIT. Confirm your selection with

the A or Z button. You will then return to the Title Screen (mode
selection). When you have selected “Hear sample of background
music/sound effects” and are playing them, you can cancel with
the B button and return to the Title Screen by pressing the 4
8 button again.

GAME LEVEL SETTING

You can select a level of difficulty in Time Attack, Single Match
and Grandprix modes. There are three levels of difficulty, Novice,
Intermediate, Expert.

NOVICE (FOR BEGINNERS)

Maximum speed is ¢. 350 km/h. The amount of damage you can
sustain is fairly low. 3
INTERMEDIATE (INTERMEDIATE LEVEL)
Maximum speed is c. 450 km/h. The amount of damage you can
sustain is normal.

EXPERT (ADVANCED LEVEL) g
Maximum speed is c. 550 km/h. The amount of damage you can
sustain is high.

33



HANDICAP SETTING

. HANDICAP ON/OFF
InBattleMode, you can impose a handicap that lowers the speed
of the Aeromachine piloted by a player who's ahead of you.

RESET ALL RECORDS )

RESEﬁALL RECORDS IN THE
RIRIDGE

This resets all records in the cartridge
ROM. Pleasg'be aware that all records.
Préviouslystored there will be erased.
After you have reset ROM records, the
selection of Aeromachines and courses
will returndo the initial state.

Saved datais described below. When
You select RESET ALL RECORDS, ROM records are reset
Rom IN THE C

Records fof ach course (laps, times, Aeromachine used, your
naine). Rewrites currently saved records when they are updated.

Types of Agromachines and courses can be selected. As the race
gresses, the number of Aeromachines and courses available

to.you increases.

RAM (RAM GHOST) GHOST MACHINE DATA

wﬁ" youlhave completed Time Attack Mode in the specified

number of laps, data is stored as Ghost data.

RAM Ghost updating takes place when you complete Time Attack
Made ifi the specified number of laps with a better time than the
current RAM,Ghost

w Ghot is erased when you complete another course in Time
Attack Mode within the specified number of laps, when you press
the RESET bitton and when you turn off the power.

4

|

PAK CONTROLLER PAK (SOLD SEPARATELY)
This saves your data as Ghost data when you complete Time
Attack Mode within the specified number of laps.

RESETTING THE SOUND LEVEL

Returns updated background music
and sound effects volume levels to

initial levels.

The five secret Aeromachines are faster than the ones you start
out with.

TURBO STARTS:

At the starting line, press and hold the A and B keys on your
controller. The announcer will say, “Set, Ready, GO!". Right after
the announcer says “Ready” release the B key. You should blast
off to a turbo start.

TURBO WHILE RACING.
These tend to be a lttle trickier. I’s all a matter of timing. To turbo
during the race you must be holding down the A button (for
acceleration). Then make either a hard left or right while holding
the Z key and then release all buttons. Immediately after releasing
the buttons, press the A button once or rapidly. Your speed and
vehicle temperature should increase. Keep in mind you have to do
this fairly quick in order for it to be successful so it may take a few
times to master. Using the turbo feature can be a big part of
winning or losing. You should try to turbo as often as possible
without overheating.




l"ve ab8d mouth, but there’s nothing wrong
wi ng skills. In my course, 'm going

teach yoll fewcomers about technique.
& ane’;n, or you'll be sorry later!

Fuvt
You'e, ite going
of
MASTER THE CONTROL STICK.

FOR ASCENTS AND DESCENTS. MASTER ITt
at me Drit key really kicks when you need to make a sudden ascent
nv a

w MACHINE HAS A MAXIMUM SPEED LI
vW nw ry Aeromactine has  diferent personaly, ight? Tat means S you need

ke aine ying.
ising , places.
wum youRs DRIvING In A TR,
T 7O STAY NEAR T

m B s e o o e . W o
jishing the nose of his machinel You've got  long way o go!

UARANTEED ROCKET START.
Mm’mvmdn it Is simple. Find it yoursel Here's a hint: A + .
‘ s your uLTimare
a'u give yab an ulimate go to aim for. Wi fist place i the Evandnnx qualifying
in the 8. You wont do it in NOVICE, tat's for sure!
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REV-S
WARRANTY FOR THE NINTENDO 64
(GAME PAK) BY NINTENDO AUSTRALIA
PTY. LTD.

The product is sold subject to all warranties implied under the
provisions of the Trade Practices Act of Australia. Nintendo
Australia Pty. Ltd. (Nintendo) warrants to the original
consumer/purchaser that this NINTENDO 64 (‘GAME PAK’) shall
be free from defects in material and workmanship. If a defect
covered by this warranty occurs, Nintendo will repair or replace
the (GAME PAK) at ts option; free of charge.

tendo's Head Office.

The undertaking to repair or replace the product will not apply if
the (GAME PAK) has been damaged, after sale to the original
consumerjpurchaser, by negligence, accident, unreasonable use,
modification, tampering, or by other causes unrelated to defective
materials o workmanship.

To receive this warranty service, contact

NINTENDO AUSTRALIA HEAD OFFICE ADDRESS:
48-52 Dunlop Road, Mulgrave, Victoria 3170 Australia
Phone : (03) 9265-9900

+ NINTENDO HELPLINE 190 224 1001
(LEGION CALL RATE AT 75 CENTS PER MINUTE
Cals from mobiles and public phones attract a higher rate. )

—_——
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