RIDGE RACER TYPE 4

RIDGE RACER TYPE 4, creating 8 nu wave in the racing scene. Powering
beyond RIDGE and RAGE RACER. high-speed control and advanced dynamics

m tha rush of a first class victory. The culmination of performance
and le pravide The ultimate advantage in the race for entertainment
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To load and run R4 RIDGE RACER T{PE’# n
console, follow these simple |nstn.(eﬂw

Set up your PlayStation game con
Instruction Manual. Make sure i
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The Analqg:;onmngr “gives you anﬁanceﬂ's!eermqm
‘Stick. Th e’uomﬁa ler will also vibrate whensver youi’ﬁan

LEFT ANALDG STIEK
{LEB ON) - STEERING

LED =

R4 saipports ihe Dual Shock's vibratlon n:um
Thi controder will vibrats repardiess ol af
the analog moda is turned On/Off (LED fight
ORVOHM, To eniable or disable he vitration festure: " |~
<" goto Controlier Satup: < ﬁm’u e -

l Options men (ses poge ;

"'l‘he NegCon s]roulét’aﬁ ‘the suhﬂe mtancea ofa steering, wﬁee] Wluwinq
you 16 fsm-th‘e ear with leftfr:ght*!‘viis'hng motmn. :




= a‘force feedback effect to |m|tate the feel of a steering wheel undsr actual
dnving conditions. :

JOGCON MODE SWITCH

PRESS THE JOGCON MODE SWTICH
(LED ON) TO USE THE DIAL FOH
STEERJ?JG BONTROL ¢

- R1,R2BUTTONS.
AGCELERATE .

A\ sutTON
CHANGE RACE VIEW

L1, L2 BUTTONS
BRAKE

- DIRECTIONAL BUTTONS
B -CHUBSE MENLU OPTIONS /

; Owsurron = -
SHIFT GEARS IN MT - SELECT (MENU OPTIONS, ETG}
UPBUTTON SHIFTS
DOWN, DOWN BUTTON %A:cl:gi-_m '

2SS (MENU OPTIONS, ETC.)

T T e DL LS DR Ko e - START BUTTON
e R e e START / PAUSE GANIE,
e S L e T

WHFN THE JUGCUN MUDE ISTUHNEDUFP' i Mt
(LED'OFF), THE JOGCON OPERATES LIKE A

STANDARD CONTROLLER. SEE PAGE 4 FOR

MORE INFORMATION.
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For safety putpos&s.— the: ior(‘.e Feadhack syhtem will shut off a&ar wsemnds- ?
if no buttoh presses are. made or if'a Ial;tton is held: wan fbr 00 monda =
(this excludes'the. Dlal and. MODE Sw" ch)
f

The basic technique is to hold the controller

as shown to the right and move the Dial
using your left and right thumbs (place each
hand on the Jogcon's handles and wrap your
‘otherfingers around the handle for
support).

. Before a race starts, the Dial may rotate

: autumatlca[ly in order to center itself. When
this happens, lift your thumbs off the Dial
. and wait until it has stopped moving.
25 Sorebh Disol B agedis
When you are using the Jogcon, a centering:
- gauge will be displayed on the screen. You '
can turn this display on and off during arace
by pressing the SELECT Button.




Game Modes

From the Title Screen, press the START Button to proceed to the Maodé' Mﬁnﬁ-_' i
screen. Use the Directional Buttons to choose the mode you want ‘and then'
press the © Button or START Button to select.

Grand Prix (Details Page 10)

..Grand Prix is the main game mode where you assume
the role of a professional driver in a racing team. You

- must work together with the team manager to advance
through the 1st and 2nd qualifying heats to compete in
the final Grand Prix. Through a total of 8 races, you
must complete the required laps for'gach course and
finish in a qualifying position to go on to the next race in
the competition. You achieve victory when you finish 1st
_in the ﬁnal race.

- In this mode,. you race idurmachinmof chowe on a race-
" ‘course by’ )‘Dﬂl’ﬁbﬁ‘ The goal in Time Attack is to defeat
the record time for that course. In addition to the preset-

cars; you can alsphusq cars that you've earned |
Gram[ Prix: How_roihmr. oniyncdrs reg:stered inthe

 Garage.



|- VS Battle . s Page 19,
" You and a friend can compete in head-to-
..\ head competition, with the screen spliti mtp
'~ two sections (top and bottom): As.in Tme Lo
1+ Attack, you can race new cars aarned in
Grand Prix mode. fy

Garage (Details Page 21)
You can use the Garage to register cars that you've earned in the Grand
Prix. Once a car is in the-Garage, you can use them in the Time Attack
,andVS Battle modes. Registered cars can be customized with new palnf
Trs iobs and preset decals. You can also create your own original dacals to
: mmize your car even more!

- In this mode, you can view tmphlas you've earned in Grand Prix mude as =
* well as your course records i in Time Attack mode. Ehe LA Y

| Save & Load e30 i
‘Load and save game data. R4's PocketStation Garage applet can also he
-+ saved in this mode.

= | 2 .. :
You can change settings for controllers, screen disp!ay. and sound volumes

here. You can also access lhe Musm Playar ,feature here to listen to tha
d musm in tha game ; ; #

=K S Ny i

ST e nnae ey R ",
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You're a professional race driver. It's your job to sign up with a race team and
try to win 8 Grand Prix races. As your driving skills improve (based on your_
finishing position), your team owner and manager will invest'in newer, faster -
cars for you. Once you've won the final race, you'll be able to keep these cars
as your own and place them in the Garage. (Note: To. skip comments in
Grand Prix mode, press the START Buﬂqn.)

- Two views are available during each Tace: Dnvers V‘ew f.showmg the road

from the driver’s position) and Overhiead Cam (located slightly above and

behind the vehicle). During a race; use the a Button to switch between ;

o tl'qese two views. Your operation of the.car will not be affected but Driver's

? -'View is recommended for achieving maximum realism. . -

Driver's View

Record L .
Fastest lap time for this
course.

Lap Time

Displays your lap times.

Rear-View Mirror
Allows you to see behind
you. This feature is not
available in Overhead Cam

view,
Current position‘in race. Time remaining in race. If you

cannot finish the race before .
flm mnn!sdomh 2810, yuu

-Mmd .
sh:mslh-um- v - d ¥
location of your car. S Current speed.




TN T s N R - T

b B~ a4

~advance to the next rnce
; :__ 2 If you do not plaue h:gh enough to qua ify

Bas:c Rules _

‘l The Grand Prix is divided into:3 stages: The 1st and 2nd qualifying heats

(2 races each) and the Final Grand Prix (4 races). You.must complete the
_‘required laps for each race and fm:s'h ina qua _ fymg pOSItIOI"l in order to

for the next ral::!, or you are not
~ able to compleie ﬂie race withm the tlpfa ln'nlt yuu muat ratlre from the
race.. 34

.3 After drnppmg out of a race, you are presenthd mth I:he followmg op‘hons

Rol'ry You have 4 chances to_qualify in the same race. The game is -
; ~over when you fail to qualify, and you hava no more fhaﬂces SN
left. v

End Exit from Grand Prix mode:

4 You achieve ultimate victory when you advance through the fi rsl ? racas
and finish 1st in the final race of theGrand an k! s

You'can pause'the nurna by prassmg the. . ' 'Undo pause
S‘FﬁRTBmhntjuMnaraca ' When the Pause . Retire
Menu is display between the 2 Huurqfromraqﬂ

+ options by using the Dirsctional Buttons on .
your coml'!nt and pms l:he S‘I‘AHT Bumm!n
select .

"



Continuing A Saved Game

From the Mode Menu, choose Grand Prl.i' and
press the © Button to select.. If you have saved
data available, you will be given the option to... -
Start or Continue. Choose Start ta begin a new.
Grand Prix competition from' fhb hagrmnl Rend!
choose Continue to cont!nue a prevlously

saved race. T e

frnrh the 4 *avaﬂabla teams, aud préss the

Button to select. Each feam s cars have drfferent 8 ;

dﬁﬁcult to drive than oti'lers For mare. .details *

- on teams, see. page 34,

smncummmm

I{m you are introduced to your new team, you - |-

" will see the Maker-Select Menu,: Use the

-_ Directional Buttons to choose the manufacturer

.-of your choice and press the ©) Button to select.
. .Each manufacturer has a distinctive design’ style -
_and driving characteristics, 'For more details on -

'. each manufacturar see. page 33
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Stage

Car Category:

Stage 1 Heat 1 Car
Stage 2 Heat 2 Car
Stage 3 Final GP Car

|| Stage'4 Final GP / Final

=5 Nm of selected team.

. Type of vehicle (DRIFT or - S

R L - o B R T R




TuliEEY
ittt

en you are rea hm@h‘e:ﬁimm% up/down D&ée}lonal Bul;tdns Io"-: *

,-na ﬁ?mpra.m. @Bumm select. Each of the. a;g‘h‘t races.
iMﬁdfi)l‘.n‘idb ‘and the, Fﬁw{mund are run'ona ..

: the characteri yf s 'nf eat;h coul:lle. s_eh ,pages'

Exit from Gmnd de and
return to Mode Maenu,

Record lop time for this : 5 —— Course Symbol ,
course. i

| TOTAL RECORD —————— e ; Course Name

| Aecord total race time for this g

[+E course. ®

) Direction
e - et R N Normal

e i

music for the race.

JAPRRLL.



" New Car Investment _

- Your team will invest in'a new cer prior to Heat 2, Final GP, and the final

* ‘race of the Grand Prik. - Your race performance will directly affect the kind of'.-
_car your team purchases for you. The better your performance, the better

“the car-you'll get. . If your driving skills: are deemed Iago low. you may have to

25 seltla for. lusta tune-up on ybur old car. - .

bR da o Lo e

You can save a Grand Prix race iﬂ. progress immednately
after completing Heat 1 or 2, You also have a chanceto
save your race after the 3rd race of the Final Grand Prix.
However, newly acquired cars cannot be registered in

the Garage until you win the entire Grand Prix. After .
selecting the Save option, choose a save file with the
up/down Directional Buttons and press the O But'hnn
to.save. You can save up to 3. Grand Prix races.

* Warning: You will lose all data from a prewously saved game ﬁle if you
overwrite that file with a new saved game.

Save  Saves Grand Prix game data. Note that Grand Prix, Tlme Attaek, ;
Garage, Record, and Options data are all saved in asingle -
saved game file. Only one saved game can exist on'a single
Memory Card. All old data will be erased when new date is '_ !
recorded.

Exit Retumtothegam’aser'ean._.-..-.. §

‘Game Over

The game is over when you fail to ql,lelffy fur a race, and you have used
up all your chances. to retry the.race. The game also ends when you EEE s
select the End GP optlon :






Choose between. courses using"lhe lbfb"rlghi Dlrechunai Buﬁnna. Choos 5
between menu opﬁons with !ha upldown el
@ Button to salet;t.

0.K Proceed to the Caf Selacl Menu

Save Saves game data, Lt
Note that Grand Pﬂr. Tima Atlat:h Garage. Ramncl and Qpﬁana
_ data are all saved in a single saved game file. Only one saved
*““game can exist on a single Memory Card. All old data will he yeH
erased when new data is recorded. SSERS

Exit Return to the Course Select Menu.

? . _Car Select Menu Screen
++Both preset and new cars you've registered in the Garage are available in
-, i this menu. After choosing the car you want with the left/right Directional
j Bl.rrtuna. plaoe the cursor on Start and press the (O Button to select.

E Starl . Select transmission type (AT or MT) and proceed to the Race

: _Start Screen.
Garage Switch between the preset cars and the cars you've registered
or - in the Garage with the (O Button. Choose the car you want

Preset with the left/right Directional Buﬂr)nst i
{8 Exit Heturn to the Course Select Menu.




N

End of Time Attack

After completing the race, your lap times and total race time will be s
played first, followed by your overall ranking. Use the u fr.juwn Durechonal
Buttons to choose from the menu items and press the (O} Button to select. ll
your time ranking is within the top 5, you can enter ypql‘ name into the

records. Use the left/right Directional Buttons to mave ‘the cursor and the_
up/down Directional Buttons to choose letters. Ql'lée your na;np ,;s anterdd
in correctly, press the © Button to select. F Ea

Retry  Retry Time Attack race on the same course.
Car& Change car or course and play Time Attack again.
Course

Exit Return to the Mode Menu.




| VS Battle

Yol.r and a friend can compete in head-to-head competition, with the screen
'spflt into two sections (topsand bottorm):, As in Time Attack, you and your
.. . 'competitor can race new cars earned in Grand Prix mode. (However, only
L .-; cars registered in the Garage can bp usaﬂ.)

h.k m".. 3 Tl
-1 .The player to complete’ 'che requlred rlumber of laps first wins.
3 The face is over when ‘the fnrst playar Qaas the finish line.

mm-}-f iy .-
In VS Battle mode, the'screen is split into top
- apt_! bottom sections. Player 1's car is displayed on

ﬁr lolod Menu Screen =

| e - Both preset and new cars registered in the Garage are available in lﬁls-l‘rlenu

[ 'After choosing the car you want with the left/right Directional Buttons, place
l; the cursor on Start and press the: (o) Button to select. Player 1 selecl:s first.:

i O.K e Proceed to Course Select Menu. ok e
. ATor MT  Choose between automatic (AT or manual (MT) tran!m:ssmn.
ol l.allj Load car data from the Garage. Player 1 loads car data from

Memory Card Slot 1 and player 2 loads from Slat v

Garage Switch between the preset cars and the cars. youm’neg}st&red :
) Jor . inthe Garage with the @ Button. Choosa tf'le car gml want
. vie - with the left/right Directional Buttons. =~~~ - :

Exit  Retur to the Mode Menu.




Course Select Menu Screen i

Choose a course by using the left/right Directional Buttons. Yl:lu can also e

set the number of laps as well as the number aml gkilf level:of cars driven By iy

: the computer. You can change these settings by selécting the appropnate
menu item and using the left/right Directional Buttons within each menu, -
When you have changed the settings to your liking, ise the’ Direchonal
Buttons to choose Start and then press the @ B,uttpl:l to sslecj

Start --;{Starttheraca ’ y . i
Chousaﬁ'om2t09laps et 2 :

¢om car. Number determines the number of cars: dnven by | the computer
. (upto2), and ste.' seis j:helr skill-level (1.1Weald to 4 :
[Strongl)

Return to the Car Select Menu.

m

. End of VS Battie
'« When the race is complete, results will be displayed showing the winner and
loser.| Uss the up/down, Dlrecﬂona,l Buttons o choose a menu optfon and
preaa ﬂae @ ﬁllﬂtﬂhm selsct- i i




You can use the Garage to register cars that

you've earned in the Grand Prix," Once a car isin f 000 00 iiiae
the Garage, you can use them in the Time Attack FRE L 4T
and VS Battle modes: Registered cars can be :
customized with new paint jobs and preset decals. .

You can also create your own original decals to
customize your car even more!

s Tt R

Garage Register cars acquired in Grand Prix mode or cha.nga the
decal on a car. See page 23 for more details.:

Decal Edit ' Create a new decal for yourcan, See page 25-29 for
more information. !

Exit Return to the Mode Menu.

PRM 21



o . your Garage, chot

There are 8 preset cars initially reglstared in the Gar&ge' When you finish
an entire Grand Prix race, these.preset cars are replaced automatically with
any newly acquired cars. However, oncé you:have accumulated 9 or more

new cars, additional cars will simply be. qddedxto the Garage without being
registered. You MUST register these new cars in order to use them: To /. '_'
register them, or to cusﬁomlzgyour car, ohuosa Garage and press the @

_Button to select.
" .

:Whel‘r you wantto apla:e one- “of your B reglstered cars w1li1 anolher ca_r in

7o the car you want to replace with the right/left
. Directional B-ultons select Chanye car and press the' @ Button. .

'ldenhfy the new car you want to reglster by team and manufacturer and than o

7 -_'salect H15 ﬁl’ number e

‘gf cars available (A flashing number next

'.:lﬁa!annwwhumfahhhrwmu._-:
-_muﬁclnrur e S o4 S

E'iaf“'

Numhur of cars you h.wn 1 total numhur
to & tearm or manufacturer's name means .

e

# Tlmnunwﬁmwmemm

‘ snltchdnlr is shown Innrlnna the cars. - -

~ When mhisﬁspbynd ﬂuwmnolbe : &
lﬂll!:ind‘mnw itis liﬂadl' r!-aima

have acquirdd 50 far, The currantly

_inyour p aicn are'in' yellow, and the '
ceruyw donihm ht ambanspnrdnl




. with the left/right Directional Buttons
. and selectmg the. Desrgn menuy |tern by

~ . adecal, choosing decal #0 will result in a solid-colored car (Note that a. car .
s changﬁs d'lonsa O.K; on than Deslgn Menu ancl prass  the @ Bl.lHDl'l

- You can customize a car by choosing it

. prassmg tha @ Butlnn

Change Car Color
When the Design Menu is displayed, use the Ieﬂ!nght Directional Butl‘ans :
to choose the desired color and. press the @Button to selact it. Color
availability will vary amang manufacturers, :

Car Decal .
Choose Decal from the Desngn Menu and press the @ Button to ss!act it.
The Decal Select Menu will appear and sample decals will be displayed -
‘on-screen. Use the:left/right Directional Buttons to choose the decal you '
. want-and press the O Button to select it. Decal #0 is reserved foryour .
original decal (see‘page 25-29 for more nformntinn.‘l If you have not cmated ;

~ with color #0 cannot have a decal.). When you're finished with all your




This menu ltsm alluws you to save data Flrsl: enter a name fnr your Garage.

~Use the Directional Buttons to highlight characters and press the Ol Button
" fo enter them, If you made a mistake, press the (X)Button'to erase a
~ character and back up the cursor. The name of your Garage can be up to 8
' letters long, | When ou are ﬂnlshed ‘entering your name, move the cursor to
: End and press the Button to save, ;

1 Wamlng' Grand Prix, Time Attack, Garage, Hecord and Optmns data are
_ all saved in a single saved game file. Only one saved game can exist on
a single Memory Card. All old data will be erased when new data is
recorded

This returns you to the Mode Menu.

24 PPP|




The icons on tha scraen reprssent varlaus s
. functions which can be perfanned by moving | 1119 :
- eursor over the desired icon and pressirg the (@)

' R4 comes with several sampla Kacals for yout :
** also.create your own custom decal and install it on ‘your i
'~ own decal, choose the Decal edrf menu;item and P i

. 'select

ise right away, but you can

Button. Each icon functions as fnﬂows .

Draws at the cursar 'pq-iﬁéﬁ? s

‘Draws a straight line, .

" 1. First press down on the' -

' 0 Button insida the adit :

window, - KT

2 Keeping the @ Button

held down, move the S
cursor 1o a new mllan

‘3 Relaase the O Biitton.

-amundthectmrposlﬂon
I:with.lnuwmlnr LR

Eraser: i
IEﬂmapoEntattlw e
cursor position,’ [mlnui( = :

Paints' mtanwaofcnlnr

Iransparanl. .

A straight line will be
drawn between the two

points _-&hchﬂuoolnrusadin?un Line and i

. Paint funl:h‘am

BRR 2



Flips the contents of the edit
window vertically. ~

Wl'lhlhecursor mrﬂw&u y

icon, prass the © Button to

Gycls through 1x1, zxz, 4x4, 1
and 8x8 sizes. 3 "

Undh . .‘. i
Undo the last function nmi
retum the edit window to its
provious state (pressing the Bulton to switch to' .
Cr Button one more time will Move mode. The cursor
retumn the edit window to its will automatically be

original state before editing). ;I:::dmm the center of

s & Mmgmwmm Ty :‘
%anlmﬂ'ﬂllhl e N

Rotate o o 2 Holding the 0 Button’ .

] down while you are in
Rotates the contents of the Move mode will change y

"~ odit window 90 degraes -+ .« bove mode Wil chanor
* clockwise. ' .- Mods Cursor (releasing
‘ ‘ .-thn@autwnwlﬁchmgc

the cursor back to

. ammﬁmw ot

"'.-CIM' e n Uiyt

¢ t to move the

-Eraq.ihseoﬂhmsaf 4

_"_lhauﬂwlnalm Sl i




Allows you to assign
S tion to the, (%
- .can cyele through the
assigned function from
Dropper, Eraser, and Undo.
Dropper
Seo next page.
Magnilying Glass
Cycles the magnification
+ level of the edit window from
L 1X; 2X, 49X, and BX.

Allows-you to pd}ust.lhe paint colar

accurately. Place the cursor over a color

blrsndprauihe Button to adjust the

_color value (You can ebaﬂgs'ﬁn’a color value

in 1 unitincraments by placing the cursor .
on the arrow icon at either ends of the bar
and pressing the 0 Button.).

a*uw"‘f-l'- s

wnmghtmriatlum ng. énﬂ press
0 Button to select it.

* Warning: Loading a sample decal wlll
erase the design that is currently in
your edit window.

Scroll Bar

Scrolls the area displayed in
the edit window up/down or
left/right. Place the cursor on
the arrow icon at either ends
of the scroll bar or the bar
itself to scroll the image.

. Switch Layer icon
: wm-mmpm-rﬁw

Coples the image from the
top layer onto the bottom



hm:rg
IR

Layer Edit Function . . .
In Decal Edit, it's pnsslh[l “adit two
x separate images and then overlap them to

create the final degdli as shown on the lefi.
These two images are referred to as layers.

ey 5
Decal Edit Shortcuts ..
The following shortcuts are available usmg the L1, R1, and (X) Buttons in
« +'Decal Edit:

..;l';'l.f Button Pressing the L1 Button makes the cursorjump backto.
" the last function you used. If you hold down the L1 -~
Button, you can select each function individually. - ]

R1 Button Holding the R1 Button down makes the cursolf'_'_ i o
move faster. o

Pressing the (X) Button while inside the edit window will
- color of the Pen, Line; and P.amtl"uncbons to the




' When you are finished creating'your decal, move
< the cursor to O.K. and press the © Button. The
o decal will be reglshared as yourown orfﬂlml
~‘decal and saved in decal location #0.: You cannot
- register more than one sticker ata time.. When
" you are finished, move the cursor to Exitand
‘. press Ihe @ Buttorl td ratu_ to the Ga
“Menu. - -

* Warning: You will [ose'any |maga in your edit
window when you e:rt

&wﬂudﬂecal

the cursor on the Mamory Card icon and

ess the (O Button. This will display the Save

~ and Load Menu screen. After choosing Save or
| .Load with the up/down Directional Buttons and
. pressing the O Button, you can choose the
' Memory Card block to save the decal data ‘to (or
| . load from). You can save up to 3 decals, but youl
! 7 need to have 1.Memory Card Block: foreach

.+ decaliyou save.




Records / Save and Load S

Records et
This mode allows you to review the Grand Prix trophlas you ve:Won as wall iR
as your time records in Time Attack. .

Trophies Shows the trophies you've. won in Grand Pﬁx mode

Shows the top 5 lap times. To view car'data, p[ace the .
cursor over Car data, press the © Biitton and use the -
_up/down Directional Buttons to choose the record you
want to view, and then press the (O Button again. This .
will show information about the car used to get the
<record. Use the left/right Directional Buttons to select
records from another course.

Shows the top 5 total race times. Use the same_
controls as in Lap records above to view information
about the record.

Exit Returns you back to the Main Menu.

Save and Load

..+ This mode saves and loads-R4. game data. Choose a menu item with the
... Directional Button and press’ ma@}ﬂuﬂon to select. YOH can also save -

“Ra’s PockelStsﬂon Garage App1e‘t in thla ‘rlwde CSee page. 39-42 for more
: 'hmformahon.} -----

FfL Waming Grand Pm. T[me Atta;:k, G‘a!-'a.ge, Fleoord a- 'Ophons data are BTl
. all saved'in a single saved game file. Only one saved : game can esust on
| a single Memory. Card AII n'ld data wnllba erased when new data is
! recordsd (e

2R




Optlons

In Optlons you can change your sattmgs for cuntrullers
screen display, and sound volumes. You can also access
the Music Player feature here to listen to-géme music. _-'_
! Use the Directional Buftons to choose menu, |tems and

’, press the (@) Button to select it

ol ot Playoi 4.

.. This enables you to configure the settings for Player 1's controller. Use

“the left/right Directional-Buttons to choose from 8 preset controller .
configurations and press the ©) Button to select it. . If you are using a Dual
Shock Controller, you can turn Vibration on or off by using the up/dnwn
Directional Buttons,

If you are using a'NegCon or Jogcon. you can adjust the sleenng setUp for i

enther controller after you choose the controller conﬁguration by pressmg
the ©) Button,

If you have a Negeon, hold the NegCon in an. untwusted posllion and; press TS
the START Button. Next, choose the Steering Play amount with the left/right

Directional Buttons and, press the | Buttoh to set it, Then use.your left/right

Directional Buttons again to choose the Max ‘Rotation angle for the Negcon -

and press the | Button to finish the setup.

If you are using a Jogcon, set the Dial at the dasired centenng position and ;

press the START Button: Next, choose the Steering Play amount with the
left/right Directional Buttons and press the © Button to set it. Then use.-
your left/right Directional Buttons again to choose the Max Rotation angle.
for the Jogcon's Dial and press the g@ Button. Finally, select the Force =
Feedback Strength amount with the 'left/right Directional Buttons to apply
_resistance to the Jogcon's Dial: and press the @Buﬂon to finish setup.

Controller Setup: Player 2

This allows you to configure the set'tmgs for Player 2 's controller.  Adjust EEE 31

settings as described above for Playar 15



This feature enables you to adjust the wlume balance batwean the back-
ground music (B.G.M.) and sound effects (S.E.) dunng the game. First,
choose either B.G.M. or S.E. with the up/down Directional Buttons and
press the ©) Button to selectit. Next. use the left/right Directional Buttons
to adjust the volume for that setting (setting it to the left will lower the vol-
ume) and press the (O)/Button to set it.  You can also switch the audio output
between Mono and Stereo output under the Output menu item (Enter the

. Qutput menu and use: the Ieftfnghi Dtmctmnal Bultzms to swn!z:h between

'.tha two. sethngs J. St

Use the Ieftz‘nght Dlrech‘onal Buttons to ad]ust the posihon of the screen.

This is a reference screen that_you can use to adjust\the.b_rightne_ss setting
~~on your television. For best viewing results during the game, adjust the
- brightness setting on your television so that all the clrcle marks on the
screen are wslble : 7

Music F :
 The-Music Playar allows you to listen to ﬂ'la music that is played dunng the
_game.' Use the left/right Directional Buttons to select'a song. Press the@
Button to exit the Music Player and return to the Options Menu. You can -

-have a special display eﬁsct on the screen ifyou press the @Bu'tton dunng R ]

~music pleyback

m
-Return to the Main Menu

nEEE




Manufacturer Information

ASSOLUTO Age solo

Country. ltaly s Country France B

Type Drift o Grip

Note Assoluto’s car : Their designs
designs are focus on
characterized compact, aero-

by fluid, sporty dynamic body
budy styles. ., styles.
S R

l_..?i.garJ. TERRAZI
Country USA Country Japan
Type Drift p Type Grip
Note Lizard’s designs ‘ PETE Note Terrazi is
are noted for % renowned for
their dynamic their varied

body styles.

: and aggressive
‘ forms.

PPP 33



Team Descnptnons

umn " “Easy .
'Prp e A French team wllh cars '

S renowned for easeof '/
~handling. The team also |
~has a new owner fnr this
saason o

:wchné!z’l'héir cars
are tuned for hlgh 2
erfor

WAL

P M A Y

Pac Racing Club (PRC) Dig Racing Team (DRT)

Tuning Normal Tuning Expert

Profile A new Japanese team Profile A winning team in the past,
competing for the first time this American team is in a
this season. Their.cars are slump. Their limited budget
tuned for balanced will make a winning season

g parfom'lanca s phalit difficult to achieve.

| Pec |

JEPPR.




Course Descriptions

There are a total of 8 different courses. The layout of each course differs
greatly, so familiarize yourself with each one to develop yout tacing strategy.
Although the race drder for the courses.are preset in the Grand Prix, you can-
chouse courses’ freely in the other race modes

il S RA

Holtor Skelter _

Helter Skelter is-set in a futuristic.
port city under development called
Namco Mirai 22. Freeway overpass-
es block your view, so memorization

.of the course is a must.

Wonderhill is a course that winds
through gently rolling mountains.
While the passing scenery is
beautiful, there are plenty of
‘curves to keep your eyes on the

. road.

Thls isa mght cuurss wlth straught- :

. aways and devastating hairpin turns-.

that require excellent driving skills.
Don't get too distracted by tha :
beautiful night: scaneryl

LT OF BLLE BLUE
Whileit shares a sechon of track
with' Helter Skelter, this track goas
through a port area, so'you'll see
warehouses and.cargo ships.
Beware of the nght—anglo turn near
the docks!

PP 35



Phantomile is the shortest course in
the Grand Prix. Since the course is
wider than the others, fast lap times
will be determined by sklllful and
aggressive cornering,’

Heaven and Hell

“The first half of thls Coturse rk;:;';h?
same routesas Wonderhill, The sec-
ond half-provides challenging curves

that provide plenty of white knuckle
racing thrills!

This course shares a section with

. Edge of the Earth, but it's one of the
longest in the Grand Prix with 2.

_ vicious hairpin curves. You'll have -
to master them to ensure victory.

36 pPP

Shooting Hoops is an-oval course
that sets the stage for the final race
of the Grand Prix. Speed is of the
essence on this track. Even small
mistakes may cost _vou ﬂ'm raca!



lbchmcal Advme

Acquamr yourself wﬂh the an and Drift Camanng Mafhods These two
cornering techniques form the basic backbone of racing strateglss in R4 If
you master ‘lham. yuu'll be oﬂ ‘your way to ru!ing the cnursesl i

This technique employs reduced. valoclty contl'nﬁed :
with the accelerator, Reducing accelerator input right
before a corner will increase tire grip and enable you to §
quickly slip through it.* As you clear the corner, increase |
accelerator input to increase your speed onto the
straightaway.

When you attack corners, stay outside of the course at
‘the start of the curve, and then come close as possible
to the inside of the course at the apex of the curve. As
_ you come: out of the curve, move to the outside of the
course again.

This cornering method works well with Age Solo and
Terrazzi Cars.

¥R 27



Drift Cornering Method

In the Drift Cornering Method, you must intentionally
put your car into a controlled tail slide to negotiate a
sharp corner. This method is well suited for cars by
Assoluto and Lizard.

To use this method, turn steering sharply to the mside

of the curve as you near the turn and ease up on the

accelerator. By pressing the accelerator again, the tail

of the car will slide, causing your car to “drift." The

longer you release the accelerator and steering is
" turned into the curve, the stronger the tail slide will be
e when you reapply the accelerator.

After the tail slides, turn steering back towards
the outside of the curve. As.you exit the curve, let

steering go neutral and press the accelerator to regain
your speed.




PocketStation

! Yuu in use the PocketStation with R4 to exchange cars earned in a Grand
" Prix with another PacketStation using infrared data transfer. To save the A4
i Garage Applet onto a PocketStation, go'te,the Save and Load menu and

| select the PocketStation menu item. Sae':lka following pages for more

i nﬁ;r(nahnﬂ on safting up. ﬂm mmqﬁrs Wen two PocketStation.
. Important Note: Uslnc \hb'ﬁﬂw apﬂ-j.pad feature here only

sai‘(u tha m Gauuo Applet and M*ﬁlﬂ actual R4 game data!

seconds it will show a menu screen. You will then be given the option to
Exit the PocketStation applet or Continue to use the applet.

TR, o
——————— LCD DISPLAY E

I
|
|
|
|




This mode allows you to send data for cars you've
earned in a Grand Prix to another PocketStation::
(Your car data will not be erased when you do, this

1 When the Title Screen is shown, press the SELECT

*ﬂEﬂEEE*a

Button to go to the Send/Receive menu. Choose
Send using the up/down Directional Button; apd
press the

{2 ) car data is available, the Taam Sefect menu is- -

- showh next. Choose the team usmgetha left/right
Directional Buttons and press the SELECT Button
(If there is no car data available, you will be .

returned to the Send/Receive menu.): You can -
return to the: Send/Receive ment by pressing up on
_+ the Directional Button..

ELECT Button, - iggtisis

4 #SEND
RECEIVE |

; Key to Team Abbreviations:
.~ DRT ‘Dig Racing Team MMM  Micro Mouse Mappy
PRC Pac Racing Club ATS  Racing Team Solvalou

. 3 If there is data available for the team you selected,

~ ' the Maker Select menu will be displayed next (If

. there is no data available for the team you selected, -

‘you'will be returried to the Team Safec}manu.} :
‘Choose the manufacturer using the left/ G'?

Dn"eéﬁana! Buttons and press the SELE

“. You can also retumn to the Team Sefée’t meny. hy
<. pressing up onths Bamcﬁonal Button.

'ﬁHeSzreen

EilIT

Send / Receive Menu

TEAM =~
225320

e S



& ‘ If data is available for the manufacturar you

“- - selected, the Car Number Seléct menu willbe
- displayed next (f there is rio data avaﬂable forthe ' = .
manufaciurer you selected, you will be retumed to -

- ‘the Maker Select menu,). Choose the ¢ar number .
. using the Iaﬁ/dght Directional Buttons and press. |\

‘the SELECT Button. You can return to the. Maker
" 1Select menu by pressing up on the Dureclmnat
Button.

5 Once you have completed the sattmgs'm numbers-l
through 4 above, the Send Confirmation' menu is.

-+ shown. If you want to send the car data, make sure

the other PocketStation is displaying the Receive
Screen and press the SELECT Button. If you want

to make changes before sending the data, pressup y
on the Directional Buttons: You will be retu'rned to s

the Car Number Select menu,

" Car No. Select Menu

CAR Mo, &
1020

ANo 1 0¢

-
Tm:mmm
ME:AST
CARHe |12
+ 0K

Karwmmiuﬁwm it
TM Team bl - MK Muksr

@ When the data transfer has been complstsd
'~ successfully. choose Exit and press the SELECT
Button. Choosing Aetry will bnng you b'ack to the
Send Conﬁnnaﬂpn menu. .

- _'smdconﬁmiauonManu e

+RETRY
ERIT




Receive Mode RO A Al

This mode is used to receive car data seﬂt in Send
Mode. ’

1 Choose the Receive menu «rhem]z‘_a[n "tha
Send/Receive menu and then press the. SEL

Button. This will showlhe Hmm Sfarrmanu

2 Wheh da!a tmnsfer is: mmpleted, the:Receive __5
' Confi rmation-menu is shown.. Press the SELECT
~ Button to return to the Title Screen to leave

.- Receive Made: {f any data transfer errors occur. or '--.

- if there is no data input for.a spaniﬁad length of |
/.1 time. a data reception error will occur. When this
e _happens. you | wIIl ha returnad to the Tnle Screen

SEND
+RECEINE
EnIT

PRESS+

SEND
TRANSFER

- Mc;hn_Shﬂ Menu

TRANSFER
COMPLETE

Tm: mmm
ME:AST
CARHe 1

Sl

g crapronpRics

| PRESS+ |

Bmlve Conﬁrmatlun Mvnu -: !
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