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.US:E;AND CBNSULT YIE}UH IEHZ]CTOH BEFGHE BES__...NH-_, G PL
| Toreduce tha puss:b}hty of sunh symptums, the uparatur"
. Sita mfmmum of 6.5 feet away from. the telewm
|+ Donotplay if you are tired or have not had much s}eep |

e Make sure that the room in which you are plawng has all the lights on and is well lit.
= Stop plawng video games for at least ten to twenty mlnutes per huur Thls wﬂl rest *,-'Dur eyes, neck, arms and fingers so that you
can cuntmue c:urnfurtahly p{awng ’[hE' game in the future . .

OPERATING PRECAUTIONS

To prevent personal Injul’?, prnperty damége or malfunctmn
» Before removing disc, be sure xthas stnpped spinning.

* The Sega Dreamcast GD- HE]M disc is intended for use exclusively on the Sega Dreamcast video game system Du nut use this
disc in anything ntherthan a Sﬂga Dreamcast console, especially nut in a CD player. . R

' Do not allow fmgerprmts or dirton. mther side of the disc.

 Avoid bending the disc. Do nnt‘much smudge or scratch its surface. = - i
Do not lTlUdIf‘f or enlarge the ::enfer hnie of the disc or use a disc that is cracked, mudlfled or repalred wrch adheswe tape
o B » Do not write on or apply am,rthmg to either side of the disc. - - -

B Stnre the disc in its original case and do not expose it to high temperature and humldlty

. » Donotleave the disc in dlrect sunlight or near a radiator or other source of heat. e - - - L
' Use lens cleaner and a soft drw,r cloth to clean disc, wrpmg gently from the center to the edge Neuer use chemma!s such as.
~ benzene and pamtthmnertn clean diSG : e : i

| :":'PRlJE[:TIUN TELEVISION WARNING

till pictures or |mages may ﬂHUSE permanent picture tu
ec} games on large- screen prﬂ ectrun te!ewsm

GA DREAMCAST VIDEU GAME USE

amage or mark the phosphor of the CRT. Avoid repeated or extended use

ni 'wdeu game system cmh; Unauthunzed cnpwng, '  _ _
. laws. The characters and events purtrayeﬁ in thisgame a're ;}ﬂrely ftﬂt:nnal Am,.r stmllanty to {:nther persuns lwmg or dead |s

Eurely cmnmdenta!
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Tl'aclﬁ glecllon . .
CarSclection .. ....... .. .
Playing fhe Game . . .. .. . ... .. .




Puwer Buttnn "
. Thisturpothe b
. mitONor BFF-: T

o _:"'_':Cnntrul Ports

D\ ﬂpen Billttﬂll |
~ Pressto Upeﬂ




. '.'-;_'-:Analng Thumh Pad e

. xpiter

Dlrautmn Buttun
{]] Buﬁun}

S

Y Button
__ BButton
+-—-7- A Button

' StartButtnn __ : y Ll

: Exp'ahsihn Sluﬂ f

Fllght Trlgger £

{Tr{gger H}

-’San _Fra“C'SCC’ Rush 2049 supports the
device.

— Left Triggér

Sega%ﬂ Dreamcast Jump Pack™

Sae ‘your Jump Pack’s dacumantaﬂen
. -_g:;:;;}ffnr__stztup;_:and ____usagc .

o __'D rqamcast

. Starf.

(Trigger L)

Expansion Slot 2

SEGA DREAMCAST JUMP PACK™

. .---'f}:fRusah 2.49 Brzfortz turning. the Sag affi. i
o ::555:5?{{.'rcza"}_ﬁﬁffif cast power .N _connect thfzf.‘-f
~ controller or other pcznphqral ‘equip-
~ ment info the confrol port5 c}f thc S g

o rarurn to the t th screen ar any pmn-._____-;-_._.

__ during game play, smultan{wusly press

~ and hold the A, B, X, Y and then pres:

. Thls will .
Dreamcast to soft-reset ’rhﬁ: E.c::ﬁwar@-;_ ’

and dlsplay the title screen. ' |

--_;--play San Franclsc:a |

i-

cause the Sega
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View
(Down)

Shift Down
Pause
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- . Important *
Optzranon Wlfh lncompatlblc contml[ﬁa

"'“NU/SU lﬂMCNU NAVIGATION
. lif_fWhGn na\flganng Thrtugh menu screens, usc?.""""rhe'-"'-'
 Pad) to highlight salections. F’rc&:s the A Buttor
__j’j;_.._‘accqss|ng another menu or saving a garn@ f'er
menu wﬂl axit you bac[ﬁ 'ro 'rhcz pravious scrmzn "
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LA T L LT R
’ i

“his _opﬂon Jats you salccf how many playrzrs will bc SRS

B playing. Press Left and Right on the Directional Button or tha Anal#g Thurmb Pad fc:- chooscz o
i the number of players. The number of players available using this option is based on the
& number of ccanfrollczrs pluggcd lnto yeur S:zga Dreamcast PFEES the A Button to view play-
1 r:-=5ub~opflans' - |

| ;_-;; lf you r'cz rczaciy 1‘0 go ITlElIﬂ(Z ThIS SG]GCTIOH Yaur scor(z:s WI” not be saved, but you will get

".your race going rlgh’r away. Sca Gama Modtzs, Pg. [2 - 14, for detalls for sub-oprlons
:_'uncler the Just F’Iay opﬂon. - . . | -

':}._'-'ocllfy your'-céhfrolier (,se:e pg l2 )

_clc»:ct rhe s[ot (A 1/2 [3 I/2 atc.) that houaas the VMU you want ro use to r-'l@ad or save
B your data. After you seltzct the VMU you're umng you can then sqlecf Cmafe Player to
o sava data to a name that you specify. When you select a VMU that contains a Bush 2049
aved game, the names of those saved games will appear on-screen. Sel c;cff"rhfz;j"savccl filr.z
N 'press thc A Button 1‘0 ra:turn to rhar saved :.gamc (scrz, Vlsual Mce':mory U if"_.j_;'pg 5) .

:_ei.__rhls opﬂon, thcn name a ﬁkz 1o : save your racing clata to .ncc you creafa a p[aygr,=--'="i*'-"--'--. --
me will appear as an option. You canr-' fhc!n modlfyt;_yeur confrollc:r spcz(:lfift__:_aily for that
ee Injtial Controls, pg. 6). Select Delate , then highlight thc '_"cf""'atéd ’playcr ’ro"'

¢, Prass the /-\ Button to ram_f___ ve thcz EIGCTGd crcafed _playcr .




____'also set the Music Track fo its initial setting (this plays a different sonf
~ can cwczn turn 'rhcz mustc OFF.

- NDEOS & ’ |

_MEII‘EG Eld_]LlSTl'ﬂanS to thcz picture to flt your trzlewsmn_beﬂer If nccdcﬁ
_ the Horizontal and Vcrncal Ccntars Thcf: Inmahzﬂ
"_?-i.jf-{l_';,.__..to its. .ngmal 5Etrlng

}_f-hcf: .pﬂons Mcnu allows you fo change certain settings in the gamc Saa Opﬂons pg
10, for complete details. - -

VIGW Sfﬂfiﬁflcs gatharﬁ:d in the: game or rha: 5tansﬂcs j_?. .
8 for a sPrzcrflc creafec '*5?5:_-.PlaYer You can wr.zw traclﬁ B
| fimes, racing stats and even ghost fimes. -'

Once sclected, prcss Left or nghf on |
:__-_;_-._Dirrzcﬂmna[ Iuit@n or ;{:;5;._;.___f_;'_j;__alog humb Pﬂd o cycltz ' o

through the vanous. caregorles

racmg staﬂsﬁcs savac[ fo that VMU

AUDIO

Adjust the volumes of the game's Effects and Music. Press chfr
Directional Button or the Analog Thumb Pad to raise or lower the

d Right on the
lumes. You can
er frack) or you

can r:hangci.r
tore 'thc plctur."'""

C rz’n’r:zr 0pr|on will

'33'_._'-:'3_:--_'-___-;=or blélglﬂ e not ]JIEICI'S acl _j ust 1htz com‘rast
'Rush 2049 plCTU]‘G posslble.



__._..__'Glrzct t:';j;??f'@?ls_.' opn@n ;f you wam fo sqnd or racaive amaxl messagas Use your Analog
| Thumb :_-;ﬂf;"a'ﬁc] to hlghilght keys on the lﬁayboard ‘then prcss the A Button to select.
_ ?E-f:’ﬂeptzat this pmcass to __I._if._:__.-pe your mtzssaga Chc[ﬁ Srznd to send your email. You'll be
'f__prompted lf y'c.:u havc aﬁy mczssages wamng .

I‘:]g'ht ant and pr@:ss rhe A l "'@ri L




~ anything before a race, you can. ‘access the |

i he l Iutton to actwate your changes and

Radar allews ycau ’ro see what is bahmcl you via El dlsplay on the left

ff-_'.fﬁ_'.'_:__:;:;Your car = Rad ar can bc fu rnccl ON or O .FF hcrrz ‘

- :__.-'-jijf}i-"]'hls is another on-screen display Thcz
' ::“'""__;::___;.__:has gonc by You can Turn ﬂ"lIS option ON or .FF

1Ll

"Thcr, .pnons Menu allows you fo ElC[jl.IS’f different
_in-game settings. lf you dont want fo change

\...:farq-_-'_!-*_\;'"_l—_'.—\_—‘__l—_ =

. ';:"j ___.Opnons Manu clurlng gameplay by prc«:s-samg |
| Hdrtio pause the game. |

T adjuﬂt an OPI’IOnr hlghhghf it, then pre55

'_'j.,_.._-.-:-_-:j'{:qut and Right. Whtzn you are ﬂmshacl press

f-}i'rczturn to the previous menu. If pausing the | o . L .
ffgarnc select Continue and press the A Burton to F(ZTLII'I'I to the game.

LANGUAGE

 There are six Ianguagcs available. When you select a language, “all on-scraen text (in §
- menus) will be shown in that specific language. The initial setting is English.

PLAYER ARROWS | P
When playing a Multi-Player game such as Battle Mode (sec pg 26) ‘the Player S
Arrows will show the location of another player. These locations appcar as arrows and
point in the direction you need fo turn to face your enemy. They can ]J(Z sqt to Glther

- ONor OFF.

 TRACK MAP
"':Thls Wl“ turn thq Traclk Map (locafczcl on-scrcen) ON or OFF.

ide of the scrcza

CLAPSCI

'::'_I-lTl(Z Clapsa'zcl C[DC]‘& mdrcat s-;how much"






- Tha cmnrrols opncm 15 avallablfz under Thc: Playrzr'_""a

;.'iﬂ'lﬂf yeu wa nt to corraspond

- '.;.-.c_o.n-.rr.ols_, press the B Button.

| -.'_._Franr:lscc Rush 2049

3'--'-*--'-2-1?’-5'-;;fff_g'j-fff-.:-shortc uts and sc»:crat pa’rhs fhey confaln

TSR TS O T

T e

ek

~ option on the Main Mar '-i'f'*'-:“rf-'zr:é.cu can changa the
~ saitings on your controllcr using this opfion.
' Press Up or Down on thtz Analog Thumb Pad or
Dlmctic:mal Butmn to view the different actions.
_'.'_-__,;'_-;Next prtzsss Left or R;ght untll’";_}ou_stz:z the bufton’_._f"
with the action. An

& '::.:_l\_c'-_i'ﬂ? oG Am S s

i e

ik
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S e T R e e L

X will appear next to identical butfons. This [§
' '__-WII] Iczt you lsnow what actions still have to be changcd

If you made a mistalse and wanf to restore the controls ta fhczlr initial 5cztnngs htgh%:}g
""'-.‘-l:ght Initialize S@trmgs and press the A Button. When you are finished changmg the &8

--..]:lNGLC RACC (1-4 Playar:a)




AACE (1 Player)

{:_'Iaps ga bElClﬁ f@ fhc: 'ﬁ‘ach Menu

. g'_Unclccr thr;;; iptlons porﬂ_on of thc mqnu____hlghlighf GhO$T5 Nexr press Lt?:ft or nghr on fha -

B track. B lcfom you talﬁq on thq fastest ghoﬁf you may wanf fo clo semq clostzst races first.

. CIRCUIT MODE (i Player) _
I Arc you good fznough fo cznter a racmg cm:un‘? There are four circuit levels in
y.u can CG]TIP(IT(Z (Bagmncr Inrermadlatq Advanced and Extremea).

lethnut a "Visi_lal ‘Memc:-ry Unit (see pg. 5), you'll be
| e | issued a code after finishing a Circuit race. If you have

evecooe a saved code, you can enter it here. You Il return fo that
B Circuit fo confinue your race foward the champlonshlp

8 Press in any direction on fhrz .rrqcflana“'f}lutton or
B Analog Thumb Pad to select a I@r’rcz'rf:’Pmés ’rhq A

Button to select the lefter you want, then rc
process 1‘0 comp[atrz the code. thn ’th_q,'__;{-ia;;_;__: f.;;;.?charactar

lnvalld Cocl:z

__t_?:?i"the o an

odtz;f:hallczngaﬂ You ta clafrzat a rqcorcltzcl raca b}f matchlng Y@u agalnst a

%_.C_.lho.st you'ha"wz ’r@ rrzcord a ghost racrz by yourself Oncc ymu havE flnlshe:cl all rqqmmd :-

:_fsc*:lczc:t the closaﬂt 'm'ne fo thrz one you fInlﬁth the: racrz wnth Fasfczsr is fh-:z fastcs’r ﬂmq f@r thatl

TPY Gﬂ’fﬁ:rlng ’rhrz numbczr agam to ﬁx“" 'r:a r':"""'rn ISTE[ [ﬁG



B - put '(he' pedal 1o the floor and go nuts! There's a total
'- ...'-..'.';3_:'.;'_}'%::;1‘ 4 Sfunt ’rraclﬁs but you Il need to unlock the other

STUNT 014 P]aym) - -

In Stunr Mocle one frack is initially available for you

. .---’._l{_fhrqcz by accumlaflng Stunt points (see Stunt Scoring,
pg. 25 for point totals and other information).

~ T'he object of Stunt Mode is to score the most points
_by performing some outrageous stunts in the allofted N
~ time. The player that can pull off the most flips, spins and rolls is the Wlnnt'-:r1 -

Note: You must accumulate 1,000,000 points to unlocls Obsfacle':;_.:_Mgodq.

OBSTACLE ( Player - must be unlocked within Stunt Moda)

This traclk features a variety of rooms to navigate through. €ach rm has a unique &
- chalienga Some rooms challenge you fo glide through them. Otha ;f'r:.entam precise &
¢ nmlng ancl jumping. This is excellent driving practice for mas.’rcrlng cdntrol so drive
as fast as you can ancl fry not fo hit a wall. -' .

BATTLC (2-4 F’Iayar) -
L Up fo four p[aycr5 can enfer an arena ai __r:z._-clra batﬂe /-\r'_
yourself with- hlghly destructive weapons and talke o

8 your tZI‘*iGlTlIGS Tha playqr who qarris :;h'_ Tmost point




.}aclﬂ ‘a variety of OP“O ns ﬂm-f{f |
ptions ca_n be: u5ccd"

;'__j0pnon W[” rccﬂact the ’rraclﬁ you re racmg on. For cxampla 1f a tra
_:furn it w;ll now . bc a nght-hand turn T'hzls opnon can be furne'cl g

= = :
e T T e e T S D e BT T e S R SRistesEemiise: FEizzs
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- "'f:'-.'}'r"ai-ccrs h‘ sa goocl sfrafcgy tb Wétch them and fry ’ro follow rhe:[r path Thcy usu’a-léfl.f"‘

= DEFFICULTY

"_;f-'nons If ls

compantwe and rrlclﬁy Droncs are fasr and a_ccuratcz-ff-ii;
. 7 lﬁnaw*-‘ '
"":rha: basf paths. If you can keep up with them, your chancc of wmnlng should incraasc

| How difficult do yrl:a.u #&ént thr.z drone:s to be? Thcz furrhczr you move tht; lcmzr to thcr, .f'lghr .
 the more d}fﬁcult the drones will be to defeat. Rcmamber that the more chfflcult the dronr»: '_ -
- the more times you W[" lose.’ -

DEATHS

When you crash (and you wilD, your car will automatically reset itself _f_l.l fhrzrup the trac[ﬂ |
If you have the Deaths option turned ON and you crash, your game will be over. This -
~ opfion can be used to your advantage in Circuit Mode. If the Death o ___ﬁptlan" is __ag:_t_l__vatac]

._czvczry car (Includmg the drones) that crashes will be eliminated from th T ﬁ.é:.

--:-.lf the Iaafh opnon is turncd OFF, yaur car will res_r.zt l’[SGIf aftar every c:ras You can also |
. _-.'____aborf rhc r::rash yoursqlf by prrzssmg Up on thrz D| actiona g e




Vher __-?hooslng a car, you can CUSTGm]ZG n“s faarurc»:s---._if-' .

exsorerme as wa:ll as appearance. You can change ever)rrhing_;_'_‘. .

. '-_.f%rom frame weight, the color of your car and aven .
L "*n_r thrz rims! PI‘(ZSS UP and Down on the

--__':fhc': dlffarant car opﬂom

Ty —_— '-'-changlng_"f_" ‘;’-eur c:arr prcss the A Butfon.

aﬁrcf, thc OPTIOHS. y@u can changcz on a car
B TRANSMISSON
fj;;-g_'-";'tzlrzct what type of rransmlssjon your car wn]l ham Yc:-u can 5elect frorn a vanery of Manual
¢ (requires shiffing gfzar‘s) and Autornatic (no shlftlng nnzcczssary) transmissions. Try out the
L l'a"nous types of transmlﬁswns to find the one that worlﬁs best for ycu

. .U]\[G

:;.,'lrct:n@nal Burton or Analeg Thurnb F’ad 19 wew- :f ]

nge ari':' .'E)pfl.l'}, h;ghhght n‘ ancl presa Lg or
o view the opfions. thn you are flmshad o




CNGINC

There are o3 chfferent angmes you can select ranging from a 3 2 Ln‘rc.r ngh Parformancc Vél '_
fo a h|gh~powaracl 8.0 Litre V10! Remember that the bigger the engine you have, the fasrer .
“and heavier your car will be. Try them all to find the one that surrs you best . B

RIMS

After you've given your car its sweet paint job, why not tricls it out furthrzr with some new . f
rims? There are 24 different rims you can put on a car. These don't afftzct y.ur car's per-
-_formancc bu’r ’rhay do lools good! -

-":-f-:---.-f-rolIa_b______:__'_':fi_:but a sc:’r of 'forbad tqus can h@lp you-- rizcova:r fasfczr -




-'_,_.'_f'%j_hc framcz can havg a dlrczct rasulr on )IGLH‘ car s

" .:':::;;'{:j_.if'.:hE wmgs that are a’rrached 0 your car:-
'I'he [angfh of these wmgs.

h ng 312’.@5 arc-: Small ancl Lafge | :.. "

& _,__,:-""?You can stzlcct Stum" wmgs buf only at the Car SG[ECI’I@H scrce:n |n S’runf
" .;_:_.;;;-._.;:_':-._?i'i}f-.ff___ModtL Thcy EIIC[ in 5uccssfully mcrc—:asmg your sfunt scorrzs =

BT AT LI T

_ rﬁay not lilse the color of your car at tha Car E

-."'-_"'f"fhilc a hczawer framrz w1ll Pl‘o--- o




M AP e St

2. Odometer 6. Coins (Sllvcr/Gold)

3. PRacar ' 7. Tracls Map -

4. Current Placq 8, Race Time = 5
TRACIKK AND CAR DIFFERENCES - o
Before you enter a Circuit Mode gama or another mportam‘ race, you rnay want fo test
~out a faw chff:znznt cars and traclss first. Not all cars handle the same. Stmcz are bullsi- FEEE
~ar than othcrs while some tend to slide around more. Tracks are. tmally different. S
tach TI*EICH conra1n5 many jumps, shortcuts and sharp turns. With fhz "Ti‘aclﬁ Options
_ you can ewzn race the trac[ﬂs baclﬁwards (the fl‘ElCI"\ is baclﬁwards N.T your car) and
-.changa othqr semngs - P |




S guara ntztzcl to é-,ﬁﬁc_-.ybu crash and*’ﬁib_:__-:_

B '-5"’_-:.--i'3‘-|‘§lNG TU P\NS - . . .
>me turns in the gam:z are Iong a ___.'jeoo'rh' ofhcrs are hard and faﬁa“ As yc::u antcr -
long turn, slow your speed and accelerate out of the turn. Try fo hug the inside wall

he turn as it will give you room To sptzad out of., Sharp turns have the tendency fo

__:_"'}car out of nowhere If you're not paying aftention fo them, you can crash. .

= When malﬁmg a 5harp turn, slow da.f.f;;:..;n-i.; right as you reach it. Next, tap the brake until
ir car almost spins, facmg the direction you want to turn. Then, qu1c[ﬁly accelerate
& lout of the turn. Another way to turn sharply is to just slow down and turn the wheel
éii'd ‘Then, accc:laraﬁz OLIT of the turn. Try to run a few Iaps in F’racnc@: f_.fod_e: first to
__f?sorne EXPGFIGDCG on that Spcz:r.:lflc: fracls. - L




o e:mcrga' fro

FLYIN G - . e .
'I'Iylng IS a fun but cmcr "l{;;,;parr of Thl.‘:‘i ga'-”‘"*

"f_he 5|d<z of your car and allow you ta ghde'for a Wh[[&' Whll@: yau re (O
 inthe die ho[d ';.dowh fhc wmg butfon. As you hoﬁlcl rhc button, you can move the Anal
- Thumb Pad to malﬁrz yc:ur car tum Prczsﬁmg Lr.r.' ncl nght will malse the car roll lf‘ yo.u_-
. -_-_pFCZSS Up, The car will rw ng Down will lift the car's nose.

"3'-:.'}'___lf you pr¢55 |n a CIITECTIOH for foo '"[ong your car will have the tendency fo fllp To{fif:{
recover a flipping car, press in the opposite direction from which the car is flipping.

It's important to lkeep holding down the wnng button! If you let go, the wmgs will

refract and your car will start to fall to the ground .

Whan your car is in the air and approachmg an anglfzd
road, try to raise or lower the front of your car to match
the incline or decline of the road. This will help your car
to land more securely and get better traction on the road.
It talkes some practice, but controlling an airborne car is
a very helpful slﬁil[ to master!

- The only fIITI{Z whcn it’s alright to let your car lose con- ]

-_ _11'0] is in Stunt Mode. The object of Stunt Mode is fo earn the m05f p@mts you can
by dolng the craziest stunts you can, When your car is in the air, feal free to hold tha
Directional Button or Analog Thumb Pad in a certain direction, allowing the car to flip

. and spm rapldly Jusf malse sure you hava qnough time to recover, th(ZI‘WISE you wo !
:'f‘-_:-_'f:-"f_eam any p@mts | =

. Wm95 are not avallabla in Ghost or Batrla [T'IOd(IS Stunt wnngs artz avallable cmly r
o] i Stun’t mode e a0 '




portant .tb'fmrcz thaf lf you s:za ana ITlEl]ﬁG s u ra -




"-'"'Zlﬁ""'confmls thn yeu resume playlng your ncw comrol settings will be active.

Al DIO

 This option a]lows you to turn the Effects ancl Music volumes up or down. You caj_; jj@
also select Siereo or Mono sound. To raise the volume, press to the [Right. F’rass to S
~ the Left to lower the volume. You can also change the background music frack hqrq'__?
“as well. .

VIDEO

If the screen is off-center, it can be adjusted usmg this opfion. I"ollcaw thr:f, instructions
on pPg. 6 to changc the video settings. :

Restan‘tha curr_am..racc or game mode.
S :;.'-QU ]ff-:f'_ " f""f, e L
: ___G)Ui’r fhc gama You will be aslsed to conf;rm YCS or NO first, Ma]ﬁ&: yﬁaur 5czlczcnon__g -
a ncl prass the /-\ Buﬁon o i il - |

NMQ

E{SI‘;GC{ for CQI’!fII‘ITlEI’f]OI’l




"5.?;_;;55"h153-:".b0.nus..ls g.'mzn f.r only usmg'thrz wings for a shorr pquod of fime and success-
§ f 'lly':jilandjng a ﬁtunt (I@Ss thrzn 3 saconds) |

'ﬁ“lplrz bonus
Quac[ bonus




5 pomr o 5. p@[h‘rs’f-"ﬁeaded ft::e f“}-f;;;rmzrmm'

¢a wcfor

/\f’re:r you have EldJLISIECI the tracls options, all p[ayc-:rs can select their cars and changaiﬁf --
the car seftings. After all players are reacly prcss the A Button to begin the bat’rlc -

BASIC RULES OF BATTLE

 The ObjECf of Batfle Mode is to get as ma ny Kills

needed to win. This is accomplished by using | L
weapons on your enemies. Your kill count will be
displayed in a corner of your player-specific screen.
Cach player has a Damage Meter in the bottom-cen-
ter of their screens. Once the Damage Meter runs
out, so does your life!

e

|
L W
It will take some weapons longer fo desfroy a car I EEIERGEGEGEG__—SR——
"_.fhan O’[hGl‘S Seme even destroy a car in one shot! The only way a playccr can carn a [
kil is to d:zsrroy another car. If a car rolls over and explodes by its own clomg no POInrs
,._.arc ElWE]I‘ClIZd | |

el playlng in Baﬁla Mode, you will have to collect weapons 1o use against YIUJ";;';;- |
"-'=ﬁﬁ-.':':t?.nem1q5 These weapons are scattered throughout the track and can be activated | '
”’"‘"."::""stqcrmg info fho:m Not every weapon is available on a traclks. l"or mformanon abo

-".:.'?’.:czach of the weapons see Battle Weaponry, next page. - |
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ThIS weapon fires a 5trtzam"" of bullets af your (II'IG[T]Y When you actlvattz
" '::;___Ihr.z Gatfllng Gun IﬂGGfp fmng at your opponent until rhcy a:xploclc It rnay
not I‘EI” rham ln ona shor but you’ ve got IDO bul[rzts fo WO]*I‘S with!

- Thcz Gmnadc. Launcha'r allm you fo lob grcznades af 1hc=: oﬂwr cars, _l-h(Z granadcﬁ
w:ll bounccz a ﬁzwﬂrncs and then @qalodc»: Th!S Wt may ba Tough 10 use at first,

i -fan.,&(z"fr-m rhe czn.e Ny




ROCKET LAU NCHCR
. This weapon allows you to launch up to 20 rockets at an enemy. A .
B great long distance weapon, the Rocket Launcher will tale out an
f cnemy car with two good shots.

| REPAIR

. A valuable asset on the batrlcszczlcl the Repair icon will recharge your
life meter. Repair icons are usually difficult to reach, but well worth
__th_f-affort it talses to get to them!

| S["“CLD

Another defensive weapon, the Shicld provides a ternporary amount of pro-
@8 fcction from the enemy. The Shicld will not malse you invulnarable, but it
wi-ll;z- reflect a great majority of the damage done by other cars’ weapons.

i%? :INVISIBILITY
_ThlS defensive weapon renders your car invisible to yc;ur enermies.,
e rtzmalns active for a limited fime, so you must attacls C|U|C|ﬂ|y to ggféﬁi
.fhe:_, most out of itl Beware! When firing your. wcapon you wnll--—’
'm"camcntarlly be visible. i
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'tammeht_ Inc s-fhuare product that the medium on which this cmmputer program is recnrded Lo from"
: ;defe'_}:-i- '-s'-"fm matenais and warkmanshlp for a per:ad ef n:nety (90) days from the date of purchase This

_ﬂamage.__,_, fofany kmd ‘and Midway Home Entertainment Inc is not liable for any losses or damages of |
‘any kind resulting from the use of this program. Midway Home Entertainment Inc. agrees for a period of |
ninety (90) days to either repair or replace, at its option, free of charge, any Midway Home Entertain- |
ment lnc seftware praduct postage paid, wuth '_ rchase, at its Factory Service Center. |

..Th:s warranty 15 nat apphcable ta narmal wear:r-;andftear. This warranty shall not be applicable and |
shall be void if the defect in the Midway Home Entertalnment Inc. software product has arisen |
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE
SHALL BE BINDING ON OR OBLIGATE MIDWAY HOME ENTERTAINMENT INC. ANY IMPLIED |
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF |
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE |

NINETY (90) DAY PERIOD DESCRIBED ABOVE. i

IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, |
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR |
MALFUNCTION OF THIS MIDWAY HOME ENTERTAINMENT INC. SOFTWARE PRODUCT. |

Some states do not allow limitations as to how long an implied warranty lagts and/or exclusions @& |
or limitations of incidental or consequential damages so the above limitations and/or exclusions |
of liability may nat apply to you. This warranty gives you specific rights, and you may also have |
: mther nghts which vary from state to state.

----- Midway Customer Support
Mldway Home Entertainment Inc. 003 8745092

| . P.O. Box 2097 |
Corsicana, TX_ 75151-2097 10:00am « 6:30pm / Centrﬂll Time |
Monday - Friday s

www.midway.com i |
- Y Autnmated help line open 24 Imurﬂ- aday =

ESHB RATING

This product has been rated by the Entertainment Software Hatmg Board, For information about the ESHB rating orto commentf“*’g"':..
- abuut the appmpnateness of the rating, please contact the ESRB at 1-800:771:3772. -

Saga is reglsterad in the US Patent am:i Tradamark Office. Sega, Dreamenst and the Dranmanst logo are ni'lhurmglllﬂrﬂrl Urudemarky or'tradomarks of Saga Entarprlaas

LTD. All Rights Reserved. Made and printed in the USA, WARNING: Oporates only with NTSG tﬂhwiul:ﬂrm and Sogu Droamouut systoms purchasad in North and South SC
America (except Argentina, Paraguay and Uruguay). Will not operate with any othar telovisions or Soga Draamonst systems. Product govered under one or more of t the
following U.S. Patents: 5,460,374; 5,625,770; 5,627,895; 5,688,173; 4,442,400; 4,454,604, 4,402,070; {6, 46,040, Jupnrnmul'nmnl Mo 2670638, (Patents pending in. u 5. and,n:h&r i
countries); Canada Patent Nu 1 183 2?& The ratingsmnn s a tradomark of the Intersotive [limlul ‘]uitw'nru Auntialation, Segn nmmuricn {]rﬂumcast I'n&,‘;- 9,

San Francisco, EAHMEEI e A
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SAN FRANCISCO RUSH® 2049 @1955 Midway Games West Inc. All Blghts'ﬁ' s SAN FRANCISCO
F{USHD 2049 is a trademark of Mldway Ga mes West Inc, _Mi EIWA‘Z and the M | --EHELE DESIGN are
:" 3 IMISSio] "stnbﬁtecf Llﬂdar lmeme by

'-'WAHN!NG; U;mrafes anIy Wlth NTSC tEIEWElnns and Sega Dreamcdst Evstems purchabed in North and Smulh J’-\rnunul
{except Argentina, Paraguay and Uruguay). Will not operate with any other televisions or Sega Dreamcast systems,
Product covered-under one or more of the following U.S. Patents: §,460,374; 5,525,770; 5,627,895; 5,688,173; 4,442,486,
4,454,594 4 462 076; Re. 35,839, Japanese Patent No.2870538, (Patents pending in U.S. and other countries);

Canada Patent No. 1,183,276, The ratings icon is a trademark of the Interactive Digital Snﬂ;ware Assaciation,
Sega of America Dreamcast inc, PO. Box 7639, San Francisco, CA 9412[1
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