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DRIVING

QUICK REFERENCE CARD
FOR THE IBM PC/TANDY

WHAT YOU WILL NEED

"4D Sports Driving" requires an MS-DOS
machine, 8 MHz or faster (286
microprocessor preferred), a video card,
such as Hercules, CGA, EGA or VGA
(Tandy 1000 computers need no video
card), and a 5 1/4" or 3.5" disk drive.
Sound cards (AdLib, Soundblaster or
Roland MT-32) may be used to enhance
the game.

Your machine will require 640K of
memory for MCGA/VGA, EGA or Tandy
graphics, and 512K of memory for CGA
and Hercules graphics. "4D Sports
Driving" is designed to run with little
more than a mouse driver installed; if
you have memory-resident programs (or
drivers for peripheral hardware or
expanded memory), you should alter
your "autoexec.bat" and/or "config.sys"
files temporarily to increase available
memory. See your DOS manual for more
details.

LOADING THE GAMES

Installing on a Hard Disk

Insert 4D Sports Driving Disk A (either 5
1/4" or 3.5") into either drive A or B. Type
a: and press RETURN, then type SETUP
and press RETURN. You'll see a menu
which includes a selection of video and
audio modes, installation onto hard disk
and exit to DOS. Select “Install to Hard
Disk" and press RETURN. "4D Sports

Driving" will automatically assume you
want to create a subdirectory entitled
"Stunts" and will copy all the game files
there, but you can change the directory
you'd like the game to reside in by typing
in a different directory or path name.
You'll be prompted to insert the other
disks at points throughout the
installation. When the installation is
complete, you'll be returned to the setup
menu. Exit the program.

Type "C:" and press RETURN, followed by
"cd stunts" and press RETURN (or move to
the directory in which you have placed
the game). Type SETUP and press
RETURN if you'd like to change the video
or audio mode on your computer, or type
STUNTS and press RETURN to begin
playing the game. Press RETURN at any
point in the opening sequence to go
directly to the main selection screen.

Playing from Floppy Disks

Insert "4D Sports Driving” Disk A (either 5.
1/4" or 3.5") into either drive A or B. Type
a: and press RETURN, then type SETUP
and press RETURN. You'll see a menu
which includes a selection of video and
audio modes, installation onto hard disk
and exit to DOS. The program should
automatically determine and display
which audio and video mode your
computer has, but you can change these
default settings by moving the cursor to
the appropriate setting and pressing
RETURN. Use the cursor to highlight the
setting you wish to use and press



RETURN. The menu should now display
the revised setting. Select EXIT TO DOS
and press RETURN.

Type STUNTS and press RETURN to begin
playing the game. You'll be prompted to
insert disks at points throughout the
game whenever needed. At times, you'll
be asked to insert your track disk - this
will be disk 3 if you are playing one of the
original tracks (or any track saved on disk
3).

CONTROI. DEVICES

Keyboard

Normally, you will use the cursor keys
and the ENTER or RETURN key to
highlight and select items. However,
there are a variety of "hot" keys that you
can use at points within the game to
toggle options. These will be explained
further under "Game Options." To see
how to drive using the keyboard, see the
area entitled "Driving Controls."

Loading or Saving

To select path names when loading or
saving tracks or replays, simply move the
cursor up. After it moves to the top of the
menu items, it will jump into the "path"
field; here you can specify directories or
drives (by using the convention,
"c:\stunts\tracks\mytrack" for example).

Manual Camera Controls

The buttons on display in the manual
camera control panel are for mouse and
joystick players. For keyboard players,
you can hold down the CTRL key while
your cursor is on any button and press

the cursor keys to pan and the "+" or
keys to zoom in or out.

Joystick

Press CTRL-] to set the machine to joystick
mode, then follow the onscreen directions
for centering your joystick. The joystick
works more like a keyboard cursor than a
free-flowing mouse. Simply move the

joystick in the direction you want the
cursor to go, and press joystick button 1
to select each item.

Manual Camera Controls

Use the buttons on display in the manual
camera control panel to pan or zoom the
camera. Use the joystick to position the
cursor over the pan or zoom buttons on
the left side of the Replay Panel. To pan,
hold down button 1 and move the
joystick in any direction while over the
pan (four arrows) button; to zoom in or
out, hold down button 1 and move the
joystick forward or backward while over
the zoom button ("+" and "-").

Track Editor

Use button 1 to select pieces while in the
track editor; use button 2 to move the
cursor between the palettes and the track
window (if your joystick only has one
button, then use SPACE to toggle between
windows). Move the joystick in any
direction to move the cursor around
within those windows.

Mouse

The mouse is available at all times. You
may simply begin moving the mouse to
activate it except while driving. (Press
"M" while driving to activate the mouse.)
Unlike the keyboard and joystick, the
mouse does not jump between active
areas of the screen, it flows freely. Click
the left mouse button to select items.

Manual Camera Controls

Use the buttons on display in the manual
camera control panel to pan or zoom the
camera. Use the mouse to position the
cursor over the pan or zoom buttons on
the left side of the Replay Panel. To pan,
hold down the left mouse button and
move the mouse in any direction while
over the pan (four arrows) button; to
zoom in or out, hold down the left mouse
button and move the mouse forward or
backward while over the zoom button ("+"
and "-").



Track Editor

Simply move the mouse to whichever
part of the screen you want to use to
make it active; you will not need to toggle
between the windows when using the
mouse. To move the track within the
track window, use the scroll bars to the
right and under the track window.

KEYBOARD OPTIONS

CTIRL-"]" Joystick mode
CTRL-"K" Keyboard mode
CTRL-"Q" Quit to DOS
CIRL-"M" Music on/off

CTRL-"S" Sound on/off

npt Pause

ESC Returns to i)revious menu, OR
stops calculating opponent
time

e (In Track Editor) checks for

and explains errors in tracks

While Driving
gty Show/hide dashboard
"R" Show/hide Replay Panel
CTRL-"G" Set graphics level
"T" Show player/opponent car
" Change camera angle (or
press F1, F2, F3 or F4)
™" Drive using the mouse
ACCELERATE
a—
SHIFT UP g SHIFT DOWN

ACCELERATE/LEFT, \‘ = - ACCELERATE/RIGHT

LEFT RIGHT
BRAKE LEFT / | \‘

ACCELERATE

ACCELERATE

ACCELERATE
LEFT RIGHT

SHIFT UP

Y, \7

7 ] o,
\=7 BRAKE 'a'a BRAKE
LEFT RIGHT
a AN
Ne— BRAKE
SHIFT DOWN
Keyboard
BRAKE ACCELERATE
SHIFT UP
LEFT RIGHT
SHIFT DOWN
Mouse

MINDSCAPE
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4D SPORTS
DRIVING MANUAL

INTRODUCTION

Welcome to the proving ground. This is
the place where you can really feel the
difference between good cars and the
world's finest cars; where 55 isn't the
limit, it's just getting started; where every
driver wants a "cherry," and "lemons"
don't even get to play. And it's no place
for a driver who's too timid to get it up to
100 mph on the loop, afraid to take the
Pipe upside down, or scared of a little
"friendly” competition.

The "4D Sports Driving" proving ground
has two features that make it like no
other in the world. It can be built almost
any way you want. And each track can
be filled with fun, exciting and
destructive stunts that can smash your
car to pieces in a matter of seconds. So if
you want to take a car around the track,
you have to have the guts to get up to
speed and the restraint to keep from
going over the edge. Don't forget to
buckle up.

keyboard, mouse or joystick throughout
the game.

Once you are on the main screen, you
can begin driving immediately on the
standard track by clicking on the car in
the centre of the screen. To select a new
track, or create your own, select the sign
labelled "Track," then see page 13 for
instructions on how to use the Track
Editor. If you'd like to change the car
you're driving, select the sign labelled
"Auto," then see page 10 for descriptions
of your possible car selections. If you'd
like to race against an opponent, rather
than race against the clock, select the
sign labelled "Opponents," then see page
12 for their descriptions. Choose "Option”
to return to DOS or to see a list of options
available throughout the game. See the
reference card for more information
about these options, which include
setting the graphics level/animation rate,
changing the background scenery and
loading replays, along with sound and
input settings.

BEGINNING PLAY DRIVING THE COURSE

See the enclosed Reference Card to find
out about how to load the game onto
your hard disk, or how to play from
floppy disks.

Your Reference Card will also include
information on how to control your car,
as well as the conventions of using the

Driving Time

Each track has its own "Best Times"
listing, found on the track selection
screen. Your goal is to be on it. Your real
goal is to be at the top of it. Of course,
you'll have to finish the course to even
have a time.



The best times list will show your name,
the car you drove to achieve your time,
the initials of the opponent you raced (if
any), and the time it took you to
complete the course (including penalty
time, if any).

Some tracks will have forks in the road,
giving you choices of how to complete the
track. Be forewarned that not all fork
paths lead to the end of the race; you
might do well to preview a track before
racing it (see page 13 under "Track
Editor"). In addition, previewing might
give you a better idea of what kind of car
is best suited to the track.

You'll find that some paths of the track
might be shorter than others, but the
difficulty of stunts along those paths may
make them more time-consuming than
they look, as well as more dangerous.

Ways to improve your best time (other
than lots of practice) include trying
different cars on each path as well as

- different paths through each track.

Penalty Time

Those drivers inclined to improve their
times by skipping stunts should take note
- the track knows who cheats. After each
race, you'll be assessed "Penalty Time" for
those portions of track (including stunts)
which you missed. You're allowed to
swerve off the track now and then, but
missing whole lengths of tracks or entire
stunts will cost you dearly.

The amount of penalty time you accrue
will depend on several factors. Missing a
jump or corkscrew will cost you more
penalty time than missing three pieces of
regular track.

If you stray off the track, you'll see arrows
directing you back onto the track in the
proper direction. If you get on the track
going in the wrong direction, you'll be
told that you're going the wrong way.

You'll only be assigned penalty time
when you begin driving on the track
again. You may stray off the track and
inadvertently cross other pieces without

penalty.

Qualifying for a "best time"

In order to qualify for a best time, the
track you drive on must meet some
conditions. The track must be one of the
tracks saved on your disk or hard drive
(in other words, you must be able to select
it in the Track Editor under "More
Tracks"), and the course you drive must
exactly match the course saved under the
same name. This means you cannot
jump into a race from the replay, or drive
a course only available in the replay, and
appear on the Best Times list unless that
course is also available in your Track
Editor.

Disabling the Security System

If, when you begin driving, you crash for
no apparent reason and receive a
message alluding to the security system,
you have failed the copy protection.
Please check the manual for the
appropriate answers.

Tips for a Faster Time

Become familiar with the handling of
your car. Each vehicle has a different
ability to grip the road, and a different
point in turning at which it will spin out.
Know that racing line!

Don't be seduced by the faster cars. Speed
counts, but some courses make you pay
for your speed in off-road time and
crashes.

Don't be afraid to try different cars.

While all the vehicles behave differently,
they can all be mastered. Some track
designs will call for different kinds of cars,
so go ahead and try them out.



THE STUNTS

The Pipe

Avoid the cement blocks by running up
the sides of the pipe. Just make sure
you're back on the ground by the time
you come out. Your initial inclination
will probably be to steer hard to one side
or the other, but that path is likely to put
you into a spin. Slow, steady progress up
the side is the best plan. In the off-road
vehicles, don't climb too high on the wall.
Just see if you can stay out of the way of
the cement.

The Jump

You'll need to gather speed for this, but
don't overrun the down ramp, or your
bumpy landing will cost you time. Best
speed is between 90 and 130 mph. Posted
signs should help. Yes, you can hit the
cables and crash.

The Corkscrew

You can go as fast as your traction holds,
but you must be doing at least 60 mph in
order to get through this stunt. If you
keep flying out the end, try slowing
down.

The Slalom

Although the LM-002 may (or may not)
be able to run through these cement
blocks (we wouldn't recommend it), you
will likely have better luck with a tight
cornering car. Each vehicle will have a
different optimum speed for this, and
your stunt driving ability will have a lot
to do with it as well.

The Loop

No, speeding up to 140 mph for this
won't help you get through it. The key is
control while you are driving through the
loop. Less than 60 mph may cause you
to fall out at the peak, while more than
110 will probably shoot you out the side
at escape velocity. You'll probably want
to steer right very gently as you go
through this, perhaps the most difficult
stunt.

The Elevated Road

Standard suspended bridges come in two
flavours: translucent for those who wish
to see what they're driving over, and
opaque for those who are afraid of
heights.

While a straight bridge is no trouble at
all, watch out for suspended curves; they
come up quickly and have a maximum
speed of about 50 mph.

The Spiral

Reminiscent of the spiral parking garage
ramp, but you don't take those at 80
mph. Don't take this one at 80 mph
either, but 60 mph should be acceptable
if you've practised. They really are only
one 360 degree turn, although they seem
like forever when you go through them.

The Tunnel

When this stunt is isolated, any car can
negotiate it. However, it can be
particularly dangerous after an icy curve.
The best car for this stunt depends on
what cruelty was in the mind of the track
creator.

The Boulevard
One side or the other should work; avoid
driving straight.

The Banks

The straights are relatively simple; just
stay on them. The curves are a little
more dangerous. Depending on your
vehicle, you'll want to keep at a
maximum of 50 mph (off-roads) to 90
mph (Formula 1). Again, be careful not
to oversteer; it's easy to miss large chunks
of road on banked curves and incur high
time penalties.

The Other Surfaces

Indy and Formula One tracks are not
made of dirt. Take one of these cars out
on a dirt track to find out why. Dirt and
ice tracks are the home of the off-road
vehicles, but some of the road cars will
work fairly well on this type of track too.



We leave it to you to find out which.

CHOOSE YOUR CAR

When you select a car, you'll see a screen
displaying the current car, an
acceleration curve (showing how quickly
the displayed vehicle accelerates), some
statistics on the car (including top speed
and suggested retail price), and a set of
buttons.

Select DONE if you wish to drive the
displayed car exactly as shown. Select
NEXT or LAST to cycle through the
different available cars. You will be
shown one car at a time; continue using
these buttons until the desired car is
displayed. Select COLOUR if you wish to
change the colour of the car. Select the
AUTO/MANUAL button to toggle between
automatic transmission and manual
transmission; whichever mode is
displayed when you select DONE is what
you'll be driving.

Once you select DONE, we'll move your
selected vehicle out to the track, then
leave the driving to you. You'll be
returned to the Main Menu; you can get
to the track by selecting "Let's Drive".

Racing Cars

You'll find these cars in Indianapolis and
Daytona, at Monaco and Miami, driving
in the Prototype and Indy-type races.
Burn it up on the straights and get great
ground effects in the tunnels, but watch
for slippery roads and be ready to
decelerate quickly.

Porsche March Indy

Rear-mounted engine; Rear wheel drive;
Dual overhead cam V-8, 2649 cc, 720 bhp
turbo engine; 0-60 2.3 seconds; Top speed:
220 mph; Price $420,000

Jaguar IMSA

Rear-mounted engine; Rear wheel] drive;
Dual overhead cam Flat 6, 3500cc, 520

bhp turbo engine; 0-60 2.9 seconds; Top
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speed: 215 mph; Price $325,000

Porsche 962 IMSA

Rear-mounted engine; Rear wheel drive;
dual overhead cam Flat 6, 3500cc,
525bhp turbo engine; 0-60 2.8 seconds;
Top speed: 215 mph; Price $275,000

Road Cars

Just your everyday type of vehicle. You
might see one of these on the road.
Perhaps you even drive one yourself.

Lamborghini Countach
Mid-mounted engine; Rear wheel drive;
Dual overhead cam V-12, 5162 cc, 420

-bhp engine; 0-60 4.7 seconds; Top speed:
183 mph; Price $§150,000

Acura NSX

Mid-mounted engine; Rear wheel drive;
Dual overhead cam V-6, 3000 cc, 270 bhp
engine; 0-60 5.2 seconds; Top speed: 165
mph; Price $60,000

Ferrari GTO

Mid-mounted engine; Rear wheel drive;
Dual overhead cam V-8, 2855 cc, 394 bhp
turbo engine; 0-60 4.7 seconds; Top speed:
190 mph; Price $74,000

Porsche Carrera 4

Rear-mounted engine; 4-wheel drive;
Single overhead cam Flat 6, 3600 cc, 250
bhp engine; 0-60 5.8 seconds; Top speed:
161 mph; Price $69,500

Corvette ZR-1

Front-mounted engine; Rear wheel drive;
Dual overhead cam V-8, 5727 cc, 375 bhp
engine; 0-60 4.9 seconds; Top speed: 172
mph; Price $50,000

Off-Road Vehicles

The Lancia and Audi are well-known in
Europe for their many successful
appearances in off-road rallies. The
Lamborghini was designed for military
use. While this model doesn't launch
rockets, it may drive like one.



Lancia Delta Integrale
Front-mounted engine; 4-wheel drive;
Dual overhead cam V-16, 1995 cc, 200
bhp engine; 0-60 6.1 seconds; Top speed:
137 mph; Price $40,700

Audi Quattro

Front-mounted engine; 4-wheel drive;
Dual overhead cam INLINE-5, 2133 cc,
220 bhp engine; 0-60 6.1 seconds; Top
speed: 145 mph; Price $60,000

Lamborghini LM-002

Front-mounted engine; 4-wheel drive;
Dual overhead cam V12, 5167 cc, 444
bhp engine; 0-60 7.7 seconds; Top speed:
126 mph; Price $120,000

USING THE REPLAY CAMERA

You can record up to 10 minutes of
driving in the video replay. If you take
longer than 10 minutes to complete a
course, you'll be interrupted while driving
and will be asked whether you want to
review your race so far or continue
driving. If you review, you'll be allowed
to return to your race with no penalty (if
you continue from the point at which you
stopped). If you choose not to review
your race, every 20 seconds that you
continue driving beyond the prompt will
erase 20 seconds of saved replay from the
beginning of your race.

Rewind/Fast Forward

Use the "Rewind" button to set the Replay
Camera to any point in the race. As you
rewind, you'll notice the counter moving
backwards in time. Once you release the
"Rewind" button, there will be a slight
delay while the computer locates that
exact point in the race. Once you have
brought up the desired point in the race,
you can either watch your performance
("Play") or assume control of the car from
that point, driving to the end of the race
("Continue Driving").

Once you have rewound, you can use the
Fast Forward button to move to a point

later in the replay in much the same way.

Play

"Play" lets you view the race you just
finished. While in play mode (or while
paused), you can change the camera
view, as well as the manual camera
angle. Press "R" to show or hide the
Replay panel; press "D" to show or hide
the dashboard.

Fast Play

"Fast Play" allows you to move through
the replay at a faster speed, while still
seeing your driving performance. This
button is useful for cueing up a particular
spot in your race. You can also change
the camera mode while in this viewing
mode.

Camera Selection

Press "C" to move between the different
camera views. You can do this while in
"Play" or "Stop" mode.

Inside the Car

This option gives you the same
perspective you had while driving the
race. Press "R" to remove the Replay
panel, and relive the moment completely.

Overhead Camera

This option allows you to view your race
from a position directly above your
vehicle. This view is particularly useful if
you crashed and burned and have no
clue why it happened.

Track Cams

Get the feeling of the raceway from the
Track Cams, automatically placed by the
computer at strategic points throughout
every track. Watch yourself race as if you
were one of the crowd or at home in front
of the TV with a drink (non-alcoholic, of
course!)

Manual Settings

Using this option, you can set the camera
at any angle. Click on the buttons to pan
and zoom if you are using a mouse or
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joystick. See the reference card for
keyboard controls.

THE MENU

Return to Replay

Use this choice to erase the menu and
move the cursor back to the main Replay
panel.

Save Replay

When your crash and burn is awe-
inspiring, you can save it to show to your
friends (or yourself) later. When you
choose this option, you'll be prompted to
insert a name for the file. It will be saved
in the same directory as "4D Sports
Driving" as an ".rpl" file. WARNING:
Selecting any option but this (or "Return
to Replay") will erase your replay unless it
has been saved.

Load Replay

View any saved replay using this option.
When you choose this selection, you'll be
given a list of replays in the current
directory. Highlight the desired replay
using the cursor keys and press "Enter" to
load. You can then use the regular
Replay panel to view the replay as you
normally would. Use this option to delete
a replay as well, (or just delete the file on
the disk using a regular DOS command -
see your computer's manual for more
information).

Drive Again

This selection allows you to immediately
begin the race again, using the same
track, same car and same opponent (if
any). Your replay and evaluation will be
erased.

Return to Evaluation

Choose this to review your evaluation
(time, penalty, speed, opponent's
judgement of your performance, etc.).
Once you leave the replay, this
information disappears, so if you have
any questions, better check now.
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Continue Race

This option will only be highlighted if
you have previously set the replay to a
point in the race (using the "Rewind"
button). You may then assume control of
the car and complete the race; the replay
of your initial race from this point
forward will be erased and replaced with
this completion of the race. Once you
have completed the race a second time,
you can view your driving performance
from start to finish as if it were one
continuous race. You will not, however,
be able to enter an "edited" race on the
"Best Times" list.

Toggle Car View

This item will only be available when you
are racing against an opponent (rather
than just against the clock). It will allow
you to toggle between watching yourself
run the race and watching your
opponent. You can watch one car run
the entire race, or you can toggle at a
specific point in time within the race to
view comparative positions on the course.

Display Options
Hide/Show Dashboard
Hide/Show Replay Panel
Change Camera Angle

Main Menu

This option brings you back to the main
menu, where you can select any area of
the game - tracks, opponents or cars.

THE OPPONENTS

Of course, you're not the only driver on
this proving ground. If you'd like to see if
you're up to the calibre of other drivers
around, you can choose to race any one
at a time. Each has different abilities and
different areas of expertise; a driver's best
time will vary with the type of course and
type of car she/he drives.



When you're racing against an opponent,
you'll need to know where they are on the
track. Whenever an opponent is within
50 feet of you, you'll see a small "radar"
screen appear in the upper left corner of
your screen. This will show his/her
position relative to you. Of course, if they
blow by you, you'll be able to see their
tail lights and smell their exhaust.
"Squealin'" Bernie Rubber

The worst driver at the driving ground
(except maybe you). Once you've beaten
him...well...you're just getting started.

Herr Otto Partz

This European driver has trouble with
any aerial stunts or elevated road, but
can blow your doors off on any flat track,
straight or curved.

"Smokin'" Joe Stallin

Be sure to make up ground on the
straights, because the way Joe handles
curves is a thing of beauty.

Cherri Chassis

She's just in it for the speed. She lives for
straights, but thinks corners are
annoying.

Helen Wheels

She makes a trip around the course seem
like a demolition derby. The challenge is
in staying out of her way while trying to
win the race.

Skid Vicious

The best driver on the course (except
maybe you). When you've outperformed
this driver, your name truly deserves to be
on the high score list.

BUILDING THE PERFECT TRACK

Selecting/Previewing a Track
When you select "Track” from the Main
Menu, you'll have the option to select a
new track from those already built, edit
or create a track, or exit to the main

menu. While on this screen, you'll see a
bird's-eye view of the currently selected
track.

If you'd like to drive on a different track,
select the button labelled "More Tracks."
Choose one of the tracks shown (or type
in the subdirectory name after "Path:" if
you have tracks stored in a subdirectory).
You'll see that the track shown in the
background has now changed to the one
just chosen. Now is an excellent time to
look for difficult spots, before they come
upon you at 120 mph.

How to Use the Track Editor

When you select the Track Editor, you'll
see two major components on the screen:
the track window on the left, and the
palette on the right. Use the space bar or
"0" on the numeric keypad to move the
cursor between these two areas of the
screen.

You'll also see the piece currently under
the cursor described directly below the
track window.

Select a piece of track in the palette by
clicking on it with the mouse or joystick,
or using the cursor keys to move the
highlight to it and pressing the ENTER or
RETURN key.

Press the space bar or "0" on the numeric
keypad to jump the cursor over to the
track window, then move the cursor to
the square where you'd like the selected
piece placed. Notice that the cursor is
now flashing the selected piece over the
current track window square. Press ENTER
or RETURN, or click the mouse or joystick
to place the selected piece on that track
window square.

You will notice that some pieces are more
than one square in size. Look closely
when placing these pieces to see how the
cursor flashes the selected piece. The area
over which the cursor flashes the selected
piece is the area upon which it will be
placed.
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If the piece you wish to select is currently
placed somewhere in the track window,
you can move the cursor over it and
double-click the mouse, joystick or ENTER
key to select it, rather than jumping to
the palette.

The Track Window

Each track is on a 30x30 grid of squares.
You can see an 11x12 window of that
area in the Track window at any time. To
scroll that window around the track, use
the mouse or joystick to move the scroll
bars located below and to the right of the
window, or use the cursor keys to move
the cursor beyond the edge of the
window. You can use any square in the
grid to place track or scenery except
corners of plateau (edges of plateau also
have some restrictions) and water.

Palettes

You can cycle through the palettes by
pressing the "+" and "-" keys on the
keypad, using the scroll bar directly under
the palette window (see "Buttons” below),
or pressing the F1 - F10 keys (on an
IBM/Tandy or Amiga).

Buttons

Your palettes provide you with the tools to
load, edit, and save a track, as well as the
option to quit back to the main rhenu or
create a brand new track.

The buttons to Load, Save, (create) New,
Exit and Change Palette are always
available, regardless of which palette you
are using (Change Palette is the scroll bar
positioned just below the construction
tiles and above the other buttons).

SAVE allows you to save the current track
on which you are working. If, when
saving a track, you choose a name
currently used for another track, you will
be asked if you wish to choose another
name. If you edit a track, you must save
it in order to race on it.

LOAD allows you to work or race on a
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currently existing track. When you
choose this option, you will be shown a
list of existing tracks in the current
directory. Highlight the desired track
using the up and down cursor keys, then
press "Return” to select.

NEW is the first step in building a new
track. When selecting this button, you
will first be given a set of backgrounds
upon which to build your track. Each
track requires and is allowed one (and
only one) start/finish line, though the
paths to get from and to that line may be
many. You may not build track on water
other than bridges, and you may not
build track on the side of hills other than
pieces going directly up the hill. Other
than that, you're pretty free. Road can
abruptly end, fork or rejoin. There are
some restrictions placed on the building
of stunts; for more information on these,
see each individual stunt listed below.

EXIT brings you back to the main screen,
BUT DOES NOT AUTOMATICALLY SAVE
ANY CHANGES YOU MAY HAVE MADE
TO A NEW TRACK. If you have not saved
changes to the track, it will prompt you to
do so.

To use the Change Palette button,
position the cursor over the scroll bar in
the middle of the palette window. You
may then use the left and right cursor
keys to change the palette (as well as the
function keys or the "+" and "-" keys).

Start/Finish and Scenery

Palette 1 contains the all-important
Start/Finish line - every track needs one
(and only one). You'll also find the
"blank" square (to "erase" track pieces),
and a variety of scenery pieces, including
windmills, barns, petrol stations,
restaurants, several types of trees, office
buildings, factories and tennis courts.
Several of these scenery pieces come in
four orientations, one in each direction,
so that they can face the road properly.



Basic Building Blocks

Palette 2 contains the basic building
blocks of tracks, including straight
East/West track, straight North/South
track, crossroads, and four orientations
each of 90° turns, broad sweeping turns,
90° fork right and 90° fork left. These
pieces have no restrictions.

Dirt Track

Palette 3 contains the same pieces as
Palette 2, except that the road surface is
dirt rather than asphalt. These pieces
also have no restrictions.

Icy Track

Palette 4, like Palette 3, contains the same
pieces as Palette 2, except that these
pieces have ice-surfaced roads. These
pieces also have no restrictions.

Slalom, Loop, Pipe, Tunnel and
Corkscrew

Palette 5 contains five stunts: the Slalom,
the Loop, the Pipe, the Tunnel and the
Corkscrew. Each stunt comes in two
orientations, East/West and North/South.

The Slalom, Loop, Tunnel and Corkscrew
may be placed at any point on the track;
there are no restrictions associated with
them. The Slalom and Tunnel result in
more interesting driving when several
pieces are placed together in sequence.
While it is possible to do this with the
Loop and horizontal Corkscrew, it is
highly unlikely that a course so designed
could be successfully completed. So go
ahead and try it.

Unlike the other stunts on this palette, the
pipe is made up of four distinct pieces:

In, Through, Barrier and Out. You can
place as many Throughs together as you
like, but each string of Throughs needs to
be capped at each end by an In and an
Out. It's not just good sense, it's the law.
The Barrier piece is what makes it fun;
like a Through piece, it goes between the
end pieces, but it has a cement barrier on
the ground side of the pipe. These are the

pieces that force the driver to go up the
sides of the pipe. .

Banked Track

Palette 6 contains the banked pieces, both
curves and straights. There are two
orientations each of banked right
straights and banked left straights, and
four orientations of banked curves.

Like pipes, banks have an In and Out,
and any stretch of banked road must be
capped at either end.

Broad Forks

Palette 7 contains four orientations of
broad right forks and broad left forks.
These are pieces that fork more gradually
than 90° and provide more variety in
steering on the open road. There areno -
restrictions on these pieces.

Boulevards and "S" Curves

Palette 8 contains boulevards (two
orientations) and "S" curves (two
orientations left and two orientations
right). There are no restrictions on these
pieces.

Jumps, Ramps and Elevated Road
Palette 9 contains jumps, ramps and
most pieces of elevated roadway.

There are two types of elevated ramps -
regular and solid. Both perform
essentially the same function; selection is
simply a matter of visual preference.
Each of these comes in four orientations
(N,S,E,W), and must be used to cap any
stretch of elevated road.

Elevated road comes in four varieties:

regular, span, solid, and over road.
Again, the function of the first three types
is essentially the same; differences are in
visual preferences. Elevated span over
road allows you to build tracks that cross
without meeting.

Elevated corners come in four

orientations and allow you to build
prolonged stretches of elevated track.

15



Spirals

Palette 10 contains Spirals, which act as
another form of up- and down-ramp.
These come in four orientations each of
"spiral right" and "spiral left." These
pieces have the same restriction that
every up- or down-ramp has.
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DRIVING

CARTE DE REFERENCE

CE QU’IL VOUS FAUT

"4D Sports Driving" se joue sur un
ordinateur MS-DOS, de 8 Mhz ou plus
rapide (si possible, ayant un
microprocesseur 286), une carte vidéo
telle que Hercules, CGA, EGA ou VGA (les
ordinateurs Tandy 1000 n'ont pas besoin
de carte vidéo) et une unité de disquette
de 5 pouces 1/4 ou de 3 pouces 1/2. Les
cartes de son (AdLib, Soundblaster ou
Roland MT-32) peuvent étre utilisées pour
augmenter l'intérét du jeu.

Votre ordinateur doit fonctionner avec
640Ko de mémoire avec les cartes
graphiques MCGA/VGA, EGA ou Tandy et
512Ko pour les cartes CGA et Hercules.
“4D Sports Driving” est concu pour
fonctionner avec rien de plus qu'un
gestionnaire de souris; si vous possédez
des prograrmmes résidant en mémoire (ou
des gestionnaires pour un équipement de
périphériques ou une mémoire étendue),
modifiez vos fichiers "autoexec.bat" et/ou
"config.sys" temporairement pour
augmenter l'espace-mémoire. Voyez votre
manuel du DOS pour plus de détails.

CHARGEMENT DU JEU

Installation sur un disque dur
Insérez la disquette A de 4D Sports
Driving (soit 5 pouces 1/4 ou 3 pouces
1/2) dans 'unité A ouB. Tapez a: et
appuyez sur RETURN puis tapez SETUP et
appuyez sur RETURN. Un menu

comprenant une sélection de modes vidéo
et audio, l'installation sur disque dur et la
sortie vers le DOS apparait. Sélectionnez

"Install to Hard Disk" et appuyez sur
RETURN. "4D Sports Driving" suppose
automatiquement que vous voulez créer
un sous-répertoire intitulé "Stunts
(cascades)" et y copie tous les fichiers de
jeu mais vous pouvez changer le -
répertoire dans lequel vous voulez mettre
le jeu en tapant un nouveau nom de
répertoire ou de chemin. Il vous est
demandé d'insérer les autres disquettes a
certains moments de l'installation.
Lorsque l'installation est terminée, vous
revenez au menu de mise en place. Sortez
du programme.

Tapez "C:" et appuyez sur RETURN suivi
de "cd stunts". Appuyez sur RETURN (ou
placez-vous dans le répertoire dans lequel
se trouve le jeu). Tapez SETUP et appuyez
sur RETURN si vous voulez changer le
mode vidéo ou audio sur votre ordinateur
ou tapez STUNTS et appuyez sur RETURN
pour commencer le jeu. Appuyez sur
RETURN a tout moment de la séquence
d'ouverture pour vous rendre directement
sur I'écran de sélection principal.

Jeu a partir de disquettes

Insérez la disquette A de "4D Sports
Driving" (soit 5 pouces 1/4 ou 3 pouces
1/2) dans l'unité A ou B. Tapez a: et
appuyez sur RETURN puis tapez SETUP et
appuyez sur RETURN. Un menu
comprenant une sélection de modes vidéo
et audio, l'installation sur disque dur et la
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sortie vers le DOS apparait. Le
programme détermine et affiche
automatiquement le mode vidéo ou
audio que votre ordinateur posséde mais
vous pouvez modifier ces valeurs par
défaut en déplagant le curseur sur la
valeur choisie et en appuyant sur
RETURN. Utilisez le curseur pour surligner
la valeur que vous souhaitez utiliser et
appuyez sur RETURN. Le menu affiche la
valeur révisée. Sélectionnez EXIT TO DOS
et appuyez sur RETURN.

Tapez STUNTS et appuyez sur RETURN
pour commencer le jeu. Il vous est
demandé d'insérer les disquettes a
certains moments du jeu a chaque fois
que cela est nécessaire. Parfois, il vous
serq demandé d'insérer votre disquette de
circuit c'est-a-dire la disquette 3 si vous
jouez lI'un des circuits originaux (ou tout
autre circuit sauvegardé sur la disquette
3).

PERIPHERIQUES DE CONTROLE

Clavier

Normalement, vous utilisez les touches
curseur et les touches ENTER et RETURN
pour surligner et sélectionner les
rubriques. Cependant, il existe une
variété de touches "directes" que vous
pouvez utiliser a certains moments du jeu
pour passer d'une option a l'autre. Celles-
ci sont expliquées sous la partie "Options
de jeu". Pour voir comment conduire a
'aide du clavier, voir la partie intitulée
"Commandes de conduite".

Chargement ou sauvegarde

Pour sélectionner les noms d'acces au
moment du chargement et de la
sauvegarde de circuits et de répétitions,
déplacez le curseur vers le haut. Lorsqu'il
se trouve au-dessus des rubriques de
menu, il se retrouve dans la case de
"chemin". Vous pouvez y spécifier les
répertoires ou unités (en utilisant la
convention, "c:\stunts\tracks\mytrack"
par exemple).
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Contréles de caméra manuelle

Les boutons affichés sur le tableau de
contrdle de la caméra manuelle
s'adaptent aux joueurs utilisant une
souris ou un joystick. Les utilisateurs de
clavier peuvent maintenir la touche CTRL
enfoncée lorsque le curseur se trouve sur
I'un des boutons et appuyer sur les
touches curseur pour faire défiler et les
touches "+" ou "-" pour agrandir ou
réduire.

Le joystick

Appuyez sur CTRL-] pour définir votre
appareil en mode joystick puis suivez les
instructions sur l'écran pour le centrage.
Le joystick fonctionne davantage comme
un curseur de clavier qu'une souris.
Déplacez simplement le joystick dans la
direction choisie pour le curseur et
appuyez sur le bouton 1 du joystick pour
sélectionner chaque rubrique.

Controles de caméra manuelle
Utilisez ces boutons pour faire apparaitre
le tableau de contréle de caméra
manuelle pour faire défiler ou agrandir la
vue. Utilisez le joystick pour placer le
curseur au-dessus des boutons de
défilement ou
d'agrandissement/réduction sur le coté
gauche du tableau de répétition. Pour le
défilement, maintenez le bouton1
enfoncé et déplacez le joystick dans une
direction tout en restant au-dessus du
bouton de défilement (quatre fleches).
Pour un agrandissement ou une
réduction, maintenez le bouton 1 enfoncé
et déplacez le joystick vers l'avant ou
l'arriére tout en restant au-dessus du
bouton d'agrandissement ("+" et "-").

Editeur de circuit

Utilisez le bouton 1 pour sélectionner
certaines parties du circuit lorsque vous
vous trouvez dans I'éditeur de circuit.
Utilisez le bouton 2 pour déplacer le
curseur entre les palettes et la fenétre de
circuit (si votre joystick n'a qu'un bouton,
utilisez la barre d'espacement pour passer
d'une fenétre a l'autre). Déplacez le



joystick dans une direction pour déplacer
le curseur dans ces fenétres.

La souris

La souris est disponible a tout moment.
Vous pouvez commencer a la déplacer
pour l'active sauf quand vous conduisez.
(Appuyez sur "M" en conduisant pour
réactiver la souris). Contrairement au
clavier et au joystick, la souris ne passe
pas entre les zones actives de 1'écran. Elle
se déplace librement. Cliquez sur le
bouton gauche pour sélectionner les
rubriques.

Controles de caméra manuelle
Utilisez les boutons affichés sur le tableau
de contréle de caméra manuelle pour
faire défiler ou agrandir/réduire la vue.
Utilisez la souris pour placer le curseur
au-dessus des boutons de défilement ou
d'agrandissement/de réduction sur le coté
gauche du tableau de répétition. Pour
faire défiler, maintenez le bouton gauche
enfoncé et déplacez la souris dans une
direction tout en restant au-dessus du
bouton de défilement (quatre fleches);
pour agrandir ou réduire, maintenez le
bouton gauche de la souris enfoncé et
déplacez la souris vers I'avant ou l'arriére
lorsque vous vous trouvez au-dessus du
bouton d'agrandissement/de réduction
("+"et"-").

Editeur de circuit

Déplacez la souris sur une partie de
I'écran que vous voulez utiliser pour la
rendre active. Vous n'avez pas besoin de
passer d'une fenétre a I'autre avec une
souris. Pour amener le circuit dans la
fenétre de circuit, utilisez les barres de
défilement sur la droite et sous la fenétre
de circuit.

OPTIONS DE CLAVIER

CTRL-]  Mode Joystick
CTRL-K Mode Clavier
CTRL-Q Sortie vers DOS

CTRL-M Musique activée/désactivée

CTRL-S  Son activé/désactivé

P Pause

ESC Vous rameéne au menu
précédent OU cesse de calculer
le temps de votre adversaire

C (En éditeur de circuit). Vérifie
et explique les erreurs dans les
circuits.

En conduisant

D Affiche/cache le tableau de
bord

R Affiche/cache le tableau de
Ralenti

CTRL-G  Définit le niveau graphique

i i Affiche la voiture du joueur/de
l'adversaire

C Maodifie l'angle de caméra (ou

appuyez sur F1, F2, F3 ou F4)
M Conduite avec la souris

ACCELERATE

Le Joystick

ACCELERATE

ACCELERATE
LEFT

SHIFT DOWN

Clavier
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BRAKE ACCELERATE
SHIFT UP

A LEET RIGHT *
SHIFT DOWN m
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manqué la protection contre les copies.
Vérifiez le manuel pour les réponses
correspondantes.

Conseils pour un temps plus rapide
Familiarisez-vous avec les manoeuvres de
votre voiture. Chaque véhicule a une
capacité différente d'adhésion a la route
et une technique différente pour tourner
et déraper. Connaissez les possibilités de
votre engin!

Ne soyez pas séduit par les voitures plus
rapides. La vitesse compte mais certains
parcours vous font payer votre vitesse par
une pénalisation hors-circuit ou des
accidents.

N'ayez pas peur d'essayer différentes
voitures. Bien que tous les véhicules se
comportent différemment, tous peuvent
étre maitrisés. Certains formats de circuit
demandent certaines voitures. Allez-y et
essayez!

CASCADES

Le Pipe (Le Tube)Evitez les blocs de ciment
en grimpant sur les c6tés du tube. Veillez
Q vous retrouver sur la piste lorsque vous
en sortez. Votre tendance initiale sera
surement de manoeuvrer fortement d'un
c6té ou de 'autre mais cela risque de vous
faire tourner sur vous-méme. Ralentir,
grimper sur le coté petit a petit est le
meilleur plan. Avec les véhicules de
rallye, ne grimpez pas trop haut sur le
mur. Vérifiez simplement que vous restez
hors du chemin du ciment.

Le Jump (Le Saut)

Il vous faut de la vitesse mais ne dépassez
pas la rampe du bas ou votre atterrissage
rebondissant vous fera perdre du temps.
La meilleure vitesse se situe entre 90 et
130 miles par heure. Les panneaux vous
aideront. Oui, il est possible de toucher
les cables et d'avoir un accident.

Le ‘Corkscrew’

Vous pouvez aller aussi vite que votre
traction le permet mais vous devez rouler
au moins a 60 miles de 'neure pour
réussir cette cascade. Si vous continuez de
voler vers la fin, essayez de ralentir.

Le Slalom

Bien que le LM-002 puisse (ou ne puisse
pas) étre en mesure de passer au travers
de ces blocs de ciment (nous ne le
recommandons pas), vous aurez
surement une meilleure chance avec une
voiture qui peut prendre des virages
serrés. Chaque véhicule posséde une
vitesse de croisiere différente et votre
capacité de faire des cascades jouera
beaucoup.

Le Loop (La Boucle)

Non. Si vous allez jusqu'a 140 miles a
I'heure, cela ne vous aidera pas. Pour
réussir, il convient de contréler votre
vitesse pendant que vous passez la
boucle. A moins de 60 miles par heure,
vous risquez de tomber au creux et, a plus
de 110, vous vous retrouverez dans les
décors a une vitesse vertigineuse. Vous
pouvez faire tourner le volant a droite
doucement pour faire ce parcours qui
offre peut-étre la cascade la plus difficile.

Elevated Road (la route élevée)

Les ponts suspendus normaux ont deux
aspects: transparents pour ceux qui
veulent voir sur quoi ils conduisent et
opaques pour ceux qui ont peur de
I'altitude.

Alors qu'un pont droit ne présente aucun
probléme,vous devez faire attention aux
virages en suspension; ils arrivent
rapidement et leur vitesse maximum est
d'environ 50 miles par heure.

Le Spiral (la spirale)

Elle rappelle les parkings en spirale, sauf
que vous ne la prenez pas a 80. Ne le
faites pas. 60 est acceptable si vous vous
étes entrainé. Ces parcours n'ont qu'un
seul virage a 360 degrés bien qu'il ait 'air
de ne plus en finir.
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