


WARNINGS Read Before Using Your Sega Dreamcast™ Video Game System

CAUTION
Anyone who uses the Sega Dreamcast should read the operating manual for the software and console before operating them. A responsible

adult should read these manuals together with any minors who will use the Sega Dreamcast before the minor uses it.

HEALTH AND EPILEPSY WARNING
Some small number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing lights or light

patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or loss of conscious-

ness may occur even if the person has never had an epileptic seizure.

If you or anyone in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor prior to using

Sega Dreamcast.

In all cases, parents should monitor the use of video games by their children. If any player experiences dizziness, blurred vision, eye or mus-

cle twitches, loss of consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE USE AND CON-

SULT YOUR DOCTOR BEFORE RESUMING PLAY.

To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using Sega Dreamcast:

• Sit a minimum of 6.5 feet away from the television screen. This should be as far as the length of the controller cable.

• Do not play if you are tired or have not had much sleep.

• Make sure the room you are playing in has all the lights on and is well lit.

• Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neck, arms and fingers so you can continue

comfortably playing the game in the future.

OPERATING PRECAUTIONS
To prevent personal injury, property damage or malfunction:

• Before removing disc, be sure it has stopped spinning.

• The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this disc in

anything other than a Sega Dreamcast console, especially not in a CD player.

• Do not allow fingerprints or dirt on either side of the disc.

• Avoid bending the disc. Do not touch, smudge or scratch its surface.

• Do not modify or enlarge the center hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape.

• Do not write on or apply anything to either side of the disc.

• Store the disc in its original case and do not expose it to high temperatures and humidity.

• Do not leave the disc in direct sunlight or near a radiator or other source of heat.

• Use lens cleaner and a soft cloth to clean disc, wiping gently from the center to the edge. Never use chemicals such as benzene and

paint thinner to clean the disc.

PROJECTION TELEVISION WARNING
Still pictures or images may cause permanent picture tube damage or mark the phosphor of the CRT. Avoid repeated or extended use

of video games on large-screen projection televisions.

SEGA DREAMCAST VIDEO GAME USE
This GD-ROM can only be used with the Sega Dreamcast video game system. Do not attempt to play the GD-ROM on any other CD player:

doing so may damage the headphones and/or speakers. This game is licensed for home play on the Sega Dreamcast video game system

only. Unauthorized copying, reproduction, rental and/or public performance of this game is a violation of applicable laws, The characters and

events portrayed in this game are purely fictional. Any similarity to other persons, living or dead, is purely coincidental.
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Setting Up
Coaster Works is a one-player game. Before turning the Sega Dreamcast power ON,
connect the controller or other peripheral equipment into the control ports of the Sega
Dreamcast. Proper game functioning cannot be guaranteed if you use incompatible

controllers. Never touch the Analog Thumb Pad or Triggers UR while turning the Sega
Dreamcast power ON. Doing so may disrupt the controller initialization procedure and
result in malfunction. If the Analog Thumb Pad or Triggers L/R are accidentally moved
while turning the Sega Dreamcast power ON, immediately turn the power OFF and
then ON again making sure not to touch the controller.

Visual Memory Unit

Coaster Works requires 75 blocks to save the game mode. The memory card must be
plugged into Expansion Socket 1 of the controller in control port A in order to save
data.

While saving a game file, never turn OFF the Sega Dreamcast power, remove the

VMU or disconnect the controller.

Sega Jump Pack

Coaster Works is compatible with the Sega Dreamcast Jump Pack, which can be
plugged into Expansion Socket 2. When the Jump Pack is inserted into Expansion
Socket 1 of the Sega Dreamcast Controller, the Jump Pack connects, but does not lock.

If the controller is jarred, the Jump Pack may fall out during game play or otherwise inhibit

game operation.

Reset
To return to the title screen at any point during game play, simultaneously press and
hold the A, B, X, Y and Start buttons. This will cause the Sega Dreamcast to soft-reset

the software.

Dreamcast Hardware

SEGA DREAMCAST HARDWARE UNIT
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This turns the
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Uso these ports to connect the Dreamcast Controller or other peripheral equipment.

From left to right are Control Pori A, Control Port B, Control Port C, and Control Port D.

Use each port to connect controllers for players 1 to 4 respectively.

NOTE: Control Port can also be referred to as Port.
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Getting Started
Press the Start Button at the title screen to display the main menu.

Starting a New Game

Select NEW GAME.
Also see, Selecting a Stage on page 7.

Continuing From Saved Data

1. Insert the memory card with the saved file into Expansion Slot 1 of the controller

and select CONTINUE.

2. Select a memory card.

3. Select a saved stage.

Menus
Press the Start Button to display a menu (may not be available in some modes).

Different menu items are displayed depending on the mode you are in.

Various Menu items
Continue

Explanation Omitted

Delete Components

Special Components
Test-Run

Save
Stop

Options

Change Coaster

Change Color

SavingA Fiie

You can save a game either from the Construction Mode or after clearing a stage. , l
;

;

Make sure there are 75 available blocks in your memory card.

From the Construction Mode: Press the Start Button and select Save. Select a memory ^

card. Select a file.

One memory card can store up to 2 files.

Go back to or continue the game.

Explanation omitted and proceed to the next mode.

Delete all the components beyond the current componeiit

you are editing.

Build loops and corkscrews. (Not available in some stages)

Perform a test-run.

Save the current stage to a memory card.

Go back to the previous mode.

Configure the in-game settings.

Change roller coasters. (In secret stage only)

Change the color of the rail. (In secret stage only)



Options

Select OPTIONS in the menu to configure the game settings.

BGM Set the volume of the background music

Sound Effects Set the volume of sounds such as the coaster's noise

Scream Set the volume of the screams

Sound Switch between stereo and monaural

Guide Display Select whether or not to display the guide in the Construction Mode
Jump Pack Select whether or not to use the Jump Pack function

Absolute and Relative Angles
The following diagram explains the terms "Absolute Angle" and "Relative Angle" when
used in the game and within this booklet.

Absolute Angle - The angle formed where the component and the ground intersect.

Relative Angle - The angle formed where the currently selected component and its

connecting component intersect.

currently selected campanent

connecting component

Selecting A Stage
You can only select the stages that are highlighted. New Game players will only be'

able to choose the first stage, Kidstown Park, as the beginning stage.

Coaster Works Tutorial

in this section you will be given in-depth

instructions on how to become a

professional roller coaster architect.

Stage Requirements
This menu displays the conditions and

requirements needed to successfully

complete the selected stage.

Maximum Speed Maximum speed t

Maximum G-Force The total amount of horizontal and vertical G-forces needed.

Thrill The level of thrill needed; indicated in points.

Safety Level The level of safety to maintain; indicated in points.

Course Limitations

This menu displays the course restrictions.

Width The width of the overall course.

Length The length of the overall course.

Height The maximum height of the course.
; ,

. !

Maximum Angle The maximum vertical absolute angle. : :

Twist Whether twists can be used in this;oodrseT;T,ir3T;T:':: ; .. .irt.T



Construction Mode
This is the mode used to design the roiier coaster.

Vertical Angle The vertical absolute angle of the component you are editing.

Horizontal Angle The horizontal absolute angle of the component you are editing.

Twist The twist's absolute angle of the component you are editing.

Total Length The total track length of all of the components combined.

Height The height of the component you are editing.

# of Components The total number of components used.

Camera Mode

1. Ground

2. Component being edited

3. Coaster station

4. Finish Zone

Split Screen Mode

the coaster rail

view

Building A Roller Coaster
The construction method is also explained in the game's tutorial.

• A course is built by changing the angles of the components and extending them. The •.

relative angles (the angle between a component and its connecting component) must
be less than 40 degrees. In some stages, the absolute angles (the angle between a
component and the ground) are also limited.

• Use the B Button to go back to previous components. If you modify an angle of a
middle component, all the angles thereafter will also be modified automatically

according to the change you made. In order to move only the component you are

currently editing, press and hold the X Button while moving the component.

• Use the Y Button to change views. You can look at the rail from different view angles
to better grasp the overall picture.

• The maximum number of components you can use is 240.

• The roller coaster will automatically roll up the first hill and start free falling at the first

downward angle.

• Select TEST-RUN from the menu to test the rail. If components are not connected
properly or do not fit within the designated construction zone, the test-run cannot be -

performed. Problem components will be indicated in yellow.

• To bring the end of the rail back to the station, you need to place it into the Finish

Zone. The Finish Zone is located at the right side of the station and indicated in

green. Make sure the angle between the end component and the station is less than
40 degrees. When you place the end of the rail into the Finish Zone properly, a red
instruction rail will be displayed.

• Once the end of the rail is properly connected to the station the first phase of the rail

building is complete. To clear the stage, however, you must successfully complete a
test-run and satisfy the predetermined stage requirements.



• As you progress through the stages you will be able to use special components.

Special components enable you to easily build loops and corkscrews. Select

SPECIAL COMPONENTS to go into the Special Components Construction Mode.

Use the Directional Button to select a special component and press the A Button to

select. The special components can be used only when the following conditions are

satisfied: 1) the vertical absolute angle of the end component is less than 10 degrees;

2) the absolute angle of the twist is less than 10 degrees; and 3) you have more than

20 components remaining.

Test-Run
To operate a test-run, select TEST-RUN from the menu in the Construction Mode or

select the end component and press the A Button while the Finish rail is displayed.

An ultra-realistic dummy is used in the test-run to collect statistical data for course

evaluation. When a test-run is successful the collected data will be displayed. If the

results satisfy all the predetermined stage requirements you can proceed to the next

stage.

While riding on a roller coaster in a stage you have already cleared, view angles can

be changed using the Y Button.

Advice From The Coaster Works Team

• Safety Level is Too Low
Generally speaking, the longer and the more bumpy the course, the more dangerous
it will be. In other words, make the course shorter and straighter to increase the

safety level. The ride will be especially dangerous if the G-force is over 6.5. Avoid

sharp curves at high speeds.

• Thrill Level is Too Low
Generally speaking, the longer and more bumpy the course, the more thrilling it will

be. But, this will compromise safety. Try to balance safety and thrill factors.

• Maximum Speed is Too Slow
The bigger the drops are, the faster the roller coaster will go. Hence, make the peak
of the drop as high as possible and the bottom of it close to the ground.

• Maximum G-force is Too Smali

It's easy to increase the G-force; build sharp curves where the roller coaster will

have gained speed. But, this will increase the danger, so don't go overboard.

• Rolier Coaster is Pulied Off the Rail

Roller coasters can go flying off the rail if either the horizontal or vertical G-force is

too strong. To avoid this, make the curves less sharp or add some twists.

• Cannot Modify the Angles of the Components
If you are unable to modify the components you are probably trying to make the

angles too big. Try pressing and holding the X Button while moving the components,

or, start from the end component and then go to the middle ones. If these tricks do
not work, select DELETE COMPONENTS from the menu and erase all the components
beyond the one that's currently selected.
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THIS LIMITED WARRANTY IS VALID FOR U.S. AND CANADIAN SEGA DREAMCAST SOFTWARE MANUFAC-

TURED FOR SALE IN AND PURCHASED AND OPERATED IN THE UNITED STATES AND CANADA, ONLY!

Limited Warranty

Xicat Interactive warrants to the original consumer purchaser that the Sega Dreamcast GD-ROM shall be free from

defects in material and workmanship for a period of 90-days from the date of purchase. If a defect covered by this

limited warranty occurs during this 90-day warranty period, Xicat Interactive will replace the defective GD-ROM or

component free of charge. This limited warranty does not apply if the defects have been caused by negligence,

accident, unreasonable use, modification, tampering or any other causes not related to defective materials or work-

manship. Please retain the original or a, photocopy of your dated sales receipt to establish the date of purchase for

in-warranty replacement.

Limitations on Warranty

Any applicable implied warranties, including warranties of merchantability and fitness for a particular purpose, are

hereby limited to 90-days from the date of purchase and are subject to the conditions set forth herein. In no event

shall Xicat interactive, be liable for consequential or incidental damages resulting from the breach of any express or

implied warranties. The provisions of this limited warranty are valid in the United States and Canada only. Some

states do not allow limitations on how long an implied warranty lasts, or exclusion of consequential or incidental

damages, so the above limitation or exclusion may not apply to you. This warranty provides you with specific legal

rights. You may have other rights, which vary from state to state.

© 2000 Xicat Interactive, Ltd. © 1999 Bimboosoft.

www.xicat.com

ESRB RATING
This product has been rated by the Entertainment Software Rating Board. For information about the ESRB rating,

or to comment about the appropriateness of the rating, please contact the ESRB at 1-800-771-3772.

Sega is registered in the US Patent and Trademark Office. Sega. Dreamcast and the Dreamcast logo are either reg-

istered trademarks or trademarks of Sega Corporation. All Rights Reserved. Made and printed in the USA. WARN-

ING: Operates only with NTSC televisions and Sega Dreamcast systems purchased in North and South

America (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: 5,460,374; 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

Software Association. Sega of America Dreamcast, inc, P. O. Box 7639, San Francisco, CA 94120.


