


This official seal is your assurance that this product meets the
highest quality standards of SEGA™. Buy games and accessories
with this seal to be sure that they are compatible with the SEGA™
GENESIS™ SYSTEM.

HANDLING YOUR CARTRIDGE

» The Sega Genesis Cartridge is intended for use exclusively
with the Sega” Genesis™ System.

= Do not bend it, crush it, or submerge it in liquids.

* Do not leave it in direct sunlight or near a radiator or other
source of heat.

= Be sure to take an occasional recess during extended play,
to rest yourself and the Sega Cartridge.

Warning

To owners of projection televisions: 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.

WARNING: READ BEFORE USING YOUR
SEGA VIDEO GAME SYSTEM.

A very small percentage of individuals may experience epileptic
szizures when exposed to certain light patterns or flashing lights.
Exposure to certain pattemns or backgrounds on a television screen or
while playing video games may induce an epileptic seizure in these
individuals. Certain conditions may induce previously undetected
epileptic symptoms even in persons who have no history of prior
seizures or epilepsy. If you, or anyone in your family, has an epileptic
condition, consult your physician prior to playing. If you experience
any of the following symptoms while playing a video game- dizziness,
altered vision, eye or muscle twitches, loss of awareness, disorienta-
tion, any involuntary movement, or convulsions- IMMEDIATELY dis-
continue use and consult your physician before resuming play.

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.
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Have you ever imag-
ined what it would be like
to roar a state-of-the-art
IndyCar® around a track
at 200 miles per hour?

Have you ever imag-
ined the kind of skills
needed to outpace a field
of expert racers and be
the first to see the check-
ered flag?

Have you ever imag-
ined you would someday
be able to test your wits
and reflexes against the
toughest challenge in
racing?

Imagine no longer!
Because with NEWMAN
HAAS INDYCAR?® featur-
ing NIGEL MANSELL,
you're where the action
is: behind the wheel of a
custom-designed
IndyCar®, speeding
toward the finish line as
your crew in the pits
cheers you to victory!

INEY

From the green flag
to the checkered flag,
you'll experience all the
sights and sounds of
IndyCar® racing just like
Nigel Mansell, one of the
most popular drivers in
the world for more than
15 years!

Your racing knowl-
edge and instincts will be
pressed to the limit as
you drive the most chal-
lenging tracks on the cir-
cuit, from the United
States to Australia. With
custom equipment and a
team of experts behind
you, and with top-of-the-
line IndyCars® and equal-
ly determined drivers
against you, you'll experi-
ence the most real-
istic IndyCar®
racing
possible!

The race is about to
begin, and the pole posi-
tion is yours. Your heart
is pounding with excite-
ment as you don your
helmet and strap yourself
in behind the wheel. The

roar of the crowd sounds

like a dozen wide-open
carburetors.

The green flag is
just moments away.
Get ready ... get set ...
START YOUR ENGINE!

BEFORE YOU TURIN
THE IGNITION KEY

1. Make sure the power is OFF.
2. Insert the NEWMAN HAAS

INDYCAR?® featuring
NIGEL MANSELL
Game Cartridge as
described in your
Sega” Genesis"
instruction manual.

3. Turn the power switch ON.

The NEWMAN HAAS INDYCAR?® featuring
NIGEL MANSELL title screen appears.




NEWMAN HAAS INDYCAR?® featuring NIGEL
MANSELL lets you choose how and where you want
to race! Use the D-PAD to highlight various categories
on the options screen, and the A, B, or C BUTTONS
to pick from the following possibilities:

’ﬁi s :EF"S' 1 player sound effects
Oou may choose -
1-player, 1-player split, 1 S
or 2-players. A one play-
er game lets you test
your racing skills solo. A
one player split game
features a horizontally
split screen with your car in the top half racing against
the computer-controlled racer (teammate Mario
Andretti!) in the bottom half. In two player mode, you
race against a friend.

B8 sounND:

Choose between Sound Effects or Music.

R PASSWORD:

This is where you enter your password if you are
continuing a season-long competition. A password
will be given to you every time you finish arace in a
Full Season competition.

BE race MODE:

In arcade mode, you can begin racing without
having to set custom car options. ARCADE play is
fast and fun, with automatic pit stop service!
SIMULATION mode is closer to real IndyCar® racing,
featuring generous car customizing options, authentic
yellow flag racing rules, and control over pit activity.
In either mode, you have a chance to master the
courses in practice races.

#E conreTITION:

You may choose between a single race on any of
the 15 international IndyCar® tracks, or a full season
of competition on all tracks.

When you've made your appropriate choices
in the above categories, use the D-PAD arrow
to highlight the EXIT option and press the A, B
or C BUTTON.




B8 7HE INDYCAR®T TRACKS

NEWMAN HAAS INDYCAR?® featuring NIGEL
MANSELL gives you 15 international tracks of racing
excitement! In a full season of competition, you'll
drive them all. In a single race mode, you can use the
D-PAD to choose from any one of the following tracks
(press the A, B or C BUTTON when you've made
your decision):

TRACK TRACK ARCADE SIMULATION

LOCATION LENGTH  LAPS LAPS
SURFERS PARADISE 2.795 4 7
QUEENSLAND, AUSTRALIA miles laps laps
PHOENIX, 1 10 20
ARIZONA mile laps laps
LONG BEACH, 1.59 6 1
CALIFORNIA miles laps laps
MILWAUKEE, 1 10 20
WISCONSIN mile laps laps
DETROIT, AR 2.1 4 8
MICHIGAN miles laps laps
PORTLAND, 1.95 5 10
OREGON miles laps laps
CLEVELAND, 2.369 5 9
OHIO miles laps laps
TORONTO, 1.78 5 9
ONTARIO miles laps laps
BROOKLYN, 2 13 25
MICHIGAN miles laps laps
LEXINGTON, 2.25 5 9
OHIO miles laps laps
LOUDON, 1.058 10 20
NEW HAMPSHIRE miles laps laps
VANCOUVER, 1.677 5 10
CANADA miles laps laps
ELKHART LAKE, 4 3 5
WISCONSIN miles laps laps
A : 5 %
PENNSYLVANIA mile laps laps
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CUSTOMIZE
YOUR
INDYCAR®

Now it's time to cus-
tomize your car with six
categories of options!

MODIFY CAR allows
you to make changes to
five important areas of
your IndyCar®. For com-
plete details, see MODI-
FY YOUR INDYCAR® on
page 9.

DASHBOARD allows
you to decide which, if
any, of the four informa-
tion displays you want to
include on screen: Revs,
Gears, Current Position
and Current Lap.

CONTROL allows you
to choose which buttons
on your GENESIS™
D-PAD will correspond to
the following functions:

~_accelerate, brake,

upgear, and downgear.

arrow to highlight a
pre-set control option,
then pressthe A,Bor C
Button to select that con-
figuration. During a prac-
tice, qualifying or race
session, pressing the
START BUTTON will
pause and resume the
game. While the game is
paused, you can press
the A, B and C BUTTONS
together to exit the
current session.

NAME ENTRY allows
you to enter your name to
help keep track of point
totals and race standings
over the course of a full
season of racing.

MPH/KPH allows
you to choose between
displaying your speed
in miles per hour or
kilometers per hour.

MANUAL/AUTO allows
you to choose between a
manual transmission
vehicle or an automatic
transmission vehicle.

Once you've made your
choices in the above cat-
egories, use the D-PAD
arrow to highlight the
EXIT option, then press
any button.




NODIFY
YOUIR
INDYCAR”

Should you choose to
modify your IndyCar®, you
will be able to do so in
five important areas. Use
the D-PAD to highlight the
modification you want to
make, then press the A, B
or C BUTTON.

BRAKES canbe
set to three different
degrees of grab: Soft,
Medium and Hard. Soft
braking suits oval tracks,
while more complex
courses call for harder
braking. Press the A or C
BUTTON to cycle through

‘the three brake settings.
Press the B BUTTON to
make your selection.

STAG&'Z—}EH indi-

- Each may be tilted at
~ anywh from3°_ :

tions of up to 0.4" on
each of the four tires. On
ovals the car should be
set up so that stagger
makes the car lean more
into a bend. For example,
if an oval has turns that
are going left, then the
back right tire needs to be
made slightly bigger so
that the car tips towards
the front left, making the
car lean into a comer.
When using Stagger in
this way, you’ll want to
Counterbalance the
added wear it causes on
Tires by using hard tires
on the outside and softer
tires on the inside.
Stagger should not be
used on street circuits.
Press up or down on the
D-PAD to select the tire
you wish to modify. Press
the A BUTTON to reduce
the stagger by 0.1" or the
C BUTTON to increase
the stagger by 0.1". Once,
you are satisfied with
your selection press the
B BUTTON.

VWINGS deter-
mines the angle of the
aerodynamic wings at the
front and rear of the car.

will give you better han-
dling. A big tilt in the back
wing will prevent the car
from sliding during turns
and bends. However,
keep in mind that a high
wings setting will cause
more drag on the car,
making for slower accel-
eration and a lower top
speed, as well as more
tire wear. All these factors
make a high wing setting
perfect for road tracks
with many tums, whereas
an oval track where han-
dling is not as important
as speed makes a lesser
wing setting desirable.
Press up or down on the
D-PAD to select the wing
you wish to modify. Press
the A BUTTON to reduce
the wing's tilt angle or the
C BUTTON to increase
the wing's tilt angle.
Press the B BUTTON
once you are satisfied
with your selection.

TIRES allows you to
choose hard, medium, or
soft compounds on each
of the four tires. Soft tires
have better grip, which
allows for both better han-
dling and acceleration,

but they don't last as long.
: _;Soﬂtaresarebe&tformad:.:

less grip, but will last a
long time. Because accel-
eration is less important
on twisting road tracks,
consider using harder tires
on oval tracks. Press up or
down on the D-PAD to
select the tire you wish to
modify. Press the Aor C
BUTTON to cycle through
the three tire compounds.
Press the B BUTTON once
you are satisfied with

your selection.

CANMNMBER allows
you the option of altering
the suspension on each of
the four tires, enabling you
to oversteer to either the
left or the right. Each tire
may be modified to a max-
imum of 3°. Use camber to
offset the effects of wings.
The downward force of
wings puts pressure on
the suspension, causing
tires to lift off the ground
on the outside of the tire,
which results in significant
tire wear and loss of trac-
tion. Camber changes the
angle of the tire, counter-
acting the downward pres-
sure by making the tire
flatter on the road. When
racing at an oval track,

_you'll want
: rughercam-

 the
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tires that are on the
same side as the tumns.
For example, on a track
with left tums, you'd
raise the camber on the
left side tires. On road
tracks with both left and
right turns, you might
apply less camber, but to
all four tires. See the tire
patch in the Tech screen.
When it is in the center
of the tire, the tire will
have even grip. Press up
or down on the D-PAD
to select the tire you
wish to modify. Press
the A BUTTON to reduce
the camber or the C
BUTTON to increase

the camber. Press the
B.BUTTON once you

are satisfied with

your selection.

=
OPRPTION

Choose the TECH
option at any time if you
want to see the physical
and aerodynamic forces
at work as the result of
any modification. At the
bottom of the TECH
screen, arrows in front of

and behind the car show
- _-downwaid'force at the

car. The longer the
arrow, the more down-
ward force there will be.
An arrow below the car
indicates the amount of
drag on the car. Again,
the longer the arrow, the
greater the amount of
drag. Between these
arrows is a tilting bar,
which indicates how the
downward force on the
car is distributed. The
lower down the bar is,
the more downward
force there is. For exam-
ple, if the tilting bar is
high on the left side of
the bar (the front of the
car) and low at the right
(back of car), then the
car has less “weight” in
the front, and will not
steer well. If the opposite
tilt is indicated, then
there is less weight in the
rear, and the car will tend
to slide on curves. The
top of the screen fea-
tures a top down view of
the car. Here you will see
the type of tire chosen
displayed as a particular
color of tire. The grip of
the tires is shown by an

_oblong within the tire,
~ representing the amount
ab dawnwmd force act-

THE

As you race, you'll have |\

the following information
right in front of you:

= Aerial view of track,
including your
position, other racers,
and the leader

* Timings of your best
lap, your current lap,
and how far behind
the next car you are

* Your current lap
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* Your speed, in miles or
kilometers per hour

* Your fuel gauge

* Your current gear

* Your car's damage

number, plus your indicator
position in the race * Your revs
DEFAULT SETTINGS
BRAKE

STEER
LEFT/RIGHT

UP SHIFT/
DOWN SHIFT

#E PIT STOP!
When your fuel
is running low or your

tires are wearing thin, it's

time to hit the pits!

To enter the pit, steer
your car into the pit lane
and slow down. '

The pit crew is initially
~ be stopped.

instructed to do three

ACCELERATE

things: refuel, change the
tires, and fix damages to
the car. You can refuse
any or all of these three
options by pressing the
appropriate buttons.
Keep in mind that in
arcade mode, once these

- procedures have started,

_they cannot




A BUTTON - Toggle between Fueling and No Fueling.

B BUTTON - Toggle between Tires Change and
No Tires Change.

C BUTTON - Toggle between Repairs and No Repairs.

NOTE: Pressing the A, B, and C BUTTON before
the car comes to a complete stop signifies that this
pit stop is a “stop-and-go”. A stop-and-go is useful
when you have been black flagged and do not wish
to make a long pit stop.

There are no limits to the number of pit stops you
may make in a race, but remember that every pit stop
slows you down and may affect your final standing!

FLAG GREEN
SIGINALS FLAG
Over the course of any — A green flag
given race, it's likely that ~ Signifies the start of a

practice session, a quali-
fying session, or a race. It
also signals resumption
of normal race conditions
following a yellow flag.

you'll see the starter uti-
lize many of the
following flag signals to
communicate with you
and other drivers:

YELLOW
FLAG

A yellow flag

requires the drivers to
slow down, exercise
caution and maintain
their relative positions.
While the yellow flag is
displayed, you may not
pass any cars and no
cars may pass you.
You must maintain the
minimum speed of 30
MPH in order to avoid
being hit from behind
by other cars. Passing
a car under the yellow
flag may result in you
being black flagged
(See BLACK FLAG

for details).

BLACK
FLAG

A race car

receiving the black flag
must go immediately
to the pit. If a racer
ignores the black flag,
two things can happen:
1. The racer will not
be awarded for
completion of any laps
until the black flag

disqualified from
the race. All scoring
will be suspended.

In Newman Haas
IndyCar® featuring Nigel-
Mansell, you can get
black flagged for the
following reasons:

A.Passing a car during
the yellow flag.

B. In Simulation, ignoring
the pit lane speed limit
of 100MPH/180KMH.

WHITE
e
The white

flag indicates to the
drivers that they have
started the last lap of
their qualifying session
or race.

. N CHECKERED
e | e
The check-

ered flag signifies the
end of a qualifying ses-
sion, or the completion
of the race and shall be
displayed to the leader
as he completes his last
lap and thereafter to
each car still running.




B8 racE RESULTS

Following each race,
the results are dis-
played on a Race
Results screen.
Points are given for
finishing position, as
well as for number of
laps led and fastest
qualifying time.
Points earned in a
race will count towards your overall standing in Full
Season Competition.

#8 crHANMPIONSHIP POINTS

In a Full Season Competition, your main goal is to
accumulate the most championship points. It is not
always necessary for you to win every race, but it is
important that you finish each race to earn these
valuable points.

POSITION POINTS
1st 20
2nd o T
3rd 14
4th 12
5th 10
S

7th

b e L ATESEG )

There's no substitute for experience, of course,
but Nigel has a few tips for IndyCar® drivers just
getting started:

In a turn, remember that you want to
try to hug the inside corner so that the
distance around the turn is as short as
it can be.

Keep a sharp eye on your speed and
practice shifting as quickly as possible
so you don't lose time in the transition
from first gear to fifth gear.

When modifying your vehicle, be sure to
take into account the type of track you
will be racing on. Is it an oval that
includes only four left turns, or is it a
track that mixes left and right turns with
short sprints and long straightaways?
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In the annals of racing history, Nigel Mansell is sure to
be spoken of in the same breath as A.J. Foyt, Emerson
Fittipaldi, and Mario Andretti.

And his IndyCar® driving career only began in late 1992!

Nigel was born August 8, 1953, in Upton-on-Severn,
England. His determination to succeed on the track was
vividly demonstrated early in his career: In 1977, after
capturing 32 Formula Ford wins in 42 starts, Nigel sus-
tained a broken neck. When doctors told him he might
never race again, he checked himself out of the hospital
determined to prove them wrong.

A year later, Nigel sold his house to finance his racing
career. In 1979, he won the International Trophy race
and scored a pair of second-place finishes. He made his
Formula One debut in 1980 as Mario Andretti's team-
mate in the Austrian Grand Prix, and became a full-time
Lotus competitor in 1981.

Racing fans continue to tell the story of how Nigel, in
1984, literally pushed his Lotus over the finish line in
Dallas to score a sixth-place finish--then promptly col-
lapsed from heat exhaustion!

In 1987, more tragedy struck: Nigel, now on the
Formula One circuit, suffered a spinal concussion and 12
crushed vertebrae in a qualifying accident in Japan.
Though he missed the last two races of the season, he
_ finished in second place overall.

Nigel_hadplmnedtorehremwm but five wins on the

THE LE END

Meanwhile, F1 records
continued to fall to Nigel's
driving: most wins in a sea-
son (nine, in 1992); most
pole positions (14, in 1992);
and most wins in a row (five,
in 1992).

On September 18, 1992,
Nigel announced his plans to
join the Newman Haas
IndyCar” racing team. The
1993 season saw Nigel
become the first rookie ever
to win the IndyCar® champi-
onship! He reached a million
dollars in earnings faster (10
races) than any driver in rac-
ing history! He missed racing
at Phoenix that year due to a
180-mile-per-hour practice
crash, but recovered from
surgery fast enough to finish
third at Indianapolis, his first
500-mile start.

Nigel Mansell's career has
been as remarkable
as the man himself. But
perhaps most remarkable
of all is the fact that it's far
from over!




INDYCAR?° RACING:
A CAPSULE
HISTORY

The first motor racing track ever was built in
1906 by a wealthy Englishman. The concrete oval
was almost three miles long.

Three years later, four Indiana businessmen
created the Indianapolis Motor Speedway, home of
the Indianapolis 500 that has been a Memorial Day
tradition for decades. f

Today, IndyCar® racing is one of the most popular
spectator sports in the world. The IndyCar® schedule
finds drivers competing on 16 tracks in the United
States, Canada, and Australia over the course of a
seven-month season that begins in March and
ends in October.
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MAXELL FREE POSTER OFFER BY MAIL
OFFER GOOD FROM AUGUST 15, 1994 TO AUGUST 30, 1995

Here's How To Receive Your Maxell "Man In The
Chair" Poster:
Buy: 4 XLII 90 or 4 XLIl 100 audiotapes.
Mail:1) This complete gniginal rebate certificate (no
reproductions accepted).
2) Cash register receipt{s) dated between
8/15/94 and 8/30/95 with Maxell product
purchase circled.
3) UPC Symbol(s) from the following audio
tape packs:
+ Twa XLII 90 2 pack UPC Symbols-
#0-25215-13642-9 OR
Twao XLII 100 2 pack UPC Symbols-
#0-25215-13622-1 OR
= Dne XLII 90 Buy 4 get 1 Free Brick Pack
UPC Symbol-#0-25215-13645-0 OR
One XLII 100 Buy 3 get 1 Free Brick Pack
UPC Symbol-#0-25215-93019-5 OR
* Qne UR 90 Buy 5 Get 1 Free Brick Pack
UPC Symbol-#0-25215-92004-2

.

Receive: Maxell ‘Man [n The Chair’ Poster By Mail
Mail to: Maxell Free Poster Offer

P.0. Box 52042 Dept. #4445

Phoenix, AZ 85072-2942
Please send my poster ta:

Name

Address

City

State Zip

Requests must be postmarked by August 30,
1985, Offer good only In the U.S. while supplies
last, Void were prohibited, taxed or restricted by
law. Official arder forms, UPCs and Register
Receipts may not be mechanically reproduced.
Please allow 6-8 weeks far delivery. Limit 2 posters
per address, family or individual.

MNOT SPONSORED BY SEGA

Acclaim Entertainment, Inc.
LIMITED WARRANTY

Acclaim Entertainment, Inc. (Acciaim) warrants to the onginal purchaser only of this Acclaim soft-
ware product that the medium on which this computer program is recorded is free from defects in
materials and workmanship for a period of ninety (90) days from the date of purchase. This Acclaim
software program s sold “as is,” without express or implied warranty of any kind, and Acclaim & not
fiable for any losses or damanes of any kind resuing from use of this program, Acclaim agrees for a
period of ninety (90) days to either repir or replace, at its option, free of charge, any Acclaim software
product, postage paid with proof of date of purchase, at its Factory Senvice Center. Replacement of the
cartridge, free of charge to the onginal purchaser (except for the cost of retuming the cartridge) is the
full extent of our fabily,

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and
shall be void if defect in the Acclaim software product has ansen through abuse, unreasonable Use,
mistreatment or nealect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM.
ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT INCLUIDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (30)
DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ACCLAIM BE LIABLE FOR ANY SPECIAL, INCI-
DENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION
OF THIS ACCLAIM SOFTWARE PRODUCT

Some states da not allow limitations as to how long an implied warranty lasts and/or exclusions o
limitations of incidental or conseguential damages so the above imitations and/or exclusions of iability
maymﬁapwmwu.Thisnmamygiveswuspecmcrighs.andywrmyadmhavecmerﬁgh's
which vary from state o state.

This warranty shall not be applicable to the extent that any provision of this waranty is prohibited by
any federal, state or municipal law which cannot be pre-empted.

Repairs / Service After Expiration of Warramty - f your cartridge requires repair after expiration of
the 90-day Limited Wamranty Period, you may contact the Consurmer Service Department at the num-
ber listed below. You wil be advised of the estimated cost of repair and the shipping instructions.
Acclaim Hotline/Consumer Service Dept.  (516) 624-9300
Marketed by Acclaim. Distributed by Acclaim Distribution, Inc. 71 Audrey Avenug, Oyster
Bay, New York 11771, 1
®World Wrestling Federation and It's logos are registered trademarks of TitanSports, Inc.

Al distinctive character names and likenesses are trademarks of TitanSports, Inc. ©
1094 TitanSports, Inc. Al rights reserved. Licensed through Leisure Concepts, Inc.”

The racing car and all depictions or likenesses thereof are the property of Newman Haas
Racing. All Rights Reserved. IndyCar and the IndyCar Helmet Logo are registered trade-
marke of the Indianapolis Motor Speedway Corporation under exclusive license to
Championship Auto Racing Teams, Inc. Game design and software © 1994 Gremlin
Interactive Ltd. Acclaim is a registered trademark of Acclaim Entertainment, Inc. © 1994
Acclaim Entertainment, Inc. All Rights Reserved.

Patents: U.S. #'s 4,442, 486/4,454 534/4 462, 076/4,026,555; Europe # 80244; Canada #'s
1,183,276/1,082,351; Hong Kong # 88-4302; Germany # 2,609,826, Singapore # 86-155;
UK. #1,535,099: France # 1,607,029; Japan #'s 1,632,396/82-205605 (Pending).
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