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THIS IS NO SUNDAY DRIVE!

Few modern sporting events match the sheer intensity and energy of NASCAR racing.
where unbriclied speed and driver skill create an atmosphere of excitement and unpredict-
ability. These standard “street”™ cars are all radically modified to increase road handling,
stability, stamina, acceleration and braking. individual races can be as long as 500 miles. To
win a race is difficult, to win a season borders on the impossibie,

Championship racer Bill Elliott has teamed with Kanami to bring you a game that
delivers the gritty, gear-grinding thrills of NASCAR racing, right down to the smalles
detail. \When you accept Bill's challenge, you'll find yourself
behind the wheel with our unigue first person
perspective. You'll choose and madify your car to
YOLIT specs, and can even practice racing strate-
gies like drafting and the sling shot before
competing. When you're ready, you'll go up
against ruthiess racers on authentic, in-scale
recréeations of some of the circuit’s
most renowmed courses. Be wamed
though, it’s not for the faint of
heart. Who knows what can
happen at 200 mph? Especially
with Bill Elliott hot on your taill

THE CHALLENGE

The light of a Daytona dawn dances across your glistening machine as your pit crew
prepares it for 500 grueling mikes. You can't afford any mistakes. As a contender on the
MNASCAR Circuit, you know the consequences of a single error. The pressure never ends as
you challenge the toughest tracks in the world: Daytona, Talladega, Sears Point and
Watkins Glen. But the real test comes from bumper-to-bumper competition

Bill Elliott — the hardest charging driver ever bornl
But red-lining your tachometer is only the half of it. Because before
you can even buckle your seat beft, you must first select a car and
customize it to your specs. This includes choosing a manual or
automatic transmission, and a racing or qualifing engine. It also
MEAnNs oL must adjust wour tires, gear ratio and spoiler angle.
Cince you're up and running in the race, keep a careful
EWE O Your gawges for any telltale warning signs. You've got

whether it’s to refuel or for something more serious.
Remember, good strategy is just as important as natwral
racing skills when it comes to taking the checkered flag.



HOW TO HIT THE ROAD, JACK

To begin, press the Start Button. This will bring you to
the all-important Select screen.

Lise the Select Button on the Controfler to choose
from: Select Track, Select Car, NASCAR License, Auto
Chualifyy Yes or Mo, Practice, and Skill Lewvel, There are
three Skill Levels to choose from:
= Movice — Opponents are slower thar you are and

WO CaNNot crash.
» Rookie —Opponents are quicker than in MNovice and
WO Can crash.

AL this point

When you've selected a category, press the A Button to steer into that screen.

LICENSED TO THRILL

Even the big boys must have an official NASCAR license
before they can get behind the wheel,

Lise the Cantrol Pad to move the cursor to the
desired letter and then press the A Button to lock in
your choice. Repeat this process until your name is fulby
registered. Then move the cursor to END and press
the A Button.

ﬁ_irﬁ-

* Pro— Same as Rookie except that your opponents race full out.
NOTE: The music comes on automatically, but If you don't want it, push the Sefect Button
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To delete a letter, select the left/right arrows with the Contral Pad and press the A
Button to move the flashing bax to the right of the mistake. Then move the cursor to RUB
and press the A Button agamm. This will backspace and delete the mistake, Onge the
mistake is deleted, re-enter the correct letter.

By the way: don't take your license for granted. If you don't race by NASCAR rules Bill
will unceremonioushy revoke it and you'll become the lacghing stock of the racing world.

REGISTRATION/PASSWORD

o enter your registration number/passward press the Select Button when you are on the
License screer). LIse the same controls as you used to enter your name. Enter the registra-
tion number that the game has previously given you, [Racers will receive their numbers
auromatically after a race is completed in the Championship Season. It appears on the
Championship Season Total Point screen.| The registration number will be very long. This is
because there are many variables that must be recorded. After the racer inputs his name
the game will start at the next race in the season, with all car stats and race stats the same
as when play stopped. Racers can re-adjust their cars if they want to.

HOW TO MAKE TRACKS

There are two types of tracks to choose from: High banked ovals [Daytona and Talladega)
and chalienging road courses [Sears Point and Watkins Glen)

Ta run a single race use the Control Pad to move the checkered flag to your preferred
track. Or move the checkered flag to select Championshig Season. Here you must race all
four of the tracks twice with the order of the tracks pre-set. [The Championship Season is
alway's raced at the Pro levell} In both individual races and the Champicnship Season you



can adjust the number of laps in arder o make the
races longer or shorter. Press the A Button to lock in
your track or course decision. MNext, press the Con-
trol Pad Lip or Down to add or subtract miles from
the race. You can set the race distance amawhere
between 10 and 500 miles, Press the Start Button to

return to the Select screen.
NOTE: You can retum to the Champianship Season at
arny fime by MpUming your registered name [your password]

NASCAR POINT RATINGS &
HIGH SCORE SCREEN

After each race you'll see a stats screen showing
WO how well you're performing.

YOUR DREAM MACHINE

Oince you've selected a track, you're ready to
choose one of three cars, a Pontiac Grand Prix, Ford
Thunderbird or Chevrolet Lumina. Each is particu-
larly weell suited for NASC AR racing strategies. But
ultimately, the performance your car delivers depends
0N YOL,
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Press the Control Pad Up or Dowr to select a car then press the A Buttan ta lock in
vour choice and returm to the Sefect screen. Remember, once you've chosen your ride, you
must drive it the entire race or season. Your car of choice wall be shown in the upper right
hanid cormer of the Select screen,

DIALING IN YOUR RACER

MNow that you have a speed machine in mind, here's your chance to fine tune it All NASCAR
autos start out evenly matched. The trick is to modify them for aptimurm performance based
on the track you've chosen, and also to fit your own driving style. Ukse the Control Pad to
choose RACE or PRACTICE. If you choose RACE, press the A Button and you'll see a
detailed view of your track sefection. Seeing the overview of your track will help you
decide how to adjust your car. Press the A Button again to go to the garaqge. If you don't
want to make any extra adjustments 1o your car, press the Start Button and begin racing

AWORD ABOUT QUALIFYING

ALITO QUALIFY determines your starting position in a race. If you choose NO for the
AUTO QUALIFY Mode, you must drive two qualifying laps around the track to determine
your starting position. The faster you go, the closer you'll be to the coveted pale position
[inside lane of the front row). But, should you lose control and crack-up, you'll start in the
last position (not a good thing tosay the least).

If you choose YES for the ALITO QUALIFY Mode, you will automatically begin the race
iry & position near the middle of the pack [not a true test of your racing stature). To change
from YES to NO and vice versa press the A Button.

-




THE TRANNY

Choose your transmission by pressing the Control
Pad Left or Right. On oval tracks you don't need to
shift much so you should use 2 manual transmission
And if you do, you must shift or you'll Blow your
enging. Road courses require constant shifting so it's
best to use the automatic transmission [at least il
you've practiced your manual shifting a bit). How-
ever, in this game the automatic transmission has
less horsepower. Press the Control Pad Down to
choose an engine.

THE LITTLE ENGINE THAT COULD

Drrivers, before you can start your engine, you must
first choose ane. Press the Control Pad Right or Left
to select either a BEacing or Qualifying engine. The
Racing engine is a workhorse built for the long haul,
while the Qualifying engine is built for blistering
speeds for short periods of time. The Cualifying
engine does not have a cooling system (radiator or
water pump). This increases horsepower to achieve
the best possible time. Do not use this engine in a
race becaise you will only get a few laps in before
the engiree blows, Press the Control Pad Down (o
adjust your spoiler angle.

10

TO THE VICTOR GOES THE SPOILER

The angle of the rear spoiler keeps your car in road traffic and out of air traffic (in other
vwonds, it holds the car to the ground). More angle puts more force on the car, but tends to
slow it dovn a bit. The Flatter the spoiler, the less drag you have, but your chances of
Spnning out increase. You can set the angle amywhere between 20% and 70°

*Hint from Bill: The spoiler is a key factor in the car's handling. On the ovals, your
spoiler should be between 25° and 35° On road courses, set it between 45° and 707 If
the spoiter is set right you'll get the downforce you need without excessive drag.

Press the Control Pad Left or Right to decrease or increase the spoiler angle. Then
press the Control Pacd Daown to adjust your gear ratio.

GET IT IN GEAR

Gear ratio refers to how many RPMSs your engine is turning. If your gear ratio is too low;
the engine is turning too many RPAs and could explode. If your gear ratio is too high, the
engine will turn too few RPMS. As a result your car will accelerate more slowly and
prenvent you from reaching full power potential. Your gear ratio can be set amywhere from
200t04.57

*A Thought from Bill: Cn ovals, your gear ratio should be set so that when you'ne
in fourth gear, you start to red-line the tachometer [the tachometer needle is pointing at
the beginmirg of the red line]. Doing this will make your car nun as fast as possible. On the
road courses a low gear ratio gives you the best acceleration because you don't often run
the Car at top speed

Press the Control Pad Left or Right to increase/decrease your gear ratio and press the
A Button. Then press the Control Pad Down to adjust your tire stagoger.




MAKE SURE YOU'RE GOOD AND TIRED
BEFORE YOU BEGIN

Tire stagger is the size difference between the inside tires and the outside tires. You want
to adjust the stagaer in your tires to compensate for the degree of bank on individual track
turns, or when your car isn't handling property. To shoot through turms, the inside tires ane
usuafly smalier than the outside tires. Tire stagger is maore important on owval tracks than it
is on a road course where yoLr're constantly turming in both directions.

Press the Control Pad Left or Right to decrease/increase tire stagger, Choose between
0rand 3.00. Remember, all four tires can be changed at your command. I

*Tire Tip from Bill: You should increase tire stagger if you want
to try to haold a line at siighthy higher speeds.

Too much stagger and you will Spin out easily. If the car is
“loose” [the back end wants to come around in twrms) your'll
need to tighten the stagger. IF the car is “pushing” (the front
end is hitting the outside wall in the corners) you'll need
Lo loosen it

When all of your adjustments have been
selected, press the A Button and your crew of
mechanics will go to work. To by-pass the car
mechanic set up screen, press the A Button again.

Mow you're ready 1o race, 50 press the Start
Button, “Prepare to Race™ will flash on the screen.

Press the Start Button again to start the race
NOTE: If you need to go back to the Game Select =
SCreen press the Select Button.
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PRACTICE MAKES PERFECT

I the PRACTICE Mode, Bill offers his expert advice on four different racing technigues
which you can test on the track. Before you begin, he'll give you some hints, Dut you car
speed up this sequence by holding down the A Button. Here's what you'll need to know

Drafting

At racing speeds, the air behind a car creates a
partial vacuum. By positioning your car in the
vacuum behind the leager, you can keep pace
with him while using less acceleration than he [ onaryise
is [which also saves yol more gas). This tech- FRAEEING
nigue is kncwn as drafting. Drafting can set
you up for another helpful manewver called the
sling shot. FETTING

NOTE: AL tracks like Daytona and Talladega, if
WO e ot running in the draft with the kead cars, you'ne
going Lo lose position and sip back in the pack

The 5Sling Shot and You

xecUted at the precise moment, the sling shot can propel you past another racer leavirg
him to eat your dust. To attempt the sling shot start drafting the car in front of you, but
keep 3 little distance. Remember, drafting gives you an edge in acceleration aver the lead
car. When you're ready to sling shot, kick in that extra acceleration to whip arcund the left
ide of the lead car. If you don't have encugh speed to break past him, you'll fall far behirid
very Quickiy.

This is a very difficult move. Many elements ultimately effect the outcome of the

PRACT ICE

CHODEE B EEILL TR PRAAETIOCEI

FOLLOMING & LIME

EXIT PRAETIGE




maneuver: how Strong your car is runrkng, how the ather car is running and how polished
and experienced you are at making the mowve.

Passing

The ability to pick and choose how and when you pass a car is crucial, Obvioushy: you
want to get around the slower cars as you move to the front. Once you're in a position 1o
rurn with the leaders, your passing becomes even more critical. You can usually pass some
of the slower cars in the back of the field if you've set up your car correctly for the track
you're runring on, Knowing where your car handles best around the track s a factor
wien passing. Knowing how the car in frent of you is handling and the driving style of the
driver is a key factor in 4 successful and clean pass. In some cases, it might be wise 1o
fallow a car for a lap or two in order to judge these things before you attempt to pass. A
misjudged pass can result in loss of position, damage to the car, unnecessary punishment
to the tires or even an accident that could put you out of the race,

Following a Line

The line refers to the actual path your car takes around the track. Nowe as we all ko, the
shortest distance between two points is a straight lire. So the quickest way to get apound
any race track or course is to keep your car’s path—ov line —as straight as possible. Which
means the less weaving and lateral movemnent the better. [During game play, a green light
will appear on the dashboard if you're running a “good lime:’ If you're “off line)” the green
light will change to red.] The line you follow around the track will be determined by how
weell the car is handling. On a Superspeedway like Daytona and Talladega, the fastest way
around is on the low side through the tums [otherwise known as hugging the tums). On a

road course, if you can get through the tums quickhy you're going to run well. All of this
will be determined Dy your tre stagger, the spoiler angle, the gear ratio you're rurning and
your drmdang ability. That's wihiy practice is so impontant. As you practice, yau may want to
experiment with different tire stagger, spoiler angles and gear ratios.

*Racer’s from Bill: To steer around the banks on owal tracks, tap the left side of
the Control Pad quickly. The faster you go the faster you hawve to tap. If you're sliding ot
too much, change the tire stagger or spoiler angle.

On road cotrses learmn the course. Find out how fast you can take each corner. Awvoid
skidding and running off the road in the comers and you'll be faster around the course,

Pitting
Pit strateqy is a key factor in winnirg or lasing, running well, running up front or in the
back of the field. The time you spend on pit row is [ost track position, so getting in and out
as quickhy and efficiently as possible is essential. With few exceptions, everyone will pit for
gas and four fresh tires during a caution pericd [when you see the yellow flag). When you
pit nder green flag racing, getting right or left side tires and gas is the most you €an do
and still maintain good track position. But remember, when green flag pit stops are made,
everyone will pit about the same time, so the running order will remain about the same
after all the stops. if everyone has good clean stops. On a Superspeedway, seconds last in
the pits can equal the distance of two, three, four or more football fields. \With competition
as tough as it is in NASC AR, that could be the difference in winning or losing 3 race.

A Final Lap Consideration
Because stock car racing is so competitive, you must never stop adjusting and improvirng
your car. Testing and practicing different car set-Ups s crucial.




CONTROL PAD -
Press Up to Upshift,
Down to Downshift
Press Left to steer Left,
Press Right to steer

Right

[ Te shift, you must
release the A Button
for a fraction of

a second)

START BUTTON—
Fress to Pause game

|

S=I00

A BUTTON-—
Press to Accelerate

EBUTTOMN—
Press to Brake

A VIEW TO A THRILL
Here's a bird s-eye view of your surroundings. Study everything carefully and

nemarize every detail, or efsel

Rear Wiew Mirror Roof
Harizon
Road

Position Indicator

Lap Indicator

Steering Reference Dot
Ol Pressure Gauge

Temperature Gauge
Speedometer Fuel Gauge
Tachometer
Race Conditions
Damage Light Gearshift and Gearbox

Fuel 'Warning Light

MOTE: There is an Interval Timer Incated to the left of the rear views mirror, This indicates your
distance behind Bill Elfkott and is updated with each lap completed




A NOTE ABOUT RACE CONDITIONS

There's a flag indicator on the dash that alerts you to race conditions. The flag will change
colors accordinghy: Yellow means caution; White means one lap left; Green indicates
normal racing conditions; Black telis you you'll be disqualified if vou don't pit for repairs
within a feww aps; Black with a white cross means you have been disqualified; and the
coveted checkered flag waves only for the winner of the race.

If your car is running low on gas or is damaged, your waming lights will biink. Theyll
blinik: faster if you do not pit to correct the situation. Don't wail until the gas iight goes
solid — that means you've run out of gas. And you're immediately disqualified if the
damage light goes solid,

LIFE IN THE PITS

Pit stops allow you to re-fuel, change tires and tire
stagger, adjust the spoiler angle and repair minor
damaage. Your pit number equals your starting positian.
You must enter the pits by turning off the track
into the pit lane. While racing, steer your car to the
inner pit lare. This is marked by a red arrow sign
and an extra lane outside of the track lane markers.
At the end of the pit lane, your viewvy will change to
pit rowy. Once yoLrre cruising down pit row;, press
the A Button to accelerate or the B Button to brake. [Shifting is automatic while
driving an pit row even if you have manual trarsmission.) Press the Control Pad in the
desired direction to steer your car and avoid crashing into other cars or those pesky
pit row walls. Also, use the Control Pad to steer to the left when you find your pit area

a8

umber and your pit crew [dressed in yellow]. If you overrun your pit area you will have to
i back onto the track and come around again.

Once you're in the pit area, you have 20 seconds [countdown timer ) of “free time” to

select the work you want done. During this time your position is not affected. After this
nitial 20 seconds, the timer will start and your position will be affected. Put your pit crew
Into action by pressing the Control Pad Uip or Down to select your cption. Pressing the
Control Pad Left or Right will increase or decrease your tire stagger and spailer angle. Press
he A Button to begin work. Whike wark is being dore you may select another item for the
[ Cresw Lo adjust wihen they've finished. If you only want gas, select Gas and press the A
Button. Any other option selected will automatically include gas. Once work is done, press
the Start Button and you'll get an overbead view of pit.row: Lise your driving controls ta
steer out of the pits and back onto the track. If you accidentally exit the pit area to pit row,
YO Can re-enter the pit area by pressing the Select Button.

Remember, you have two minutes to enter pit row: decide what you want done,
complete the work, and get back on track. If you take longer than bwo minutes to leave
Pt rowy; you'll be out of the race for good.

If you only require 2 small amount of fuel or need to repair damage that is anly minor,
jpress the Start Button to interrupt your crewy and leave the pits guicker. This is most useful
toweards the end of a race.

If yourre involved [n a crash during a long race, your car is towed o the pit and
reepaired, But youw will have lost one lap on the rest of the field when you resume racing.

NOTE: Even with a crew of five competent mechanics at your command, the work still takes
tirme. The fallowing prt stop cholces ane ranked in ascending order of time needed for execution:

Spoiler adjustment, Refuel, Tire change — one side, Tire stagger adjustment. Repair damage,
lire change — both sickes,

NOTE: If vou sefect tirg stagaer instead of a tire change option, the orew will automatically
£hange your fght sice tires




A NASCAR GLOSSARY

aerodynamics — The study of airfliow and
thee forces of resistance and pressure that
result from air flowwing over, urder, and anound
2 mmening car.

apron— The paved portion of a racetrack
that separates the track itself fram the infield.
banking— The sloping of a racetrack, usu-
alhy at a cunve. The degree of banking refers
to the height of a track’s slope at the outer
edge

chute — The straightaway on a racetrack,

dowrdorce — The pressure of the airon a
car as it moves. Downforce increases with
veforiiy:

drafting — \When Dawo or More Cars run nose
1o tail, almost touching. The lead car displaces
air i front of it and creates a3 vacuum between
its rear end and the followirsg car's nose, The

secornd car is actualhy pulied by the first,

drag —A resisting force exerted on a car
parallel to its arstream and appasite in direc-
Tion 1o its motion. The more aenodynamic the
car, the lower the drag.
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dyma — Short for Dynameter, a machine used
1o measure an engine’s horsepower and test
and monitor its overall performance

EIRI=5tands for “except in rave instances.”
Itis used by NASCAR to enforce its decisions
when there may nat be a specific rule or
regulation to cover such a decision.

esses— A series of sharp left and right-hand
tUms ON a road course.

groowe — The best route around 3 racetrack
for a particular driver. The high groowve takes
a car closer to the outside wall for most of 3
3. The lovw groove takes a car closer to the
apron.

handling — A car's general performance.
Handling depends on tires, suspension, geom-
etny. aerodynamics, and other factors,

Jack the Bear—A car is said (o be running
like Jack the Baar when it is running at opti-
mum efficiency.

loose—A car is said to be loose when is
rear wheels break away from the pavement
ared its rear end swings toward the ocutside
wall. This is also called oversteer

magnafiux = Short for magnetic partiche
ingpection. This is 8 procedure for checking
All steel parts of a car such as suspension
pieges, connecting rods, cylinder heads, etc.
for cracks and other defects. It uses a sofu-
tion of metal partiches and fluorescent dye
ard a black light. Surface cracks appear as
red lines.

MNASCAR-— Mational Association of Stock
Car Auto Racing, featuring reguiar factony
cars [“stock™ cars) which have been modified
for auto racing.

PE&G=The procedure for checking the cubic
inch displacement of an engine.

pits—The area of a racetrack off the racing
surface where cars stop for servicing.

pushing —When a car'’s front end tends to
push toweard the outside wall on a corner, it
1% said to be pushing. This is also called
understeer,

ragged edge — You are driving your car on
the ragged edge wihen you push it to its
extreme limits. Going over the ragged edge
can result in loss of controd,

rear-steer=A car in which the steering
comporeents are located behind the front
axle.

right combination — Describes win 2 car,
team and driver have performed well or wan
a race, This includes factors such as engine
Fugrseponaer, tire wear, weight distribution,
performance of the driver on the track and
the creww on pit stops.

short track—A speedway that is less than a
mike long.

slick— A condition of a track which makes it
difficult for the car's tires to get good trac-
tior. A slick track is not necessarily wet or
slippery because of water or ail,

sling shot —'\When the second car in a draft
siddenly steers to the left breaking the vac-
o This prowices an extra burst of Speed
that allows the second car to pass the first.
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spoiler—A metal stap that helps control stroking — A driver is said to be strok-
airflow: downforce, and drag. There is a front ing when he lays back and isn't aggres-

COMPLIANCE WITH FCC REGULATIONS
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Treat Your Konami Game Pak Carefully

= This Konami Game Pak is a precision-crafted device with complex electronic
circuitry: Avoid subijecting it to undue shock or extremes of temperature. Never
attempt to open or dismantle the Game Pak.

* Do not touch the terminal leads or allow them to come into contact with water
or the game circuitry will be damaged.

= Always make sure your MES Control Deck is SWITCHED OFF when inserting
the Game Pak or removing it from the NES Cantral Deck,

tri-oval = A racetrack with a filth tum in
addition to the standard four comers.

NOTE: For reference only and not ail terms
apply to game piay.

WARNING: DO NOT USE WITH FRONT OR REAR
PROJECTION TV.

Do not wse a front of rear DFCHECon eleision '-.-".-1:'1_';'."’:-..I [Nirgersie Ententainmment S}'S[E"I’Tﬂ
[MES} ard this wideo game. our projection [elevision screen may DE pemmanerilly damaged if
video TS W th SN any 50eEs Or pattems are L‘::’é!'g.-'Elj QN ACUN projechon elewsicn. Sirrilar
AAAgE Ay OoCur if wou place avideo game on hold or pause, IFyou use your projection
tefevIS N withr this vedeo dlame, neriher Konami inc. noe MNinterdo of Amenca inc. will be liable
for ary darmage: This siftuation is Nat caused by a defect in the NES or this garme; ather fixed o
repeliiive MAges: Maly C3USE Simular damade I0-a (Fojection [elEvision. Pease contact your T
ranufactirer for futher information.
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