


WARNING / SUPPORT

READ BEFORE USING YOUR PLAYSTATION®2

COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patterns or flashing lights. Exposure to certain patterns or
backgrounds on a television screen or while playing video games, including games
played on the PlayStation®2 console, may tri
individuals. Certain conditions may trigger

r an epileptic seizure in these

breviously 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 pla

video game—dizziness, altered vision, eye or muscle twitches, loss of awareness,
disorientation, any involuntary movement, or convulsions—IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation®2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD type.
Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

T'he use of software or peripherals not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your
warranty. Only official or licensed peripherals should be used in the controller
ports or memory card (8MB) (PlayStation®2) slots.

HANDLING YOUR PLAYSTATION®2 FORMAT DISC:

— This disc is intended for use only with PlayStation®2 consoles with the NTSC
U/C designation.

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

— Do not leave it in direct sunlight or near a radiator or
()"I]t’]' source ()f‘ ht'll[.

— Be sure to take an occasional rest break during extended play.

— Keep this disc clean. Always hold the disc by the edges and keep it in its
protective case when not in use. Clean the disc with a lint-free, soft, dry cloth,
wiping in straight lines from center to outer edge. Never use solvents or
abrasive cleaners.

GRAN TURISMO™ 4

Consumer Service/Technical Support Line 1-800-345-7669

Call this number for technical support, installation or general questions regarding

PlayStation®2 and its peripherals. Representatives are available Monday—Saturday
6AM-8PM and Sunday 7AM—6:30PM Pacific Standard Time.

GAME HINT GUIDE INFORMATION
PlayStation Underground Game Guides
For free hints and tips visit us at www.us.playstation.com.
Sign up and become a member of the PlayStation Underground and
access free hints, tips and cool moves for games produced by
Sony Computer Entertainment America. No hints will be given on our Consumer

Service/ Technical Support Line.
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GETTING STARTED

PrayStaTion®2 SET-UP

PlayStation®2 Computer Entertainment System (slim):

MEMORY CARD slot 2
MEMORY CARD slot 1 — | — Open Button
§

————3— On/Standby/Reset Button

Disc Cover

Controller Port 1 USB Connectors

Controller Port 2
PlayStation®2 Computer Entertainment System (original):

MEMORY CARD slot 2 Disc Tray
MEMORY CARD slor 1 ——

RESET Button

OPEN Button

USB Connector L1

Controller Port 1

Controller Port 2

Set up your PlayStation®2 computer entertainment system’s according to
the instructions provided with your systems instruction manual. Make
sure the MAIN POWER switch (located on the back of the console) is

turned on. Press the RESET button. When the power indicator lights
up press the OPEN button and the disc tray will open. Place the
Gran Turismo 4 disc on the disc tray with the label side facing up.
Press the OPEN button again and the disc tray will close. Attach game
controllers and peripherals, as appropriate. Follow on-screen instructions
and refer to this manual for information on using the software.
Dolby Prologic 11
The sound output for Gran Turismo 4 is compatible to Dolby Prologic II
With the surround sound provided by Dolby Prologic IT technology,
players can feel opponents coming up from behind bringing further
excitement to the race. see diagram for speaker set up.
To enjoy Dolby Prologic II features:
1) Connect PlayStation®2 console to an AV Amplifier
Players need to connect their PlayStation®2 console to an AV Amp
equipped with a Dolby Prologic IT decoder.
2) AV Amp set up
Activate the Dolby Prologic II function on the AV Amp.
Set the Dolby Prologic IT mode to either GAME MODE
or MOVIE MODE
3) Option Settings
Boot Gran Turismo 4 § Options ¥ Sound Output F Dolby Prologic II

For more details on Options, see page 30-31.

SAVING AND LOADING

In Gran Turismo 4, there are several types of data that can be
saved & loaded to your memory card (8MB) (for PlayStation®2)
as you progress through the game.

GAME DATA (2,500KB)

Game data is saved onto the memory card (8MB) (for
PlayStation®2) automatically. Game data saves includes game
progress information and option settings. Game data can only
be saved onto a memory card (8MB) (for PlayStation®2) in
memory card slot 1. Data other than game data can be adjusted
to save elsewhere by adjusting the Option settings.

GARAGE DATA: Whether you want to race Arcade Mode
with your cars earned in Simulation Mode or you have
different cars on different memory cards (8MB) (for
PlayStation®2), Garage data can be loaded to access vehicles
on your memory card (8MB) (for PlayStation®2).
REPLAY DATA (approx 50KB)
After each race, you can save replay data from the race for
future viewing. Replays can be viewed in Replay Theater.
GHOST DATA: After each race, your performance can be
saved as Ghost Data. When loaded on the same track, the
ghost car will be projected during the race. The ghosted car
lets you compare your current pace to the pace of the saved
data (Time Attack and Free Run/Practice modes only).
PICTURE DATA
In the new Photo Mode, you can save your favorite pictures
from your GT4 photo shoots. This information is stored within
Photo Data.

FILM DATA (50KB): "Pre Developed data'is stored here.
PHOTO DATA (250-500KB): Once your Film Data is

"developed", your hi-res Picture Data can be found here.

GRAN TURISMO 3 PLAYERS
If your memory card (8MB) (for PlayStation®2)

contains a gameplay save from Gran Turismo 3, you
will be able to transfer a limited amount of credits in
Gran Turismo Mode.
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DUALSHOCK?®2 LOGITECH® DRIVING FORCE™ PRO
ANALOG CONTROLLER When using the Logitech Driving Force Pro, the following controls are:

The LED (red) indicator will always be on (Analog Mode). Menu Race
Vibration function can be turned onloff in the Options menu. Steering Wheel Steer
Shift Knob Shifts Gears
(”\Jﬂlh\l transmission)
Bucton IGER Buccon button Downshifts

Button

2 Button

IGEE Bucron

(manual transmission)

M Bycon ® Burwon button Rear View
Directional Burttons @ Button [ R1 ] button Upshifts
1\NALOG I\/{Dde BU[[O“ @ But(on "l\lJHH‘\‘ H.ll\\]”l*\i(\l”
B
@ Burion IEEA button Boost
Left Analog Srick Right Analog Stick D-Pad Move Cursor Rear View/Side View
(® Burcon when pushed down) (@ Button when pushed down) - — -
- Change Viewpoint
L Pause
® Confirm Emergency Brakes
te) /
w Menu Race (<] Confirm w
— ISE button Rear View (A) Cancel Reverse —
@) button Downshift @® Cancel @)
~ (manual transmission only) Accelerator Confirm Accelerator 2
button Boost Brake Cancel Brakes
= BB button Upshift =
Z (manual transmission only) Z
- — ® ®
O D-Pad Move Cursor Steer LOGITECH® GT FORCE O
- “hange View . . e e o
QO s Change View When using the Logitech GT FORCE®, the following controls are: Q
b Pause Menu Race
® Confirm Emergency Brakes : - -
® Confl iy lb - Steering Wheel Move Cursor L/R Steer
Jonfirm Accelerator s —
- L button Move Cursor Down Downshifts
(2] Cancel Reverse ] | !
(manual transmission)
@® Cancel Brake R button Move Cursor Up Upshifts
Left Stick Move Cursor Steer (manual transmission)
Right Stick Accelerator/Brakes A button Pause
B button Reverse
Pressure Sensitive Buttons X button Rear View
Buttons used for acceleration, braking ¢ steering are all pressure Y button Boost
sensitive to provide a finer degree of control. Accelerator Confirm Accelerator
Brake Cancel Brakes
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MAIN MENU

MAIN MENU

After the Opening Gran Turismo 4 movie plays, the Title Menu
will appear. In the Title Menu the following selections are
available.

ARCADE MODE - PAGE 8

In Arcade Mode, one to six players can quickly enter a race and
enjoy the thrill of competition.

GRAN TURISMO MODE - PAGE 16

In Gran Turismo Mode, players can enter the world of Gran
Turismo and experience the whole automotive experience by
obtaining licenses, buying cars, making modifications and entering
races.

OPTIONS - PAGE 30

Use the Options Menu to customize your various settings.

In the world of Gran Turismo, there are various ways for players
to enjoy the excitement an automobile presents. A boundless world
awaits you. Enjoy.

WANT TO RACE?

Players have a wide selection of cars to choose from, you can
conduct simplified modifications/settings changes, and save
replays, so it even suits the purpose of taking the range of cars
for a test drive.

WANT TO LIVE IN THE GT WORLD?

In Gran Turismo Mode, players can enjoy the process of obtaining
licenses or buying cars through this real life car simulation.

WANT TO MANAGE A RACE TEAM?

New to the GT franchise, the B-spec mode allows the player to
become the race manager. By giving commands to the CPU
driver, players can participate in races without actually driving
themselves. B-spec can be selected in both Arcade mode and
Gran Turismo mode.

WANT TO BE A PHOTOGRAPHER?

In "Photo Travel" located in the Gran Turismo Mode, players
can take their favorite cars to places with beautiful scenery and
conduct photo sessions. In "Photo Drive" or "Replay Theater"
players can take photos of their car in motion.

WANT TO COMPETE?

In Arcade Mode, players can enjoy splitscreen "2P Battle", or by
connecting their PlayStation®2 via LAN connectivity can enjoy a
competition of up to 6 players in "Multi LAN Race".

GAME MODES




GAME MODES

ARCADE MODE
Arcade Mode Menu:

After players have selected “Arcade Mode” from the “Title Menw”,

the Arcade Mode Menu is displayed. In the Arcade Mode Menu,
players can select from the following:

SINGLE RACE - PAGE 9

This is a single player mode.

TIME TRIAL - PAGE 14

This is a single player mode for players to challenge lap times.

2P BATTLE - PAGE 14

This is a split screen 2 player mode.

MULTT LAN RACE - PAGE 15

With the use of multiple PlayStation®2 consoles and LAN
connectivity, up to 6 players can compete against each other.

HOW TO START A RACE

A race in the Arcade Mode will generally begin with the following

steps. This may differ slightly depending on the game mode.

1) Select Course - By highlighting a course, players can view

information such as; difficulty levels cleared, course maps,
course length, and undulations.

2) Select Car - At the top of the screen, players can select how

they wish to view the car selection screen. Once the car is
selected, pick the color of your choice, transmission type,
driving assist option and the type of tires to equip.

3) Proceed to race from the race menu: Select from either

“A-spec” or “B-spec” and proceed to start the race. In the race
menu, the following icons are displayed. (The icons displayed

may change depending on game/race mode)

A-Spec Start the race in A-spec mode — page 10
B-spec Start the race in B-spec mode — page 11
Start Replay Start the replay of the race that just

took place

Save Replay

Save the replay from the race that just
took place

Quick Tune

Conduct quick modifications to your
car (Arcade Mode)

Machine Setting

Modify your car settings
(Gran Turismo Mode)

Load Ghost Load the best lap replay and display
as ghost car
Records Review various records
Analyzer Display analyzer data for best lap replays
Option Change various game settings

Exit

Exit from race

GAME MODES




By selecting ‘A-spec” in the race menu, players take on the role
of a race driver.

The following information is displayed on the screen in an
A-Spec race. (Race screen may vary depending on the race,
type of car and option settings.)

,.d

GAME MODES

Current Lap/ Current Lap Best Lap
Total Laps Time Time
Current
Position
Last Lap
Time
Suggested
Gear Gear Position
Brake Accelerator Indicator
Indicator Tachometer
Speedometer Redline
Indicator
Boost Meter
TCS/ASM Fuel Warning
Indicator Lamp

Emergency Brake Meter Lateral G Meter  Qil warning Lamp

B-SPEC RACE

By selecting “B-spec” in the race menu, players take on the role
of a race manager, where you give commands to a computer
controlled driver.

B-spec Race Flow:

In a B-spec Race, players can watch the race from either the
Broadcast view (replay view) or the Race Monitor Screen (real
time race info). You can toggle between the two screens at
anytime during the race.

Commands

Players can give pace commands to their CPU driver on a
scale between “Slow Down” to “Push”, including “Overtake”
and “Pitstops”. The command window at the top of the screen
will display in yellow, whichever command has been selected.
To change the pace commands press 4=/=» on the directional
keypad. Press the ® button to overtake the car in front of you,
and the @ button to make a pitstop.

Slow Down

Relax/Cruise

Steady

Speed Up

Push

Overtake

@em%ww»—

Pitstop

Driver Profile

When playing in B-spec mode, the drivers’ experience levels
increase allowing them to drive faster and more precise. By
driving on various tracks, the drivers” overall experience levels
will increase. When experience levels have reached their
maximum, try racing in other tracks, cars or different racing
conditions. Players can review their driver profiles at the game
status screen.
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B-SPEC LIVE B-SPEC RACE MONITOR

Broadcast View Screen - This screen allows race Race Monitor Screen - On the Race Monitor screen, B-spec
managers to watch the race in real-time. It consists players can oversee the statistics of the race to help determine
of the following information commands to the driver. Players also have the option to speed up

the race up to 5 times, in comparison the Broadcast View can
only be viewed in real time. The screen shows the following:

Car of
Interest Position per
and Car Command Playing Condition of Best Sector
Current lap/ Current Command Best Designation Window Speed  Carofinterest ~ Lap  (red to blue line)
Total Laps Lap Time Window Lap Time
Current
Position
Last
Lap Time
Speedometer
Fuel Gauge
Vehicle 0il Warning
Condition Lamp

GAME MODES

Position Position Current Time Current Number Position
and Car Time Difference Lap 0 and Time
Designation Pitstops Difference

GAME MODES

CONTROLS: CONTROLS:

D-pad (#/%) Change target car D-pad /4 Change target car
] D-pad (e=/mb) Toggle through commands D-pad 4=/=p Toggle through commands
Button Switch to Race Monitor (page 13) +D-pad  Adjust speed of progression
IEFB Button Toggle Heads Up Display [ R1] Switch to Broadcast View (page 12)
® Command Pitstop/ ® Command Pitstop/Cancel Pitstop
Cancel Pitstop (%] Toggle through displaying
(<) Toggle camera view Map/Lap Times
[A) Overtake On/Off [A) Overtake On/Off
> Pause > Pause
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GAME MODES

TIME TRIAL

Take your favorite car to the track and try to beat your fastest lap
times. Players cannot select “B-Spec” in Time Trial Mode. There
are no limitations to the number of laps in Time Trial.

GHOST

When a best lap replay has been saved, players have the option
of displaying the ghost image of their best lap. For example,
displaying the ghost car’s lap will help act as a target to further
improve lap times. To display the ghost car, go to “Load Ghost”
in the Race Menu and select the best lap replay. Players can
only select the best lap time save data for the track they are
driving on at the time. Press 4 on the directional button to
toggle the ghost car on/off.

2P BATTLE

This is a mode for two players to compete against each other on the
same PlayStation®2 via split screen. 1o play, you must have rwo
controllers plugged into the controller ports or USB ports.

2P BATTLE SCREENS

If the screen setting is on 4:3 the screen will be split
horizontally, if the screen setting is set to 16:9, the screen will
be split vertically. (see Options for screen settings)

ANALYZER

By displaying the analyzer data, players can use their replay data
and study a race. From the analyzer display menu, load the best
lap replay for A or both A and B, and once the display type is
chosen, the analyzer will begin. When the best lap replay for
both A and B are loaded, players can compare the driving that
has been saved. Upon loading the analyzer for B, the best lap
replay will have to be from the same course and same starting
position as the data chosen for A.

Analyzer Sectors

You can also select a particular sector from the track and show
the car’s condition in a graph. Press 4=/m on the direction key to
chose the sector you wish to view. Use the left analog stick to
adjust the scale of the graph and the right analog stick to scroll.

MULTI LAN RACE:

You can connect up to six PlayStation®2 consoles in a
LAN environment and compete with your friends in head to
head competitions.

LAN SETUP:

For players to utilize this feature, all players need the following
environment and equipment:

Standard Playing Environment

Each player will need the standard playing environment; a
PlayStation®2 console, TV monitor, DUALSHOCK®2 analog
controller or equivalent controller device and a copy of

GRAN TURISMO 4.

Memory Card (8MB)(for PlayStation®2)
A PlayStation®2 Memory Card (8MB)(for PlayStation®2)
is needed to save “your network set up file”.

Network Adapter (Ethernert)

In making use of a LAN environment, players need to connect
via the network connector terminal. If do not have the SCPH-
7000 PlayStation®2 model, you will need a Network Adapter
(Ethernet/modem)(for PlayStation®2). If your PlayStation®2 is
the SCPH-70012 model, the console is equipped with a
network connector terminal, and you will not need cither of
the units explained above.

Ethernet Hub & Cables

Each of the PlayStation®2 consoles must connect to an Ethernet
Hub via Ethernet cables. This will allow each of the consoles to
connect with each other during the race.

Options Menu

Once you've set up all the equipment, adjust the LAN settings
in the Options Menu under Arcade Mode options (see page 31).
Follow the on-screen instructions to connect the amount of
players connected to your LAN network (6 players maximum).

GAME MODES




GRAN TURISMO MODE

GRAN TURISMO MODE
"-‘ After selecting “Gran Turismo Mode” at the Title Menu Screen, a
map of the GT World will appear.

MAP MENU

In the map menu, players will find shops or events represented
by icons per category.

Each icon has the following meanings:

HOME - PAGE 17

Home is where players can manage their car collection, check
completion percentages and manage their photo images.

ﬁ DEALERSHIPS - PAGE 20

Go to these locations to buy used cars, new cars and
car parts.

LICENSE CENTER - PAGE 21

Complete a series of driving tests to obtain licenses
required for racing.
g

EVENT - PAGE 22

Participate in a wide selection of races.

CIRCUIT - PAGE 24
Compete in track day events, amateur races and drive
laps for photo sessions.

! PHOTO TRAVEL - PAGE 26

Conduct photo sessions at your favorite locations.

REPLAY THEATER - PAGE 28

Manage and view replay data.

JUKEBOX

Playback music tracks heard during the race events.

GT AUTO

Change your car’s oil, wheels or even get your car washed.

GETTING STARTED
IN GRAN TURISMO MODE

In Gran Turismo Mode you can win credits by participating in
races. Your credits can earn you new cars and modified parts so

you can compete at higher levels.

1-BUY A CAR

You can buy cars from dealerships around the world. Some
races will have limitations on the types of cars for entry.

2 - BUY CAR PARTS/SET UP
Upgrade your car by purchasing car parts and adjust your
car modification settings.

OBTAIN LICENSES
Players will need to obtain certain licenses to participate in
races. Once players have completed a series of driving tests,
they will receive their license.
4 - RACE
Players can choose from a wide variety of race settings
ranging from limitations on experience to car types.
HOME

Select from the following when you are at “Home”.

(V]
1

Game Save — Players can save their game data.

Garage — Garage is where players can take care of and manage
their automobile collection. By selecting a car from the
list, you can view a larger image of the vehicle, view the
specifications, change the car you are currently driving,
or even sell the car.

Photo Lab (page 18) — Organize your collection of photos

taken in the game.

Diary — View a record of your automotive career in

Gran Turismo Mode.
Game Status — View your game play progression.
Driver Profile — Review the driver profile used for B-spec mode.

Trade — Buy and sell cars between two game play saves.

Option — Change various settings

I sixteen
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GRAN TURISMO MODE

PHOTO LAB

In “Photo Lab” players can view or manage their photos taken in
“Photo Travel”, or photos taken in “Photo Drive”. Players can view,
edit, and organize their Film and Photo Data that has been saved
onto a Memory Card (8MB)(for PlayStation®2). Players should
select from whichever memory card (port 1 or port 2) they have
saved their film or photo data on. 1o change the memory card slot
to load/save data, players should go to Lab Options in Lab Data
Commands.

The following menu icons are available under the Photo

Lab Screen.

1) Menu Folders
2) Thumbnails

3) Film Data/Photo
Data Information

4) Lab Data
Commands (page 19)

5) Exit
PHOTO LAB MENU

To the left of the Photo Lab Screen are the menu folders below.
When a folder is selected, players can see the related files to the
right of the screen. Here you can edit or manage files.

Film Manage your Film Data — Pre-developed
information/settings of recent photos.

Photo Manage your Photo Data — Data
developed from Film Data.

Slide Show Create a slide show allowing you to
view numerous photos consecutively.

Print Players manage their print list to a
compatible USB printer

LAB DATA COMMANDS

The following commands allow you to process, manage and
display your Photo Lab.

Develop Develop Film Data into Photo
Data. (ie: dark room)
View ﬁ View selected Photo Data or Slide Show

Print ﬂ Print all Photo Data on the Print List

Add to a Add Photo Data to Slide Show List

Slide Show

Add to ﬁ Add Photo Data to Print List

Print List

Save to USB i Add Photo Data to a

Memory USB memory stick*

Delete ‘ Delete data from a memory card,
Slide Show List or Print List

Change Change file name

File Name *

Photo Lab Change settings for Film or

Option B oo Daca

SLIDE SHOW LIST

The slide show list is a list for reviewing multiple photos. Once
a Photo Data is selected and added to the Slide Show List, an
“alias” of the Photo Data is created and added. Select and move
the “alias” data to determine the order of viewing.

The photos on the Slide Show List are copies of your original
photos, therefore dtlcring photos from your Slide Show List will
not delete the original image saved onto your memory card
(8MB) (for PlayStation®2). To completely delete your photos,
go to the Photo Lab Menu, select the actual Photo to delete.
When Photos have been deleted its “alias” will automatically

be deleted from the Slide Show List.

PRINT LIST

The Print List is for players to use when they connect a

Gran Turismo 4 compatible printer®™ and print out their
Photos. Print List management is done using “alias” files as in
the Slide Show List.

PRINTING PHOTOS:

First, select the Photo Folder from the Photo Lab Menu, and
add the photo you wish to print to the Print List. Then, select
the “Print” Folder in the Photo Lab Menu, select “Print” in the
Lab Data Menu and the print set up screen is displayed. Players
can select the print size, quality, frame and number of copies.
All images on the Print List will be printed out.

*Compatible with the Sony MircoVault™ USB memory stick and most USB memory devices.
**Visit www.Epson.com/GT4 for a list of compatible USB printers.
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GRAN TURISMO MODE

DEALERSHIPS
CAR SHOWROOMS

There are a variety of car showrooms to visit - dealerships with
new cars and car parts, used car shops and tuning shops
carrying modification parts.

Buy a Car

When buying a car at a dealership, you can select the color

of their car, but cannot when buying a used car. Also, the

used car line-up will vary as you progress through the game.

Buy Parts/Modify

When you wish to buy parts or modify your car (such as
reduce weight), you can select Dealerships or Tuning Shops
from the Map Menu. Players can only buy parts for or
modify the car they are currently driving. To change cars,
players should go to their “Garage” located in “HOME”.

LICENSE CENTER

The following are the types of licenses that can be obtained at the
License Center.

B License (B)

A License (A)

International B License (IB)

International A License (IA)

Super License (S)

Once the license category is selected, players proceed to the

license selection screen for each category.

LICENSE SELECTION SCREEN

Each icon will show the latest results for each test. The bottom
of the screen lists the name for the license test, the car used, and
the required times to beat. Once each test is passed, players
proceed to the final exam for that specific category. By passing
this test, players obtain their license for that category. The
process is repeated for all 6 categories.

LICENSE TEST SCREEN

When players select a particular test, they reach the License Test
Screen, which displays more details regarding the test they have
selected. By pressing START, the test will begin.

LICENSE TESTS

During the License Test, players have the option to display a
ghost car by pressing up on the direction button, and show the
“best racing line” by pressing the @ button. Depending on
the test, players may not have the option to use these guides.
If players can complete their tests within the standard times,
they will be awarded Gold, Silver or Bronze, depending on
their results.
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EVENTS RACE SETTINGS
A number of “Events” are set up within the Map Menu. Each SETTINGS

“Events” features different kinds of events. Each race has a
regulation for entry (type of car, license required, etc). Events are
structured around these race regulations and can consist of a range
of multiple races.

Players can save up to 3 different modification/car settings per
vehicle (A, B and C). At the top of the screen select between

Set A, Set B or Set C - conduct the changes or modifications to
each category as you see fit. If players wish to change their

. TYPES OF EVENTS vehicle’s parts settings, select the wrench icon to the right after

the specific parts are equipped to the vehicle.

Beginner Events Events for novice players/drivers PIT STOP

Professional Events  Designed for more experienced When players make a pit stop, their car will go into
players/drivers “Auto Drive Mode”. Select from the following:

Mission Events Consists of races with multiple

1) Decide on the maintenance conducted during the pit stop

regulations 5 .
= Select the type of tires to change to, and whether or not

Special Condition  Events held on off-road or wet tarmac. you need to refuel. Once selections are complete, then

Events . .
select OK. Players need to choose which services they want

Endurance Events  Features races lasting long distances and then press OK. If your car reaches the pit stop area

Time Trials Try to achieve best lap times in before this, you will lose time in the pit lane and your race.

these events . .
- 2) Review Pit Work
gowej End ]E}'@ﬂ(S dCSllg“Cd for hi-outpur, Once your car comes to a stop, a fuel gauge is displayed
peed bvents 1-powered cars. to the top of the screen and the pit work begins. If you

Extreme Events Race under extreme regulations have selected the refuel option and want to stop, press the

& button. Once the pit work has been completed, you
§ will return to the race.
HOW TO START A RACE (PAGE 9)

From the Map Menu, proceed to the EVENT of your choice,
then select the event or race you wish to participate in. For
more information on the “Race Menu” see page 9.

Some races are designed for A-spec only, some for B-spec only.
Players are rewarded credits by finishing a race with good
results. Players can conduct pit stops to change tires or refuel
during races.

GRAN TURISMO MODE
GRAN TURISMO MODE
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CIRCUIT 3) Take Photos and Save

There are a number of Circuits located in the Map Menu, When your car has reached the point you wish to take photos,

categorized by track type. Select a track to display the Circuit Menu. press M@ to pause the lcplkl}’. ‘Sclcgr the camera position and
angle and press @ to shoot. The photo is saved onto your

TYPES OF CIRCUITS memory card (8MB) (for PlayStation®2). For details see page 18.

Saved photos can be reviewed at “Photo Lab” located in

" - - — « T» «p ST AR mlavere cam alen cave jmaoec .

City Course City Tracks from cities such as Tokyo, HOM]: .In lAhoto Lab play ers can also save images onto a

“ New York, or Hong Kong USB memory stick or print out images. For details on “Photo
Lab” see page 20.

World Circuits Existing tracks such as Twin Ring
Motegi (Japan), or
Nurburgring Nordscheife (Germany)

CONTROLS DURING REPLAY

The following commands are possible during the Replay.

Original Circuits  Fictitious tarmac tracks

Dirt & Snow Tracks on dirt or snow

— = - - Directional butt
Driving Park [racks for practice such as Gym Khana, fl;(i tonal button

’ Select Target Car
Test Course etc. =

- Switch to Photo Screen (pg33 for deails)
> Cancel Replay/Pause

CIRCUIT MENU

The following selections are available in the Circuit Menu. PHOTO SESSION CONTROLS

Selections may vary depending on the track of choice. Press M, during the Replay to start the photo session.

Track Day - Players can participate in track day events. The controls are as follows:

Other participating cars will vary.

Free Run — Drive solo on the track for practice. As in “Time D-pad 4=/= : ’lk’ggl“ (}l‘mcm _
Trial” in the Arcade Mode, players have the option to display Left Analog Stick Adjust Camera Angle/Position*
a ghost car representing the best record lap. Right Analog Stick (#/3) Zoom
Photo Drive — Put your car in motion to set up photo Right Analog Stick (¢=/=») Camera Tilt
sessions. +D-pad /3 Adjust Exposure
. . L D- / Adjust White Balance
Family Cup - Amateur races are held and organized by b Dpad dtft‘ ’_\ciyus‘t . “_K _ —
each track. No racing license is necessary, and it is free to KB+ D-pa Adjust Aperture
participate in. KBS + D-pad 1/3 Shutter Speed

®
GRAN TURISMO MODE

GRAN TURISMO MODE

l()gglc H()I'IZ(.)D[‘JI/
Vertical Framing

Shutter Button

p— PHOTO DRIVE

Photo Drive sessions proceed as follows:

1) Drive

Select START at the Race Menu and decide on a point you wish
to start. Begin driving from the starting point you selected.
When you are finished doing the driving portion for the photo

Change color filter

Confirm Focus

11®@0)0

@
1
g

Return to Replay

Quit Photo Session/Pause

@
3!
E

session, press M.

2) Replay
Select “Start Replay” from the Race Menu to start the replay. Sec page 2.
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GRAN TURISMO MODE

PHOTO TRAVEL

Photo Travel allows you to take your car to any of the available
locations and conduct photo shoots.

1) Choose the settings - Once the player has selected Photo
Travel, select the location and conditions.

2) Decide on Car and Camera position - Drag and Drop the
Car and Camera Icons into position.

3) Adjust the Camera Angle - Refer to the image in the view
finder and decide on the camera angle, tilt, zoom, etc. You can
also change the angle of the front wheels and filter effects.

4) Shoot and Save: Press the Shoot button to take a

picture. The image will then be shown full screen. By pressing
the @ players can save the picture image to Photo Lab located
in Home.

PHOTO SHOOTING
The following menu icons are displayed for Photo Shooting in
Photo Travel Mode.

CONTROLS:

Basic Controls

Direction Key/Left Analog Stick Move Cursor
@©/63 Button
®/® Button

Overall Map

Select/Confirm

Return/Cancel

ISR/ XA Button

Change Scale of Map

While Positioning Car

/A Button

Rotate Car on the spot

Zoom/Aperture

Direction 4=/mbafter selecting icon  Change settings

Camera Direction/Position

Press @ while on each
icon + Direction Key

Change Settings

PHOTO SHOOTING OPTIONS

The option menu found at the bottom right of the photo shooting
F g F g
screen allows players to make the following setting changes.

Toggle

View Horizontal/

Map Camera Car Finder Vertical
Scale lcon  Icon Image Zoom Aperture  Cropping

Recommended Spot

Camera Direction Shoot Focus

Button
Camera Tilt

Camera Position
(left/right/forward/backward)
Camera Height

Steering Degree Option
Filter Option

Photo Mode Option
Exit

Steering degree angle:  Adjust the steering angle for the car

tel

Filter option: Change the color, contrast, or

brightness filters.

Camera option: Modify your camera options (page 24)
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GRAN TURISMO MODE

REPLAY THEATER

REPLAY THEATER FOLDERS

REPLAY DATA COMMANDS

Play -

Add to Playlist &

Delete i"

Change

File Name &

Change order

of Replay o

Replay Options .

WHAT IS A PLAYLIST?

TYPES OF REPLAY DATA

FULL:

BEST:

LICENSE:
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OPTIONS

OPTIONS

Select “Options” from the title menu screen to display the Option Menu screen.

You can also access “Options “ from “Home” in Gran Turismo Mode, or from
“Replay Theater”. Players can select the following at the Options Menu.

GENERAL
RACE

e Transmission (Automatic or Transmission)
e Screen Display (Normal or Simple)

* Map Display (On or Off)

* Steering Display (On or Off)

REPLAY

* Playback Mode (Normal or Sync)
 Screen Display (On or Off)

* Memory Card slot (1 or 2)

SCREEN

* Aspect Ration (4:3 or 16:9)

e Vertical Adjust (variable)

e Horizontal Adjustment (variable)

* Video Output (Normal, Progressive 480p or HDTV 10801i)

PICTURE QUALITY

* Racing Views (Brightness, Contrast, Saturation, Color Balance)

e TV Live Relay Views (Brightness, Contrast, Saturation, Color Balance)
¢ Sound

e Menu Music/SE (variable)

¢ Race Music/SE (variable)

* Replay Music/SE (variable)

e Slideshow music (variable)

* Sound Output (Mono, Stereo or Dolby Pro Logic II)

ARCADE MODE

ARCADE

* No. of Laps (variable)

e Tire Wear (None, Mild or Strong)

* Driving Aids (None, TCS only or TCS & ASM)
* Penalty (None, Speed Limiter & Forced Pit Entry)
¢ Time Limit (variable)

2 PLAYER BATTLE

* No. of Laps (variable)

* Tire Wear (None, Mild or Strong)

* Handicap (variable)

* Boost (None, Mild or Strong)

LAN SETTINGS

¢ Console Name (variable)

¢ Host (Yes or No)

* Style (Play, Live or Monitor)

* No. of Players (1 - 6)

* Replay Target (variable)

¢ No. of Monitors (1 — 10)

*  Monitor Position (6 positions)

*  Monitor Type (Normal or S type)
e Network Traffic (Heavy or Light)
NETWORK

¢ Auto Connection (Yes or No)
¢ Connection ID (1 — 16)

| ([

COURSE REGISTRATION (for Multi-LAN mode — variable)

PHOTO MODE

PHOTO LAB

* Shutter Sound (Type A - S)

¢ Memory Card slot (1 - 2)

* Memory Card images (Standard, Fine or Super Fine)
¢ USB flash drive images (Standard, Fine or Super Fine)
 Slideshow Effects (On or Off)

¢ Slide Display Time (variable)

e Transition Time (variable)

CONTROLLERS

VIBRATION

¢ DUALSHOCK 2 button config 1P

* DUALSHOCK 2 button config 2P

e Steering

OPTIONS

* Driving Force Pro button config 1P
* Driving Force Pro button config 2P
* GT Force button config 1P

* GT Force button config 2P

* Driving Force button config 1P

* Driving Force button config 2P
MISCELLANEOUS

MISC

* Opening Movie (Always or Off)

e Demo Start Time (variable)

*  Opening Movie Interval (variable)

e Autosave (Always or Restricted)
UNITS

¢ Distance (km or mile)

¢ Power (PS, HP, BHP, CH, kW, CV or PF)
* Torque (kgf.m, ft.Ilb or NM)
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MOTOR TREND

Motor Trend’s Advanced Racing Techniques

—— By: SR. Road Test Editor - Chris Walton
— INTRO

As in any sport, the best performers make it look easy. It’s no different with racing. The
key to being fast (and conserving the hardware) is smoothness. Watch the in-car
cameras from any auto racing discipline and you’ll notice the guys at the front of the
pack don’t look as busy or nervous as those who follow. Yes, talent accounts for a large
portion of their success, and, sure, much of their apparent effortlessness is due to a
masterful set-up to run at that particular venue. However, there’s more to it than that.
The best drivers know how to take advantage of a good situation and that means
finding the “best line” around the track, knowing when and how hard to brake, and how
to get on the throttle sooner and longer than anybody else. Here are a few tips and
tricks to improve your lap times and put the rest of the pack behind you.

IN THROUGH THE OUT DOOR

There are three fundamental truths to automobile racing: 1) make the straight portions
of the track as long as possible, by 2) using all of the track (width) available, and the
result will be 3) that going fast in the fast parts makes up more time and distance than
going fast in the slow parts.

It may seem obvious, but studying a track map prior to getting in the car will help you
tremendously. What this does is give a bird’s eye view of the track enabling you to
“draw” your line around the circuit. The trick is to trace your line in the direction
opposite to the racing direction. Begin drawing the racing line from the end of the
longest straight (the most important part of any circuit) as far back into the previous
corner as is feasible, using as much track width as is possible. This way when you’re
racing, you’ll be into wide open throttle (WOT) as long as possible; covering more of the
track at the greatest possible speed. Continue your trace around the track (still
backwards) with the same goal of making each straight portion as long as the track
width allows. Keep in mind that other circumstances such as elevation (up- or
downhill), camber (tilt), surface irregularities, track width, and “sacrificial” corners, may
impinge on your ideal line which will need to be adjusted once the race begins.
Sacrificial corners are those in which there may be a theoretically perfect line, but there
is @ more important, and thus necessary line which follows directly after it. In these
cases, you'll need to sacrifice an entry for a better, faster exit. The exit onto a straight,
for instance, takes precedence over the previous turn’s line. After you’ve mapped out all
your straights, then you can fine tune each corner’s apex, connecting all the straights
with as smooth and symmetrical a curve as you can, brushing the inside of each corner
at the apex. This reverse-trace “best line” method isn’t a mathematical fact or idiot-proof,
just idiot-resistant and a good way to start thinking about optimizing your time at WOT.

GET A GRIP

Now that you’ve memorized your racing line, it’s time to put that theory to the test. Vehicle
configuration and dynamics play an important role in further fine tuning your line. If your
car is front-, rear-, or all-wheel drive, it will dictate how to best enter and exit a corner,
plus how soon and how hard you can get on the gas. Generally, rear-drive cars favor a
wide-angled (obtuse) entry and a late apex where front-drive cars are able to go in at an
acute angle with an earlier apex. If they’re good ones, all-wheel drive cars can use either
line but usually mimic that of a front-driver. (Keep in mind, we’re talking about a couple
feet difference on either side of the “ideal” apex and that other racing traffic may force a
different line than the one you'd like to drive).

The reasons for these early/late apex differences are in how the cars put power to the road
surface. In order to maximize traction, rear-drive cars need as much transferred weight on
the rear axle as early as possible, and vice versa on front-drivers. The sooner you can
maximize traction, the sooner you can go to WOT. Depending on the amount of power at
your disposal and the type of tires on the car, you'll have to experiment with the rate at
which you flat-foot the car out of the corners. Think “squeeze,” not “hit” the gas

Tires are often the limiting factor in any racing equation. They’re variously asked to
accelerate, slow, and turn the car (and almost always a combination of two), but only have
a limited amount of grip to offer at any given time. If one-hundred percent of a tire’s
available grip is being used for cornering, then zero percent is available for accelerating (or
braking). There’s an old visualization technique that helps explain how to best manage all
the demands being made on each of the four tires already at their maximum grip levels.
Imagine a two strings tied to the steering wheel at the 6 o’clock position. The other end of
one string is tied to the brake pedal and the second to the throttle, both with a little slack.
Pushing either pedal takes all the slack out of string so that the the steering wheel cannot
be turned. Oppositely, turning the steering wheel pulls up on the pedals.

Now, if you're going dead straight, you can use up all of either strings’ length by pushing
either the throttle or the brake all the way to the floor. Now imagine you are in a corner that
requires a great amount of steering which only gives you a little bit of slack left in the string
to apply the throttle or brake. This is why you need to slowly undial the steering while
simultaneously squeezing the throttle on. Same is true for braking while cornering. Get it?
Run through all the possibilities and combinations of steering/gas/brake and imagine what
the strings would allow. Remember smoothness is the key.

START YOUR ENGINES

With the basics of vehicle dynamics in your heads, the question remains: How do you
remember all of it in the heat of battle? You won’t. But if you remember just one thing,
it should be smooth inputs make for fewer surprises. If you’ve ever turned an incredibly
fast lap—way faster than your average—and don’t even remember how you did it, you
were in the zone and you were relaxed. Racing drivers often say that time slows down
when they’re going the fastest. Good luck and “Keep the rubber side down.”

www.MotorTrend.com
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HAVOLINE Texaco are used by permission of Texaco Refining and Marketing Inc.

HKS HKS name and emblems are trademarks and / or other intellectual properties of HKS CO.,
LTD. and used under license to Sony Computer

HOLDEN Holden vehicles are licensed by Holden Ltd. A.C.N 006898232 and / or affiliated corporation.
All copyright and designs used with permission. © and TM 2004 Holden Ltd.

HOMMEL “Hommel" is a trademark of and is used with kind permission from iles Hommel.

HONDA Honda and Acura trademarks and the distinctive design elements of Honda and Acura vehicles are
intellectual property of Honda Motor Co., Ltd., used under license from American Honda Motor Co.,
Inc. OFFICIAL HONDA LICENSED PRODUCT. All rights reserved.

HYUNDAI Hyundai, Hyundai Motor, Clix, HCD8, Tiburon, Accent & Hyundai WRC logos, emblems and
body designs are registered trademarks and / or intellectual property of Hyundai Motor
Company and are licensed to Sony Computer

INFINEON RACEWAY INFINEON Raceway, a SUBSIDIARY or Speedway Motorsports, A NYSE Company.

INFINITY INFINITI and the names, logos, marks and designs of the INFINITI products are trademarks
and / or intellectual property rights of NISSAN MOTOR CO.,LTD. and used under license to
licensee's name.

Isuzu Isuzu, 117 Coupe, Bellett, PIAZZA names, emblems and body designs are trademarks of
Isuzu Motors Limited and used under license to Sony Computer

JAGUAR Jaguar, E-Type Coup, S-Type R, XJ220, XKR Coup, XKRR-Performance and the Leaper Device
are owned and licensed by Jaguar Cars Limited © 2004 Jaguar Cars Limited.

JAY LENO © Big Dog Productions, Inc. and Mr. Jay Leno.

JENSEN "Jensen" is a trademark of and is used with kind permission from Switzerland Hyland

i jies AG.

KENWOOD KENWOOD name and emblem are trademarks and/or other intellectual properties of
Kenwood C tion and used under license to Sony Computer

LAND ROVER Land Rover, Range Stormer Concept, Series 1 and the Land Rover Logo are trademarks
owned and licensed by Land Rover © 2004 Land Rover.

LISTER “Lister” the Lister emblem and “Storm "are trademarks, the body design is the intellectual
property of Lister Cars Limited all used under license to Sony Computer Entertainment.

LOTUS

Lotus, Elise and associated logos, emblems and body designs are trademarks and / or other
intellectual property of Group Lotus plc and are used under license to Sony Computer i

MAGNETI MARELLI

“Magneti Marelli" is a trademark and is used with permission from Magneti Marelli Holding SpA.

MARCOS

“"Marcos" and the Marcos logo are trademarks of and are used with kind permission from
Marcos Sports Ltd.
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MAZDA RACEWAY LAGUNA SECA

Mazda Raceway Laguna Seca's name, logo, image and likeness are trademarks and tradedress
of the Sports Car Racing Association of the Monterey Peninsula and are used under license to
Sony Computer Entertainment.

MAZDA

Mazda, MazdaSpeed, Autozam AZ-1, 1108, 323F, Carol, Demio, Familia, KUSABI, Lantis,
Mazda 6, MX-5 Miata, RX-7 and RX-8 names, emblems and body designs are trademarks
and / or other intellectual properties of Mazda Motor Corporation and used under license to
Sony Computer Entertainment.

MERCEDES-BENZ / BENZ / DAIMLER

Daimler Chrysler, Three Pointed Star in a Ring and Mercedes-Benz are trademarks of and licensed
courtesy of Daimler Chrysler AG and are used under license to Sony Computer Entertainment.

MG The MGF and MGTF tradmarks and shapes are registered trademarks and registered
designs respectively of MG Rover Group Limited and are used under license by
Sony Computer

MICHELIN Michelin and the Tire Man (Bibendum) are trademarks used with permission from the
Michelin Group. ©2003 Michelin.

MINE'S MINE'S name and emblem are trademarks and / or other intellectual properties of MINE'S
WAVE CO., LTD. and used under license to Sony Computer i

MITSUBISHI Mitsubishi, 3000GT, Airtrek, Colt, CZ-3 Termac, Eclipse, FTO, Galant, HSR-Il Concept, i, Lancer,
Lancer Evolution, Legnum, Minica, Mirage, Pajero and Starion, names, emblems and body
designs are trademarks and / or intellectual property rights of Mitsubishi Motors Corporation
and used under license to Sony Computer i

MOBIL / ESSO / EXXON The following are of Mobil Exxon Corporation: Exxon, Esso, Ultron,Superflo.

MOPAR Mopar is a registered trademark of DaimlerChrysler Corporation used under license to Sony
Computer i www.MotorTrend.com

MOTOR TREND Motor Trend is a trademark of PRIMEDIA Specialty Group, Inc. and is used with permission.
© 2004. Al rights reserved.

MOTUL "MOTUL" is a trademark and is used with permission from MOTUL.

MOVISTAR / TELEFONICA "MoviStar" is a trademark and is used with permission from Telefonica Servicos Moviles S.A.

MUGEN Mugen name and emblems are trademarks of MUGEN Co., Ltd. and used under license from
M-TEC Co., Ltd to Sony Computer Entertainment.

NIKE Swoosh is a trademark of Nike Inc. and is used under license to
Sony Computer Entertainment.

NISMO Nismo name and emblem are of Nissan Co., Ltd. and
used under license to Sony Computer

NISSAN NISSAN and the names, logos, marks and designs of the NISSAN products are trademarks
and / or intellectual property rights of NISSAN MOTOR CO.,LTD. and used under license to
licensee's name.

OMEGA Qmega The Ultimate Lubricant name, emblem are trademarks and / or other intellectual
properties of Magna Industrial Co., Ltd. and used under license to Sony Computer Entertainment.

OPEL / VAUXHALL Vauxhall, Opel, Astra, Calibra, VX220, Speedster emblems and body designs are trademarks
and / or other intellectual property of Vaux0 / Opel and / or General Motors Corporation and
used under license to Sony Computer i

ORECA Oreca is a trademark of Oreca used under license to Sony Computer Entertainment.

0ZRACING "0Z Racing" is a trademark and is used with permission from 0.Z. S.p.A.

PAGANI "Zonda C12S" is trademark and is used with permission from Pagani Automobili s.p.a.

PANOZ Panoz Motor Sports Group, Inc.

PENNZOIL Pennzoil® and Quaker State® are registered of SOPUS Products.

PESCAROLO "Pescarolo” is a trademark of and is used with kind permission from Pescarolo Sport.

PEUGEOT Peugeot trademarks and logo and body designs are the intellectual property of Automobiles
Peugeot and are used under license to Sony Computer Entertainment.

PIRELLI pReLLI and IFTEFEEEET are registered of PIRELLI S.p.A.

PROTOMOTORS SPIRRA and PROTOMOTORS names, emblems and body designs are registered trademarks
and / or intellectual property of PROTOMOTORS CO., LTD and are licensed to Sony Computer
Entertainment.

RALLIART Ralliart name and emblem are trademarks of Ralliart Inc. and used under license to Sony
Computer Entertainment.

RAYS RAYS, RAYS ENGINEERING, VOLK RACING, VOLK RACING WHEEL and FORGED MAG names,
emblems and wheel designs are trademarks and / or other intellectual properties of RAYS
COMPANY LIMITED and used under license to Sony Computer

RAZO

RAZO name and emblem are trademarks and / or other intellectual properties of CAR MATE
MFG. CO., LTD. and used under license to Sony Computer i

RED LINE SYNTHETIC

Red Line TM and Copyright ©1999 Red Line Synthetic Corporation.

RENAULT / ALPINE

Renault cars appear courtesy of RENAULT, Société Anonyme.

RUF Ruf, R-GT, CTR 2, 3400S, emblems and Ruf body styling equipment are trademarks and / or other
intellectual property of Ruf Vertrieb GmbH and used under license to Sony Computer i

SALEEN Saleen is a registered trademark of Saleen, Inc. used under license to Sony Computer

SEAT "SEAT" and the SEAT logo are of and are used with kind permission from SEAT S.A.

SEIKO SEIKO name and logo are trademarks and / or other intellectual properties of Seiko Corporation
and used under license to Sony Computer Entertainment. The timing data used in the game is
generated by Sony Computer i using its own method and not by Seiko Corporation.

SHELBY Shelby®, Shelby Cobra 427 S / C™ and the shape and design of the Shelby Cobra 427 S/C™

are registered trademarks and intellectual property of Carroll Shelby and Carroll Shelby
Licensing, Inc. Cobra® is a registered trademark of Ford Motor Company used by Shelby
under a worldwide exclusive license.

SHELL The trademarks used herein are the property of Shell Trademark Management BV or its
Affiliated companies.

SPEEDLINE "Speedline Corse" and "Speedline" are trademarks and are used with the permission of
Speedline S.r.L

SPOON SPOON and SPOON SPORTS name and emblems are trademarks and / or other intellectual
properties of SPOON Co., Ltd. and used under license to Sony Computer 1

SPYKER Spyker, Spyker C8 Laviolette, body designs and logo are trademarks and / or other intellectual
property of Spyker ielen BV and are used under license to Sony Computer i

SUBARU Subaru, Impreza, Legacy and STi names, emblems and body designs are properties of Fuji
Heavy Industries Ltd. and used under license to Sony Computer

SUZUKA Suzuka Circuit name and emblem are trademarks and / or other intellectual properties of
Suzuka Circuitland and used under license to Sony Computer i

SUZUKI Suzuki, S, Suzuki Sport, Alto Works RS-Z, Atto Works Suzuki Sport Limited, Cappuccino,

CONCEPT-S2, GSX-R / 4, Kei Works, MR Wagon Sport and Wagon R RR, Alto Lapin Turbo
4WD, Escudo Pikes Peak version names, emblems and body design are trademarks and / or
other intellectual property rights of Suzuki Motor Corporation and used under license to Sony
Computer Entertainment. Any racing models of Suzuki cars, as appearing in this game
cannot be purchased from Suzuki dealers. Suzuki Motor Corporation does not manufacture or
sell this game product.

TOMMY KAIRA Tommy Kaira, ZZIl and ZZ-S names and emblems and body design are trademarks and / or
other intellectual properties of Tomita Yumekoujyo Co., Ltd. and used under license to Sony
Computer

TOM'S TOM'S name and emblems are trademarks and / or other intellectual properties of Tom's Co.,
Ltd. and used under license to Sony Computer Entertainment.

TOTAL / ELF Total and EIf are registered trademarks used with the permission from the Group Total (or
from TOTAL SA).

TOYOTA / LEXUS Toyota, Lexus, 2000GT, Altezza, Aristo, bB, Caldina, Carina, Celica, Corolla, ist, MR2, MR-S,

pod, Prius, RSC, SERA, Soarer, Sprinter Trueno, Starlet, Supra, Tacoma X-Runner, Vitz, Voltz
and Will names, emblems and body designs are intellectual property of Toyota Motor
Corporation, used with permission.

TRAMPIO / TOYO TIRE TRAMPIO and TOYO TIRE names and emblems are trademarks and / or other intellectual
properties of Toyo Tire & Rubber Co., Ltd. and used under license to Sony Computer Entertainment.

TRD TRD name and emblem are trademarks and other intellectual properties of Toyota

Co., Ltd. and used under license to Sony Computer Entertainment.

TRIAL TRIAL name and emblem are trademarks and / or other intellectual properties of
TRIAL Co.,LTD. and used under license to Sony Computer i

TSUKUBA CIRCUIT Tsukuba Circuit name and emblem are trademarks and / or other intellectual properties of
Japan Auto Sports Center and used under license to Sony Computer i

TR TVR, Tuscan Speed 6, and body designs are trademarks and / or other intellectual property of
TVR Engineering Limited and are used under license to Sony Computer

VALVOLINE V® and Valvoline® are registered trademarks used with permission from the Valvoline
Company, a division of Ashland, Inc.

VOLKSWAGEN Trademarks, design patents and copyrights are used with the permission of the owner

VoLvo Volvo, 240 Wagon, 850T-5R-S8, S60 T5 Sport and the Volvo logo are trademarks owned and
licensed by Volvo Car Corporation © 2004 Volvo Car Corporation.

'YOKOHAMA / ADVAN 'YOKOHAMA and ADVAN names, emblems and wheel designs are trademarks and / or other
intellectual properties of the Yokohama Rubber Co., Ltd. and used under license to Sony
Computer
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THE ANTIDOTE BULLET
Written & Produced by
Serge Souque

Directed by Solstice Music
International
www.solstice23.com

THE ANTIDOTE VS SYNTHETIC
MOON OVER THE CASTLE (GT-
THEME-SHORT REMIX)

Written & Produced by Serge
Sougque & Frederic Holyszewski
Directed by Solstice Music
International

www.solstice23.com

THE ANTIDOTE VS SYNTHETIC
MOON OVER THE CASTLE (GT-
THEME-LONG REMIX)

Written & Produced by Serge
Souque & Frederic Holyszewski
Directed by Solstice Music
International

www.solstice23.com

“APOLOGY FOR NON-SYMMETRY”
Performed by Chronic Future
Written by M. Busse, B. Collins,

B. Collins, B. Lee, and R. Breen.

© 2004 Universal Music Corp. [ASCAP]
Courtesy of Interscope Records under
license from Universal Music Enterprises

BGM BY SYNTHETIC

Written & Produced by

Frederic Holyszewski

Directed by Solstice Music International
www.solstice23.com

“BORN TOO SLOW”

(DEEPSKY’S GREEN ABSINTHE

DUB MIX)

Performed by The Crystal Method
Written by Wes Borland,

Ken Jordan and Scott Kirkland

© 2004 EMI Virgin Music Inc. / Harder
Faster Music, EMI Virgin. Songs Inc. /
Drug Money Music and Flying Head
[ASCAP]. Al rights for Harder Faster Music
controlled and administered by EMI Virgin
Music, Inc. [ASCAP]. Al rights for Drug
Money Music controlled and administered
by EMI Virgin Songs Inc. [BMI] Courtesy of
V2 Records, Inc. Wes Borland appears
courtesy of Interscope Records.

BREAK DOWN

Music by daiki kasho & Alan Brey
Words by Alan Brey

Arranged by tsk

Vocal ch (Dakota Star)

“CAR CRASH”

Performed by Dirty Americans
Written by Dirty Americans

Produced by Paul Ebersold. Mixed by
Skidd Mills & Paul Ebersold. Published by
R2 Songs (BMI) ¢ / o Robot of the Century
Music B.V. ® 2003 The All Blacks B.V.
from the Roadrunner Records album
Strange Generation.

“D-GREASY RIDES”

Performed by Bootsy & Friends,
featuring D- Greasy & Bino

Written by David Griffin (D-Greasy),
Milton "Bino" McAdams,

and Bootsy Collins

© 2004 Mash-A-Mugg [BMI].

By Arrangement with RipTide Music.

“DON'T MEAN A THING”

Performed by Borialis

Written by R. Dahrouge

© 2004 Ink Slinger Music (ASCAP).
Courtesy of Capitol Records under license
from EMI Film & Television Music.

ETNICA CHECKER FLAG
Written & Produced by Max
Lanfranconi & Maurizio Begotti
Directed by Solstice Music
International
www.solstice23.com

“FREE WHEEL BURNING”
Performed by Judas Priest

Written by Kenneth Downing,

Rob Halford and Glenn Tipton

© 1984 EMI April Music, Inc., Crewglen
Ltd., Ebony Tree Ltd., and Geargate Ltd.
All rights in the U.S. and Canada
controlled and administered by EMI April
Music, Inc. [ASCAP]. Courtesy of Columbia
Records and Sony Music Entertainment
(UK) Ltd. by arrangement with Sony
Music Licensing.

“FUNNY LITTLE FEELING”
Performed by Rock ‘n’ Roll Soldiers
Written by Marty Larson-Xu

© 2004 by Song of Windswept Pacific
[BMI). All rights administered by
Windswept. ® 2004 Atlantic

Recording Corp. Courtesy of Atlantic
Recording Corp. by arrangement with
Warner Strategic Marketing.

“GAMEPLAN”

Performed by Mr. Natural

Written by Gez Dewar

Courtesy of Reverb Music / XL Talent
Partnership.© & ® 2004 Sony Computer
Entertainment America Inc.

“GETAWAY”

(GRAN TURISMO 4 POP ROX REMIX)
Performed by Earth, Wind & Fire
Remixed by Pop Rox (Duke
Mushroom & The Freshmaka)
Written by Peter Cor and

Beloyd Taylor

© 1976 EMI April Music Inc. [ASCAP].
Courtesy of Columbia Records by
arrangement with Sony Music Licensing.

“GETTING AWAY WITH...”

(GRAN TURISMO 4

VRENNA / WALSH REMIX)

Performed by Papa Roach Additional
production and remix by Chris
Vrenna and Clint Walsh.

Written by Tobin Esperance,

Jerry Horton, Jacoby Shaddix and
David Buckner

Used by permission of Viva La Cucaracha
Music, Inc. [ASCAP]. Courtesy of Geffen
Records under license from Universal
Music Enterprises.

GOOD DAYS BAD DAYS
Music by daiki kasho
Words by Alan Brey
Vocal by Alan Brey

HALLUCINOGEN BUBBLE'N TWEAK
Written by: Produced by

Simon Posford

Directed by: Solstice

Music International
www.solstice23.com

“HOLD THE BRAKES”

Music performed by Apollo 440
Written by Noko/Gray/Gray
Published by SCEA Inc, Courtesy of
Reverb Music. Produced by Apollo 440
at Apollo Control, London. Assisted by
Ashley Krajewski Vocals performed by
Mary Byker Apollo 440 are represented
by XL Talent Partnership

“HOT ROD HONEYMOON”
Performed by Jeff Beck

Written by Jeff Beck, Howard Gray,
Trevor Gray and Noko

© 2003 Deuce Music Ltd. [NS], Reverb
Music Ltd [PRS] and Songs of Universal,
Inc. [BMI]. Al rights on behalf of Deuce
Music Ltd. administered by WB Music
Corp. [ASCAP] and all rights on behalf of
Reverb America Music Ltd. administered
by Songs of Universal, Inc. Courtesy of
Epic Records by arrangement with

Sony Music Licensing.

“I DON'T CARE”

Performed by The Roots

featuring Dom

Written by Ahmir Thompson, Tarik
Collins, Frank Walker, Anthony Tidd,
and Karl B. Jenkins

Published by Careers-BMG Music
Publishing, Inc. / Grand Negaz Music
[BMI] and Frank Walker Publishing
Designee, Anthony Tidd Publishing
Designee [PRS] and Karl Jenkins
Publishing Designee. Courtesy of Geffen
Records under license from Universal
Music Enterprises.

“I DON'T WANT TO KNOW”
Performed by The Donnas

Written by Brett Anderson,

Torrance Castellano, Maya Ford and
Allison Robertson

© 2004 EMI Blackwood Music Inc. and
Horns R Us Music Inc. Al rights controlled
and administered by EMI Blackwood
Music Inc. [BMI]. ® 2004 Atlantic
Recording Corp. Courtesy of Atlantic
Recording Corp. by arrangement with
Warner Strategic Marketing

“IT DON'T MEAN NOTHING” AND
“DROP ON YOU”

Performed, produced and
written by Will I.Am

Executive Producer: Will.|.Am
Co-produced by Keith Harris

© 2004 Cherry River Music Co. [BMI] /
Will.i.Am Music Inc. [BMI]. Worldwide
rights for Will.i.am Music Inc.
administered by Cherry River Music Co.
[BMI] Courtesy of A & M Records under
license from Universal Music Enterprises

KOXBOX INSIDE EVERY MAN
(THERE'S A MACHINE WAITING
TO COME 0UT)

Written & Produced by lan lon & Frank'e
Directed by Solstice Music International
www.solstice23.com

“LET'S ROLL”

Performed by Bootsy & Friends
featuring D-M.A.U.B.

Written by Bootsy Collins,
DonErrick Harper (D-M.A.U.B.),
and Morris Mingo.

© 2004 Mash-A-Mugg [BMI]. By
Arrangement with RipTide Music.

LOS ANGELES ROCK! BAND
"BAD" PROJECT

All Songs Composed by Masahiro Andoh
Sound Produced by Doug Bossi &

Vince Di Cola

“MACHINE GUN”

(GRAN TURISMO 4 POP ROX REMIX)
Performed by The Commodores
Remixed by Pop Rox (Duke
Mushroom & The Freshmaka)
Written by Milan Williams

© 1974, Renewed 2002 Jobete Music
Co., Inc. All rights controlled and
administered by EMI April Music Inc.
[ASCAP]. Courtesy of Motown Records
under license from Universal Music
Enterprises.

"MOON OVER THE CASTLE"
ORCHESTRAL VERSION PROJECT
Composed by Masahiro Andoh
Orchestrated by Keiichi Oku

Original Lyrics by Kazunori Yamauchi
Italian Translation and Text Setting:

A lessandra Cattani & Ed Bogas

“NITRO”

Performed, produced and
written by Dieselboy + Kaos
Vocals by J-Messinian

© & ® 2004 Sony Computer
Entertainment America Inc.

“NOTHINGWRONG”

Performed by Jimmy Eat World
Written by James Adkins,

Richard Burch, Zachary Lind and
Thomas D. Linton

© 2004 DreamWorks Songs

[ASCAP] / Turkey On Rye Music [ASCAP]
administered by Cherry Lane Music
Publishing Company, Inc. [ASCAP].
Courtesy of DreamWorks Records under
license from Universal Music Enterprises.

“NOT LISTENING”

Performed by Papa Roach

Written by Tobin Esperance,

Jerry Horton, Jacoby Shaddix and
David Buckner

Used by permission of Viva La Cucaracha
Music, Inc. [ASCAP]. Courtesy of Geffen
Records under license from Universal
Music Enterprises.

“OH YEAH"

Performed by Yello

Written by Boris Blank and

Dieter Meier

© 1985 Datasound AG [GEMA], TBU
Music [GEMA] & Neue Welt Musikverlag
(GMBH [GEMAY. All Rights on behalf of
Datasound AG [GEMA], TBU Music [GEMA]
& Neue Welt Musikverlag GMBH [GEMA]
administered by WB Music Corp. [ASCAP].
Courtesy of Mercury Records Limited
under license from Universal Music
Enterprises.

“PANAMA”

Performed by Van Halen

Written by Edward Van Halen, Alex
Van Halen, David Lee Roth

(©1996 Van Halen Music [ASCAP] and
Diamond Dave Music [ASCAP]

All Rights on behalf of Van Halen Music
administered by WB Music Corp.

All Rights on behalf of Diamond Dave
Music administered by Chrysalis Music
® 1984 Warner Bros. Records Inc.
Courtesy of Warner Bros. Records Inc.
by arrangement with Warner

Strategic Marketing.

“READY TO ROCK”

Performed by The X-ecutioners
Produced by Matt Stein &

Total Eclipse

© & ® 2004 Sony Computer
Entertainment America Inc.

“REAL DREAM”

Performed by Deepsky

Written by Scott Giaquinta and
Jason Blum

© 2004 Deepsky Music [BMI
administered by The Royalty Network, Inc.

“ROCKSTAR”

Performed by Wylde Bunch

Written by Damon Crawford,

Larry Bean, Raymond Stone,
Brandon Jordan, Ricardo Green and
Daniel Crawford

© 2004 Aimo Music Corp. / Yung Dame
Musiq [ASCAP]. Courtesy of Columbia
Records by arrangement with Sony
Music Licensing.

“ROLL OVER DJ”

Performed by Jet

Written by Chris Cester &

Cam Muncey

© 2003 Get-Jet Music, Inc. administered
by Famous Music Corporation [ASCAP].
® 2004 Elektra Entertainment Group.
Courtesy of Elektra Entertainment Group
by arrangement with Warner

Strategic Marketing.

“RUNAROUND”
Performed by Arlo
Written by Ryan Maynes
© 2002 Copyright Control.
Courtesy of SubPop Records.

“SHORT BURNING FUSE”
Performed by Less Than Jake
Written by Fiorello, Demakes &
Manganelli

© 2003 Sarcastic Sugar Music [ASCAP].
® 2003 Warner Bros. Records Inc.
Courtesy of Warner Bros. Records Inc.
by arrangement with Warner Strategic
Marketing.

“SLIP AND SLIDE”

Performed, produced and written
by A. Skillz (Adam Mills)

Courtesy of Finger Lickin' Records.© &
® 2004 Sony Computer Entertainment
America Inc.

“S0 LONG BABY GOODBYE”
Performed by The Blasters

Written by Dave Alvin

© 1981 Twin Duck Music [BMI]
administered by Bug Music [BMI].

® 1981 Slash Records. Courtesy of
London-Sire Records Ltd. by arrangement
with Warner Strategic Marketing.

"START THE CAR"

Music performed by Apollo 440
Written by Noko/Gray/Gray
Published by SCEA Inc, Courtesy of
Reverb Music- Produced by Apollo 440
at Apollo Control, LondonAssisted by
Ashley Krajewski Vocals performed by
Mae Delaney & Mary Byker Apollo 440
are represented by XL Talent Partnership

Ifourt)/

“SUMMER SONG”

Performed and written by

Joe Satriani

© 1992 Strange Beautiful Music [ASCAP].
Courtesy of Epic Records by arrangement
with Sony Music Licensing.

“(CALL ME) SUPER BAD
PARTS 1,2& 3"

(GRAN TURISMO 4 POP ROX REMIX)
Performed and written by

James Brown

Remixed by Pop Rox (Duke
Mushroom & The Freshmaka)

© 1970 (Renewed) Crited Music, Inc.
[BMI]. All Rights on behalf of Crited Music,
Inc. administered by UniChappell Music
Inc. [BMI]. Courtesy of Universal Records
under license from Universal

Music Enterprises.

“TILL THE BREAK”

Performed, produced and written
by A. Skillz (Adam Mills)

Courtesy of Finger Lickin’ Records.

© & ® 2004 Sony Computer
Entertainment America Inc.

"YOU MUST FOLLOW"

Performed by Stratus

Written by D. Lewis

© 2004 Orange Sofa Ltd. [ASCAP].
Courtesy of Human Imprint Recordings.

IT'S ALL ABOUT YOU

Music by daiki kasho &

Alan Brey

Words by Alan Brey

Vocal ch (Dakota Star),

guitar played by Kansei Miyaji
(fade), drums played by rui (fade)

SOUL SURFER

Music by daiki kasho
Words by Alan Brey
Arranged by tsk

Vocal ch (Dakota Star)

WICKED

Music by daiki kasho
Words by Alan Brey
Vocal ch (Dakota Star)

WHAT TO BELIEVE

Music by daiki kasho

Words by Alan Brey

Arranged by tsk

Vocal by Alan Brey & ch (Dakota
Star)

SEE IN-GAME CREDITS FOR
ADDITIONAL MUSIC CREDITS

FOR ALL SONGS: All Rights Reserved.
International Copyright Secured.

Used by Permission. Not for Broadcast
Transmission. DO NOT DUPLICATE.

WARNING: It is a violation of

Federal Copyright Law to copy, duplicate
or reproduce this Program or any portions
of this Program or to synchronize this
Program with video tape or film or to print
the Compositions embodied in this
Program in the form of standard music
notation without the express written
permission of the copyright owner.
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THE DRIVE OF YOUR LIFE.

©2004 Sony Computer Entertainment Inc. All rights reserved. All manufacturers, cars, names, brands and associated imagery featured in this game are
trademarks and/or copyrighted materials of their respective owners. All rights reserved. Any depiction or recreation of real world locations, entities
businesses, or organizations is not intended to be or imply any sponsorship or endorsement of this game by such party or parties. Cars included in this
game may be different from the actual cars in shapes, colors and performance. And remember, when driving a car in real life, always use your turn
signal, wear your seatbelt and be a safe driver!






