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The Garage and Repair Shop

You begin Auto Destruct with four lives (cars). When your car’s damage level
becomes critical, a white arrow appears on your scanner directing you to the
nearest Repair Shop. Heed these warnings as you are not invincible... yet.

San Francisco has two Repair Shops; they appear as red blocks on the Nav-
Pad. You may refuel or get your vehicle repaired at these locations—for a
price.

DRIVING THE CAR

Your vehicle is a finely tuned combat sports car and, therefore, needs to be
handled with precision. If you have difficulty driving the vehicle both fast and
accurately, we recommend some time trial practice to sharpen your driving
skills and improve your knowledge of the city streets.

A For default gameplay controls, » Control Summary on p. 3.

v EATIP: To allow you to focus on mission objectives, trees, light poles, and
sign posts don’t impede your progress or cause damage to your car.

You begin with no weaponry loaded. You'll find weapons dropped or placed

at various points during the game. Weaponry appears as yellow dots on the

Scanner and as yellow targets on-screen. Look out for these and pick them

up—without ammunition you are powerless to defeat the Cult of Lazarus.

(3 For more information on items you will encounter during the missions,
» Equipment and Weaponry on p. 16.

PAUSING THE GAME
e To pause the game, press START. The Pause menu appears.

*  To select a Pause menu option, D-Bution § to highlight it then press %.

CONTINUE Return fo your mission.

ResTART MissioN  Speaks for itself. Keep in mind you lose a life.

OPTIONS Configure sound effects and controllers. (» Options below.)
Quit GAME End mission and return to the Main menu.

Ar THE END OF A MISSION

Upon completion of each mission, a screen appears displaying two choices and
a 9-letter password. The password allows you to start your next session at that
point. This is useful if you do not have a Memory card. » Password on p. 15.

*  To select an option, D-Button  to highlight it then press %.
NExt MissioN Proceed directly to the next mission.
SAVE GAME Save your progress to a Memory card (if applicable).

v Note: For information on saving games, » Memory Card on p. 14.

OPTIONS

*  To select an option, D-Button 1 fo highlight it, then press %.

*  To return to the Options menu from an option screen, highlight EXIT
and press %. '

® To proceed to the game from an option screen, press START.






AFTER THE TIME TRIAL
When you finish the course you are given three options:
*  To select an option, D-Button 3 to highlight it then press %.

TrY AcAIN: Restart the current Time Trial. ,

SAVE BEsT TiME: Save a particularly good time. (» Memory Card
below).

Quit TiIME TRIAL: Exit the Time Trial and return to the Main menu.

v Note: If you save Time Trial records, they are automatically loaded from
the Memory card when the game begins.

MEMORY CARD

If you have a Memory card for your PlayStation game console you may save
your progress at the end of each mission.

v Note: You may not save mid-mission.

To Save a Game:

1. On completion of a mission, highlight SAVE CURRENT GAME and
press % to select. The Save Game Screen appears.

2. Highlight an empty memory slot then press % to save the game.
e To exit the menu, highlight NEXT MISSION and press %.
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v Note: Never insert or remove a memory card when saving or loading files.

:ﬂ‘

To Load a Saved Game:

1. From the Main menu highlight MEMORY CARD and press %. The
Memory Card Optionscreen appears.

2. Highlight LOAD and press %. The Load Game screen appears.
3. Highlight the Saved game you wish to load {Auto Destruct games have
an AD icon), then press % to load the game. The game begins.
To Delete a Saved Game:

1. From the Main menu highlight MEMORY CARD and press %. The
Memory Card Option screen appears.

Highlight DELETE and press %. The Delete Game? screen appears.
Highlight the Saved game you wish to delete, then press % to select.
To confirm that you wish to delete the game, highlight YES and press .
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To exit the menu press A.

v Note: A regular save game has an ‘AD’ icon while a Time Trial record has
a ‘TT" icon.

PASSWORD

At the end of each mission a password appears. Be sure to write down the
password exactly as it appears on the screen.

1. When you start a session highlight ENTER PASSWORD on the Main
Menu, then press %. The Password screen appears.



2. D-Button 1 to cycle through the letters and D-Button +> to move onto the
next letter. When you have selected all nine letters press %. If the pass-
word is correct the next mission loads. :

EQUIPMENT AND WEAPONRY
Machine Gun (Class | and 1I)

The technology may not have changed in a century but this weapon, well
aimed, will devastate most vehicles on the road. The Class Il machine gun is a
more advanced, quicker discharging weapon. Eat 7.6mm lead, disciples!

Rockets/Heavy Rockets

An armor-piercing, explosive-tipped rocket that will have your enemies weep-
ing into their coffee. Big damage, if you hit your target, but difficult to aim.

Heavy Rockets are similar to standard rockets but have more punch per projec-
tile.

Homers/Heavy Homers

Like a rocket only a little smarter. This computer-controlled baby will home in
on the closest target reducing it quickly to scrap. Especially useful against air-
borne adversaries the Homer is a proven way to clean the sireets of disciple

scum.

16

The Heavy Homer is a sure-fire way to break up a tea party. This is
the meaner, more meaningful version of the Homer. Not to be taken
lightly.

Laser/Double Laser

Using laser optic technology, this fires a 500 megawatt pulse charge right fo
the heart of the matter. An extremely powerful weapon that makes mincemeat
out of any would-be or already-are bad guys.

The Double Laser provides twice the power and twice the fun.

Cannon/Heavy Cannon

An updated version of the medieval staple. If's relatively slow fire rate might get
you into trouble if ill-aimed. However, this is litle compensation for the unfortu-
nate individual on the receiving end of its’ considerable destructive power.

The Heavy Cannon is simply the Cannon'’s bigger, badder brother.

Mine/Heavy Mine

Tired of aggressive tailgaters2 Drop a few of these pressure sensitive fellas then
check your rear-view mirror as things heat up. Be careful though, a few unfor-

tunate operatives have been known to drop a mine and then put their car into

reverse—with disastrous consequences!

v EATIP: Mines, of both varieties, deactivate after a short time.
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