T

Flacer 2.0 200N Gkl b B G Enteniainment, e uncor iconso o
| L1 Tokye Kttome Racer i o h i1
it wrd o i Ens it b et e 5 1909 Crive Bntor o, e VEHVO"W’
Crave B ey mw\wm m W 4 ®
ik dnd o

inthe LIS Patert and m:mm\nxwfm, W e L : s T AU
1) Segi of Americs, B Box ?6‘*& ! All Hights Beserwd, Frogrammid

;nuu:rme nw)m WARNWIG ("m x > svimons e Soga Drenmuant sysems purshused GONTENT RATED BY

it Ay other llevisions o Saga Dreamcast ESRB

5805770, 6 027005, 5,088,175, 4,442 486

T ark of i S0 U?ﬁxf{g‘n B b . i i
Enrenraimnensi | ool e Draameant, In Pa e LR S | il . =L




WARNINGS Read Before Using Your Sega Dreamcast Video Game System
CAUTION

Anyone who uses the Sega Dreamcast should read the operating manual for the software and console before operatlng lhem A
responsible adult should read these manuals together with any minors who will use the Sega Dreamcast before the minor uses it.

HEALTH AND EPILEPSY WARNING

Some small number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain ﬂashmq lights

or light patterns thatthey encounter in everyday life, such as those in certain television images or video games These sexzures or

loss of consciousness may occur even if the person has never had an epileptic seizure.

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

to using Sega Dreamcast.

In all cases, parents should monitor the use of video games by their children. If any player experiences dlzzmess blurred vision, e

or muscle twitches, loss of consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTTNUE

USE AND CONSULT YOUR DOCTOR BEFORE RESUMING PLAY.

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

* Sita minimum of 6.5 feet away from the television screen. This should be as far as the length of the controller cable.

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

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

* Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neck, arms and flngers so that you
can continue comfortably playing the game in the future.

OPERATING PRECAUTIONS

To prevent personal injury, property damage or malfunction:
Before removing disc, be sure it has stopped spinning.
The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcastmden game system Don
disc in anything other than a Sega Dreamcast console, especially notin a CD player.

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

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

Do not modify or enlarge the center hole of the disc or use a disc that s cracked, modmed or rapalred wrkh adhesnve tape
Do not write on or apply anything to either side of the disc.

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

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

Use lens cleaner and a soft dry cloth to clean disc, wiping gently from the center ta the edge Never use chemlcal
henzene and paint thinner to clean disc. .

PROJECTION TELEVISION WARNING

Still pictures or images may cause permanent picture tube damage or mark the phnsphnroﬂhe CP(T Avmdrﬁ eated or extended use
of video games on large-screen projection televisions.

SEGA DREAMCAST VIDEO GAME USE

This GD-ROM can only be used with the Sega Dreamcast video game system. Do not attempt to play this GD-ROM on any other
CD player; doing so may damage the headphones and/or speakers. This game is licensed for hame p!ay on the Sega Dreamcast
video game system only. Unauthorized copying, reproduction, rental, public performance of this game is a violation of appllcabla
laws. The characters and events portrayed in this game are purely fictional. Any similarity to otherpersons, living or dead, is
purely coincidental.
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ANT: Never touch the
humb Pad or Triggers L/R
while turning the Sega Dreamcast
power ON. Doing so may disrupt the
controller initialization procedure
and result in malfunction.

If the Analog Thumb Padl or Triggers

a Dreamcast power
urn the power OFF

SEGA DREAMCAST CONTROLLER

‘ Expansion Slot 1

Right Trigger
(Trigger R)

Starlancer is a 1-6 player game‘

Before turning the Sega Dreamcasi
power ON, connect the controller o
other peripheral equipment into thi
control  ports of the Seg:
Dreamcast.

Expansion Slot 2

SEGA DREAM(

(D-Button)

While saving a game file, never turn
OFF the Sega Dreamcast power,
remove the memory card or discon-
nect the controller.

Slecp Button
Mode Buton
B Button
A Button

SEGA DREAMCAST KEYBOARD

e
) ) 1 ) O O O

) ) ) ) L O

1 ) 1 o 1

1

1

When using the keyboard make sure
that a controller is also connected to
one of the other control ports.

The keyboard can be used only in
multi-player mode.

SEGA DREAMCAST HARDWARE UNIT

1S
unit ON or OFF

Control Ports
Use these ports to connect the Sega Dreamcast Controller or other peripheral equipment.

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

hport to connect controllers for players 1 to 4 respectively.



SHIP SYSTEMS MEN SHIP SYSTEMS MENU

(Hold the Y Button to act

Overhead View Overhead View

Analog Thumh Pad
Piteh/Yaw Ship ~

Directional Button
(D-Button)

Analog Thumb Pad
Pitch/Yaw Ship

Directional Button
{D-Button)

e Left Trigger, the
Order Attack

tally and vertically using the P o St
Request Assistance
Next Camera.

Toggle Radar
. Provious Missile

hal
Next Missile

hip Roll Mode
While holding the Y Button with the Right Trig
player may roll by moving the Analog Thum
and right.

StartB
~ Pause Game Menu

Forward View

Expansion Slot 1
Left Triggor

) s - tTrigge
. g up on the D-Button, and Rm(#:nglgvgg'e‘; J Erhrm:r
" request assistance by pressing down. Ship Strafe Mode*
ecycle camera angles by pressing left and right on the

Expansion Slot 1

match that of
Right Trigger < hold>

(Trigger R) Ship Roll Mode
Expansion Slot 2

; i cdoblo-cic ang bt ' D-Button L+R Toggle Match Speed
brake, your ship will Afierhumets g p . ; L+R+A+B Eject
relative to the target ecycle cannon configurations by pressing the X Button
repeatedly.

asing brake will return
| to match that of the tar-

stoggle Blindfire by pressing the A Button. Cannot be
used with the Full Guns cannon configuration.
otoggle Special Abilities like Cloaking, Spectral Shields

These controls will let the player and Constant ECM.*

~ control the distance between him-

self and the target ship more easily,

 useful for dogfighting and staying in
formatiol

* different ships may offer differing special abilities

TARGETING MENU

player may still use Overhead View

5 and reverse thrust.*

Analog Thumb Pad
Pitch/Yaw Ship

will turn match B Bution
| Target Torpedo/Bomber

AButton
Targot Noarest Enemy Fighter

The D-Button is used to navigate the mel
up when the X Button is held. The player may
this menu to select friendly targets, enemy targets
and enemy subobjects. Once the player has made
: hoice, they must release the X Button. See the

targeting section later on in this manual.




ercome. We had terraformed

...Buta shadow has fallen across the stars.

Forty-eight hours ago, a surprise strike force decimated the
French and Italian fleets moored in Martian orbit. A newly
formed coalition of Eastern nations has made a grab for power.
Their aim is to take everything we have built with our blood,
tears, and toil.
We have v fied ports of this Coalition overrunning our

\ id on Ganymede and landing,mééslvé .

uter colonies. We have lost lo and
wage on Mars and Earth. '

d Neptune’s moon,

will regroup, e: ew command structi
assess our bes

system, we will

darkness.

God

COMMAND TRA

Wel e 45th Volunteers. Count yourself lucky

to be part of the most patriotic and highly motivated

team in the fleet!

: ) to your head,
i ough job to do, so cooperate
with the other squadrons. There’s plenty of glory out
here for everyone.

he art fighters,
ght crew to keep
he Coalition has

The 45th has @




 Select New Game on the main

GETTING STARTED OPTIONS

, The options screen willa |
NEW GAME  tocustomize Starlancer.

ment to begin a new single player ~ Screen
tampaign Enter your call sign,
set the game dlfﬁculty level and i
select Start Game b

 widescreen televisions. N
is the default.

Controller Help
When Controller Help is Off, "
button prompts that app
the game when you hold tl
X buttons will be hidden. On i
 INSTANT ACTION the default.

To launch directly into a simulated

combat mission, select Instant

Action on the Main Menu.

LOAD GAME .
Access this screen to load saved
) | be able to save

youf'gam after each mission.

Set Controls
Accesses the Set Control
screen. See the following section

DEATHMATCH for more details.

Select Deathmatch to connect to
Gamespy via your modem and play
against other people online. You
must configure your Sega Dreamcast
with the browser disc before you can

Audio
Set your Sega Dreamcast fo
or Stereo outpu
loaded from y:

BootROM.
access _Gamespy. See the Sega M i
st Instruction Manual for Volume‘Sett,i‘n'gs
Independently
Music and Sp

set the Master Volu

e vibration functic

ck on and off.

NEW GAME

Before begi
an Allian
| e difficulty.
tart Game.

Cohgratulations, pilot. You are
now a member of the Alliance
Navy’s 45th Volun

t, a class-4 Utility carrier
under the command of Captain
Robert Foster.

Launched in 2125, the Reliant
has seen extensive action in the

Lunar and Europa conflicts.

BRIEFING ROOM

preflight instructions an
sion objectives. Pay attention
After your briefing you will pro-
loadout computer to

nd configure

New Game

e
Moty

3t Gang

Changs Player nama

Decommissioned 20 years ago, it Your first stop aboard the Reliant is
has been recently refitted with
eight level-6 twin laser turrets,
and called back to active duty.

the Briefing Room, where you will
receive your first assignment.




FIGHTER SELECTION AND LOAD;

our
This Loadout computer allows you to se[eciié fighter
and configure its accompanying payload. Advanced

Use the D-Button elect a thter Hit the A Button
to accept. On th Loadout screen, use up and down
~ and prototype ships and missiles are restricted to  on the D- Button to cycle through the fighter’s
high-ranking pllDtS who have completed many”, hardpoints, and right and left to cycle through
successful missions. o . iles. Hit the A Button to dccept, and your
| ‘ vill be prepped for launch.

4GRENDEL (3
£LAGS

st D-Pad to select fighter

O reet @ Back

s 1-Fat 1o snloct Ailssiios

- the Main Menu.

INTELLIGENCE AND TA

Debriefing;

After you ref urn from a mission, Pllots
your ITAC (Intelligence and
Tactical) computer will provide you
with an analysis of the mission

Kinus Stelnap

fean Ollvar

Mantred Kogier

Menzo Takamatau
rlefngs Press the

A Button when you have reviewed John Mednnn

this document.

Your ITAC will then show you

S @ tont
Alliance killboard, and stream
the most recent Alliance
Conflict News (ACN) updates.
Press the A Button to continue.

© b

current standings on

INSTANT ACTION

Finally, you can use
Continue Game, Save Current
Game, Restart Mission, or Quit to
On the Save
t Save Game,
he list

pod is a state of the-
simulator designed to train
In this timed
environment you will be con-

Alliance pilots.
then highligl

and confirm by

ted with successive waves
Button. a

punctuated by

SHIR TOTAL KILLS

Wolvarine 73

Tempust @l

| Grandel 858

Nuginata 54

| Patriot 83

Pross up and down buttans toview

uardian is defeated
ive a timer bonus
inance will be
When time runs
out, you W|ll return to the Main
Menu.




DEATHMATCH

Starlancer online you
an account wifh an
Service Provider (ISP)
Dreamcast brow.
necessary to enter v,
information, suc

i

Eing LRt

password.
SEGA Drea

Citose a {ype of game

Game Type

The host can choose from one of six
maps: Asteroid Arena, Tag Bomb,
Nuclear Threat, Dark Reign, Hunt the
Shadow and Vampires.

speed gaming network and ISP. Game Name
~ For all other issues, please contact The host ca
;Crave Entertainment Customer change the na
ESérvice at '1¥970'392-7022. it appears in t‘

Network Lobby Callsign

game here. When pil
the turrets ignore them for a
focus on other players!

host a network game ate targeting here for

Either way, you will go a more challen

Deathmatch

Bark el

Teamplay
The host can activate teamplay
here. When active, players can
choose from fou

Al

»

can Start Game when
he has finished customizing
the game. Joining Players must
wait for the host to Start Game
for this button to appear.

Chat Box
Use your keyboard or controller
to chat with other players in
the room.

During The Game

Controls are identical to Single
Player. The Start button will
how you the current number

game. Type yourmessageén’ |
hit Enter to send.



DEATHMATCH
GAMEPLAY

Starlancer deathmatch supports

up to eight players. All death-
match maps have a restricted,
predefined play area. If you try
to fly past these boundaries, you
will bounce off.

you fire a weapon
you become visible.

Missile Gives you
one missile.

‘ Invulnerability
. Makes you indestruc-
ible for a limited time.

Disables your shields
limited time.

Proximity Mine .
Gives you one
Deploy with

athmatches

uted throughout the game.

Repair Fully
Repairs your shie
and armor.

afterburner fuel.

Countermeasure
Prevents enemy miss

from locking on. Press
down on the D-Button.

~ Countdown Timer

ship to pass the bomb.

Fuel Provides additional

 Indicates when a bomb
_ explodes. Shoot another

Powerups are obtained when a
player flies through a glowing

powerup symbol. The type of

powerup will be unknown until it

‘is acquired, then the correspond-
ing powerup icon appears on the

heads-up display.

Beacon Collect
several to trigg
Tuclear strike, killing

Comm Relay
Provides Immunity
from the Dark Reign

limited me

—_—

ALLIANCE FIGHTER
SHIP OPERATION:

nchlng from your squadron
, your copilot will usuallly
activate your jump engines to
bridge the long distances betwe

Different viewpoints may be
accessed to analyze threats and
gather information not available
from the forward-facing cockpit view.
You can access these viewpoints by
holding the Y Button as you move
the D-Button left and right.

1. Chase Vie
2. Target Camera
3. Flyby Camera

4. Left View

ﬂlNG“CONTROLS

Accelerate
Right Trigger

Decelerate
Left Trigger

Set velocity to zero
Hold Left Trigger

Set to maximum velocity

Hold Right Trigger

To adjust velocity use the
on your controller S

"Keep moving in a dog,
toward your opponent. Do anythmg

AFTERBURNERS

Dramatlcally increases elo

To match the velocity of a
targetted ship pull the Right
Trigger and Left Trigger
simultaneously. Once set,
Match Speed remains in
effect until you pull the Right
Trigger and Left Trigger
simultaneously again. Match
Speed can be temporarily
overridden by Accelerate,
_and Afterburners.

for a missile to lock onto you. They don’t call it a

ad stop" for nothing."

y

Baptiste




ATTITUDE CONTROLS ‘
To change the pitch and yaw (the
p/down and side-to side orien-
tation) of your fighter, use the
~ Analog Thumb Pad.

To roll, hold the Y Button and Right
Trigger and then push left or right
with the Analog Thumb P’ad,

To strafe, hold the Y Button and the

e Anyalog Thumb Pad.

Countermeasures

When an enemy fighter
achleves missile lock, counter-
measures may be launched t
deceive the missi ir
computer. Cyountermeasures

The cockpit lifepod will det
from the damaged fighter. If
are lucky, an Alliance nan
ship may pick you up.

ALLIANCE FIGHTE

ighter cockpits are

:standardlzed to minimize the

steep learning curves associated
with piloting new craft.

Onboard artificial mtelllgence
makes data appear and dlsap

Targeting Cluster

Qo8

Large Target Display /
Small Target Display




TARGETING
CLUSTER, SPEED,
AND WEAPONS
 CHARGE GAUGES

Your fighter's speed is dis-
played on the gradated arc on
the left side of the cluster. The
Set speed is the maximum
velocity as determined by your
throttle position. The Actual
speed is your current velocity as
it moves toward the Set speed.
All speeds are given in kilome-
_ ters per second.

The gradated arc along the right
side of the targeting cluster is
the Weapons Charge Gauge.
Firing an energy weapon will
register a corresponding drop in
available power. If power drops
too far,énergy-based weapons
become ineffective, and require
an interval to recharge.

The Target reticle (orange trian-
gles in center) indicate where the
ship’s guns fire. If there is no
active target, guns and missiles
aim at this position by default.

The Nav Point Indicator (white
triangle) directs the pilot to the

next navigation point (white

€ross).

Actual Speed = f

Target Direction
Indicator (red)

‘Navigation points are objects‘c‘)r
mission-specific targets assigned
in the preflight briefing.

"Yeah, I'm lucky. I ge
dropouts, ex-cops, a

Brad "Viper” Callan

TARGETING

Alliance fight:

system, press and hold the X
Button. The targeting menu
appears on the right side of the

lists of erﬁies, and

Subobjects.

The Subobjects list will show
turrets, hatches and other important
features of a targeted enemy
capital ship. Move up and down to
scroll through any of the three lists.

To target an object closest to
the X Button.
To target the nearest enemy, hold

* the XButton and hit the A Button. To
target the nearest friendly unit, hold

cle through enemy bombers
torpedoes only, hold the X

‘button and press the B button.

When targets are selected, addi-
tional data is shown in the Target
Data Display (See Target Dat
Display). o .

argel is selected, the
direction indicator points

in its direction. This indicator will

be a red triangle if the target is a
hostile unit or a green triangle if
the unit is friendly.

/ TARGETING

The Lead Cursor (red box with

When you make a direct visual
sighting of the target, a ring
appears (a red ring for hostile
units and a green ring fo
ly units). In the lower
his ring, the target's range
n in kilometers.

trai‘ling line) shows where the
pilot needs to shoot to hit the

targeted ship. When the Lead
Cursor and the Targeting Reticle
overlap, your ship’s guns are
correctly aligned.

‘4 ENEMIES
A BADER
‘ BADER
A BADRR
M KAMOV
A TORPEDO




; system to identify
a target’s visual,
ctronic signatures.

, the
g ring will zoom
the target, turn

one will sound

TARGET DATA
DISPLAY

PREDATOR
Light Fighter
12000 m
2848 mps

: Isplay indicates
a hostile ship, while a green
display denotes a friendly unit.
For larger targets, you will see a
different display. The segmented
bars in this display indicate
damage inflicted.

tead of targeting the entire

Sub-targets can be featu
gun turrets, radar dishes, or reactor
cores. To pick a sub-target to
open the targeting menu

btarget (will cycle)

D-Button.
access that targ
and push up or down to h|ghl
the one you want.




RADAR

 Alliance fighters are equipped
' with fast-Fourier pulse radar
arrays to accurately identify
potential threats. Radar-identified

objects are displayed within the

three concentric rings in the radar
display in the center bottom of the
HUD.

 the positions of objects above

ndicate enemy units and green
dots indicate friendly obj

below your fighter. Red

region of shield has disappeared,

SHIP STATUS IND

i “craft, grouped into
‘forward, aft, and side regions. The
outer ring represents shields. The
inner ring represents ar o

L dim. When a

any damage taken to that area will
register on the craft’s armor. As

armor is damaged, corresponding
segments of the inner ring will
vanish. When all armor in a region
is destroyed, the ship’s systems
are vulnerable to damage.

Shields

ize yourself with all Coalition ships and squadron
d you might have a chance out there."

—Julian "Flash




MISSILE DISPLAY

isplay shows the status of

issile ordinance loaded aby
 your ship. It is normally hidde

D-Button to cycle throug
ordinance. '

until desired ordinance is at six
o'clock. This is the missile the
launch next.

G: If selected missiles
epleted, you must rotate
ance into the six
before additional

aunched.

MISSION OBJECTIVES
DISPLAY ‘

This display

p! here
onds when you

~ receive new orders so that there

are no misunderstandings.

GUNNERY DIS

‘multiple ballis-
t ‘ordinance, the Gunnery
Menu allows the pilot to acti-
vate and deactivate his various
cannons. Hold the Y Button,
then tap the X Button to view
the menu on the right side of
the HUD.

inue to tap the X Button

ting for all fighters is Full Gu
but you may want to conserve
/ non energy for a single

conjunction wi
Blind Fire).

y video and audio feed
is encrypted and transmitted
between Alliance fighters and

capital ships automatically. :

ing the D-Button up or
down. Pressing up orders an
attack on your present target,
while pressing down asks for
help getting an enemy off
your tail.




rgeting  correction system
~ installed in all Alliance fighters.

When Blind Fire is activated, th
computer will make minute

- maximum accuracy. When the
Blind Fire computer has calculated
the optimum trajectory, an

t targeting reticle will
the Lead Cursor and
~ your shots will be automatically
diiected toward it. Blind Fire is
atible with the Full Guns

the Gunnery Menu.

hters have

Ships equipped with re
thrust may fly backward:
fire your reverse thrusters
and then hold the Left Trigge

Reverse thrusters consume

afterburner fuel.

Spectral Shields
These shields attune an
counter the most frequently

used type of energy-h
enemy fire—providin;

press the B Button

ed only for a brief
icated by a timer

their craft in specific escort

MISCELLANEOUS
PROCEDURES

xecu WE Producers - Digital Anvil
Chris Roberts
Erin Roberts
Original Concept
Nick Elms
Philip Meller

positions relative to another
ships. This position app i

Nick Elms

with the escorted ship. Erin Roberts
Paul Hughes

Stuart Jennett

Hidden Targets Eric K Peterson

Rob Taylor Hendry
Pilots may be required to
remove obstacles such as vent
hatches before firing on targets
beneath. Use the sub-target
) ocate the hatch, for

Project Coordinator
Rob Taylor Hendry

Programmers
Paul Hughes

exposing a vent sh
becomes the new sub-target.
Art Direction

Nick Elms
Philip Meller

Art
Stuart Jennett
Michael Paul Cottam

Paul Jones

Andrew Whalley

Zuby Ahmed
Philip Mervik
Will Whitehead
Brian Flanagan
Darren Vaile
Simon Harris
Steve Routledge

Music Producer
David Blinston
lan Livingstone

Speech and Sound Effects -

Anvil
1 Galway

Paul Jc .
Michael Paul Cottam
Roy Fielding

John Lomax

John Hackleton
Andrew Whalley

. Music and Sound Effects - Warthog

Digital




CRAVE ENTERTAINMENT, Inc. warrants to the original purchaser of this CRAVE ENTERTAINMENT, Inc. Software product that the
medium on which this computer program is recorded is free from defects in material and workmanship for a period of ninety (90) days
from the date of purchase. The CRAVE ENTERTAINMENT, Ine. software program is sold "AS IS" and without any expressed or implied
losses or damages of any kind resulting from use of this program.

If the CRAVE ENTERTAINMENT, Inc. software product fails to comply with this limited warranty, CRAVE ENTERTAINMENT, Inc. .
agrees to either repair or replace, atits option, free of charge, the nunctmlplyin%Crave Entertainment, Inc. software product provided
itis return by the original purchaser, postage paid, with proof of purchase to CRAVE ENTERTAINMENT, Inc.’s Factory Service Center,

FMV - Digital Anvil
Art Director

program for warranty replacemont ploase send the original product disc(s) only in protective packaging

When returni 0 , k
opy of your dated sales recoipt; (2) your name and return address typed or clearly printed; (3) a brief note

Brad Doan include: {1

Iohn Fard describing the defect, the problem(s) you ara encountoring and the system on which you are running the program; (4) ifyouare
returning the program after the 90-day warranty period, but within one year after the date of purchase, please include check or money

Lara Foss order for $15 U.S. currency per disc replacament. Note: Cartified mail recommended. e

Dean McCall

Chne In the U.S. send to:

Scott Peterson Mike Arkin Warranty Replacements

G Crave Entertainment, Inc.

Pauline L ; 19645 Rancho V

John Sommer Associate Producer Rancho Dominguez, CA 90220

Jake Rodgers Mike Givens

Sarma Vanguri
Robert (Buck) Wall Squadron Commander and Lead Test
. . Tod 'Raoul D' Hostetler

I'his warranty shall not be af)plicuhlu and shall be void if the defect in the Crave Entertainment, Inc. software product has arisen
through abuse, unreasonable use, mistroatment ||ugHocl or reasonable wear and tear. IN THIS WARRANTY IS OBLIGATION IN LIEU
OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR
OBLIGATE CRAVE ENTERTAINMENT, INC, ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICIPATING PURPOSE, ARE LIMITED TO THE NINETY (90) DAY
I’ERIOD DESCRIBED ABOVE. IN NO EVENT WILL CRAVE ENTERTAINMENT, INC. BE LIABLE FOR ANY DIRECT, SPECIAL, INCIDENTAL
”I}FCT[\]/\'/\‘A?FEI(EIEE%{'JA(;LTDAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE CRAVE ENTERTAINMENT, INC.

S( 5

Quality Asshfancé - Warthog
Test Lead' L Test Pilots

[ i Ko-Sheng 'Psy-Ko' Chen
Jeremy 'H.N.I.C' Hicks
Mike *Corwin' Kurilko

Tim Weld

Some states do not allow limitations as to how Ion? an implied warranty lasts and/or exclusions of liability may not apply to you. This
limited warranty gives you specific legal rights and you may also have other rights, which vary, from state to state.

Solomon 'Kavaboy' Kupu Customer Support

You may need only simple instructions to corract a problem with your product. Call the Customer Service Line at 970-392-7022, 24
hours a day, 7 days a week.

Sean 'Compass' O'Balles
Eric 'Jetson' Pfoutz
Ramiro 'Romeo’ Ram
chies'

If you are looking for Hints & Tips for any Crave Entertainment product, pleas

US - 900-903-4468 $0.95 U.S. dollar per minute
Canada —800-677-4468 $1.50 Canadian dollar per minute

Must be 18yéar's or have parent's permission, Touch tone phone required.

ESRB RATING .
This product has been rated by the Entertainment Software Rating Board. For information about the ESRB rating, or to comment
about the appropriateness of the rating, please contact the ESRB at 1-800-771-3772.

Soga is registered in the US Patent and Trademark Office. Sega, Dreamcast and tha Droameast logo are ither registered trademarks or trademarks of Sega Enterprises,
LTD. All Rights Reserved. Made and printed in the USA. WARNING: Operates only with NTSC telavisions and Sega Dreas stems purchased in North and South
Amorica (except Argentina, Paraguay and Uruguay). Will not operate with any other televisions or Saga Draamoast sy: duct covered under one or more of the

following U.S. Patents: 5,460,374; 5,525,770; 5,627, 88,173; 4,442,486; 4,454,594, 4,462,076; Ro, 35,839; Japanese Pato nts pending in U.S. and other ®
e SEGA |
~ |

Oountries); Canada Patent No. 1,183,276. The ratings icon is a trademark of the Interactive Digital Software Associati
finn Francisco, CA 94120,




