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WARNING: READ BEFORE USING YOUR PLAYSTATION™ GAME CONSOLE.

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

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Still pictures or images may cause permanent picture-tube damage or mark the phosphor of the CRT, avoid repeated or
extended use of video games on large-screen projection televisions. Refer to your projection TV instruction manual for
maore details.

HANDLING YOUR PLAYSTATION™ DISC:

» This compact disc is intended for use only with the PlayStation™ game console.

= Do not bend it, crush it or submerge it in liguids

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

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

= Keep this compact 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.
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Set up your PlayStation™ game console according to the instructions in its Instruction
Manual. Make sure the PlayStation™ power is off before inserting or removing a com-
pact disc. Insert the NAGANO WINTER OLYMPICS ‘98 disc and close the Disc Cover.
Insert game controllers and turn on the PlayStation™ game console. Follow on-screen
instructions to start a game.

Thank you very much for purchasing Konami's NAGANO WINTER OLYMPICS '98 . Before
playing, please read this manual carefully to ensure correct use.
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CONTROLLER

Directional buttons: Highlight a menu item.

L]

X button: Select a highlighted menu item {on most screens).

O button: Return to the previous menu (on most screens).

START button: Start the gsame from the Main Menu.
Pause action, during an event.

NOTE: Press and hold START and SELECT buttons
simultanecusly to reset game back to Main menu.
Beware - you will lose all times and scores in the
current game that you have not saved.
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PLAYING THE GAME

m The 13 events can be played in any order you like. Each event is
cleared by meeting or exceeding the qualifying score/time. New high
scores can be recorded on the Memory Card as Olympic records.

Any of the 13 events can be played over as many times as you desire.
When a new record is set, it is recorded on the Records screen.

Displays the current best records and the holders of those records.

Move the Directional buttons to select a setting you wish to change. For
information about the option menu, refer to page 7.

After selecting Olympic or Challenge mode you will get to choose your Nationality and
enter your Hame.

NAME
FlLAVER SFLEL

Move the cursor to the desired letters by pressing the Directional SRS S el s : A
buttons left/right and enter each letter by pressing the X button. If SRS
you make a mistake, the O button backspaces one letter in your BERNS  SuTTON EETTON BUTTON
name. When you have finished entering your name, press the Start |-

—EmilaDO0 =
button. S+OFEEsT -
NATIONALITY

Select your desired nationality from among 16 countries with the
Directional buttons and the X button.



B Events are selected from the Event Select screen. Select
one of the 13 events with the Directional buttons, and
enter it by pressing the Start or X button.

B The Configuration screen shows the cument Controller settings
for players 1-4 in the upcoming event.

B After the event is completed, the Results screen shows the
marks scored in the event and the cument standings.

B The game is over for a player who fails to achieve a qualifying
score/time for the event. However, by pressing the Start
button while the "Continue?" message is on the screen, the
player can continue to compete. Additional players can join
in at this point if there are places available. If none of the
participants qualify in an event, and none of the players elect

to continue, the game is over and the Title screen is displayed.
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EXIT

LEVEL

LOAD

.

AUDIC

SCREEN

RULE

OPTION MENU

Retums you to the Title Screen.
The qualifying difficulty level can be set to Easy, Mormal, or Hard.

Allows records previously saved on a Memory Card such as Olympic
records and personal bests for each of the events to be loaded.

Allows Olympic records and personal bests for each of the events to be
saved onto a Memory Card.

Key Config: Configure controls for each event. Select from

Skiing/Board, Skating, Bobsleigh, Luge, Ski Jumping and Curling.
MNote: button settings cannot be configured for the Aerials event.

Switch between the sound settings Stereo and Mono. Adjust the
volume level for background music and sound effects.

Allows you to adjust the screen position.
Allows you to calibrate the analog controller.

Allows you to adjust the rules for curling. See page 23 for details.



MEMORY CARDS
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SAVE Saves all current records onto a Memory - e
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Niialasa  Card with the current records in the game, i ':.L:?T:::I.L?;?:'E-: %
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In the Challenge Mode, any of the 13 events can be played over as

many times as you desire. if you set a new record, the score is saved
as a personal best record on the records screen.  After entering the
name and nationality of your athlete, you will go to the Event Select
Screen. Using the Directional buttons, move the cursor to the event
you wish to challenge and select it with the X button.
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B Quitting the Challenge Mode
In Challenge Mode press the START button to pause the game and display the Exit
screen. You will be given a choice of the three options listed below.

CONTINUE Resume the game you are currently playing.
A ENESa1Ze @ Return to the Event Select Screen.

(A R PR, el Return to the Title Screen
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Giant Slalom

N ALPINE SKIING
N Downhill, Super-G,
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Downhill 2,923 Meters

It's a race against time, but you must pass through all the s_a'ies On your way to the
goal. Ski in a crouch to increase your speed.

Super-G 2,423 Meters

In this event, you must strike a balance between speed and technique. Take the most
direct course for a better time!

Giant Slalom 1,487 Meters

This complex course is full of variation and demands a high degree of turning skill.
Quick turns are the key to victory.

Controlling your player

ACTION

I

CONTROLLER

F i
R
AT

LEFT TURN
RIGHT TURM

START AND CROUCH POSITION

: USE SKI'S EDGES

Description of the event

® A countdown begins 10 seconds before the start signal. You can start racing any-
time after the clock reaches 5 seconds before the signal. You automatically begin
skiing if the button has not been pressed 5 seconds after the start signal.

® If you miss a gate you're disqualified. Scores for the Giant Slalom are calculated
from your total time after two runs; the Downhill and Super-G are skied only once.

@ Skiing in a crouch position reduces air resistance, resulting in a faster speed. But,
since increased speed results in sharper turns, you must try to achieve a balance.

@ Colliding into the netting along the course and falling will result in immediate
disqualification.

@ With multiple players, players compete in order, from player 1 through player 4.
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Giant Slalom 936 Meters

The Giant Slalom of snowboarding requires turning agility and balance. Make the most of your
tuming techniques and push yourself to the limit! The course length is 936 meters.

Controlling your player

e

ACTION

N/
—~

CONTROLLER

e

START AND CROUCH POSITION

LEFT TURM

RIGHT TURN

USE BOARD'S EDGES

Description of the event

Select your stance before you start. Use the Directional buttons to toggle between
a “regular” stance (left foot forward) and a "goofy” stance (right foot forward).
Press £ to start the event.

A countdown begins 10 seconds before the start signal. You will be able to start
racing anytime after the clock reaches 5 seconds before the start signal. Your
athlete automatically begins boarding if the button has not been pressed 5
seconds after the start signal.

Failing to pass through all of the gates results in disqualification. Scores for the
Giant Slalom are calculated from your total time after two runs.

When a player is in a crouch position, air resistance is decreased, resulting in a
faster speed. However, since increased speed results in sharper turns, you must try
to achieve a balance.

Colliding into the netting along the course and falling will result in immediate
disqualification.

With multiple players, players compete in order, from player 1 through player 4.
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TOTAL TIME

13

WORLD RECORD
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Speedskating 500 Meters

The race length s one lap around the track plus 100 meters. Players in command of their
cornering will be in command of the world!

Speedskating 1,500 Meters

The race length is three laps around the track plus 300 meters. Pacing yourself is the
key to winning this event.

Controlling your player
( ACTION )i CONTROLLER

FORWARD MOVEMENT IS ACCOMPLISHED BY
SKATE / DASH REPEATEDLY AND ALTERMATELY HITTING
THE @ AND Il BUTTORNS.
TO MAKE TIGHT TURNS ON THE CORMERS, PRESS
CORMERING EITHER THE ¥ OR A BUTTORN JUST BEFORE THE TURN.
REQUIRES SUBTLE TIMING.

Description of the event
® Two false starts results in disqualification.

S

) N e A J'il
L w.'_-t-..-,-a_r.t

L

@ Skaters change lanes every lap. Should both skaters arrive at the crossover area
at the same time, the skater on the outside has the right of way. If two players
collide, the player on the inside loses balance and slows down.

® When three or more players are competing, the race is divided into two heats.

@ Just before you cross the white line is the best time to press either of the
cornering buttons.
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Short Track 500 Meters

The race length is 4.5 laps around the track. Sprint start to take the inside track!

Short Track 1,000 Meters

The race length Is 9 laps around the track. Stamina and strategy against your opponents
are the keys to winning this event.

Controlling your player
( ACTION NSl CONTROLLER )

FORWARD MOVEMENT IS ACCOMPLISHED BY
SKATE / DASH REPEATEDLY AND ALTERMATELY HITTING
THE @ AND B BUTTONS.

USE THE UP AND DOWHN DIRECTIOMNAL
PASSING BUTTONS TO CHANGE BETWEEN THE INSIDE
AND OUTSIDE LAMES.

Description of the event

@ In short track you compete directly against other skaters, with the first person to
reach the finish line the winner. Your time will be displayed, but you cannot save It
on to the Memory Card.

® Four opponents start simultaneously.

® Two false starts results in disqualification.

@ If you hit the buttons repeatedly, you will lose stamina and speed. Stamina Is
gradually regained when the buttons are not being hit repeatedly.

@ |t is best to skate on the inside track, but when passing another athlete you must
move left or right to avoid a collision.

® You must come first, second, or third to qualify.
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BOBSLEIGH

(four-man)
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P

Bobsleigh four-man

Shave off as much time as possible with a fast starting sprint, smooth boarding, and
skillful steering!

- ; 3
. .-'1__'-;%";;::‘?:_
L= i

Controlling your player ;
C STARTING THE BOBSLEIGH = )

E 3

-

CONTINUOUSLY AND ALTERMATELY HIT THE O AND Il BUTTONS TO PUSH THE SLEIGH.
BOARDING: WHEM THE WORDS "RIDE ON" APPEAR ON THE SCREEN, YOU CAN BOARD

o 3

YOUR ATHLETES BY PRESSING THE A OR THE % BUTTOM. MAKE SURE THEY ARE ALL ON
BOARD BEFORE THE SLEIGH CROSSES THE 50-METER LINE.
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Description of the event
B You have 15 seconds to start after the start signal. After 15 seconds, you will be

started automatically.

M

N

"]

L3

B Your team is disqualified if all four members have not boarded when the
bobsleigh crosses the 50-meter line.

WINTER OLY

r

B Timing begins after the sleigh crosses the 15-meter point.

B Try to keep the sleigh off the walls to maintain your speed.

B There is no brake control.
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Luge Single ¥ ¥
Experience the thrill of speeds up to 130 kph! Finishing times may differ by only 1/1000 sec- v
onds and winning depends on your steering dexterity 7%

Start: A power gauge increases and decreases in a cycle. Set your starting speed by | : :
pushing the O button in time with the gauge. m

.-i,

3

Accelerate: Continuously and alternately press the O and [ buttons.

Fomiiond

Controlling your player

ACTION Yl CONTROLLER )

wove
o
|

Description of the event
W At the start, carefully watch the athlete's breath (power gauge) and set your initial
acceleration accordingly.
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B There is no brake control. Try to keep the sled from contacting the sides of the course.
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COURSE RECORD

SKI JUMPING
Large Hill (K120)
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Ski Jumping (Large Hill K120) 5 ‘T3

A good take-off angle is the key to a good jump.

Contrelling your player

ACTION 5L CONTROLLER 4]

®, L1 ORR1 BUTTONS
R1 OR L1 BUTTONS :
=
»
R1 OR L1 BUTTONS

(

i

JUMP

1.1-;'.

IN-AlR POSTURE

MPICS 98

o i

LANDING

b

Description of the event
B You can start after the signal changes from red to blue. If you do not start within 15
seconds, you will be automatically started.

B You can determine the direction of the wind from the wind vane.

g

B When nearing the base of the ramp, a gauge will appear on the screen. Press and
hold the L1 or R1 button to make the jump angle increase. When you release the
button you will jump at the selected angle.

WINTER OLY

M In the air, the Directional buttons are used to maintain your left and right balance.
By quickly balancing these levels, you can achieve high marks in flying posture.

B You can also achieve a high score by timing the landing well.
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STONES REMAINING
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Curling
Manipulate the stone into the center of the “house” with advanced throwing control
and sweeping. Mote that sweeping makes the stone travel further along the course.

L

Coin toss: A coin toss is performed to determine which team throws first. First, players
choose heads or tails.

% BUTTON
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SETS YOUR SELECTION.

TOGGLES BETWEEN HEADS AND TAILS.

o W e
Iy

WINTER OLY
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After the selection, the coin is automatically tossed. The team that wins can choose whether
to throw first or after (second).

skl

,_-u i
ol
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® BUTTON TOGGLES BETWEEN FIRST AMD AFTER.

Controlling your player

g e

.

ACTION

( CONTROLLER )

Ty
Ny

SET THROWING DIRECTION
SET TURN OF STOMNE

CONTROL THROWING POWER

SWEEPING

NAGANO
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Description of the event

Curling is a competition between teams, high score wins. Here, a tournament is held
between four teams, one for each player. When less than four players are compet-
ing, the remaining teams will be played by the computer.

Two teams compete at a time, alternating with one throw apiece. One "end" is
completed after each team throws 4 stones (8 total), at which time the team that

has placed a stone nearest to the center of the "house" (rings drawn on the ice
surface) wins.

If neither team has a stone left in the house after all stones in an end are thrown,
the result is a tie score. If the score is tied after all the ends are played, a sudden
death playoff is held.

Sudden death playoff

Each team throws one stone, the team whose stone is nearest the center wins. This
step is repeated until one team is the victor.

Press the /. button after a throw to change the view point to the opposite direction.
The following settings for curling can be changed in the Options menu.

* Number of ends
A maximum of 10 ends

* Playoff method in a tie
Sudden death or extra ends (extended play)

* Free qguard zone rule ON/OFF
When ON, the free quard zone rule applies. This means that stones placed in this
zone can not be bumped out by the other team until the first four stones in an
end have been thrown. If this rule is viclated, the stone thrown is removed and
the expelled stone put back in its original position. When OFF, the free guard
zone rule does not apply.

* Number of deliveries (stones)
Can be changed to 4 or 8. Default is 4.

25



Determing points scored

Example 1

The white team scores 1 point. The black
team scores 0 points, because they were
unable to place a stone closer than the
white team's.

Meither team was able to place a stone
inside the house. Therefore, no points
are scored.

Although, the white team was able to place
two stones in the house, one is further from
the center than the black team's stone and
does not qualify as a point. Therefore, white
earns 1 point and black 0.

e =
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Ce

BT (back lavout tuck uck) 220
BFTT (back full tuck tuck) 345
BLFT (back lay full tuck) 3.50
bdFF (back double full in full out) 3.55
BFTF (back full tuck full) 3.75
BLFF (back bay full full) 3.80
badfdf (back double full in double full owt) | 395
BFFF (back full full full) 4.05
bHRaL (back half landy lay) 4,955
bBFAFF (back full doulcle full full) 445
bHRaF (back half lanchy full) 4,475
4485

bFdFdF (back full double full double full)

COURSE SELECTED
RECORD JUMP

COMMANDS TO INPUT

DIFFICULTY



Free Style Aerials i3
Can you come from behind to win with your last jump? Or solidify your victory? It's all
in the timing!

Description of the event

The level of difficulty is different according to the jump. Of course, more points
can be received for a jump with a high level of difficulty, but you do not receive a
good score if you make a mistake in entering the commands. Further, the same
maneuver cannot be performed for both jumps.

You will have 60 seconds to practice the command inputs before you jump. Press
any Directional button to end practice and start your descent.

B For maximum height, which gives you more time to enter the commands, time your
jump to match the players movement.

Controlling your player

ALCTION

Y
o’

USE THE DIRECTIONAL BUTTONS TO SELECT YOUR
TRICK FROM THE MEMU. ENTER YOUR SELECTION WITH
THE % BUTTOM.

JUMP SELECTION

AFTER THE START SIGHAL PRESS ANY DIRECTIONAL
BUTTON TO BEGIN YOUR DESCENT.

PRESS EITHER THE L1 OR R1 BUTTON AT THE END OF

o THE RAMP.

IH-AIR TECHHIGUE QUICKLY ENTER THE BUTTON COMMANDS

IF THE COMMANDS WERE COMPLETELY ENTERED
BEFORE TOUCHING DOWHN, THE LANDING
WILL BE SUCCESSFUL

28
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MULTI PLAY

A maximum of 4 players can compete in this game. However, for 3 or more players, you
must use a Multi-Tap, sold separately. Four controllers can be connected to one Multi-Tap.

B Equipment required

FOR 2 PLAYERS 2 controllers

e ke TPVl A controller for each player and one Multi-Tap

B Connection Specifications

* Notes on using the Multi Tap

When connecting controllers to a Multi-Tap, always connect a Controller to Port A of
the mMulti Tap first, followed by Ports B, C, and D. It is strongly advisable to use only
Controllers packaged with your PlayStation™ game console or Controllers specified as
suitable by Sony Computer Entertainment America.

For 2 players, the Controller for player 1 is connected to Controller Port 1, and the
Controller for player 2 to Controller Port 2. For 3 or 4 players, a Multi-Tap is connected
either to Controller Port 1 or Controller Port 2 of the PlayStation™ game console, and
Controllers are connected directly to the Multi-Tap's Controller Ports A, B, C, and D.
When the Controller is not connected at the start, it will not be detected during the
Jame.
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Consumer support

If you fesl stuck in the game, or just nead a boost, don't worry!

You can call the Konami Game Hint & Tip Line for help on this software and all the fine Konami products,
Konami Game Hint & Tip Line

1-900-896-HINT (4468)

= 85¢ per minute charge

= $1.15 per minute suppor from a game counselor

= Touch tone phone required

= Minors must have parental permission before dialing

Hints are available 24 hours a day. Live support Monday-Friday 8:30 AM. to 5:00 PM. CET only.
Prices and availability are subject to change. U.5. accessibility only.

Konami of America, Inc.
900 Deerield Parkway, Buffalo Grove, IL 60089-4510 Phone: (847) 215-5111

KOMAMI OF AMERICA, INC. LIMITED WARRANTY

Konami of America, Inc. warrants 10 the oniginal purchaser of this Konami software product that the medium on which this
computer program is recorded is free from defects in materials and workmanship for a period of ninety (90) days from the date
of purchase. This Konami software program is sold "as is,” without express or implied warranty of any kind, and Konami is not
kable for any losses or damages of any kind resulting from use of this program. Konami agrees for a period of ninety (90) days
to either repair or replace, at its option, free of charge, any Konami software product, postage paid, with proof of date of
purchase, al its Factory Service Center. This warranty is not applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect in the Konami software product has arisen through abuse, unreasonable use,
mistreatment or neglect. THIS WARRANTY IS IN LIEL OF ALL OTHER WARRANTIES AND NO OTHER
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE KONAMI ANY IMPLIED
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND
FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (20) DAY PERIOD DESCRIBED ABOVE. IN
MO EVENT WILL KOMNAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING
FROM POGSSESSION, USE OR MALFUNCTION OF THIS KONAMI SOFTWARE PRODUCT,

Some states do not allow limitations as to how long an implied warranty lasts andfor exclusions or limitations of incidental or
consequential damages so the above limitations andfor exclusions of liability may not apply to you. This warranty gives you
specific rights, and you may also have other rights which vary from slate to state.

Konami Online

World Wide Web - http://www.konami.com

CompuServe: Click FIND then type Konami. We are in the Video Gaming Central forum.
To join CompuServe please call 1-800-524-3388

Mascots © 1993 NAOC. Pictograms & 1994 NAOC TM. Distribution in the United States authorized by the U.S. Clympic
Commitee pursuant to Title 36 U.S. Code Section 380, © 1993, 1994 NADC TM. Konami Sports Series is a trademark of
Konami of Amernica, Inc. © 1998 Konami of America, Inc. All rights reserved. Konami is a registerad trademark of Konami
Co., Ltd. © 1998 Konami Co., Ltd. All rights reserved.



If vou experience technical problems with
your NAGANO WINTER OLYMPICS '98 game,
try our Warmranty Services number:
{847 215-5111
Konami of America, Inc.

900 Deerfield Plwy.

Buffalo Grove, IL 60089-4510

To help us to continue making the hottest PlayStation™ games ever, please answer these
questions about MAGANO WINTER OLYMPICS '98. Mail the card to us, and you could win

KONAMI IS OFFERING

A REWARD FOR
YOUR INFORMATION

a free Konami video game in our monthly drawing!

Each card qualifes for one monthly depwing.
Please fill in &l informiation SooUt the: pimeary
garne padver, of inclacke al informationona 3x 5
card ancl mail 1o - Konami of Amenca, Inc. B O
B 318, Addson, IL 601010318, One endry per
persan. Winner will be nobified by mad within 30
dlays of areeang. This Conbest void i Washington,
Mssoun, Flondla, Ohio and other places where
proheoited, In Karsas a cash altemative i lieu of
a prize may e requested. This confest may be
bemrenatisd without nokice, o purchese
[amas.

1. Date HAGANO WINTER OLYMPICS "?8 was purchased

2. Who pur:hﬂsed the game? 1.

the primary game player.

3. How did 'n_.rnu hear about this game?

3. O Magazine review
. I Game _r.a:'kﬁgﬁ n store 5. [J Magazine ad

/. 1 Plaved or saw demo
. What tg.rpz of video games do you like?

i
)

i

L TS

L.

I Friencd

- Rented it

- Actionfarcace
3 E.N ts

Erats

4. J Comics

8. 1 Game Far

10. A P5

Extremse

TV

4. O Grandparent 5.

.J'rC:"I

n store

2. Acventurefrole pilay

4. L Puzzie

. What are your favorite magazines?
1. O Next Gen

-

. Fighting

2. 3 Game Pro
5. 1 Litra Game Plave

0. L Electronic Gaming Month

T e

L1 Dad

d Friend

3. I Game Plaver

. d Other Relatrwe

The fnllnwing questions should be answered by

6. Do you own any other game systems?
2. 1 Sega Genesis

| 1 SuE
. I GameBoy

A Sega Satum
7. How many games for the PlayStation™ game
console do you plan to purchase in the next

12 months?
1 d 1-5
. & =30

1. O3 Brother(s)

el MNINENCIO

2 0610
5031 ¢

.-"_Iclll'il' "'_h

&, [ Gan

ST 7
& &3

2. L Mintendo &4

3.9

—
HiE

e E Who 215: in the famll'r pla‘,rs thz garm:"'

3.00ad 4.0N

9. 'What are 'grnur favorite hnbhies‘!‘
2. L1 Skatetooaraing

1 _|| col |15 s
3. 0Ro
5. [ J Collecting

e .._1|| 15

4, | Arcac

11-20

2 SAME iy

NAME:

ADDRESS:

STA ZIp
PHOME: (

BIRTH DATE

1 MALE

J FEMALE




KONAMI OF AMERICA, INC.
P.O. BOX 318
ADDISON, IL 60101-0318
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PLACE
STAMP




COMING SOON
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¢ mij'l'ﬂ.hh.ﬂﬂ i wiele O in pat, witheoisd She prios waitien congent of
Propemes, inc. & 'IBQT!-H.R Inc ﬁm_!. k5 2 trademark of Konami of America, bnc. 1955
Kionami of Amerca, Ing. All rights resanast rﬁ#ﬁ:" i G, Lid, & 1558 Konaeni Co., Lid, All rights restnved

Licansed by Sony Compuer Entertalnment ﬂ.muﬂ h"'u!é- with tha PlayStation game congols. PlayStation and the MayStation logos ane
irademanks of Sony Computer Eneriainment Ink. The ralings icon & a trademank of the Intaractive Digital Software Association

Manufacturad and prinbed in the U.5.A. THES SOFTWARE 15 COMPATIBLE WITH PLAYSTATION GAME GORSOLES WITH THE NTSC WG KonAanrst
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