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is Chinatonem? & 312

What year was the first Corvette

exhiDitea 1953 42

In 1956, where was the Corveite

Thunmderbird Challenge? Daytona 43
Fuel injection was added in what

miodel year? 1957 43
What moded year was the Stingray

Corvette mntroduced? 1963 1

What year was Golden Gate Park
started? 1887 11

What year was the Presidio

established? 1776 31
What year was Coit Tosseer Dudt! 1934 32
What year was the Golden Gate

international Expo? 1939 44

What year was the Mostone

Center bualt? 1981 34
Al what rpm will the stock
Corvette reach 245 bph? 4300 &3

What is the curb weight (Ibs.) of
the stock Conwette? 3313 52

n inches, what 15 the hesght o
the ZR17 46.7 53

What is the length of the

Sledgehammer in inches? 176.5 55

In Inches, how long 5 the

wheelbase of the Twin Turbo? S6.2 |
Vhat 15 e curD wesght (50s. ) of
the Twn Turbo? 3500 4
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Countach engine in cc's? 5167 5



Question Answer

What is the displacernent of the

Porsche engine in cc's? 4957

Mumber of feet it takes the
Testarcssa to stop for 507 244
What is the total number of acres

n the Presidio? 1500

What is the nickname of the south
of Market area?l Sahda
What year did the fastback shape

of the Corvette return? 19/8
What year did the Corvette joan

the horseponser race’ 1964
What is the standing 1/4 mile

speed (mph) of the stock Vette? 95
What top spesd (mph) was

recorded at Bonnewille in 19677 192
What is the fuel capacity of the
Countach in gallons? 31.7
What is the fuel capadity of the

Porsche i gallons! 2d.1
What is the standing 1/ mile spesd
rrigh) of the Twin Tuwrbo? 111
What s the curb weight of the

FAD in pownds? 2650
n inches, what is the length of

the Porsche 9287 1/8.1
The length of the Testarossa

wheelbase in inchas? 1004
ri irchies, what is the height of
the Ferran F40Y
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CHAPTER 1: INTRODUCTION

Since the invention of the car, people have enjoyed using it 10 compete

in terms of speed, skill and endurance. For people who aren’t wealthy
enthusiasts or professional race car drivers, this natural desire to

coimpete can ondy be satisfied by rac Ing on the streets The program you hawve

in your hands is the computerized extension of this desme

The car you will be driving in thes simulation has been known as the
guintessantial street racer ever since its introduction in 1433, You will be
racing against the most impressive crop of high-performance cars ever
produced; however, you will have one decisie advantage over them. You
have complete control over your vemcke, and you <an decide the exact
course you will take. Your skills will allow you to drive the mighty Vette and
defeat the best the rest of the world has to offer,

Comvette never enjoyed the factory racing sponsorship that Ferran, laguar,
Parsche and others had, yet it became the dream car of many a red-blooded
American youth simce fs mcephion. The cars tremendous potential but lack
of official sponsorship has resulted in two generations of drivers using its

inherent strengths for ra ifig o theie streets.

From drag racing to the ulbimate thrll of racing through city streets and

freeways, the Vette has continually enjoyed the enviable reputaton as king

of the street racers. With VETTE!L, the computer ssmulation, you can Camy on
ts enduring legacy for years 10 come @



CHAPTER 2: FIVE MINUTES TO PLAY

Ihis section 15 intended to get you playing VETTE! as quickly as
possible. The next chapter gives detailed instructions about loading
and playing VETTE!

Loading VETTE!

1. Before playing VETTE! for the first time, phease back up your VETTE! disks ]ETGP

and run the program from your backups

Z. FRead page 8 of this manual for detailed mstructions on how 1o instal
VETTE! to your hard drive. if you do not own a haed drive, insert your
backup Disk 1 into the internal drve. You need a hard drive to run the
color version of VETTE!

3. After installing VETTE!, double-click on either the Start VETTE! icon (if

you have a Mac Flus, SE, Classic, Portable, or PowerBook 100) or the
VETTE! kcon (for all othes machenes) for the black-and-white vamsion, o
on COLOR VETTE! to play the color wersion

4. The program will take about a minute 1o load. You will then see the mitro
LCreen

Race setup

1. You can either watch the introduction or press the mouse button to
confinue. This wall brng you to ihe car selechon soreen

2. Om the car ssleclion screen, use the mouse 1o select which cor you waint
to race in. Thie cars ane dhown o ofder from the dlowest (STOCK) to tha
fastest (SLEDGEHAMMER). Select the SLEDGEHAMBAER for this race
-.’h:'= on the TEST button to preview the car's performance on the
dynamometer. When you are finished, dick on the ACCEFT button to
choose a difficulty level

1. Merww vour Can choose wihich skill level vou would Be 1o race n. Click
on TRAINEE for this race — you will be protected from police tickets and
damacge to your car The next screen allows you to choose your
OpDonent

4 Leg the mouse o webkect the car vou wish 1o race against and then click
on the ACCEFT button. For your first race, you should choose the easiest
opponent, The Porsche 92854, This will give you the best chance of

WA thirs partscular race

gl

There are four courses in VETTE! Here, you can dick on any of the four
course buttons 1o choose one of them. Select COURSE 1 for this race
This race begins at the San Francisco Zoo, goes through the Sunset dis
irict o the Lt House, through the Presices, across the Golden Gate
Bridge and finishes at Vista Point. Click on the ACCEPT button to play

thes course. Thes will bring you 1o the triva queshion screen



CHAPTER 2: FIVE MINUTES TO PLAY

6. ou will now be asked a VETTE! trivia question before beginming the race
30 to the page numiber in the manual and ocate the ansyeer W ner

vou have found the answer, simply type it in and press RETUEN. Lo not
LSE Ay punctuation n your Fesponse. You wilk Get Two tries to get The
right answer. If you answes incorrectly on the sec and try, you will be

armested for drwing a stolen Vette

1. When the race begins, you will be at the corner of Wawona and the
Great Highway near the Pacific Ocean beach. The race Degins when the

bottom light on the stophght illurninates

oot

Far those of you who wish 1o race from outside the car, press (X) 4 o
(7 to switch to helicopter view. Press (81 5 or (B 1o turn the dash-
board on. You can return to the standard, in-car front vew Dy pressing
@& or (FZ). Presung@ 1 or[FDchanges you to the left wew, and

.EI: 3 or I_E changes you 1o the nghl vy While in the car wou Can
toqggle the rear view mirror with @ 6 or [F). On machines with a G000
MICOprocessor Line Flus, S5k, Classic, Portable, and PowerBook 100}, we
recommend leaving the rear view mirror off until you need it

Press A to put the car in automatic transmisson, and then put the car in

il

first gear by pressing 1 on the top row of your keyDOArd. You can stee
your Vette with either the keyboard, joystick or mouse Dy setecling i
from the OPTIONS meni

« Totum left, press ] or 4 on the numenc keypad, mone ine _.f':'_-'=~1|='h

“=

left, or move the mouse left

« To turn right, press L or 6 on the numenc keypad, move the joy
stick right, or move the mouse nght

» To accelerate, press | or B on the numenc keypad, push the joy-
stick forward, or push the mowse button

¢ To brake, press M, seacessn of 2 on The NUEMENE keypad, or pull the
joystick back

» If you need to come to an emergency stop, press F, this will stop
your car and shift it into newtral. If your car starts 10 skid because
you're taking a corner 100 Tast, you can press K of 5 an the numenic
keypad to recover from the skid. For a compiete st of controls, see
page 47

4. You may press P in order to pause the game.(ESC) of U will bring up the
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menu bar 1o let you select menu options such as sound and preterences
& Once your Vette begins to move forward, make a nght turn onto the
Oreat Highway, After you're comfortable with your cars posibion, step

an the gas. By now, the Porsche will probably be ahead of you, but don't

worry. It only has a top speed of 165 mph, while yours s a whopping .

miph, When driving, try to avoid traffic, pedestnians and budldings. At

Trainee level, wou won't get any tickets or damage if you hat anything, bu
i ) ]

twill show you down and cost you valuable fme, You 0o need 1o avond

driving your car into the water as getting dunked i the only thing that can
gnd the race far you at this skill leve

B A5 vau continue down the Great Highnesay, ':-':!-L.' pass the wandmills i

Golden Gate Park and the Cliff House before driving under the freeway
enirance siar

3% on an actual freewany, the traffic s slowest n the ngnt lane and

fastest in the left lane, ¥ you are driving slower than 75 mph, chedk your

rear view miror for traffic coming up behind you. Yes, Californians drive

Tasl

Finishing
1 The fenish Ene is just atter the end ol the Oricdge 50 walcn 1o PRl

nahi-hand sie. 115 Dest 1o siowy Gwn SInce L will require

tiarn, You miust creds betessen the two poles and under T S KD

to finish the race. if you happen 1o pass the finsh line, brake and turr

around
' o an, you will be grven a wctory party at LomBang
v will suffer a bit of friendly abuse from youl opponent
Afterwards vou will see the top ten screen for that course. If your time

is faster than one of the anes curfently on the course, you waill De asxed

1o enter your name, Congratulaticns on your Tst race n Vi



CHAPTER 3: SETUP AND LOADING

We assume you are famiar with the Basic terms and operations
of the Macintosh, incduding using the mouse and pull-down menus
i this is the first program you hawe run on your Macintash, refier

1o your Macintosh Owner's Manual to become familiar with your Mac

Hardware/software requirements

VETTE! will rum on all Macintosh models with at keast TME of RAM and an
AO0K disk drve. To play the color version of the program, you must have & Mac
i seres. computer or an LC with at least 2ME RAM, a 4-bet (16-cosor) waeo
card and & hard drive. Both versions of VETTE! also reqisine System

version 6,02 or later. You may obtain the latest version of the Macintosh

system software at your local Apple dealer

Function keys and command keys

Throwghout the manual, the effects of function keys and command key
operations will be the same (i.e. (85 i the same as (FE)l. This has been

done 50 as not to inconvenience users of older keyboards and also to provide a
comvenence for thase with extended keyboards. Dunng descrphion o
kevboard commands in the manual, we will only mention command key
operations i order to save space, st remember that sach command kiey
operation can be duplicated by a cormesponding funchion key

Making a backup copy of the VETTE! disks

Before running VETTE! for the first time, be sure to make a copy of the VETTE
disks and store the ariginals in a safe place. You should always run the
program from the backup floppy disks 50 as not 1o actodentally damage the

ll originals

Installing VETTE! on a hard drive

Create a folder called “VETTE! " on your hard drve. For the black-and-wtute
version, copy the files Start VETTE! and VETTE! from Disk 1 to the “VETTE!"
folder. For the color version, insert Disk 3, then double-chick on the file Color
VETTE! install and follow the onscreen instruchions, Thien, Tor Doth versons,
copy the file VETTE! Data from Desk 2 into the “VETTE!™ folder



Loading the program

To rum the black-and-white version of VETTE! from your hand drive, double
dick on the Start VETTE! icon (for a 68000-based Mac such as the Mac Plus
SE, or Classic) or on the VETTE! icon (for all other modek). The black-and-
whita version must be run under System 6.0.2 or later. if vou run black-and
white on a color system, you must change the Monitors setting in the Control
Panel to "Black & White.” i you wish {0 run the monoChiome wersion of
VETTE! from your backup floppy disk, insert your backup Disk 1 into the
internal drive and double-click on the appropnate won. For the Color version,
double-click on COLOR VETTE! The colof wersion miust be run under System
6.0.5 ar later and with 32-bit QuickDraw installed in the Systern Folder. The
Manitors setting in the Control Panel must be changed to ° 16 colors.” You

can ondy nen the color verson of VETTE! from a hard dree

MultiFinder and System 7

On a 6G8000-based Mac (Plus, SE, Classc, Portable, or PoswerBood 1000, the
pragram will not normally run under Multifinder ar System 7. Before starting
the game in reqular Finder, you must turn off the RAM cache, reboot your
computer, and then run the game.

To run VETTE! under MultiFinder or System 7 on a 68000-based Mac, you
must have a copy of MacsBug, an Apple programming utility available onhne
and throwgh user groups. Install MacsBug in your Systern Folder, reboot your
computer, and double-chick VETTE! instead of Start VETTE! for black-and
white. You'll eed 900K to run the black-amd-white version under MustiFendes

or System 7.
The cobor wersion requires 1500K RAM under MultiFinder or System 7

Gravis MouseStick

To install the VETTE! preferences for the Gravis MouseStick, doube-chck on
the Set Mover program that comes on your MouseStck Ltilites disk. Click
the Open button and double-chck on the MouseStick Prefs file in your
twstern Folder, Insert VETTE! Disk 1, dick the Open button, and then double-
click on VETTE! MouseStick Prefs. Highlight the four VETTE! Mousebtick
Prefs and press the Copy button. This will copy the VETTE! MouseStck preter-
gnces to your MouseStick Prefs file




CHAPTER 3: SETUP AND LOADING

Wheen yvou se the MouseStick with VETTEL go to the Control Famed and
select the appropniate settings for your screen sige; “VETTE! 512* 342 Screen”
for the standard 9° screen of the Mac Plus, 5E, and Classic; "WETTE! 512% 384
Screen” for the 127 screen; "WETTE! 640*400 Screen” for the Mac Portable,
and “VETTE! 640480 Screen” for the Mac 137 RGE manitor

To drive with the MouseStick, first choose Joystick under the Steenng options
You will also probably want to adjust your preferences, since they are set for
keyboard control. We suggest setting the “Minimum turn® all the way to the
lett and setting the “Maxirmum turn™ néar the cemter posmon. You may aiso
find it easier to accelerate with the keyboard rather than pushing the joystice

forward

Title screen
After the program has finshed loading (about a minute or so), the title screen
and intro rwsic will start. You can bypass the intro sceme Dy Clicking the

mouse button

Performance test garage
vl will roww enter the performance test garage for your new Vette. There are

three different things vou cam do at this screen

1. Car selection

Select the car you wish to drive by dicking on one of the four cars in the
middle of the screen. Complete charactenstics of the four Convette madels
are located on pages 52-55. You can now either go to the dynamometer test

or dick on the ACCEPT button to choose your difficulty level

2. Dynamometer test (optional)

After vou have chesen a Corvette 1o drive, you can chck an the TEST Buttor
in the lower right-hand side of the screen to display the cars performance on
R the dynamometer. Thes is only an option and is not requened in order to

proceed with the game
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3. Difficulty level selection
After selecting your car, Click on either TRAINEE, ROCOEIE or PR 10 cnpose
your driving skill level. The chart below shows the differences in the three

ditficulty levels

Level Damage Traction Police Cruise Control

TRAINEE Pome High nactve _onstant
ROCIEIE Reduced Moderate  Active Constant
RO Aealistic Realistic Acive wealishic

Damage
At TRAIMEE level, you can never damage your Car, Reguced damage means
WOLIT Car 5 wery resistant o damage, and reaistc damage means thiat wOu Can

J totally demalish wour car

Traction
High traction means that it will be difficult to make your Vette oversteer or
spin out. With realsbe trachon, YO Car wil Shp and slide arourd the road

ike an actual car. Moderate traction lies somewhere between the two

Police
f police are active, they will attempt to pursue you if you commit a traffic

yiokation

Cruise control

Constant cruse control will set a new speed for your Viefte after you brake of
accelerate, Reafistic cruse control will turn off if you hit your brakes or if your
speed falls below 25 mph. You will then have to press C again to re-engage

the cruse control

Opponent Selection

After selecting your difficulty level, you can dheck out your apponent cars at
the mext screen and pick which one you wish to race against. When you chick
on the plague below a particular car, the opponent’s acceleration and top
spead perfarmance will be desplayed. While previewang the ogpanent car in
3-0. use the @7 and @S keys to 2oom in and out, &9 and X

or (F) to change the viewing angle, and + and - 1o change the speed of

rotation. Hit the ACCEPT bution to continue to the Course SEecion
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Course Selection

After choosing an opponent, you will be shown a map of San Francsoo and
ssked to choose one of the four courses available. Chck on one of the four
butions to select the roulé your facE wall take. When you have maoe jyour
sofection, click on the ACCEPT button. Spechc mformation about each

course is located on pages 31-35

VETTE! trivia question

Belare you can start the race, you must answer a queshion Dased on
information found in the VETTE! documentaton. You Gon § rneed 1o Worry
aboul wnits of measurement, capitairzalion of Comimas DEDNSED N imbers

ansveer the question cormecthy I you anseer the queshon wrong on the

eerond attempl, vee will alow vwou to play 1or @ shior Teme befone a police

officer armasts wou and the game automatcally guits '@'




CHAPTER 4: DRIVING INFORMATION

During the first few races we recommend that you list your speed to

55 mph, although you shouldn't drive for long penieds of hime at any

one comstant speed

Try to drive at a moderate speed the first few times through all four couwrses

50 vou can become mare familiar with them. You should altso drve at a lower
ckill level (TRAIMNEE or ROOKIE) and wse the stock Corvetie until you're mare

famifiar wath the game

Beginning race characteristics

After typing in the password, press (RETWRN) to begin the race. Now you are

ready to race your Vette against your opponents. The race is started by a

stoplight. When the battom light turns an, it signals the beginning of the race

You will start aut side by side with your opponent. Your Corvette will be in

neutral gear when the start ight illuminates. The program wall ignore any

driving input until the bottom lkght turns on

Once the starting lght has turned on, put your Vette in first gear by pressing

1 on the top row of the keyboard. Shifting into first gear is required whether

JoU are driving in manual or automatic, (The default transmission setting 15

manual for some of the Comette models.)

Shifting gears in manual transmission

viettes can have from four to six gears plus a reverse gear. In manual shifting

mode, gears are changed by pressing the corresponding number on the top

rowv of the kevboard. You can also hat + to upshift and - to downsheft on e

kevbaard’s ton row. In 300tion, WU Can press the fire buftan on a joystick

to upshift. (The +, — and number keys on the numenc keypad are used for

orner 1 ANChinE

Automatic transmission

f o want fo dreve your car in automatic, yoll sl not have 1o ghift fears

(Hit A to toggle automatic transmission for any Vette model.) The disadvan

tage of an automatic & that you cannot accelerate as T35t a5 You Can n manial

transmission. This is because the car

to shift gears rather than lethin

R g

L

L attesnpiang to LII:ZII_IE'l'-' oul The Dest speed

play with it yoursslf
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Steering controls

if voure using your keyboard fo steer your Convette, use the | and L keys

or the 4 and & on the numernc keypad. (The game will default to the numeric
keypad if one is available. You can press @M to switch 1o the nurmen

keypad or press XK for the keyboard. ) Slide the mouse left or nght or push
the joystick left or nght if you've choten one of those options. When using the

keyboard, the steering wheel is self-centering {just as in the real Corvette)

You can press K or S on the numenc keypad 1o recover from a skid. Pressing
either key will siraighten out your car once it begns to skid

Acceleration of your Vette is determined by the gear you are in, the current
speed, the degree of turn and the terrain, just as if you were driving in the real
world. By using the | key {or the B key on the numernic keypad), clicking

the mouse or pushing foraard on the joystick, you can increase the throttle
Be careful not to carmy too much speed mio turns because o can cause

spinouts, sides or acodents when tryng to take sharp corners

You can brake your vehscle by pressing sPacERaz, W or 2 on e nummenic

keypad or by pulling back on the joystick

Cruise control

To drive at a constant speed without hawing o constantty acceerate, wou Can
put your Conette into cruise control by pressing the C key. if you change
speed (accelerate or brake) when in cruise controd in the TRAINEE and
ROOKIE dsthiculty levels, the cruse control sl SOjust and Keep your rew
speed. In the PRO difficulty bevel, you will need 1o re-engage the cruise

control after braking or if your speed drops below 25 mph

Navigation map and gear shift

The navigation map can be brought up by pressing H. This will show a
meniature map of San Francisco with the positions of you and your opponent
highlighted. Hit the H key 1o make the map disappear

The gear shift is shown briefly when you change gears, or you can toggie it on
with the G key

Dashboard indicators

Your turn signal indicators will flash automatically when you turn the steerng
wheel, and the upshitt indicator will flash when it is tme for you to shift into

he nevl gear
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n addition. there will be a number of icons on the nght hand side of the front

dash that indicate road features, These will include stop signs, o U-turn
signs, traffic signals, stop lights, speed himits, etc. Obeying these will help you
to avaid tickets from the bocal polwe

L] # "
Driving views
You can e vour Vette from a number of different ways, both inside and
outside the car. To look out the left side of the Corvelte, press [@)1. To look

out the right side, press (X)3. Pressing 62 returns you to the front view:

The picture below shows the location of the different features and ndicatons

in the Corsetie

Raar View

BATOr

Trathe Control
L]

"~ KCans
HALE

Lurrent Strest
Marme

-_::l‘ T .. .l...“_':'
Street Mame

Lipshitt
Adomat Indicator
:.II_'|I'IF- Chite

speadomeler TLirm
L e

If you want to drive your car from an outside angée, press (e of (Fajior

+ on the numernc keypad) to go into helicopter view. From here, you can
raise and lower your viewpoent by pressing the @7 and (38 keys
respectively, You can also ChRange ywour vewing al'll:_;lF' by pressng the &9
and (360 ([F) keys. f you want 1o reset the default camera angles, press

the ornon key as you swilch 1o NElCopter Wiew
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enna 00 Collision damage
Damage & determinid by the speed and angle of impact, what object was hit,
and the skill level you are drraing at. i you get nio an acodent, the cars

performance and handling will sutfer due 1o structural and mechanica

| darmage. When you hit another vehicle or building, you will receve added

aLEEnng time delays becawss you and your car will have 10 recover

To determine how much your vistte is damaged, press D to bang up the
darnage control display. Any damage to the car will b2 displayed accordmng
to the severity of the damage incurred: a circle for minor damage, a diamand
for moderate damage, and a square for severe damage. The ndscator for

transmission damage is just beneath the indicator for engine damage

WU Can repdir your car by stopping at a gas station and pulling up between
the pUmips and the |'|l.'!:'||"'||'| To indicate that WOLIr Car 15 m the piropser potios
for repair, the gas station bell will ring. 1 you have mansged 10 mangle your
cal beyond repair, 8 tow truck will Come and bow wour car Dack 1o the garage

ending your race)

== Police and traffic violations
if you are driving at ROOKIE or PRO level, SFPD'S finest will be active and

wiatching for any traffic violations. If you commit a violation, you will hear

& 4 siren, a police car will signal for you to pull over, and the officer will issue
you a ticket. If you are cited for anything but “Vehicular mansiaughter, ™ you
can try to weasel your way out of it by choosing from a list of excuses with
the () and (Z) keys. If the officer accepts your excuse, you are free to drive off
and continue the race. If you are cited for a wiolation, you will be penakized

G seconds for each "Speeding” ticket and 10 seconds for each *“Reckless
driving” and “Hit ard run” ticket. A "Vehscular manslaughter™ Bcket will oost
you 30 seconds of penalty time. The penalty time will automatically be added
1o your race dock as so0n a5 you receive your ticket Your opponent wall be
subject to the same rules and penalties

You will recehne @ “Hit and rnen® ticket it you collide with 3 movng obpect
isuch as another car. “Reckless driving”™ is given tor collsding with a
stationary object. "Speeding” & given for exceeding the speed limit on a
given street. The most serious violation, "Vehicular mansiaughter,” & gier

when you kill a pedestnian,
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Scoring
f yvour time is one aff the ten best for that course, you will be asked to enter

your name in the Top Ten screen. Type in your name and then press (RETURN)

T--.p Top Ten screen also lsts the skill level '_I'-:_- number of traf wolations

f any) and the total penalty time incurred. If you want to show the Top Ten
soreen without having to first finsh a race, go to the QOptions menu and pu
down the meeranchacal menu High Soore and choose the course. To cear the
top ten scores for all courses, go 1o the Options menu and pull down the
High Score and choose Clear High Soones

Hm ts and tips

Yol can acoelerate faster in manwad than o can = automat

z f your car recerves any damage, you should stop at a gas station for

repairs. s a good dea to know the locations of gas stations in the area
3 f your Corvetie is badly damaged and you hawve troubde gettng it mos
ng,

try starting the car in a hegher gear

4. You must come io a tull stop Detone you shart into reverse gear,

Drwer s checklist

Select the comect car for the course and opponent

2. FPractice driving the course before the race

Knowy the course obsective (and the alternate routes)
4.  Enow the lbndmarks along the way and study the map

5. Understand how the selected Yette handles

o

Knioww howw to avioid unexpected driving hazards, such as obstacles,
police, pedestrians, etC

Maximizing game speed

Follow these tips, which are listed in the order we suggest you try them, 1o

necrease the program’ animation speed.

I Turm off the rear view mirmor by pressing @6 or (B

2. Press 5 to tum the sound off

3. Drive from inside the car (@2 or [F2)) instead of the helicopter view
(3 or (Fal

4. For the black-and-white versson anly, press V to turm off the harizon and

rermove the hand from the steening wheel

A

Turn dowm traffic density by adjusting your Preferences from the Options
—

6. For the black-and-white vergion only, press W to change the 3-D obyects
from solid 1o wireframes
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o =l

Turn off the buildings by pressing B

Play the black-and-white versian of VETTE! instead of the color version

st double-click on Start VETTE! or VETTE! instead of Color VETTE! ‘@
If you've changed the default settings in the Preferences dialog baox, you

should make sure "Quthine” is set to "0 " and “Block Size” to "3 X 2.°
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¥ou can acoess the available menu bar at any time in the game by pressing
the (E56) or  keys. The menu bar has a number of optons which are listed

an the following pages

Ll ]

& menu
I"Jal_""'ll_n‘l '-"I"",-':' — Thiz |::\,.":-_-|._\I ;JI_- |.i|l.' l_"_"":'il'_‘f. Lerean 4_._-" "-‘!-H-'"'H:-'-" ._.i_ '|"il

C ek the mouse bution o exit This sCreen

File menu =

Open and Close — These are greyed out because they are not used in erdumH
VETTE! They are still on the menu because some desk accessories need  ———
them tor their Operatons

Restart Race — This option lets you run the same race as betore, with the

came car, the same opponent, and the samse Course

Return to Game — Choose this option it you want 1o return 1o the game

You will be placed in the exact position you were when you accessed the

meny bar

Quit to Garage - This option aborts your currént game and returns you

o the performance garage screen

Ouit — Use this option to exit VETTE =

— ey
o
e

Edit menu e

Thee menu & disabled during the VETTE! game, DUT it is left on the menw bar

because some desk accessanies might need to access it

Options menu
Tour Mode - This will start your Vette on a tour of the major landmarks
of San Francisco. An important point to remember is that you wall forfert
your current race if you select this option. Once you select Tour Mode,
the menu iterm will be checked and the Towr Menu to the nght wll be
undimmed. You can then either press the T key to teleport you to the
niext landmark or salect the landmark from the list under Tour Menu
Communications = i vou pull down thes hierarchical menu you have the
option of choosing either Single Player (the default} or Mac to Mac. If you
sebect Mac to Mac, you then have theee different connection choices

Dwect Connect, hModem Connect and AppleTale Canmect. & Compiete

Comlia
explanation can be found in Chapter 7 on pages 36—41 Eomree 2
Ea—t

High Scores - This hierarchical submenu branches into four sections
one for each of the four courses. Here you can view the top ten for any
of the four courses without having to complete a race. Once at the fugh
seore soreen, click the mouse button to cdose the window. in aggition,

you can also erase the high scores for all four cowrses
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ETT T Steering = On this herarchecal sUDMEnU you have four opticns: Mu-
gL L] B "
dgtat B meric keypad, Keyboard, Mouse or Joystick. The Joystick option allows

youl to use joysticks (such as the Gravis MowseStick and the MAXCK Yk
fior conmtrolling your Corvette. Make sure that your selected input device
is connected 1o the ADE (mowse] port on your Mac Detone playing

. Preferances — This hierarchical menu lets you change different vanabes

e = — to customize the game 10 your kg, Al vanabhes ane set Dy sideng the

bar. You can ch INE TNE TONPAING CHE O

Brake rate affects how well your brakes slow down your Vette. You

beakes take longer 1o work if this is set to the mimmem

Airurnum furn dietermines the minimum amount of steenndg npul 1o
turn the wheel. if set to minmum, then turning the the wheel wall onky

change the heading a small degree per second

MMaxerur furn affects how far wou can Crank your steenng whee|
Turm correchion lets wou choose how fast you can cormect your car
from skaddhng by turning into the sk, IF thes 5 52t 10 The maximum, the

it will be easier for vou 1o recover from skids

Skid traction determines at which paint your car begins to skid and

# - 1l b = | "
Fuend miuch, I thas value s set o the maamum, then you will be able o

fake COrMers at much Taster speec

— Skid rate affects how miuch youwr car spans once L Begins to spi
sis
: Skad scrub rate deterrnimes how much speed 15 subtracted (o
(S F) cribbad frooems oLt car '-'.'l i it ekids. It this 5 52t to the miremun
e | iy
] pue then sour car will mot Kse 35 MUCh SDee 1 Trom SEHGIng

—_ Traffic densily lets yvou adsust the amoiant of traftic in the city
Gravity affects how musch “air”™ your car can get. i1 et

- . 1 L [ A 11 1 r
FERTHITHU, SOUT Car may sael Tor DICCK A1 1L M

Block sire lets you determine how much of e Ty you Can see inom

vour Vette, The game defaults to °3 x 27 blocks for faster game speed, Dul
ol can change it to "3 x 3° or "4 x 37 if you wish to have more bulang

and other 3-0 objects in San Francisco displayed at a time

Owtlirne et ywou change how the 3-0 objects are driam. It you cleck

the boo, then buildengs and vehacles will be outlined when drawn. We
recormmend, howeser, that you leave the box unchecked Tor BEOUU

based Macs (such as the Mac Plus, SE and Classic

wou can reset all the preferences to the detault by

n addition 1o all the abe

Chikang on the DEFaLL TS button, You canm alsd save your pretenenoes Dy O i.lfl(_}

An the SAVE button
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¥

There are four different race courses in VETTE! Each of the first three
takes you through different sections of San Francitco while the fourth
course combines the three. Below are the areas where you can travel
on the four routes

1. San Francisco Zoo to Vista Paint (Golden Gate Bridge)

Golden Gate Bridge to Bay Brdge

Bay Brdge 1o San Francisco 200

San Francisco Zoo to Golden Gate Bridge to Bay Bndge and back to the
San Francisco Zoo

Ll P

b

Navigation

& printed map is induded with VETTE! to help you navigate the sireets of
an Francsco. it shows you the city streets and their names, but it does not
show predefined race routes. It 5 up 1o you to determine the Dest route For
each race

To help vou find your way in the cty, we have included an on-board

navigational map. Press H for “Help,” and a map will appear displaying the
location of both your car and your opponent. (Your Velte & thie soane that
flashes twice.) The map alo shows your heading in the bottom mght-hand

cormer 50 you can fell whech way car is fading

Traffic control icons, the race timer and passing street names are displayed
an your front dash. The top street name is the street you are on and the bot-
torm name & the upcoming cross street. From left to nght, the icons are; the
current street's speed limit; stoplight status and Stop/field signs for the
Tyl ':|

rtersection; No Left Turn, No Right Turn, No U-Turn and Do Not Enter icons
for the upcoming intersection; and One or Two-Way Street or Cunve Ahead

ndicators for the cross street

Freeways

To get onto a freeway, you must find and drive under the large overhanging
freeway signs. The map on the next page will show you which freeways are

accessible as well as the available on-ramps and off-ramps. Overhead signs

on the freeways will direct vou 10 the comect highway o ::"'-'.:!Iir.
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City boundaries

In addition, the map on page 30 will show you which parts of the city streets
are accessible to your Vette, Unfortunately, some of the roads have been
blocked off due to construction after earthguake damage. (In reality, some
parts of San Franosco are inaccessible because of the vast amounts of infor-
miation needed to accurately reoreate the entire city.)

Course 1: San Francisco Zoo to Golden Gate
Bridge

Your first course starts at the San Francsoo 200 just northwest of Lake
Merced, The city 200 houses over 1,000 mammals and binds and mchudes a
koala bear breaghng facility. The zoo's showcase is the two million dollar

Gorilla World, a nature-like enclosure for large primates

If you drive north on the Great Highway, you'll be paralleling the Pacihic

Coast with its spectacular surf and beaches. You'll pass by the Golden Gate
Park, which has been called the "Central Park of the WesL.” Spanning nearty
half the width of the city, 5an Francisco'’s favarite park is over 1,000 acres of
gardens, lawns and forests. The transtormation of sand dunes to park grounds
was begun in 1887 by John MclLaren. Godden Gate Park i also the home of
the California Academy of M0ences, the DeYoung Memonial Buseurm and
other cultural sites. Farther on, you can view California sea lions from the Cliff

House owverlooking Ocean Beach

If you turn right on Geary Boulevard, you'll pass by Lincoln Park on the left
with Monterey cypresses guarding its golt course. Lincoln Park 5 also the
4

home of the California Legion of Honor with its fine collecton of French

paintings. As Lincoln Boulevard turng beft, you'll be Bordenng the Pragidso,
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the oldest active military base in the nation. Established by the Spansh in
1776, the Presidio & now composed of 1,500 acres of beautiful wooded hills
and-has been declared a National Historic Landmark. Finally, you approach
the Golden Gate Bndge, the most photographed landmark of 5an Francisco
Built im 1936, the Golden Gate Bridge connects the city to Marin County with
B.981 feet of orange painted steel. Once across the bridge, your race ends at

Vista Poirit, where you can admire the enfire San Francisco Bay

Course 2: Golden Gate Bridge to Bay Bridge

Your route may take yvou by the famous Coit Tower on Telegraph Hill. Rising
above its peighbors, the tower was designed roughly in the shape of a fire-
hose nozzle. 1t was budt in 1933 as a monument 1o the oty’s volunteer fire
Irie,

and its rotunda is decorated with 15 frescoes done by WPRA (Work Projects
Administration) artists. Lillie Hitchoook Coit, wiho had an ovenahelmeng

fondness for fire engines, provided the mamanal

A drive through Chinatown is another possshility on this bridge 1o bridge
course, Chinatown i only 16 sguare blocks, but more Chinese kve here than
anywhere outside of Asia. The main entrance 10 Chinatown on Grant Avenue
¢ gquarded by stone lions on either side of an arental anch. Grant Avenue is
ned with tea rooms, shops, temples, restaurants and street performers, while
the sidewalks of Stockion Avenue are overflowing with fresh produce and
ather groceries. You can eat the best of Chinese cutsine here in Chinatown
The crowd-pleasing Chinete Mew Year's parade abways brings out plenty of

TIFeCrackers and the famous go a [ gl

Mear Chinatown i the Financal District, also known as the “Wall Street of
the West * immortalized in ads. the Transamerica Building is the best-knowr
of San Francisco's skyscrapers and seems to have been inspired by the
pyramids of Egypt. Close by i the shopping mecca of Lineon Square, lined

sath fabulous shops and Doutigues

Just before you drive onto the Bay Bridge, you'll see the Ferry Building. Lit at

night, this clock tower by the bay used to tell bme Tor those commuting 1o

San Francisco wia ferry boats. Now the Bay Bridge limks San Francisco to the
East Bay. Over eight miles long, this brdge runs through Treasure Island, a
man-made island created for the 1939 Golden Gate International Expositon

At one time, railroad trains once ran on the bottod disck of this bridge. The

econd course ends. on the other wde of the Bay Bndge
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Course 3: Bay Bridge to San Francisco Zoo
Your third course starts on the Dakland side of the Bay Bridge, Dmang across
the upper deck of the bndge, you can see the waters of the bay beneath
Once across, you'll be driving mastly on freeways to reach your final destina

ticr, the San Francisoo Zoo

Going southwest on Interstate 80, you will travel above the South of Market
area. This neighborhood is also known as “50Ma”™ in homage to the SoHo
area in Mew York City. The entire area i undergoing a renaissance in the arts
with new gallenes and clubs opening almost overnight. Also Deow Interstate
B is the Moscone Centber, a dramatic buslding built in 1981, Oooupying 11
acres, this mastly underground hall & distinguished by a glass-and-girder

lobby at street level and a landscaped lawn over the roof

You'll next drive south on Highway 101, which is also known as the Bayshare
Freeway. The road curves around the San Francsoo General Hospital. Your
route waill take you throwgh the residential PesghbOMNOOas OT The MISson

District, Potrero Hill and Bernal Hesghts

Turning west on interstate 280, you'N paraliel BART, "BART" stands Tor Bay
fArea Raoid Transil. a comvrmuter traim ssich carmes hundreds of thousands
of commuters into San Francisco daily. Reminiscent of Disneyland'’s mono-
fail. BART operates streamiined cars that zip beneath, above and beside oty
streets, Balboa Park and the City College of San Francisco are acnoss the

highway from each gther

As you approach the coast, you'll turm onto John Daly Boulevand whick

take you past the Olympic Country Club, one of the world's most beautitul
golf courses. To the north is Fort Funston, a well-known spot for hang-gliding
Across the highwway bes Lake Merced, a U-shaped reservoir used by joggers,

rowers and picmickers. Your third course ends at last at the 5an Francisco Zoo

Course 4: San Francisco Zoo to Golden Gate
Bridge to Bay Bridge and back to the Zoo

The fourth and final course & a koop of the first three courses in Oroler. You

will start at the han Francisoo Zoo, drive 1o Doth Dnodges and finsn Dack at
the zoo. Good luck! sk
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The ultimate challenge in racing is pitting your driving skills against
another human being. This 5 where head-to-head play comes in. With
VETTE!, two people can race against each other on separate machines
Although each player must have his or her own registered copy of the
program;, the only addibonal equipment needed s a cable 10 Connect
the two computers of two modems to connect the computers. owver the

Pl NNEs

What you need:

Two Macintoshes that meet the previously mentioned hardware/saft-
ware requirements (page 7), two registered copies of VETTE! and the
following items

& I conmecting directly, you need a crcudar B-pin to circular B-pin
cable

to connect each of the two Macantoshes' modemn ports

* I connecting over a phone ling, you wall need two Hayes-Compati-
ble modems {at least 1200 baud each).

] f connecting owver an AppleTalk network, you need another
Macontosh connected on the network. You will also need the appropn-

ate metwarking handwane and software

How to operate:

Direct-connect: il e
1. Connect ong ernd of & Grcular 8-pm to circular B-pin Cabse 1o the " et Ermoant

[T T
modem port on the back of wour Macintosh and the other and 1o

the modem port on the second Macintash

2. Each player should load WETTE!, select the Corvetie they want to
race in and click an the ACCEPT button
3. If one player is not as skilled as the other, the two players can

choose different difficulty levels to allow the less expenenced
player more of a chance 1o win
4 Mext, pull down the Communications hieranchical submmenu from
the Options menu and select the ophons Mac to Max
You will then be prompted to enter your mame in the dialog box
The game will default to Direct Connect
o e Cpponent Car wou choose at the ORI selection soreen
will be what you see in the game for your head-to-head oppo-

i

nent. The other players car, however, will perform like the Vette
madel he or she chase earlier

Atter each player has selected a course to race and answerad the
WVETTE! trivia question, you will be placed in your cars at the stari-
ng kne. If the two players have selected different courses the

computer will decde the course at random betesen the two
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Cunnectmn over the phone lines:
Both players should ook up and turn on their respective modenms DETore
oadmg VETTE!
2. Each player should load VETTE!, sslect the Corvetie they want to race ir
and click on the AC :I;I-'.“ button
if one player is not as skilled as the other, the two players can choose

=l

gl Mgl
o SRR W
: different difficulty bevels to make the match race mone even
O Lenesd !
. . L a4

Spietnlk Cmwewt ¥ 4 Next, pull down the Commumnications hierarchical submenu from the
: Options menu and select the option Mac to Mac. You will then be
prompled 10 enter your name in the dialog boo
5 Mext, both players should select the menu option Modem Connect
6. The opponent car you choose at the opponent selection screen will be
what you see in the game for your head-to-head opponent. The other
player's car, however, will perform like the Vette model he or she chose
7. Each player then selects one course and clicks on the ACCEPT button
The caller determines which course bofh players will race
—= — &  After answering the VETTE! trivia question, a dialog box will appear. One
o = player should dick on CALL and the other on ANSWER. The players wall
then get a dialog box with the Tollowang opbions

Number to Dial = If you are mitiating the call, you mMUst Type in your
apponents phone number here. The person who selected ANSWER
shiould leave this option Blank
Audio Checksum = if yvou are having a problem with the commumcation
setup, the Compuber wh I aliert you with a beap sourd if this box is
checked
Auto Answer - The person recening the call should sslect the oplior
Auto Anseer,’
o 3 Manual Setup — This allows you 1o use the Hayes AT command set. If
. T vou choose “Manual Setup” and click DK, a new dealog box wath oplions
for bawd rate, command line enitry, and audio checksum will appead, You
can use the "Command to send:=™ box 1o enter in Hayes AT commands
For example, you can type ata and press (BNTER) 10 56T your mogem 10
auto-answer. Once bath modems have connected, click the COMNECTED
buttan
Tore/Pulse — Select which type of dialing system you ane using, touch-
tone or pulse {rotary) dialing
Baud Rate - Click on the baud rate for your partcutar modem. The
havud rate must 52t to be the same tof Doth computens
CAVE SETUP = This option allows you to save these settings for fufure
head-to-head play
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Connection over a network (AppleTalk): vy

1. Connect the Macntoshes with the appropriate networking hardware and i
coftware, and install the registered copies of VETTE! on the machines you
will be using

2z Each player should load VETTE!, salect the Corvette they wan! 10 race i

and chck on the ACCEPT bution

= I one player & not as skilled as the other, the two players can dhoose
different ditficutty evels to allowy the less expanenced player more of a
Chardi o win.

4.  Next, pull down the Communications mierarcical submenu TR Th
Options menu and select the optson Aac fo M

Wau will then be prompted to enter vour name in the dialog bos

6. Mext, choose the menu option AppieTalk Connect
7. The opponent car you choose ai the opponent seechion screen will De

what you see in the Jaime for your head-to-head opponent. The other
players car, however, will perform like the Vette model he or she chose
8. Both players should select @ course to race on and then answer the
VETTE! trivia queestion
Ly A jl.]l'—':\-_l e wall thieri appear instructing you 10 choose your apponent

Fnd the p d'yET O the metwork which you wish 10 race aganst and chck S

L

e CHALLENGE button to initiate the race. Chck NEXT PLAYER i you
wth to see other WVETTE! apponents on the nebwork. It the tao planers
hawe selected different courses. the computer wall decide the course at

random between the two

Talking to your opponent

It you are connected wia modems or AppleTalk, you can send a message 1o
your opponent at any time during the race. To send a message press the *
key. Thie message will appear i a window over the game screen. The game
will pause for both players while you type in your message. Once your

opponent has read the message, the game will return to the same point in

the race

Post-race options

After the race 5 over, the winner will be honored wath a celebraton at the
battom of Lombard Street. The defeated player will receive the appropriate
osing screen, To refurn to the performance garage, click the mouse button
once. If neither player has altered their selections from the Dptions menu

YOU ey race each Oiner agam Oy Qo Throwuge e sarme procedungs above
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M you wish to return to single-player mode, go to the Communications
hierarchical menu from the Opdions menu and select Single Player. Please

note that selecting Sangle Player will hang up the modem i you Were Con-

niscled over a phone line @
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in February 1953, the New York Motorama displayed the first prototype of
the all mew Corvette, It was a white cormvertible powered by the 235 CubiC-
inch, truck-based, straight soi-oylinder engine mated to the two-speed
Power Glide, automatic transmission. in order 1o meet the show deadline for
the prototype, the dessgners, led by Harley Earl, denided 1o use 3 new matesi-
al for the body panels, This material, Glass Reinforced Plastic (GRP), was alsc
used in the initial production run of 300 units a5 an interim measure until the
new mietal Kirksite wias available. As fate would have it, the new metal and
its tocking were not to be, and the Corvette body remained GRP for the next
year's run of 3,265 (of the planned 12,000 units). It i still made of fiberglass
today.

The interest in the 1953 prototype was 50 great that Chevrobet went into
production immediately, and on June 30th of that year the first unit rolled off
the assembly line. Production continued with the six-cylinder engine and
automatic transmission until the 1955 model year production, which saw the
ntroduction of the 256 cubic-inch, small block V-8 engine with a three-
spead. manual transmission. The 1955 production run was only P00 undts,
and the car was on the verge of being cancelled by Chevrolet

The Fard Thunderbird was introduced in 1954 for the 1955 model year. That
introduction brought a new awareness 10 the Amendcan peope of the bene
fits of a two-seat "personal car” and with it 2 new hope for the Vette. The
1956 Corvette had a restyled body shape. (Quick body panel changes were
passible up 1o the last manute because of the GRP material being used.) This
was the vear that the Corvette and Thunderbard faced each other at Daytona
for the MASCAR Speed week. 'With the help of the engene designer'driver
Zora Arkus Dontov, who took over for Ed Cole, the new Comnvette proguction
car managed to reach a top speed of 150.583 mph, This impressive feat was
nat enough to beat the Thunderbard in the quarter-mie runs but estabhshed
the car as one 1o be reckoned with in e racng orcut

n the 1957 model year, the designers added a fuel ingecthion system 1o the
Corvette and bored out the 265 to 283 cubic inches. The ingection boosted
the power of the 256 up 1o 283 brake horsepower [bhp), achieving the
automotive milestone of one bhp per cubsc inch. This was the year that
Corvette raced at Daytona and Sebring with full factory support. The Sebnng
race was the maost impressive for Chevralet, with the wan there putting the

name “Corvette” on the lips of everyone in motor car racing
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Thie 1958 through 1962 model years saw the addition of 8 mynad of
options, both in the drivetrain and in external trim péeces. These changes
caused a weight gain to over the magical 3,000 pound marker. In 1960
sales increased to 10000 wunits and contineed to nse 1o 14,537 wats n
1962 These sales

higures were aided by Ford's withdrawal of the Thunderbird from the mar-
kBl

Im 1962 the engime displacement also ncreased to 327 cubic inches
Comettes evolution over the frst 10 Years of production had emphasized the
performance of the engine and transmission, without much development of
the suspension. This was 10 be dramatically changed with the next model
yedr.

il The 5timg Ray Consette was introduced in 1963 with a tolally revised body
derrved from Bill Mitchell’s racing efforts, It was the first year to utilize
FEVOIUTIONANY SUSErnson des:gr'- components such as the mdependent rear
suspension and ladder frame. This was also the first coupe available a5 a

onvette and the only year that Mitchell's split rear windshield was pro-

duced

1964 marked the beginning of the horsepower race for all of Detroit’s car
makers. The Corvetie was no exceplion. Matched with the new 4-speed,
manual transmission, the 327 cutc-inch engene produced 275 bhp at 6200
rpm and 350 bt of torque at 4600 rpm. In the 1965 edition, a 396
produced 425 bhp, and the 1966 model streduced a massive 427 cubme-

b e 1

inch engine, This and the next year saw small styling changes and ménos
mechanical changes. Aside from engine output, the only major change was
the introduction of four-wheel, disc brakes in 1965

Thie year 1967 more or less settied the horsepower race. Corvette wias

declared the wanner with the mtroduchion of the LB with 5 12,51
compression ratio, alloy manifold and aluminum heads. The model was

snatched up from dealers for a total of 20,000 =ald. This monster produced
560 bhp at 6400 rpm. A privately sponsored, fusl-inpected race car recorded
a top speed of 192 miles per hour at the Banneville Salt Flats in Utah,

Asrodynamic and structural improvements wene the order of the day for the
next several years. The sabes figures and performance statistics steadily
increased, John £, Delorean returned in 1968 to actively manage the
production muns, to the record sales year of 1963 of 38,000 units, Power
train and suspension improvements along with luxury amenities raised both
the price and wesght of the car, The biggest engine ever put in front of the
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firewall was introduced for 1970: the 454 ¢ option that delvered 390 bhp at
4800 rpm was actually 45 horsepower less than the 427 engine. The decline
in horsepower per bhp was caused by the advent of emissicns legislation

Far most of the 1970s, horsepower continued to decline while sales went
up. Horsepower Tell from 330 in 1971 to 255 in 1976 to 165 in 1978. The
beg engines were phased out of production in the 1974 model year. Sakes
figures, which remained high, totalled 37,000 in 1974 (a new record) and
increased slightly in 1975, The convertible was gone in 1976 In 1978, major
style revision took place with a return to the fastback shape of the mid-60s
and production of the Siver Jubilee edition. Horsepower was also back on
the rise, with the biggest power plant, the LB2, producing 220 bhp at 5200

R

Only small changes were made in the following years until magor re-styling
occurred for the 1984 edition. The Corvette was also put on a diet, given a
more aerodynamic shape and a new electronic dash. All these changes have
carried over to the current models, Other evolutionary changes of the past few
vears have brought increased horsepower and at the same time increased fuel
efficiency

The present day Vettes you will be driving have four varants: two from
C hewrobet @nd oo from after-market whiz, Reewes Callaway. This is an
exciting car — powerful, strong and fast. Take care of your new car, and
enjoy the thnll of raang @
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Keyboard commands

Car controls Keys

Turn steering wheel left | o 4 inumenc keypad)

Turn steening wheel nght L or & (numenc keypad)

Recover from skid K or 5 (numernic keypad)

Full stop F

Accelerate | ar B (numenc keypad)

Brake A, sracesar or 2 (mumeric keypad)

Accelerate and tuen beft Uor 7 inumenc keypad)

Accelerate and turn ngnt 0 or 9 (numernic keypad)

Brake and turn heft Woor 1 inumenc keypad)

Brake and turn mght . ar 3 inumend keypad)

Views Keys

View left Fiicr &1

View forward [FZ) o (@2

Wiew right (F3) o )3

Helicopter view ), 4 or + inumenc keypad)

Raise view F7) or (@7

Lower view (F) or (@8

Change vieww andgle up (8] OF (Y

Change view angle down () or 0

Gear selection Keys

Gear 1 1 {top row)

Gear 2 2 {0 noaw)

aear 3 3 {tap row

Goar 4 4 {top now)

Gear 5 5 (top row

Gear & B (top fow)
f Mewtra 0 (top row)

Reverse H

Upshift one gear + [top row)

Diowenishift e gear (Lo reve)

Miscellaneous Keys

Front dash toggle 5 0r Zuo

Rear vigw marmod togohe o Of ZTah

Automatic shift toggle A

Buildings toggle B

Cruise control toggle L.

Damage display D

Engine sownd togghs E
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Gear shift toggle
Mavigation map
Pause

Sourd togghe

% - I

Towr mode I

blenu options (E3C) or Q

it i

Horizon togoke v (black & white version only)

Wiretrame mode Wi black & white version only)
=0 .7_
Chat (in head-to-head mode) 4

VETTE! keyboard command chart

Al i o T Gy B T PP P Te———
LETN " Y TR & : Lok -mr ik s Fpmg PR
View', Wi | e dew, Geel Gee Bas | Gew | Gear - =
L8 Paraeed | QpSees | 1 § b . b ey | Sesseed e Gesvein P o pritald
- — noo b b} } LE 4
L KT -.|.._..||'-\.|-| '
1 1Y L -

-'-‘* ch o, i "I
i h—

e I L ' r
Daat = || m =
Ase | -
Wow |
e - Y
|
Shmgm oy e rum [ATE o Erang Drams Rigey Toirr Preay P
Sawara . kL L - . i
gl L B Crias  peddiogs Flin s K RS Beraig
il o fommel e L - Lk T




APPENDIX A: CAR SPECIFICATIONS

Player cars
19389 Stock Convette
1989 ZR1 "King of the HIl® Consette
Callaway “Twin Turbo”™ Corvette

L allaway “Sedgehammer Lonvetie

Opponent cars
Parsche 92854
Lamborghim Countach
Ferran Testanossa

Ferran F40



APPENDIX A: CAR SPECIFICATIONS

1989 Stock Corvette Height "y
Engine Curh wesght EREL

Fussl capacity 20.0 g

Bowe ¥ stroke

Steering and brakes

lype Sk -3N0-Panio
511 543
i .
| =
SAE ot 340 b= @ 3200 rpe ke
Drivetrain
Trd | I
up Tongpue =
L Wheels and Tires
- e = £ag
241

Dimensions Sianding 18 ik 14.3 sac & 95 mol

WA



APPENDIX A: CAR SPECIFICATIONS

1989 ZR1 “Kin

Engine

7 @
49 425

Dimensions

orvette

'l
90 = o i
J AL LT

J80 bhp @ RO00D rpm

170 b=-Ft @ 4000 rp

4 mph {5 A00
o
o L3S
1 B0 gt
Ju
L=l

of the Hill" ™+

il TR E 2R
|

i

L

[EF ST

Curhy wedagghit 3500 b

Fissl capacity J000 pa
Steering

Fpe i -t pHraon;, DR

assis e

Tums lock-to=book 4
Turnang cirde curb=to-cufy
Brakes
Frril 26 5 1. 1-in venbed dis
Raar 198 x 1. 1-in vented oS
P assi a
Wheels and Tires
Whee! uze
Hea
HO00VES ]
onit- B2 75407 R-
Rig i)
Acceleration
5 e .3



APPENDIX A: CAR SPECIFICATIONS

1989 Callaway “Twin
Turbo” Corvette
Engine

Brakes

Drivetrain 1 9 x 0.8in verted dis
rina =Ty

Wheels and Tires

A 167 mchy (S5O0 T

Acceleration
Dimensions Suanding 18 mik 129sec@® 111

Tiack. FR



APPENDIX A: CAR SPECIFICATIONS

1989 Callaway “Sledge- """
hammer” Corvette i
Engine

e 3
Steering
Tspil: " Tiypu [
OIS I3
5 £ i I i
. N Brakes

Drivetrain

e
3.8 53 mph (5000 o) Wheels and Tires
Dimensions Acceleration

Wheslbase

Track, Fi¥ 55 60 4 0P S



APPENDIX A: CAR SPECIFICATIONS

Porsche 92854
Engine S
; Steering
.-A-,- SiE I
kF Jdl ¥ 4 d I
5 uro-1
G = il o Brakes
il LT
Drivetrain i
Wheels and Tires
Dimensions

Acceleration



APPENDIX A: CAR SPECIFICATIONS

Lamborghini Countach  “"™"
EI"I-QLI'IE LI Tl 10y
O Acceleration

Bore & stroke

HMUQOESiEd RE
Redinge 7K

Drivetrain

Dimensions

e T
o)
| th 165 4
. -
MYIL] i -1
R =y



APPENDIX A:

Ferrari Testarossa
Engine
e DOHC S-wghe Hal-12

BOTE & SOIOKEe

i SR ir
1 iy | 1.1
CET) L
i o I BEO
.
[ L4 w il
[ate" T
BEN
| R
Dimensions
SiTeeplbase I
| | H
dd
B L

CAR SPECIFICATIONS

=4 =
Brakes

Riaar

Wheels and Tires

Acceleration and braking

fing 14 mil
h @ lockug 42 h
Handling
R %1



APPENDIX A: CAR SPECIFICATIONS

Ferrari F40

Engine

|-||_|__ urbocharged ard inbend ook
=] FiLl 8| 1=
e ) W
Bon troke " 1t eisaril
o ik
Jzpla .
Steering
ITIPNES rat
Aeber-Marelli AW with port
fue
sonsver (SAE niet &
L L1

Drivetrain

Dimensions

k ER

Brakes

Wheels and Tires



APPENDIX B: GLOSSARY

Aspect ratio — generally the ratio between two dimensions of
an obgecl In tire termnoeogy, © apphes 1o the unioaosd
sidewall height of the tire divded by its overall width. A lower
st ratho irmplies 3 shorter, wider fire

Bore — the dameter o1 a oylinder

Brake torquing — a procedure generally used in performance
tests to improve the off-the-line acceleration of a car eguipped
with an automatic iransmission. It & executed by Tirmiy
jepressing the brake with a left foot, apphying the throttle with
the car in gear to Increase engee rpem, then r-,'l-:';_-l".u":'| e
brakes. Brake torquing is particularly effective with turbeo-

charged cars because i1 helps overcomme turbo g

Chassis — a general term that refers to all of the mechanical
parts of a car attached to a structural frame. In Cars with
unitized construction, the chasss comprises everything but

the Doy

Compression ratio — the ratio between the combined vodurme
at a oflinder and a combustson chamier when the pston s at
the battam of its stroke and the wolume when the piston 5 at
the top of its stroke, The highes the compression ratd, the e
mechanical energy an engine can sgueeze from its air-fuel
mixture. Higher compression ratios, however, also make deto

vation more likely

Crankshaft — a shaft with ane or more cranks, or “throws,
that are coupled by connecting rods to the engine’s mstons
fogether, the crankshaft and the con rods transform the pston’s

reCIprocatimg maobion into rotary moeon

Cylinder — the round, strasght-sided cavity in which the pés
tons move up and down. Tepically the codinder s made of cast
ron and tormed as part of the block.

Cylinder head — the alumnum or won Castng that houses the
combustion chambers, the intake and exhaust ports, and much
ar all of the valvetram, The head & abways dinectly above the
cylinders

Cylinder liner — the circular housing that the piston moves in
when the cylinder is not an integral part of the block. Alo
KNOWN 85 3 “sleeve

Differential — a special gearbox designed 50 that the torgue
Ted into it & split and delverad 10 tweo outputs that can turn at
different speeds. Differentials within axles are designed to sphit
torgue evenly, however, when used between the front and rear
yeles m four-whesl deve systems (a center differential), they
can be desgned o appomion torue unsvenly

Disc brakes — properly called caliper disc brakes, 3 type of
brake that consists of a disc that rotates at wheel speed
straddied by a caliper that can squeeze the surfaces of the disc
mear iis edge.



APPENDIX B: GLOSSARY

Drivability — the general qualitatne evaiuation of a
nowertrasn's operatng quakhies, mchiomg idle smoathmess
cold and hot starting, throttle response, power delivery, and

tolerance for altriude changes

Fiberglass — a composite material that relies on small glass
|||.:.: fer it ._-._.__.:.I._,_

Final-drive—ratio — the reduction ratia, faund in the gearset
o+ a drivetrain. that s furthest remowed from the endgene

Typecally, this is the differentaal ratio.

Fuel injection — any system that meters fuel to an engene Dy
measuring its needs and then regulating the tuel flow, by

elactronss or meschamical means, throwgn a pump oF in)ectons

Gearset — a group of ted o Mmone gears wsed to transmit
[T
Handling — a general term coverng all the aspects of a cars

hehavior that are related to its directional contnol

-

Horsepower — the commaon unit of measurement of a
engine's power. One horsepower eguals 2540 FooT-pounds per

¢ needad ta ift 550 pounds one foot off th

ernng. the o
ground in ane second or one pound 550 teet n e same Eme

Instruments — the displays on the dashboard that commiuni-
cate information about the mechanical operatsons | s 03

Lackup — the point at whach a tire starts to skid dunng

Meutral steer — a comering condition in which the front and

rear shp angles are roughly the same

On-center feel — the responsiveness and feel of the steenng

when the wheel 15 appno -.-..;r..-!. i CEryLET

Power — the rate at which work 5 perfosmed. The poweer

1d FpM and 15 measured 5 Norseposer

proporisonate 1o argue a
Roadholding — the ability of the car to gnp the pavement
Sares (tre) — the numerical expression of & tire's aspect ratio
Skidpad — a large area of smooth, flat paverment used for
various handling fests

Torque — the rotational equivalent of Torce, measured in
pound-feet

Turn-in — the mament of ransition between drrang straght
ahead and cormanng

Understeer — a handling condition in whech the slip angle of
the front tires 15 greater than the shp angle af the rear's. Also

referred 10 as ~ pusr



NINETY-DAY LIMITED WARRANTY

To the original purchaser only, Spectrum HoloByle warrants the magmetic diskette on
which thes software product is recorded to be free from defects in matenals and
faulty workmanship under normad use for a period of ninety days from the date of
purchasa_ If during this nenety-day period the diskette should become defective, i
may be returned to Spectrem HoloByie for a replacement without Charge, prowced
vl have previously sent in your Warranty Registration Card to Spectrum HoloByte oo
send proof of purchase of the program

vour sobe and exclusive remedy m the event of a defect is expresshy imited 1o repace
ment of the dekette a5 provided abowe, IF faslure of a diskette has resulted from aco-
dent, abuse or neqlect, Spectrum HoloByte shall have no responsibéty 10 replace the
diskette under terms of this limited warranty

f the diskette should fal after the onginad ninety-day imeted warranty penod nas
expired. you may return the diskette to Spectrum HoloByte at the address noted
pelow, accompaned by & check or money onder for the applicable replacement fee
35 putlined on the Warranty Registration Card, a bref statement describing the
defect, and your return address. Specirum HosoByte wall reprace the dekette provided
that you have previoushy returmed your Warranty Registration Cand 10 Spectnum

HodaByte and the deskette retains the onginal product label

ANY IMPLIED WARRANTIES RELATING TO THE DHSKETTE, INCLUDING ANY [MPLED
WARRANTIES OF MERCHANTABILITY AND FITMESS FOR A PARTICULAR PURPOSE,
ARE LIMITED TO A PERIOD OF MINETY DAYS FROM DATE OF PURCHASE. PUBLISHER
HALL NOT BE LIABLE FOR INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES
RESULTING FROM THE USE OF THIS PRODUCT. SOME STATES DO NOT ALLOW THE
[u'__l_:;'-.-i‘-l R LIBMITATION OF INCIDENTAL OR COMNSEQLIEMTLAL DAMAGES, 50
THE ABOVE LIMITATIONS MIGHT NOT APPLY TO YOU. THIS WARRANTY GIVES YOLU
SPECIFIC LEGAL RIGHTS, AND YOL MAY ALSD HAVE OTHER RIGHTS WHICH VARY
FROMA STATE TO STATE

Spectrum HoloByte®

A Division of Sphere, Inc.
2061 Challenger Drive
Alameda, CA 94501



SOFTWARE LICENSE AGREEMENT

HE ENCLOSED SOFTWARE PROGRAM 15 LICENSED BY SPECTRUM HOLOBYTE® TO
CUSTOMERS FOR THEIR USE ONLY ON THE TERMS SET FORTH BELOW, OPENING
THIS PACKAGE OR USING THE ENCLOSED DISKETTE INDICATES YOUR ACCEFTANCE
OF THESE TERMS

Spectrum HoloByte heretry grants you a non-exchusne license to use the encosed

software and manual subgect 1o the terms and restr

tions set forth in this Softwane
License Agnesenent

This manual and the softwane accompanying it are copynighted, with all nights
reserved, You may nod Copy o OinensTee reproduce any part ;_:-' b “\.-',:';1-.'.-.3"{- or the

ranual, except that you may load the softwane into a computer a5 an essential step

in executing the software on the computer. The onginal and any back-up Copies of

the software and the manual are to be used gnly In connechion with a snghke Com

puter. You may physically transfer the software from one computer to another, pro-

vided that the software is used in connection with only one computer at a time. Yol

ILE

may mot transfer the software electromcally from one computer 1o another ower 3

network, You may not distnibute copies of the software or the manual 1o others

(0L WY NOT USE, COPY, MODIFY, TRANSFER, SUBLECENSE, RENT, LEASE

CONVEY
TRANSLATE, CONVERT TO ANY PROGRAMBING LANGUAGE OR FORMAT Uk
DECOMPILE OR DISASSEMBLE THE SOFTWARE OR ANY COPY, BMODMFICATION OF

L RS
MERGED PORTION, IN WHOLE OR IN PART, EXCEPT AS EXPRESSLY PROVIDED FOR IN
THIS LICEMSE
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