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READ BEFORE USING YOUR PiayStanon®2 COMPUTER ENTERTAINMENT SYSTEM.

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

may trigger an epileptic seizure in these individuals. Certain conditions may trigger 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 DWNERS OF PROJECTION TELEVISIDNS:

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

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer Entertainment America may
damage your console and/or invalidate your warranty. Only official or licensed peripherals should be
used in the controller ports or memory card (BMB) (PlayStation2] slots.

HANDLING YOUR PlayStation”2 FORMAT DISC:

— This disc is intended for use only with PlayStation 2 consoles with the NTSC U/ designation
— Do not bend it, crush it or submerge it in hquids.

— 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 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.

Tourist Trophy The Real Riding Simulator™ Tips and Hints
Game Hint Guide Information

PlayStation Underground Game Guides

For free hints and tips visit us at www.us.playstation.com.

Sign up and become a member of the PlayStation Underground and access free hints,
tips, and cool moves for games published by Sony Computer Entertainment America.

No hints will be given on our Consumer Service/Technical Support Line.
Consumer Service/Technical Support Line 1-800-345-7663

Call this number for technical support, installation or general questions
regarding PlayStation®2 and its peripherals. Representatives are available
Monday — Saturday BAM — BPM and Sunday 7AM - 6:30PM Pacific Standard Time.
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SETTING UP YOUR PLAYSTATION"2 CONSOLE

Set up your PlayStation®2 console according to the instructions in the
manual. Make sure the MAIN POWER switch (located in the back of the con-
sole) is turned ON. Press () button. When the PoweR indicator turns green,
press the £ button and the disc tray will open. Place the Tourist Trophy The
Real Riding Simulator™ disc on the disc tray with the label side facing up.
Press the £ button again and the disc tray will close. Attach a DUALSHOCK
2 analog controller and other peripherals, as appropriate. Follow on-screen
Instructions and refer to this manual for information on using the software.

MEWVMORY CARD (smB) (FOR PLAYSTATION"R2)

To save game settings and progress, insert a8 memory card into MEMORY
CARD slot 1 of your PlayStation®2 console. You can load saved game data from
the same card or any memory card containing previously saved games.
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SHOCK*2 ANALDG CONTHOLLER CONFIGURATIONS

]
i)

MENU CONTROLS

| Hi'gl,ght- menu item

Cancel/Previous screen

Note: Menus can be navigated using an DUALSHOCK 2 Analog Controller or compatible
controller inserted into controller port 1. For individual menu contrals, please see the help section and
instruction page for each individual menu.

RACING CONTROLS

Ierate X right analog stick 4 or €

Note: You can change the controls for race mode in the Options Menu. For more information, refer to
page 28. Steering controls and acceleration/braking are managed by the analog sticks. How hard you
push the stick will affect the angle of the handlebars and the degree of acceleration or braking.
*Specific brake controls depend on your control mode.

DUAL




STANDARD MODE

En:mt: and Rear Brake adjusted automatically ~~ @

Rear Brake B >
~ Dual Brakes with priority to Rear Brakes + @
PRO MODE

Front Brake only ®
" Rear Brake only (R2 |

RACE SCREEN

DISPLAYED INFORMATION

During gameplay, the following information is displayed on screen.

The amount of information displayed will change depending on your point
of view, option settings, and game maode.




€ Time Elapsed
€ Number of Laps/Total Laps
€ Position
@ Course Map
(Red Dot: Your Bike's present location)

(Blue Dot: Other Bikes' present locations)

© Current fastest time

@ Last lap time

© Acceleration Use

© Wind Resistance Indicator

©) Brake Use — (Upper: Front/Lower: Rear)

{) Recommended Gear/Present Gear (When recommended gear flashes

on and off, gear change 1s at breaking point)

) Tachometer
» Speedometer
® Total Distance Traveled
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ARCADE VMODE

An arcade-style mode that allows you to quickly jump into a race with 1 or 2
players. You can use any bike you have acquired through Tourist Trophy Mode
in Arcade Mode. For more information, see page 9

TOURIST TROPHY MODE

A simulation-style mode in which you are challenged to a variety of races. In
order to play Tourist Trophy Mode, you will need a Memory Card (BMB) (for
PlayStation“2). For more information, see page 4.

REPLAY THEATER

View or manage replay data you have saved in Arcade Mode or Tourist Trophy
Modes. While watching replays, you can also take photographs of the race.
For more information, see page 26.

MUSIC THEATER

Listen to Tourist Trophy's music soundtrack, and choose the music tracks to
use during replays and slide shows.

OPTIONS

This menu allows you to change various game settings. For more information,
see page 28.

SAVE GAME

Save your game data to a Memory Card. For more information, see page 4.

CREDITS
View the credits.
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ARCADE MODE WVIENU

1-0ON-1

A single-player mode that allows you to play a 1-on-1 race using street bikes.
RACE

A single-player mode that allows you to play a four-person race using race
modified models.

TIME TRIAL
A single player mode that lets you choose your desired course and bike, and
then aim for the fastest possible lap time.

Note: The number of laps in this mode s unlmited. In order to stop the trial, press S,E"'m ,
and select "EXIT” from the Pause Menu.

During the time trial, you can set it so that a ghost is displayed. In order to
enable a ghost, select "BEST RUN LOAD" in the Race Menu, and choose the
ghost, from which Best Run Replay you would like to use.




A two-player mode where you can race against a friend via split-screen.
The race screen will be divided top to bottom if you have "WIDTH SETTING”
set to "NORMAL" in the screen menu in Options, and left to right if you
have it set to "WIDE".

ARCADE VIODE GAMVE FLOW

@ CHOOSE COURSE
Choose the course you want to play. This screen will show you the course
map and total length of the course highlighted by your cursor.

¢ CHOOSE BIKE
Choose the bike you want to use. Select your subcategory of how you
want to choose your bike (by manufacturer, etc). Once you have chosen
your bike, you can customize Its paint job.

€ CHOOSE RIDER
Choose the rider you want to use. There is no difference in the abilities of
the riders. Once you have chosen your rider, choose your transmission,
tires, and your riding style.
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) PROCEED TO THE RACE FROM THE RACE MENU

The Race Menu appears before and after the race. Choose “START" to

proceed to the race.

The following items appear on the race menu. There may be more or less
depending on your mode and current status.

¢ Start:
¢ Replay:
¢ Save Replay:

¢ Save Best Run Replay:

¢ Buick-Settings:
¢ Settings:

¢ Load Best Run Replay:

¢ Ranking:

¢ Options:

¢ Best Shot Photo:
¢ End:

Begin the race.

View a replay of the previous race.

Save the replay of the previous race.

Save the replay of your Best Run on the previous race.
(Arcade Mode) Quickly change settings.
(Tourist Trophy Mode) Change settings.
Load a Best Run replay to enable Ghost.
\View race results and records.

View game-related settings (see page. 28).
Take best shot photos of the previous race.
End the Race.




TOURIST TROPHY MODE

TOURIST TROPHY MODE VIENU

LICENSE SCHOOL

CHALLENGE MODE
Select a bike and paint job, then take on goal-specific challenges.
When you clear the set challenges, you will acquire the bike you chose.

GARAGE
Manage riders and bikes you have acquired, as well as change your riding
form. For more information, see page 14.

RIDING GEAR

Select the riding gear you want to wear from the available set you've
acquired. New gear will appear in your Riding Gear once it's been awarded.
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PHOTO MODE
Manage the pictures you've taken during a photo run and replay views.
For more information, see page 18.

: RACE EVENT
Enter a race with the bikes you've chosen for this mode. Depending on the
results, you may acquire various rewards.

. PRACTICE
Choose a course and run practice races to learn a course or better your
skills. You can do it alone or against a computer-controlled opponent.

TOURIST TROPHY MODE GAMVME FLOW

CREATE SAVE DATA

In order to play Tourist Trophy Mode, you need to create save data. If you
insert 8 Memory Card (BMB) (for PlayStation™2) with no save data on it into
MEMORY CARD slot 1 and begin Tourist Trophy Mode, you will see the
Create Save Data screen. Please input your name and rider height. For more
Information, see page 30.

GETTING YOUR LICENSE

In License School, you will learn how to handle your bike while working to
acquire your license. There are four types of licenses: Novice, Junior, Expert,
and Super. The higher the level of your license, the more bikes you can
acquire in Challenge Mode.

ACQUIRE BIKES

Choose the bike you would like to acquire in Challenge Mode, and accept a
mission challenge. When you clear the challenge, you will get the bike you
selected. You can also get bikes as rewards during Race Events.

ACQUIRE RIDING GEAR

You will acquire riding gear when you get your license, when you win races,
and fulfill other conditions. You can view your Riding Gear and change into the
riding gear you have acquired.



WH-.. IPHY MODE

PARTICIPATE IN RACE EVENTS

Race Events let you participate in a race with the bike you currently own. You

can get new bikes and racing gear as rewards for participating in Race

Events. |

TAKE PHOTOGRAPHS

After a race, you can take pictures while viewing the replay or in Photo Mode.
If you turn on "BEST SHOT PHOTO" mode, it will automatically take pictures
for you. You can view the pictures you take in your photo album, transfer
them to your PC using a USB flash drive, or print them out using a printer
installed to your PlayStation®2 console. For more information, see page 31.

GCARAGE

lr L | .
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BIKE LIST

CL LT Ly

View a list of the bikes you currently own. Select a bike from the list for a
close up look. From the zoomed-in display, you can check out the bike's
specs, or choose the displayed bike as the one you will ride.
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SETTINGS
Change the settings of the bike you are currently riding. For more informa-
tion, see page 10

RIDING FORM
Change your riding form. For more information, see page 16.

OPTIONS

This takes you to the Options Menu where you can change various game-
based settings. For more information, see page 28.

SAVE GAMVE

Save game data to @ memory card (BMB) (for PlayStation®2). For more infor-
mation, see page 30.

GAME STATUS
Check your current game progress status.

RACE NUMBER
Change the number on the Racing Modified Model you're currently riding.

BIKE DETAILS
View the details of the bike you're currently riding.

SETTINGS

SETTINGS SCREEN

There are three types of pre-set settings for each bike: A, B, and C. Choose
the setting at the top of the Settings Screen (Set A, Set B, or Set C) whose
settings you want to change, and select "EDIT" to change items in each set-
ting. For more information about each setting item, check the Help Messages
and "?" icons that appear on the lower half of the screen.

Tourise Tropty. *
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TOURIST TROPHY MODE

SUSPENSION
Change settings related to front and back suspension.

BRAKE BALANCE
Change your front and rear brakes. |

TIRES

Change the type of tires you want to use. In Tourist Trophy Mode, you will
always start each race with new tires, and tires will wear down over the
course of the race.

EXHAUST

Change the type of exhaust you want to use.

GEAR RATIO (DRIVETRAIN)
Change gear change settings for the bikes in the mission.

ROLLER WEIGHT (DRIVETRAIN)
Change settings of the Roller Weight in an automatic bike.

RIDING FORM

RIDING FORM SCREEN

There are four types of Riding Forms: A, B, C, and Motard. In the upper part
of the screen, choose the setting for the form you want to change to (Form
A, Form B, Form C, or Motard]), and you can change the following items.

¢ Head Roll Angle
¢ Head Pitch Angle
¢ Torso Roll Angle
¢ Torso Yaw Angle
¢ Body Lean (Full Bank]
¢ Arm Angle




¢ Seat Position (Forward/Backward)
¢ | ateral Slide
¢ Vertical Slide
' ¢ [eg Angle
¢ Body Lean (Upright)
PRESET FORM
' You can call up preset forms for forms A, B, and C. Important aspects of the
preset forms are described below.

¢ Neutral: Somewhere in between in and out forms. Important If you
want a comprehensive, easy riding style.

¢ Lean Body: Allows you to take turns at full-speed. Useful when you need
to take a lot of high-speed corners.

¢ Lean Bike: Allows you to make initial turn-ins quickly. Useful when you
need to take a lot of low-speed corners.
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PHOTO VIODE MENU

I"hoto Maode
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PHOTO MODE MENU SCREEN

Once you've taken some photos, you can view them in your Photo Album on
the Photo Menu Screen. When watching slide shows in your Photo Album,
the following menu items will be displayed.

PHOTO ALBUM

Manage the pictures you've taken. For more information, see page 20

PHOTO RIDE

Go on a ride for the purpose of taking photos, and then take pictures after
the race. For more information, see page 19

LOAD REPLAY

Watch a replay you have already saved and take pictures. For more informa-
tion, see page 26.
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TAKING PICTURES

There are two main ways of taking pictures:

DURING PHOTO RIDE

First, select "PHOTO RIDE” from the Photo Mode menu to begin your picture-
taking ride. When you're done riding, view a replay from the race menu, and
take your pictures while watching the replay. For more information, see page 22

WHEN USING SAVED REPLAY DATA

Choose the replay from which you would like to take pictures using the
‘Replay Theater” option in the Title Menu or "Load Replay” from the Photo
Mode Menu, and take your pictures while watching the replay. For more
information, see page 26.

ABOUT BEST SHOT PHOTO OPTION

Choose "BEST SHOT PHOTO" from the Race Menu, or choose "BEST SHOT
PHOTO" from the "Replay Theater” option on the Title Menu or from

“Load Replay” on the Photo Mode Menu, and photos will automatically be
taken before the race replay. From the photos taken, you can choose which
ones you want to save to your Photo Album.




PHOTO ALBUM SCREEN

Using the Photo Album, you can view and manage the film and photo data
saved on the memory card (BMB) (for PlayStation“2) that is in the MEMORY
CARD slot you have currently selected. If you want to change the MEMORY
CARD slot that you are using, you can do so via the Options Menu and then
select "Album Data Commands.” These are the items in the Photo Album
Screen shown above.

@ Folder, see page 21.
€ Thumbnall
€ Fim Data/Photo Data Information
@ Album Data Command
Develop: Convert the film data you are currently viewing to
photo data.
View: View selected photo data or slide shows.
Print: Print all photo data in the print list see page. 21.
Add to Slide Show: Add selected photo data (can be multiple])
to slide show, see page 21.
Add to Print List: Add selected photo data (can be multiple) to
print list, see page 21.
Save to USB flash drive: Save selected photo data (can be multiple)
to USB flash drive, see page 31.
Delete: Delete selected data (can be multiple) from Memory Card
slide show list, or print list.
Edit Comment: Edit comment related to currently selected data
© Option: Change settings related to film and photo data.

O Exit.




FOLDER

On the left side of the Photo Album Screen, the following folders will be dis-

played. When you choose a folder, you can edit data from the folder you have
chosen on the right side of the screen.

Scene Film: Manage film data saved from picture taking sessions.
Phote: Manage photo data created from film data.

Slide Show: Manage slide shows that allow you to view multiple
pictures in a row. For more information, see below.

Print: Manage pictures assigned to the current print list.
For more information, see below.

SLIDE SHOW LIST

The Slide Show List is an ordered list that lets you view multiple photos in

a row. WWhen you select photo data and add it to your Slide Show List, a
duplicate of the photo data, called an "Alias”, will be added to the slide show
list. Select each Alias to move it so you can choose the viewing order of
your pictures.

All of the images on the Slide Show List are duplicates, so even if you delete
them from the Slide Show List, they won't be deleted from your memory card
(BMB) (for PlayStation“2]. When you want to delete photo data, delete it
from the "Photo” folder. Photo data that has been deleted from the memory
card will also automatically be deleted from your slide shows.

PRINT LIST

The Print List is a list of photos to be printed from the “Tourist Trophy” color
printer installed to your PlayStation”2 console. Like the Slide Show List, the
Print List is made up of photo data duplicates called “Aliases” that you can
manage. For more about Aliases, see the "Slide Show List" information above.

Nete: Print Lists cannot be saved to @ memory card .




PRINTING PHOTOS

To print your photos, first, choose the “Photo” folder, and add the photos you
want to print to the Print List. If you want to delete photos from the Print
List, you can do so from the "Print” folder:

Next, choose the "Print" folder, and select "PRINT" from the Album Data
Commands to display your printer settings. Choose the type of paper youre
printing on, the print quality, whether or not you want a border, and the num-
ber of copies, and all of the photos on the Print List will be printed.

PHOTO RIDE

PHOTO RIDE GAME FLOW
When taking a Photo Ride, follow the instructions below to take pictures.

€ Race
Select "PHOTO RIDE" from the Photo Mode Menu, and you will run a

race for the purpose of taking pictures. When the ride is over, press B

€ Watch the Replay
Select “REPLAY" from the race menu to view the replay. WWhen you see
a place you want to take a picture, press /™ tg go to the Capture
Screen. For more controls during the Replay Screen, please see page 23.

€) Save your pictures
On the Capture Screen, select your camera and angle and press &3 to
save your picture to the Memory Card (BMB) (for PlayStation“2). The
pictures you have saved can then be managed in the Photo Album.




CONTROLS

Change Camera directional buttons 4 /4
Adjust Camera Angle left analog stick

Zoom Camera In/Out right analog stick 4 /§

Tilt Camera right analog stick /s
Exposure Correction + directional pad 4 /4
Contrast + directional pad 4 /$
Aperture + directional pad 4 /§
Shutter Speed + directional pad 4 /§

Toggle Long/Wide alignment
Shutter Button

Change Color Filter

Select Focus

Return to Normal display

7 s Ir Lo
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PICTURE TAKING TIPS
OUn the Capture Screen, there are a host of customizable settings for the
camera. Some basic information for how to take pictures are below.

FRAMING
Choose the field of view In your picture using the camera'’s location, length.,
width, and zoom functions.

EXPOSURE
Exposure represents the amount of light that reaches your film, which
Influences the brightness of the picture. When taking pictures, increasing
the aperture will increase the light, and slowing the shutter speed will
elongate the time in which the light hits the camera. You can change your
exposure by changing exposure correction.




DEPTH OF FIELD
Depth of Field refers to the degree of the focus of objects within a certain
amount of range. When all things within range are in the same focus, it is

" referred to as "Deep Depth of Field.” When only a small range of things are
in focus, It is referred to as "Shallow Depth of Field.”

For information on how each item affects depth of field, see the chart below.

Depth of Field Shallow Deep
Distance to Target Close Far
Zoom | Distant / Wide-Angle

Aperture Open Closed
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REPLAY THEATER

In Replay Theater, you can watch and manage replays and playlists that are
saved on the memory card (BMB) (for PlayStation®2) in the MEMORY CARD
slot you are currently using. If you want to change MEMORY CARD slots, you
can do so via the Options Menu and then select "Replay Data Commands.”

.l 1
o [
1
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On the Replay Theater screen, you will see the following items.

© Folder
@ Thumbnail
© Replay Data Information
O Replay Data Command
View: View selected replay data or playlist.

Best Shot Pheto: Automatically take pictures from selected

replay data.

Add to Playlist: Add selected replay data (can be multiple) to playlist.
Delete: Delete selected replay data (can be multiple) from memory

card or playlist.
Change Comment: Change comment on current. replay
Export to USB flash drive: Save current replay data to L

ata.
oB flash drive.

Load from USB flash drive: Load replay data from USB f
Change Replay Order: Change playlist between Straight
Replay/Shuffle Replay)

@ Options: Change settings related to replay data.

0O Exit.

ash drive.



FOLDER

On the left side of the Replay Theater Screen, the following folders will be

displayed. When you choose a folder, you can control replays in the selected
' folder on the right side of the screen.

Demo: Control demo replays saved on the Tourist Trophy disc.
. Replay: Control replay data saved by the player.

Playlist: Control playlists that allow you to view multiple replays in succession.
[see below]

VIEW REPLAY

The controls for viewing replays are described below. Press ™ during the
replay to enter the Capture Screen and take pictures.

Change Focus directional pad 4 , §
Fast Forward ® (press down)
Capture Screen -

Interrupt Replay/Pause »

ABOUT PLAYLISTS

Playlists allow you to create an ordered list in which you can view multiple
replays in succession. If you have a playlist saved on the memory card (BMB)
(for PlaysStation”2) in MEMORY CARD slot 1, it will be played in the Title
Menu.

When you select replay data to be added to your playlist, a duplicate known
as an "Alias” will be added to the playlist. You can select each "Alias” to move
it and change your replay order. All of the replays on your playlist will be
duplicates, so even if you delete it from your playlist, the replay data saved
on your memory card will not be deleted. When you want to delete replay
data, select the "Replay” folder and delete it from there. Replay data deleted
from your memory card will automatically be deleted from your playlists.




ADDITIONAL MENUS

TYPES OF REPLAY DATA
There are two types of replay data, listed below.

FULL (FULL LAP REPLAY)

This is replay data that has the entire race, Time Attack, or License
Challenge saved from beginning to end. If these exceed a certain length, the
entire race will not be saved.

BEST (BEST RUN REPLAY)
This is replay data that saves only the Best Run on your race or
Time Attack.

OPTIONS

Adjust the various game settings. The Options Menu can be accessed from
the Title Menu.

GAME SETTINGS
Race: Alter settings for standard transmission types and information
displayed during the race.

Replay: Alter settings for replay viewing style and replay data.
Screen: Change screen size, alignment, and video output type.
Settings: Alter settings for screen brightness and contrast.

Sound: Alter settings for music tracks, sound effect volume, and
sound output type.

ARCADE

Change rules for Arcade Mode.

Number of Laps: Number of laps in the race.

Tire Damage: Tire wear. '
Penalty: Set penalty type triggered when colliding with walls and other bikes.

Time Limit: Time Limit.
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2-PLAYER BATTLE
Change rules for Arcade Mode 2-player battle.
Number of Laps: Number of laps in the race.
. Tire Damage: Tire weanr.
Handicap: Adjust starting location.
Slow Bike Boost: Power boost given to bikes that have fallen behind.

. CONTROLLER
Choose Control Mode type and toggle vibration function on the
DUALSHOCK 2 analog controller ON/OFF. If you set control mode to
"Pro Mode,"” you will have perfect manual control over upper body
controls (sit up/lay down), and be able to use the rear and front brakes inde-
pendently. For more information, see page 6.

KEY CONFIG
Change various control types for 1P and 2P races.

PHOTO MODE
Change shutter sound and save settings when taking pictures, slide show
replay effects, and points of reference for film data and photo data.

OTHER
Change settings for the opening movie and Autosave.

OPENING MOVIE REPLAY
The opening movie that plays at startup.

AUTO DEMO START TIME (SECONDS)
The number of seconds before the auto demo appears from the title menu.

OPENING MOVIE INTERVAL
The interval between replays of the opening movie.

AUTOSAVE
Autosave settings. For more information, see page 30

INDIVIDUAL
Change Individual settings regarding display of distance, horsepower,
and torque.

Fountc Touly AN
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ABOUT AUTOSAVE

During the game, your game data will automatically be saved to the memory
card (BMB) (for PlayStation®2) in MEMORY CARD slot 1 every time your
game progress reaches a certain point. Please do not remove the memory
card in MEMORY CARD slot 1 that you are using to Autosave while the game
IS IN progress.

Note: You can change the timing for the Autosave function in the Options Menu under "Other” and then
select “Autosave, " For details about game data and other types of save data, please see below.

ABOUT AUTOLDOAD

When you choose Tourist Trophy Mode from the Title Menu at startup, saved
game data will automatically load from the memory card inserted into MEM-
ORY CARD slot 1. In order to continue your saved game from Tourist Trophy

Mode, make sure you have a memory card with game data saved inserted into
MEMORY CARD slot. 1.

TYPES OF SAVE DATA

The kinds of data that can be saved onto a memory card in “Tourist Trophy”
and the amount of space they require are described below. Game Data will
only be read from the memory card inserted into MEMORY CARD slot 1.
How you view data that is not game data depends on your option settings.

GAME DATA: 1500KB+

This save data contains your progress in Tourist Trophy and other
option settings.

REPLAY DATA: 20-200KB MAX

Save data that contains progress from a single race. The amount
of save space it takes up depends on the contents of the replay.

PLAYLISTS: 28KB+
Save data containing multiple replays to be viewed in succession.
Only one playlist data can be saved on a single memory card.

FILM DATA: 20-B0KB MAX
Save Data containing saved pictures you have taken. The size of the
save data depends on the conditions under which the picture was taken.

PHOTO DATA: 50-500KB MAX
Save data of pictures created from film data. Amount of space
taken by this data depends on the contents of the photograph.

SLIDESHOW LIST: 27KB+

Save data for series of multiple pictures that you can view in succession.
Only one slideshow data can be saved on a single memory card.




“TOURIST TROPHY” COLOR PRINTER
Using the “Tourist Trophy” color printer, you can print out pictures in your photo
album in Tourist Trophy Photo Mode. For more information, see page 22.

Before you print out your pictures, please read the instructions for your
“Tourist Trophy” color printer, and read the following points of caution.

* Plug only one "Tourist Trophy” Color Printer directly into either USB slot.
A USB Hub cannot be used.

¢ Before printing your photos, make sure your “Tourist Trophy” color printer
Is turned on, and the ink and printer paper have been properly set.

¢ Printed images cannot be used for commercial purposes (commercially
sold, distributed, broadcast, posted to homepages or the internet) without
the consent of Sony Computer Entertainment.

TOURIST TROPHY USB FLASH DRIVE

Using the “Tourist Trophy™ USB flash drive, you can save the pictures you took in
photo mode and replay data to USB flash drive. For maore information, see below.

Before using the USB flash drive, please read the instructions and the
following points of caution.

¢ Plug only one “Tourist Trophy" USB flash drive directly into either USB slot.
A USB Hub cannot be used.

¢ Pictures saved to USB flash drive cannot be viewed in Tourist Trophy.
Please use the correct hardware that will read images in the saved format.

+ Replay data saved to USB flash drive can be viewed as normal replay data
after it has been imported from the Replay Theater. Fore more information,
see page £6.

¢ Pictures saved to USB flash drive are saved as images in JPEG format
(RGB). Images saved this way cannot be read in all circumstances.

¢ The pixel count for pictures saved in USB flash drive is 1280 x 960.
Number of pixels on each side may vary depending on the length/width set-
tings of your screen at the time you took your pictures.

¢ Pictures and replay data saved to USB flash drive cannot be used for
commercial purposes [commercially sold, distributed, broadcast, posted
to homepages or the internet) without the consent of Sony Computer
Entertainment.
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| Against Speed
Artist Sun Paulo

Who | Am
Artist Sun Paulo

Discommunication
Artist Sun Paulo

Forest
Artist Sun Paulo

The Chase is Beter
Than the Race

Artist BIO-TONIC
Written & Produced
by Jerome Lecoq,
Julien Lecoqg & Julien
grizard

Rock & Tonic

Artist Bio-Tonic
Written & Produced
by Jerome Lecoq,
Julien Lecog & Julien
Brizard

Fiber Optics

Artist Buadra
Written & produced
by Ido Liran

Wind Jammer

Artist Wrecked
Machines

Written & Produced
by Gabriel
Serrasqueiro

Clover Crown

Artist Rosso

Lyrics Yusuke Chiba
Music Rosso
Arrange Rosso &
Shinichi Osawa
(Mondo Grosso)
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Senior Producer
Barbara House

Technical Director
Jon Steele

Translation &
Localization
Y'S LLC
Kazumi Imasaki
Nao Higo

Script Editor
Carey Russ

Music Director
Chuck Doud
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Alex Hackford

Music Editing &
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Product Development,
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Director
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Terry Stern
Jonathan York
Mark Han
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Senior Product
Marketing Manager
Stephanie Yoshimoto

Associate Product
Marketing Manager
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Director, Product
and Online Marketing
Susan Noura

Senior Director,
Promotions and
Sports Product
Marketing

Sharon Shapiro

Promotions
Andrew Adams
Janeen Anderson
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Ami Brown
Kacey Denton
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Senior Director,
Communications and
Brand Development
Molly Smith

Public Relations
Alex Armour
Hyan Bowling
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Scott Goryl
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and Direct Marketing
Steve Williams

Senior Creative

Services Manager
Quinn Pham

Creative Services
Specialist
Steve Ervin
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Manual Design
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Manual Translation
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Legal and
Business Affairs
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Marla Dressen
Shelly Gayner
Susan 0'Driscoll
Suzanne Williams

Special Thanks
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Management team
including:

Kaz Hiral

Jack Tretton

Riley Russell

Jim Bass

Glenn Nash

Frank O'Malley
Steve Ross

Shuhei Yoshida

MANUFACTURER
& BRAND CREDITS

Honda and Honda
matorbikes names,
emblems and body
design are trade-
marks and/or intellec-
tual property rights
and are used with kind
permission from

Honda Motor Co., Ltd.

©2001-2005 Buell.
All rights reserved.

YAMAHA motorbikes
names, emblems and
body design are
trademarks and/or
intellectual property
rights and are used
with kind permission
from YAMAHA
MOTOR CO., LTD.

Suzuki and Suzuki
motorbikes names,
emblems and body
design are trade-
marks and / or other
intellectual property
rights and are used
with kind permission
from Suzuki Motor
Corporation.




The BMW
Trademarks are
owned by BMW
AG and are used
under license.

Kawasaki and
Kawasaki motorbikes
names, emblems and
body designs are
trademarks and/or
intellectual property
rights and are used
with kind permission
from Kawasaki
Motors Corporation
JAPAN.

YOSHIMURA and
YOSHIMURA maotor-
bikes names,
emblems and body
design are trade-
marks and/or intel-
lectual property
rights and are used
with kind permission
from YOSHIMURA
JAPAN Co., Ltd.

MORIWAKI logos and
images such as
MORIWAKI motor-
bikes' names,
emblems and body-
designs used in this
software are trade-
marks and/or intel-
lectual properties
and reserved rights
of Moriwaki
Engineering Co.,
Ltd., which are used
under kind permis-
sion of the company.

Piaggio S.p.A. is the
owner of the trade-
marks Aprilia, RSV
1000R, Atlantic and
RS125 and licenses
these trademarks to
sSony Computer
Entertainment Inc.

Official Product
under license of
Ducati Motor Holding
S.pA

MV AGUSTA and
CAGIVA motorbikes
are used with kind
permission from MV

AGUSTA S.p.A

TRIUMPH® mator-
bikes are used with
kind permission from
TRIUMPH MOTOR-
CYCLES LIMITED,
UK.

ARAI helmets are
used with kind per-
mission from Arai
Helmet, Ltd.

SHOEI helmets are
used with kind per-
mission from SHOE!
Co., LTD.

© Tearn Simpson
Racing, Inc. — All
rights reserved

Bell Sports, Inc.

RS TAICHI is a trade-
mark and i1s used

with permission from
RS-TAICHI INC.

KUSHITANI is a
trademark and is
used with permission
from KUSHITANI

CO., LTD

Lewis Leathers
Jackets are used
with kind permission
from Lewis Leathers
LMITED.

Dainese is a
registered trade
mark of Dainese
S.p.A.

XPD is a registerd
trademark of Spidi
Sport srl, Italy

Copyright © 1997-
2005 Vanson
Leathers, Inc. All
rghts reserved

AGIP is a registered
trademark of Eni
S.p.A. , a company
with registered office
in Piazzale Enrico
Mattei 1, 00144
Rome, ltaly

AUTOBACS is @
trademark and is
used with permission
from AUTOBACS
SEVEN CO., LTD.

BBS is a trademark
and 1s used with per-
mission from BBS-
Kraftfahrzeugtechnik
AG.

Brembo is a regis-
tered trademark of
Brembo S.p A

BOSCH and Symbol
are registered
trademarks of
Robert Bosch
GmbH, Germany.

The HELIOS is a
trademark and Is
used with permission
from BP p.l.c.

BRIDGESTONE and
POTENZA are
trademarks and are
used with permission
from Bridgestone
Corporation.

CASTROL and the
CASTROL logo are
trademarks of
Castrol Limited
used under Licence

"COCA-COLA",
"COKE", the
"Dynamic Ribbon
Device’, the "Design
of the Contour
Bottle" and "Enjoy"
are trademarks
owned by and pro-
duced under the
authority of The
Coca-Cola Company.

DENSO is a trade-
mark and is used
with permission
from DENSO
CORPORATION,

D.1.D is a trademark
and is used with per-
mission from DAIDOD
KOGYO CO., LTD.

DUNLOP and
FALKEN are trade-
marks and are used
with permission from
Sumitomo Rubber
Industries, Ltd.
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Jourise Trophy, - *



I ——

=y TR

Copyright Holley

Performance
Products, Inc.

ENEOS is a trade-
mark and i1s used
with permission from
Nippon Oil
Corporation.

The FIRESTONE and
FIRESTONE RACING
trademarks are
trademarks of
Bridgestone
/Firestone Research,
Inc. and are

used herein with
permission.

KEIHIN is a trade-
mark and 1s used
with permission
from KEIHIN
CORPORATION.,

@2005 Mac Tools

Magneti Marelli is a
trademark and 1s
used with permission
from Magneti Marelli
Holding SpA

MIKLINI is a
trademark and i1s
used with permission

from MIKUNI CORP,

MOTUL is a
trademark and IS
used with permission

from MOTUL.

NISSIN is a
trademark and is
used with permission
from Nissin Kogyo

CO., Ltd

NGK is a trademark
and is used with
permission from
NGK SPARK PLUG
CO., LTD.

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

Sony Computer
Entertainment.

©2006 All trade-
marks are owned by
Red Line Synthetic
Corporation. All
rights reserved,

RK EXCEL is a trade-
mark and is used
with permission from
HK Excel Co., Ltd.

SEIKO name and logo
are trademarks
and/or other intellec-
tual properties of
Seiko Corporation
and used under
license Lo

Sony Computer
Entertainment. The
timing data used In
the game is generat-
ed by Sony Computer
Entertanment using
its own method

and not by Seiko
Corporatian.

TEIN is a trademark
and is used with

permission from
TEIN, INC.

Total and Elf are reg-
istered trademarks
used with the
permission from

the Group Total.

TOYO TIRES is a
trademark and is
used with permission
from Toyo Tire &
Rubber Co., Ltd.

YOKOHAMA and
ADVAN are
trademarks and are
used with permission
from Yokohama
Rubber Co., Ltd.

Fuji Speedway is a
trademark and is
used with
permission from
Fuji International
Speedway Company
Limited.

Infineon Raceway,
a subsidiary of
Speedway
Motorsports,

a NYSE Company

Mazda Raceway
Laguna Seca’s name,
logo, image and like-
ness are trademarks
and tradedress of
the Sports Car
Racing Association
of the Monterey
Peninsula and are
used under license

to Sony Computer
Entertainment.

Suzuka Circuit is &
trademark and Is
used with permission
from Suzuka
Circuitland.

Tsukuba Circuit is a
trademark and i1s
used with permission
from Japan Auto
Sports Center.

©2003-2005
Freddie Spencer.
All Rights Reserved.

This software con-
tains code derived
from the RSA Data
Security Inc. MOS
Message-Digest
Algorithm,

© 2005 Mac Tools

Pennzoil® and Quaker
State” are regis-
tered trademarks of
SOPUS Products.

Copyright © 1997-
2008 Vanson
Leathers, Inc. All
rights reserved.




W,
The spirit of Tourist Trophy captured by
Epson photo printers.

EPSON

EXCEED YOUR VISION

As simple as 1, 2, 3!

Photo Mode printing steps:

Step: 1 Connect PlayStation®2 to the Epson printer by
USB cable.

Step: 2 Capture your favorite scenes using Photo Mode.

Step: 3 Start printing after completing the settings,
e.g. borderless, number of copies

PictureMate® Epson Stylus® Epson Stylus
by Epson Photo R340 Photo R1800

For more info go to www.epson.com/touristtrophy
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YDLJ,'VE_ (ot the Game,
C NOW GET THE GUIDE!

PRIMA'S OFFICIAL GAME GUIDE

+ Detailed maps of every
track including course
descriptions

PRINA GAME
OFFICIAL -
EROM THE MAKERS OF GRAN TURIS

thﬂ' Trophy.

I AL FRONG BMALATOR + Specs for over 100
licensed sportbikes

+ Win every license

+ Complete unlock
information for bikes
and gear

+ Choose the best bike
for every event

) -

I) "Brimagames.com?®
F

g Prima Games logo s a l'F‘.'f_! xd trademark of F I ) I-"r:-u.-.a-:-_ Inc '->|,-.... 3T
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Tounst Trophy The Real Riding Simulator is a trademark of Sony Computer Entertainment Inc.@ 2006 Sony Computer Entertainment Inc. All
manutacturers, motorbikes, names, brands and associated imagery featurad in this game are trademarks and/or copyrighted matenals of then
respective owners. All rights reserved. Any depiction or recreation of real world locations, entities, busingsses, or organizations s not intend
ed 1o be or imply any sponsorship ar endorsement of this game by such party or parties
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Sony Computer Entertainment America (SCEA) warrants to the original purchaser of
this SCEA product that this software is free from defects in material and workman-
ship for a period of ninety (90) days from the original date of purchase. SCEA agrees
for a period of ninety (90) days to either repair or replace, at its option, the SCEA
oroduct. You must call 1-800-345-7669 to receive instructions to obtain repair /
replacement Services.

This warranty shall not be applicable and shall be void if the defect in the SCEA product
has arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY
IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE SCEA. ANY IMPLIED
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO
THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL SCEA BE
LIABLE FOR INCIDENTAL OR CONSEBUENTIAL DAMAGES RESULTING FROM POSSES-
SION, USE OR MALFUNCTION OF THE SCEA SOFTWARE PRODUCT

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

PlayStation.c

GREATEST HITS

GRAN TURISMO 4

THE REAL DRIVING BIMULATORA

W e e

¢
“GT4 IS THE BEST DRIVING SIM EVER, BAR NONE.”

Official U.S. PlayStation Magazine

EVERYONE

—
- | B
ESRB CONTENT RATING ~ www.esrb.org rfr%/ﬁj PlElYS[a[IOI'IeE .

2005 Homy Compiler Emestammen] ing, AN mamotactbrirs, Care. namos Drands and Fser s Iratdem
All rights reserved Ay depichon o secredBon of real word ocafions, sntitles. butsnegees o I|:I Aty ':'-l '-T I L | lif i1 IJ Tl |'..'.
o parhes. “PlayStatan’, e P Family g and PO oge® ae regrtered bindamarks aod Gon T.:-r.r ¢ byt T :.-ul, npufor Enpe ! inc. The -Zr Vower Lite is 2t J tagerm ‘
of Searsy Conmpadie Epbprtasanil -'l|| 3 |l




