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STARTING THE GAME

To play MotorHead on your PlayStation™

1 Set up your PlayStation in accordance with the instruction manual supplied
with the Console.

2 Open the Disc cover and place the Disc into the Console, ensuring the
printed side faces upwards.

3. Close the Disc cover, then press the POWER button to load and play the
game.

Warning: It is advisable that you do not insert or remove Memory cards, or other
peripherals once the power is turned on. A Controller must always be inserted into
Controller port 1 in the Console while playing the game. Make sure there are enough
free blocks on your Memory card before commencing play. Three free Memory card
blocks are required to save the game data successfully. MotorHead only uses Memory
card slot 1 in the Console.
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CONTROLLERS

The game can be played using a Controller plugged into Controller port 1 of the
PlayStation. Alternative control devices can be used, including the Analog Controller
and namco® neGcon™. Ensure that your control device is connected to the Console
and operating correctly. Refer to the manual supplied with the device for further
details. You can use the additional controls provided by these devices, to operate the
steering and throttle of your car, during the races.

Warning: It is advisable that you do not insert or remove any peripherals once the
power is turned on. A Controller must always be inserted into Controller port 1 in the
Console while playing the game.

THE GAME MENUS

The game menus allow you to access
different options and settings,
including the type of race and game
preferences. Before you start to play,
read the rest of this manual and learn
how to set up the game options. Y

To highlight an option, use the )
4=1=> } Directional button. To select ~ *
the highlighted option, press the €3
button. To exit the current menu, press
the @ button.

The Main Menu presents you with the options for accessing further game menus. You
can return to this screen from in the game (not the menus), by pressing and holding

the ™ and . buttons. e
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Quick Race
The Quick Race option willstart a race, using the
previous race settings. The current settings for the
Quick Race are displayed at the bottom of the

Single Race
The Singe Race opion alows you o competsn 2 ace,using anyof the avaliable

cars and tracks. The Track Selection and the Car Selection screens will be pre:
iy Yo 1o defin the ptions fo s race. Refr 0 1 AdGional Garme g
section later n the manual for further details.

League Race
Becoming the Transatlanic Speed League
Ghampion i the primary goal of MotorHead. By

Lengue Face memu wil present you wihthe
following options:




Continue League

Highlighting and selecting this option will allow you to continue with the next race, in
the current league. Before each race of the league, you will be able to select a car
from the Car Selection screen. Refer to the Additional Game Menus section later in
the manual for further details. All of the competing drivers will race for the highest
possible finishing position and the valuable race points. Points are awarded to each
driver based upon their finishing position:

1st 12 Points
2nd 10 Points
3rd 8 Points
4th 6 Points
5th 4 Points
6th 3 Points
7th 2 Points
8th 1 Point

The entire league consists of three divisions. When you first start a new league, you
will be entered into Division-3. From here you can earn promotion through Division-2
and up to Division-1. When competing against three other drivers, you must complete
all of the races and finish first in the league table, to win a division and earn a
promotion. If you are competing against seven opponents, then you must finish either
first or second in the league table. This will give you the chance to win the TSL
Championship title and earn some special bonuses! Be careful though, finishing at
the bottom of the league table, will force you to be
relegated and you may have to re-qualify in order
to continue.

Each division of the championship contains a set

of races, featuring specific tracks and cars. As you
progress through the divisions, the tracks and your
opponents will become more demanding.
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View Stats
This option will present you with the League Table for the currently selected
competition.

Load/Save League

The Load/Save League menu will present you with

the options for loading and saving game data using

a Memory card. This allows you to store and recall

your league. If you do not save your data to a

Memory card, it will be lost once the PlayStation is

turned off or reset. To operate this menu, use the

f ‘ Directional button to highlight the different

options, then press the €3 button to select. If you

wish to cancel an action or exit the current menu
screen, press the @ button.

Load League The Load option will allow you to reload your previously saved
league competition. Once you have highlighted and selected
this option, you will need to select a MotorHead game from the
game list. Loading data from the Memory card will over-write
any settings and changes that have been made during this
session. Remember to use the Save option if you wish to keep
these.

Save League When you highlight and select this option, you will be asked to
choose a save position on the Memory card where this game
data is to be stored. You can either save the game into the next
free position in the game list, or highlight and select a previously
saved MotorHead game to over-write. You will then be
presented with a series of letters and numbers. Highlight and
select the different letters and numbers to enter a name for this
game. If you make a mlzak BACK to delete a letter

or number. Once you haye entered the name correctly, highlight
The Save option will only be available
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and select OK to confir
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remove the Memory card once the
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(2) TWO PLAYERS

Highlighting and selecting this option will start
the game for two human players. Player One will
operate almost all of the menu screens. Player
Two will be able to select their car and type of
transmission (refer to the Car Selection screen,
later in the manual for further details). Once you
have started a race, the screen area will split
horizontally into two halves. Player One’s car is
displayed in the top half of the screen, while Player
Two’s car is displayed in the lower half. A Controller must be connected to Controller
port 2, otherwise the Two Players option will be unavailable from the Main Menu.
There are two different race modes available:

Head 2 Head ~/
This is a simple head-to-head race around one of the available tracks. The first player
across the finish line will be the winner!

Time Difference
This race mode is similar to the Head 2 Head, but a time limit is added. As the first

car crosses a checkpoint, a countdown will start. The player in second place must
cross the same checkpoint before the countdown has finished, otherwise they will be
disqualified and the race will be over. As every lap is completed by th ‘
the countdown will be reduced by one second, gradually makin
tighter. e.g. After completing two laps of a race, a five secop
reduced to only three seconds! When there is only one p
declared the winner and the race will finish.

maximum
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(4) OPTIONS

This menu allows you to access several further
menus for adjusting and setting different game
options. Highlight the option you wish to adjust
using the f ‘ Directional button, then press the
4= =) Directional button to toggle through the
settings. An arrow pointing to the right indicates
that a further menu is available. This can be
accessed by pressing the &3 button. Pressing the
@ button will exit the current menu screen.

Difficulty

The Difficulty option will change the overall difficulty level of the game. Highlight and
select this option to toggle through the available settings. This will not affect the
League game.

Opponents

This will change the number of CPU opponents featured within the races. This can be
set to either three or seven. The Opponents option will not affect a currently running
League game.

Code

If you do not have a Memory card to save your
league position, then you will be presented with a
code. The Code option allows you to re-enter the
code at a later date, which will unlock the cars and
tracks that you had previously qualified for, in the
league. As you highlight and select the Code
option, you will be presented with a series 98 S

letters and numbers. nghlmaﬁw t the
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- you are using a namco® neGeon™, there
—  optons orcabeating the device “The mm control can be calbrated in two
ways o lovel which il change sccordng
™. Alternatively, it is possible to

sensitivity of the accelerator. The Max Brake option can be adjusted by pressing et
button, which wil change the sensitivity of the brake control.

Setup - Sound

‘The Sound menu presents you with sever

options relating to the sound setings in g
‘The Sound FX and Music volume levels are
indicated by two dials. As you highlight and adjust

tracks, then press the & button to test the music.



Setup - Detail

The Detail menu presents you with a list of
miscellaneous options for the game. This includes
race options and the amount of information that is
displayed during the game.

(5) CREDITS

Highlighting and selecting this option will present
you with details of the team that brought you this
game.

ADDITIONAL GAME MENUS

Throughout the game, various menus will be presented allowing you to define certain
options.

Car Selection
The Car Selection menu allows you to select a car
to drive in the race. Press the 4= = Directional
button to toggle through the available cars, then |
press the €3 button to select. The cars available J
will be limited to those which have been awarded |
to you in the Transatlantic Speed League. Once s.
you have chosen a car, you can decide whether it i
is to have Automatic or Manual transmission. Use
the 4= = Directional button to toggle between the
settings, then press the €9 button to select.
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RACE TIMI
The ciecv of acing e 0 comple e s umber of aps i th fesest

pusahie
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have in the league table, the further back you will start i the next race. By placing the

Dette crvers furthr back on the grid tha compatiion is made more oven. The very
best drivers wil find themselves having to work much harder and deal with more
traffic, just to win the race points.



Speed, Current Gear, Engine Rev Counter
Total Race Time, Current Lap Time, Best Lap Time
Lap Number
Current Race Position
Track Map

e =

While driving, you will be presented with details about the caj
performance within the race. These items can be limited or t

the Setup - Detail menu. Refer to the Setup - Detail section
details.

r current ‘
entirely within
the manual for
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Toggle Cameras.

= button Pause
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DRIVING TECHNIQUE

The TSL Championship brings together the different disciplines of the exhilarating
speedways and the tight city circuits. This kind of racing requires a careful balance of
skill and intelligence, but devious and down-right dangerous tactics can also be
useful.

Before you can even consider racing, you must learn how to handle your car,
especially when pushed to an extreme. Find out exactly what happens when it starts
to slip out of your control, then learn how to bring it back together. As you begin to
understand how your car ‘feels’, you can start to build up knowledge of the tracks.
Learn the corners, how one bend drifts into another, where the best over-taking
positions are located, and how to approach that gut-wrenching hairpin. As you learn
each track, you can work out the best “racing line”. This is the shortest and fastest
possible route through the course. Keeping your speed up and cutting corners as
tight as possible is crucial.

(a) Start as wide as possible on the
corner,

(b) Brake gently into the tightest point of
the corner,

(c) As you pass through the other side of
the corner, accelerate and sweep
outwards.

A

The harder you push the car into the corners, the more likely you will start s

sliding. Controlling this sliding motion will help avoid dangerous and time co

sﬂuatlons This can also be used to your advantage when-2€go he shc

traction and slide is th y to
down too drasticall ot enou
unscheduled stop!,



your opponents in order to
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will then be presented, where you can check out your competitors and their race
times. All of the race points will be awarded and, should you be in a league
‘competition, the updated league table will be presented.

IN-GAME OPTIONS
The In-Game Options menu can be accessed by
pressing the M, button. Press the £ 4 Directional
button to highiight an option, then press the @ button
to select, or the 4= = Directional button to toggle.
through the settings.

Highlighting and selecting the Continue Race option
will exit out of the In-Game Options and continue with
the race. The Restart Race option will stop the currer

race and restart everyone on the grid. This option is disabled during league races.

The Sound X and CD Musk vourns can b acusted witin he game. As you
highiight and adjust the volumes, the percontage levels wil also change accordingly.
o i 0 i he race anc ot 1o th ront-ne manus, WGhIGH nd 500t tho
Abort Race opti



CREDITS

Digital llusions CE AB
3D Engine Programming
Bo-Staffan Lankinen

2D Engine and Special Effects
Programming

Thomas Andersson

Car Physics Programming
Mattias Gruvman

Game Logic and World Collision
Programming

Daniel Hansen

Al Programming

Andreas Axelsson

Mattias Gruvman

Sound System Programming
Andreas Axelsson

Main Programming

Andreas Axelsson

Daniel Hansen

Mattias Gruvman

Car Design and Modelling
Patrik Bergdahl

Markus Nystrom

Joakim Wejdemar

Texture Art

Per Anders Gustafsson

Kenny Magnusson

Markus Nystrom

Joakim Wejdemar

Rendered Sequences
Andreas Hansevi

Jens Oras

Menu Design and Graphics
Markus Nystrom

Music and Sound Effects
Olof Gustafsson

Project Manager

Mikael Rudberg

Executive Producer
Fredrik Liliegren

Gremlin Interactive Ltd.

Track Design and
Patrik Bergdahl
Markus Nystrém
Joakim Wejdemar
Per Anders Gustafsson
Kenny Magnusson
Nicholas Nolby

Jens Oras

Mark Glossop
Assistant Producer
Steve Banks

Gremlin Intro.
Damon Godley

Kevin Saville
Localisation

Sarah Bennett

Manual & Packaging
Martin Calpin

Richard Cartwright
Chantal Beaumont
Technical Support
Nick Oxley

Pat Armstrong

Matt Wilson

Software Manager
Tim Heaton

Creative Manager
Patrick Phelan

QA Manager

Carl Cavers

Test Supervisor

Jon Watson

Test Support

James McCarthy

Lead Tester

Lee Campbell

Testers

Stephen (Woody) Woodward
lan Sanderson (SKNN)
Andrew Home

Eric Booker

Matt (Hardcore) Tuckett






