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Introduction

Grand Prix Legends is the most realistic automobile simulator outside of the major
automakers’ labs. (It is probably more realistic than what is inside many of them.)
Unfortunately, you will not be feeling the forces that are acting on your virtual car. It
is unfortunate because those forces give your brain many cues that make controlling a
race car easier-you can more easily tell how much the car is sliding, or how heavily you
are braking and accelerating. Fortunately, you will not be feeling the forces that are
acting on your virtual car. It is fortunate because the first time you take one of these
cars out on the track, you will spin and crash-and those forces could kill you.

You will spin and crash because everyone who tries the simulation spins and crashes
the first time out. And the second time out. And the third. People who have raced real
cars spin and crash in the simulator-mainly because they aren’t feeling the forces they
are used to feeling while driving. Everyone else spins and crashes for that same reason,
and for one additional reason: driving a race car at high speed isn’t easy. Don’t despair,
however. Like anything in life which requires skill, it takes some time to learn the
basics. Once learned, though, applying your skill can be tremendously rewarding. If
you take the time to learn the skills required to drive a virtual race car, you will find
Grand Prix Legends to be one of the most exciting and rewarding activities available on
a computer. You will also learn a great deal about driving a real race car.

I have tried to come up with some tips that will shorten the learning curve, and get
you up to speed with as little frustration as possible. Look these over, and come back
to them from time to time. You should find that if you do these few things, you will be
able to lap consistently after some practice. Going really fast is something to pursue
only after you are comfortable in the car.

1) Don’t go too fast. Even the slowest car in the game-the novice training car-is
considerably faster than most road cars. You can get up to prodigious speeds in a very
short period of time. At most of the corners on all the circuits, you will need to begin
slowing even before you can clearly see the corner. [If your computer is capable of
drawing the groove (rubber laid down by other cars on the track), you will get a visual
indication of the ultimate braking point-the groove gets visibly darker on approaching
a corner that requires braking. You will probably want to start braking considerably
earlier than that when you start out. Another thing: it’s a very good idea to start out in
the slower training cars. In the real world, nobody puts a beginner behind the wheel of
an extremely powerful race car. If you jump right into the GP car and start driving,
you’ll find out why.



2) Learn the circuits. There is no shortcut here. Before it is possible to go very fast
at a circuit, one must first know which way to turn, when braking is necessary, and
where to place the car on the track. There is no substitute for a lot of laps at a track.
You will pick up a lot of visual cues that help you find your way around-the groove is
helpful in showing you the right line. | find it helpful to learn the names of the corners
(even if they are just numbers)-this helps to organize information that you learn about
the different sections. Of course, there is no need to learn all the circuits at once-start
with the easier ones: Monza, Watkins Glen.

3) The throttle and brake are steering controls. In aroad car, on the street, you steer
with the steering wheel and control speed with the throttle and brake. All this changes
once the tires start approaching the limit of adhesion. At that point, the steering wheel
is no longer the primary steering control. Instead, the weight of the car on the front and
rear wheels will more directly control the car’s rotation. Applying the brake will put
more weight on the front, which will make the car want to turn more, up to a point.
Conversely, applying the throttle will put more weight on the rear, which will make the
car want to straighten up, again up to a point. An added complication: too much
throttle, or too much brake, and the opposite will happen. You can try an experiment
in a long corner (Curva Grande at Monza, for example): go through the corner fairly
fast, using about half throttle. Without moving the steering, let up on the throttle. The
car should turn more to the inside (or it might spin). To master the simulation, you must
learn to anticipate these steering effects and compensate for them with the steering
wheel. One important note: since the throttle and brake are steering controls, be very
smooth applying them. Jumping on and off the throttle and brake will give the same
results as jerking violently on the steering wheel. At racing speeds, that is not good.
Squeeze the throttle and brake gently.

4) Don’t lift off the throttle in fast corners. This follows directly from the previous
experiment. These cars are designed to be driven through corners on the power, so
when you lift they will get very nervous and twitchy-which will likely lead to a spin.

In fast corners (3rd gear or higher), slow down before the corner, then get back on the
power as or before you turn into it. Stay on the power (not necessarily full power) all
through the corner. If you still can’t make the corner, slow down more before turning.
If you are using too little throttle through the turn, the car will be hard to control-it’s
better to go in slower and use more throttle through the corner.

5) Look well ahead. Try not to focus your attention on the road just in front of the
car. Look down the track and visualize where you'd like to go in the next four to eight
seconds. You will more quickly notice when things are going wrong-when only a small
correction is required.

Each of these five tips is good advice in a real race car (although number one is



usually taken care of by a healthy dose of fear.) Driving a 1967 GP car is more difficult
than driving just about anything else, and the simulation is more difficult than driving
a real car. The above tips will help you come to terms with the *67 GP car, but getting
used to the simulation will just take time. Many people think that it feels like driving
on ice. That is an apt description; in a real car, there is so little grip on ice that the G-
forces acting on the driver are very small-which is just like the simulator. Once you get
used to the maximum grip level in the game (which is considerable, compared to a road
car), you will find that the visual and audio cues provided by the simulation will start
to make you “feel” these forces, in a way. The only thing that can’t be duplicated-yet-
is the force feeding back through the steering wheel. This is perhaps the most difficult
thing to compensate for. You will need to learn just how much steering input is required
to catch a slide-you can’t feel the grip at the front tires. We have yet to see a force-
feedback input device available for PC’ that can communicate these subtleties. Most
of them are only adequate to let you know when you have hit a wall or are driving on
the grass. You’ll have no problem figuring that out.
There’s no substitute for seat time-so strap in, and have fun!

Wbz

-David Kaemmer
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1.1 Hardware Requirements

Minimum requirements:

- Pentium 166 or better

- 32MB of RAM

- Windows-compliant video card with 2MB or more of video memory
- 2X or better CD-ROM drive

- Mouse

Recommended:

- Pentium 11-266 or better

- 64MB of RAM

- 3Dfx Voodoo 1 or Voodoo 2, or Rendition v2x00 series video card
- Joystick or steering wheel and foot pedals

- Windows-compliant sound card




1.2 Installing Grand Prix Legends

It is important to make sure all other programs are closed prior to instal-
ling Grand Prix Legends. Place the CD ROM disk in your drive. The
installation process should begin immediately. If it does not, click on the
Start button and choose Run. Type D:\Setup (substitute D: with the drive
letter of your CD ROM drive) and choose OK. The installation wizard
will now begin.

in the following folder.

. click Browse and select ancther

¥ 25 o ¢
g5 5 %

u i chooss not to install Grand Pris Legends by clicking
ancel to exit Setup.

Setup Type

Choose giaphics oplian

# Efinag
€ 3Dix Adapter
1 Rendiion Verité Adapter

S Btk Cancel

Choose the drive, directory (fol-
der) and path where GPL will
reside on your system.

Select which GPL installation
youd prefer. The Full install
requires more hard drive space
but will provide you with the
best performance. The mini-
mum install requires the least
amount of hard drive space but
may sacrifice performance.

If your system is equipped with
a 3Dfx Voodoo 1 or Voodoo 2
board, or any graphics accelera-
tor card featuring a Rendition
\erite chipset, choose it here
first. Choose ‘Software’ if you
do not own a supported graphics
accelerator board.

Upon first execution, GPL will take you to the Player Info Screen which requires a name

entry. From there, it will start the Controls Calibration process described on the next page.



1.3 Using Your Joystick/Wheel Controller

This page is aimed at getting your controller quickly configured to go
racing. For more information on controller setup, see section 2.5a in this
manual. Before you drive a GPL car for the first time, you must first
configure your joystick/wheel controller or keyboard. The game will
guide you through the calibration process. To recalibrate, choose
Options from the Main Menu, and click on the left/right arrows in the
bottom-center of the screen until you reach the Controls Menu.

At the Controls Menu, click on Calibrate Joystick(s). After calibrating,
be sure to assign actions to your controller This is done by using the Set
Controls portion of the Controls

Menu. Click on each item and
move your controller or press a key
to assign each action. Note: When
assigning a steering action, turn
your wheel/joystick to the left. Do
not turn it to the right.




1.4 Drive Now, Read Later

Grand Prix Legends is a very detailed simulation of 1967 Grand Prix
technology in action. Naturally, there is much to see, much to do and
much to learn about the famous cars
and tracks presented in GPL. But let’s
be honest- the first thing you want to do
is drive a car! Here’s how:

At the Main Menu, click on the
left/right arrows at the bottom-center of
your screen until you’ve selected
Training. Next, click on the green but-
ton in the lower right corner to accept
your choice and move forward.




Now, choose Novice Trainer
and set the Damage level to
None. Use the left/right
arrows in the bottom-center
of the screen to select Monza.
Click the green button again
in the lower- right corner to
move forward.

At the race track, you’ll see a
map in the upper-left corner
of your screen. A view of the
pit lane occupies the upper-
right part of the screen. Click
on the green button in the
lower-right corner to once
again move forward.

You should now be sitting in
the cockpit of an authentic
1967 Grand Prix car.
Accelerate slowly out of the
pit lane and merge onto the
race track. Monza has a fork
in the road just past the
grandstands. Make sure you
stay on the left side of the
road here, since the right
lane leads to a barricade.

Programma oi  gara

TER NTS: 0 i
= e — Gran Premio d-italia
| T MONMNMZ
PRACTICE LENGTH 15:00
I X \ —
- s

== 0 ). Tvme

LivE FEED

When you’ve finished driving and want to leave the track, press the
ESCape key, followed by Enter.
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2.0 Main Menu %

The Grand Prix Legends Main Menu is very simple to use. There are
five labels on the left-side of the screen. Click on any of these to open
up each item’ individual menu. For example, point and click on Player
Info to edit/review your name, car selection, nationality and other vital
info. Click the arrows in the center of the screen to choose a Race
Type (see next page).

In the lower left corner of the screen, Note: Several of the menus found in
you’ll see a red button; click on that area  FEEREECRECCUEDRIERIEEY
if d like t it th Click (OK) buttons located in the bottom
IT you IKE 10 exi € program. IC corners of the screen. Any time you see
on the green button found in the lower them, click on the red button to cancel

. an operation and exit the current
rlght corner of the screen to accept all of screen, or click on the green OK button

your selections and begin competition. to accept all choices and move on.

11



2.1 Race Selection

By clicking on either directional arrow, you can choose the type of
authentic 1967 Grand Prix action you'd like to participate in...

Crpma - DA

YA ARSI AAMADION S HIP

e A

KA TP AVED

et B

TA N I

Single Race: One race on the track of
your choice, with no championship points
awarded at the conclusion of the race.

World Championship: Race each track
according to the 1967 Grand Prix schedu-
le, accumulating points for top finishes.
The driver with the most points gained at
season’s end is crowned World
Champion.

Multiplayer: Using a modem, direct
connection or network, test your nerves
and skill against human competitors.
Gives the phrase “international competi-
tion” a new meaning!

Training: Choose a track, adjust your
car and turn some laps in order to “dial in
the chassis” or learn the proper racing
line. You’ve got the track all to yourself
for a private test session.

12



2.2 Menu Selections

From the Main Menu, click your mouse on any
one of the five labels to move to its appropriate
sub-menu. You can exit the sub-menus any time
you wish; you will be returned to the Main Menu
where you can then either begin racing or jump
to another sub-menu.

DIMENSIONS

2.3 Player Info Screen

Enter all of your personal information, such as the name youd like to be
known to your fans by, which country you’ll represent on the circuit,
which of the 1967 GP teams you’ll join, and the color of your helmet.

13



DIMENSIONS

WHEEL GISING =

2.4 Team Information

Wonder who the Grand Prix Legends of the 1967 season were? Check
the Team Info Menu to find out. Study the rosters carefully, so you’ll
know which alliances exist on the race track.

You’ll also be able to view each driver’s appropriate car make and tech-
nical information.

14



2.5 Selecting Options

Think of this menu as the “driveshaft” of the entire simulation. Grand
Prix Legends gives you total control over joystick/controller setup, gra-
phics display, sound effects and many other features. They are all acces-
sible by selecting Options from the Main Menu. The Options Menu
consists of three distinct areas, which may be reached via the left/right
arrows at the bottom of the screen: Controls, Graphics, and Sound and
Gameplay selections.

2.5a Joystick/Controller Setup

To set up up your joystick/controller, click on one of the arrows in the
bottom center of the screen until the word Controls appears. Begin by
clicking on the Calibrate Joystick(s) button. Follow the directions on

15



your screen, moving each axis to its
fullest extent, then clicking on the

SET CONTROLS

STEEING AE U

- Wwome weovs 8 OK button to finish. Next, assign
Blmc[ .ﬁuumd :

o CLU'ICH duucm 2 f T § COntI’O|S to ea.Ch

R s fews T wheel/pedal/joystick action. Note

P NN N that for driving actions, such as

?g_uf;?:.ﬂ k: ] steering, braking, etc., only keypad
e ‘. keys may be used as opposed to
A those found on the main keyboard.
Simply click on an item, such as Raise Arm. Press a key or use your
controller to assign the action. In this example, should you choose Raise
Arm and then press the space bar on your keyboard, you will be able to
raise the driver’s arm on screen whenever you wish, by pressing the
space bar. Likewise, select Shift Up and press button 1 (or whatever
controller assignment you wish) on your joystick; while driving, simply
press button 1 each time you'd like to upshift.

LINEAR IT1

EEDE Select the degree of Linear control-

ler input by dragging the slider to
© oryee— the desired position. Linearity
AAENS  FER affects the amount of steering sensi-
tivity experienced. Wheel users may want to increase Linear steering
input for greater sensitivity and faster response, while joystick users will
probably need to use more Non-Linear input for precise control.

Choosing a Joystick/Controller Driver

Grand Prix Legends contains two separate joystick/controller drivers
within it’s framework. Choose the one that provides you with the best
results. Directlnput uses the Windows 95/98 game controller frame-
work, while the Generic driver works in Grand Prix Legends alone, inde-
pendent of your operating system.

16
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2.5b Graphic Selections

From the Main Menu, click on Options and use the left/right arrows at
the bottom center of the screen to reach the Graphics Menu. In most
cases, reducing graphic quality speeds up the frame rate of the simula-
tion, while increasing graphic quality provides a stunning visual expe-
rience. The Graphics Menu allows you to turn the graphics quality
up/down to suit your computer’s capabilities. Select resolution, 3D acce-
lerator type, detail levels and image quality.

If your system is equipped with a 3Dfx Voodoo 1 or Voodoo 2 board, or any gra-
phics accelerator card featuring a Rendition

Verite chipset, you may select it here. You
must then restart Grand Prix Legends in
order to enable 3D accelerated graphics.

17



Resolution: Higher resolutions provide the best picture quality, but will
result in a reduced frame rate. Select the resolution that provides you
with the smoothest animation.

| MIRROR DETAIL LEVEL I FuL
R S N s

Tu: RS0 ﬂl.:hﬂl Caxs & TRACK

Mirror detail levels may be toggled to provide the best performance.
Choose to only display cars themselves, both the cars and the track toge-

ther, or full- which provides you with cars, track and all other trackside
objects.

L L™ - F

Trackside objects such as trees,
TRACKSIDE OBJECTS (T ALL -
- fences and buildings may also be
Few . .. ;
My B adjusted to maintain the best mixtu-

re of picture detail and frame rate.
Gn / ¥
h - Choose to display a few sparsely

scattered objects, several objects, or every object available. Select the
number of objects youd like to see displayed along the track, conside-
ring your computer’s capabilities.

18
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EA Fire

EA smoke

EA Dirt

EA pust

EA searks

EA skip Marks
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Individual textures may be tur-
ned on/off to achieve the best
compromise between visual
quality and frame rate (anima-
tion speed). Simply use your
mouse to click items on or off
as desired. Items that are chec-
ked are on. If you’re attemp-
ting to increase the frame rate
without giving up too much in
the way of picture quality, it’s a
good idea to remove textures
drawn in the mirrors before eli-
minating those that are drawn
in the foreground.

Anti-aliasing is a term referring
to rounded, smooth edges on gra-
phics, as opposed to jagged
curves and corners. If your hard-
ware supports Anti-aliasing,
you’ll be able to turn it on here.
Otherwise, its box will be greyed
out. Special effects, such as
smoke, sparks and dynamic skid
marks may also be toggled on or
off.

Detail Bias controls the depth of
graphics detail, or how close

objects in the distance begin revealing detail. Moving the slider to
the extreme left (-) will cause objects to show detail at very close
ranges only, improving frame rate. Moving the slider to the right
(+) will provide greater detail at long distances, but requires more

hardware resources.
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2.5¢c Improving Frame Rate ,

From the cockpit of your car, press ALT-F to display the frame rate
(animation speed of the action). The current frame rate will be dis-
played in the lower right hand corner of your screen, displayed in
Frames Per Second (FPS). Thirty frames per second is a good value to
strive for. Lower frame rates can make the video appear choppy and
unresponsive. Higher frame rates are smoother and provide better
feedback. To improve your frame rate, try the following:

Decrease the number of computer opponents raced against.

Reduce the quality of graphics being displayed.

Reduce the number of special effects being viewed.

Decrease the Screen Resolution.

Reduce the number of simultaneous sounds heard within GPL.
Decrease the Detail Bias (move slider to the left).

Install a supported graphics accelerator board in your computer.

20
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2.5d Sound & Gameplay Selections

From the Options Menu, click on the left/right arrows at the bottom of
your screen until you reach the Sound & Gameplay Menu. Here you can
adjust the maximum number of sounds played at once, and overall sound
volume. Keep in mind that the maximum number of simultaneous
sounds has a profound impact on frame rate.

In addition, you may choose to display measure-
ments and speeds in English or Metric format, as
well as select the date format you'd prefer. With
the Auto View Pit Board feature turned on, the pit
board will “zoom up” to a larger view as you
approach the start/finish line each lap. If youd
rather view it on demand than see the Auto View,
simply toggle it off.

21



Shifting, Braking and Throttle Help: Check each of these boxes if
you'd like to have assistance with shifting, braking or throttle control.
These driving aids are primarily useful as training tools for the novice
driver.  While
enabled, they
can help new
drivers learn the = B AUTOMATIC SHIFTING
proper braking
and acceleration
points on each ] THROTTLE HELP
track. It is

important to realize that you must still apply brakes and throttle to stop
or accelerate the race car.

DRIVING AIDS

] BrakiNG HELP

r

Automatic Shifting: You may choose to use Automatic Shifting if you
wish, or shift your own gears manually, just like the legends did.
Ultimately, faster lap speeds will be found with the manual transmission,
but novice drivers may wish to turn on Automatic Shifting in order to
ease learning other aspects of each circuit.

Braking Help: Prevents the wheels from “locking up” under heavy bra-
king, similar to the way anti-lock brakes work on a passenger car. This
helps you retain directional control of your race car. With braking help
enabled, your stopping distances will be longer than those of a skilled
driver who is braking without assistance.

Throttle Help: Prevents the rear wheels from - —
spinning when you apply the throttle, similar to '
the way traction control works on some passen-
ger cars. This can help novice drivers when cor-
nering; although throttle help makes car control
easier, a skilled driver will be much faster
without throttle assistance.

22




From the Main Menu, you can click on
the green button in the lower right cor-
ner of the screen to accept the current
selections and move forward. After
selecting a track (unless World
Championship is chosen), click on the
green button again to hit the track.

At the bottom of the Main Menu, choose Single
Race, World Championship, Multiplayer or
Training, then click the green button in the
lower right corner.

23



SINGLE RACE

RACE SELECTION

L Novice

[l INTERMEDIATE - SHORT
L INTERMEDIATE - LONG
L PrO - SHORT

L Pro - Lone

L Grano Prix

I*I Canadian Grand Prix

W lsps, 34.4 miles

Mosport Park
2 turns, 25 mies

A
gpnnnﬂqnnn At the Race Setup Menu, click
o on the green button in the
et ] G A lower-right corner to advan-
> ‘ e ce to the current track’s Race
&iww 2 e D" Weekend Menu.

At the Race Weekend Menu, one more click
on the green button will send you to the
cockpit...

..where you'll find yourself seated in the pits, amid-
st some of the true legends of Grand Prix racing.
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WORLD CHAMPIONSHIP

SeasoN [ -NONE-

RACE SELECTION

L] Novice

L INTERMEDIATE - SHORT
L[] INTERMED IATE - LONG
L[] PRO - SHORT

Ll PrO - LONG

[l GrAND PRIX

RULES DESCRIPTION

MNUMBER OF LAPS: 80

TOTAL DISTANCE: 203.5 MILES
DAMAGE MODEL: REALISTIC
PRACTICE: 2 SESSIONS; 2:00:00 EACH

COMPUTER OPPONENTS: 16
=

ﬁ%. ‘ South African Grand Pria
& - —

If you decide to compete for the World Championship, your season will
automatically start with the South African Grand Prix at Kyalami, and
progress in the actual order of the 1967 Grand Prix schedule. You can
choose distances, skill levels and number of opponents before procee-
ding further.

ey DELECE

T ‘

RACE SELECTION

O Novice

[ Silverstone
In Single Player, Multiplayer and SN2
Training modes, you may select —— —
the track of your choice before —
proceeding. Just click on the : ——

left/right arrows at the bottom of
the screen.

25



SINGLE KACE

RACE SELECTION ‘
L Novice
L INTERMED IATE - SHORT

Some Grand Prix Legends
Menu items have “dog-
eared” corners on them.
Click on these “dog-ears” to
turn the page and access
additional information.

L INTERMED ATE - LONG
L Pro - SHORT
L Pro - LonG
@l GRAND PRIX

RULES DESCRIPTION

NUMBER OF LAPS: 65

TOTAL DISTANCE: 202.0 MILES
DAMAGE MODEL: REALISTIC
PRACTICE: 2 SESSIONS; 2:00:00 EACH
Gran Premio de

Meéexico

COMPUTER OPPONENTS: 16

Click on the dog-ears to open or
close up track maps and event sta-
tistics. Lap times and starting

grids are also available via the
dog-eared pages.

SINGLi
Mexican Grand Prix

&l Novice

L INTERM

L INTERM 6 laps

ClPrO-S 18.6 miles

CPro-L

L1 GrAND Autodromo de la Ciudad de Mexico

14 tums

3.1 miles
RULES Dy
NUMBER € N (_$_
ToTAL Dis ?
DAMAGE N 5
PRACTICE:

COMPUTER
a

Dy ‘E eriocry
—

<N e [l v
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Blaps, 18.6 miles

Autodromo de la Ciudad de Mexico
14 turns, 3.1 miles

PRACTICE

10/22/67
STATUS: IN PROGRESS
TIME REMAINING: 0:14:03 ;

e s e = W

ACCELERATED TIME ; f""'""f

<O mﬁ \ -
3.2 The Race Weekend Menu

The Race Weekend Menu allows you to enter your team’s garage to
tweak a chassis setup, view replays, review lap times and make a quick
trip to the Options Menu. Click on the green button in the lower right
corner of the screen to climb into the cockpit of your race car and begin
driving.

Click on Car Setup to enter the garage, Options
to enter the Options Menu, or the left/right
Event Info arrows to view lap times and starting
grid info. Click on the Pause button if youd
like to freeze the time clock while you tend to
other business. Grand Prix Legends is based on
a real-time racing format, so the Pause button
allows you to do other things without missing

precious practice or racing time. |
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— PRACTICE

[ Acceweraten Time

10/22 /67

STATUS: IN PROGRESS
TisiE REMAIMING: 0:14:03

3.2a Race Session Control

In the center of the Race Weekend Menu, a window displays the current
session, its status and the time remaining before the session ends. Keep
an eye on the clock! When time expires, the game will advance to the
next session. You can skip ahead to the next session at any time by pres-
sing the arrow in the upper left corner of this window. For instance, to
move from Practice to Race, simply click on this arrow.

Choose Accelerated Time to speed up the current session, without skip-
ping it entirely. You can turn off Accelerated Time whenever you'd like,
by simply clicking again to remove the checkmark. Note that no replay
footage is recorded while time is accelerated.

I"’I Mexican Grand Prix

Glaps, 18.6 miles

Autodromo de la Cludad de Mexico
14 turns, 3.1 miles

i
—|

EVENT IINFL _
e —

3.2b Event Information

The Race Weekend Menu provides up-to-date
information about the current racing event.
Click on the dog-ear in the lower-right corner
to reveal map, lap time and starting grid info.
Use the left/right arrows beneath the map area
to step forward/back through pages of infor-
mation. This data is updated as the event
unfolds, so it’s a good idea to check it often
for the latest info.
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: i Entry List
|Tu I I u n G[G nd Prlx 4 Justin Tyme Brabham Racing Crg.
5 Jim Clark Team Lotus
& Graham Hill Team Lotus
1 laps, 35.3 miles 1 Jack Brabham Brabham Racing Crg.
S Dan Gurney Anglo-American Racers
Autodromo Nazionale di Monza 2 Denis Hulme Brabham Racing Org.
Tturns, 3.573 miles 1% Bruce McLaren Anglo-American Racers
7 Lorenzo Bandini Team Lotus
Track Record: 1:28.03
J. Brabham
R
«l / \
Bl e = Elgic e =
EVENT INFU EVENT INFO

Click on the dog ear on the map to view the entry list;

click on the dog ear again to return to the map.

Practice Practice

1 1 J Brabham REP 1:38.03
2 2 D Hulme REP 1:28.06 1 1:48.44
3 5 JClark LOT 13826 z 1:53.01
4 % D Gumey EAG 138.26 3 1:41.87
& 7 L Bandini LoT 4 14212
B B G Hl LoT 5 1:39.99
T 4 JTyme REP :39.99
& 13 B. Mclaren EAG 1:40.37

i 3 v en o o=

STANDINGS LAZ TUdES Eqvuies

. — . —

Click the left/right arrows to toggle between Event Info, Standings and Lap Times.
Your fastest lap will be highlighted in red. You can also view previous session stan-

dings by clicking on the dog-ears.
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PRESS PAUSE TO RESUME.

3.3 In-Car Options @

Help (F1): A pop-up menu of in-car keyboard commands you
can use.

y - Return To Pit (Enter): Immediately removes your car

from the track and places it back in the pits so that you can tweak the
setup and drive a fresh car. The current session’s time clock will conti-
nue to run.

View Replay (F2): Pauses the game and takes you to the Full-
Screen Instant Replay window. Not available in Multiplayer races.

Options (F3): This opens the Options Menu, allowing you to

re-calibrate controllers, adjust graphics or perform any other functions
available from the Options Menu. Not available in Multiplayer races.

Pause/Continue: Pauses and resumes the action.
30



3.3a Resetting The Car m

While you are driving, you may occassionally experience a spin, flip or
other unrecoverable situation. To reset your car on the track, hold down
the left Shift key and press the “R” key. This will reposition your car on
the track and allow you to continue racing without having to restart the
entire session, or return to the pits.

Your car must be completely stopped in
order for the reset feature to be utilized.
The car reset feature is only available to
Novice and Intermediate drivers; Pro
and Grand Prix level contenders may
not access this feature.
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3.3b Instant Replay Windows

There are two ways to view instant replays in Grand Prix Legends.
Replays are available from the Race Weekend Menu (as in the upper-
most picture above), or, in Single Player mode, from the cockpit of the
car by pressing the F2 key on your keyboard
| (the lower view above).

It is important to note that instant replay length
is based upon the amount of available RAM
(Random Access Memory) on your computer,
along with other factors such as the selected
track, amount of objects and textures, etc.
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3.3c The VCR Control Panel

Rewind to Beginning: Click on this button to rewind the replay tape back
to the very beginning. You may also press number seven on your keypad
instead of clicking with the mouse.

Rewind: Click on this button to begin rewinding the replay footage, from the cur-
rent frame. Each subsequent press of this button increases the rewind speed, up to
16x. You may also press the left shift-key and number four on your keypad.

Rewind Frame-by-Frame: Each single click on this button steps the footage
backward one frame. You may also press number four on your keypad ins-
tead of clicking with the mouse.

Play/Pause: This button is actually a toggle- click on it once to begin
playing footage, click again to pause the footage, and so on. You may also
press number five on your keypad.

Forward Frame-by-Frame: Each single click on this button steps the foota-
ge forward one frame. You may also press number six on your keypad ins-
tead of clicking with the mouse.

Fast-Forward: Click on this button to begin fast-forwarding the replay foo-
tage, from the current frame. Each subsequent press of this button
increases the fast-forward speed, up to 16x. You may also press the left
shift-key and number six on your keypad.

Fast-Forward to End: Click on this button to fast-forward the replay to the
very end. You may also press number one on your keypad instead of clic-
king with the mouse.

Clip/Edit Button: Click on this button once to select a beginning point for
your clip; click on this button a second time to select an end point for the
clip, at which time you’ll be able to save it to a file.

Save Replay: Saves the current replay to a file. You will be prompted for a
name for the replay file before your footage is saved.

Replay Window Control: While viewing highlights from the cockpit of your
car, click on this button to exit the replay window. While viewing highlights
from the Race Weekend Menu, click on this button to enlarge the view to
full-screen. Click on this button again to reduce the view back to a box,
revealing the Race Weekend Menu once again.
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3.3d Camera Controls

Grand Prix Legends offers you many camera angles to view the replay action
from. In the full-screen replay view, simply click on the left/right arrows in the
lower right corner of the screen to choose camera angles. From the Race
Weekend Menu, use the arrow controls or simply click on the drop-down button
next to the current view, and scroll up/down to the view of your choice.

In addition, replays may be viewed from the perspective of any car on the track.
Click on the left/right arrows in the lower left corner to scroll through each
vehicle.

Keyboard commands for choosing cameras/vehicles are as follows:

‘ Use “C” or “Shift+C” to change camera views
- Use “V” or “Shift+V” to change the focus vehicle
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TV1 and TV2 views represent the use of several cameras being switched
by a Television Director, as in a live network broadcast. Using combi-
nations of different drivers/different cameras, many fascinating views of
race replays are possible. Use the in-car cameras from other cars to
study the greats in action.
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3.3e Driving Views

While at the wheel, use the “F10” key to select the driving view of your
choice. Grand Prix Legends offers you two driving views- slightly above
and behind your car (arcade view), or sitting in the driver’s seat. Each

— — press of the F10 key toggles the view between
the two angles. When using the arcade view, Oil
Pressure (OP), Oil Temperature (OT), Fuel
Pressure (FP), RPMs and current gear are each
displayed across the bottom of your screen- the
same information that is shown on the dials in
the cockpit view.
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3.4 The Car Setup Menu

While at the Race Weekend Menu, choose Car Setup to enter the Setup Menu.
Setups can be created, saved, loaded, deleted and altered with this menu. The Car
Setup Menu consists of two different screens, with arrows located in the lower
right section of the screen to switch back and forth between the two. You’ll find
a complete tutorial on GPL car setup in the book “Four Wheel Drift.” What fol-
lows here is a brief explanation of each setup item:

Steering Ratio: A ratio that represents the number of degrees of steering wheel
movement (the first value) that are required to achieve one degree of front wheel
deflection. Lower numbers give faster steering response and slightly increased
maximum wheel deflection.

Start Line Weight: Note that this figure, unlike the weight figure on Player Info
and Team Info screens, includes the driver’s weight.
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Tire Pressure: Cold inflation pressure. Measured in pounds per squa-
re inch.

Wheel Rate: Spring stiffness as measured at the wheel. Refers to the
number of pounds of force required to deflect the wheel by one inch ver-
tically. Measured in pounds per inch.

Bump: Damper bump g -

SETUPS FOR KYALAMI

setting, with 1 being
softest, 5 being stiffest.
Rebound:  Damper
rebound setting, with 1
being softest, 5 being §f§;;;;;:: v a1zt
stiffest. o /12 e Py
Camber: Degrees of
wheel camber.

Bump Rubber:
Length of Bump
Rubber, measured in
inches.

Toe-In: The degree to which the front or rear wheels point slightly
toward each other, rather than straight ahead. Measured in inches, front
and rear toe-ins are set separately.

Roll Bar Stiffness: Stiffness, in pounds per inch, of the front or rear
anti-roll bar. Stiffer bars reduce chassis roll.

Static Ride Height: Height of chassis above ground at front and rear
while sitting motionless on a level surface.

Front Brake Bias: Distribution of braking force between front and rear
brakes. Zero means that all braking force is applied to the rear wheels,
100 means that all force is applied to the front wheels.

Asymmetrical Editing: With this box unchecked, changes to one side
of the car are automatically applied to the other side. For example, set-
ting the LF tire pressure to 19 psi will also set the RF pressure to 19 psi.
With Asymmetrical Editing ‘checked’ you can change items indepen-
dently instead.
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The following items are located on
page two of the Car Setup Menu:

Transmission Ratios: A ratio of the number of teeth on the in-gear
(First number) to the out-gear (second number).

Ramp Angles: Controls the amount of leverage that the differential’s
planetary gear exerts on the clutch plates. The clutch plates keep the two
rear wheels from spinning at different speeds when a force is applied
through the differential. The first number is the power side angle, and is
in effect when throttle is being applied. The second value is the coast
angle, and is in effect when no throttle is being applied. Each side may
be set independently to 30, 45, 60 or 85 degrees. Lower numbers provi-
de more lockup (allow less of a difference in rear wheel speeds), while
higher numbers provide less lockup.

Differential Ratio: The first number is the pinion gear, the second value
is the ring gear. A pinion gear from 7 to 10 may be set. A change to this
produces gross changes in the final drive ratios for each gear.
Clutches: Sets the number of clutches in the differential from 1 to 6.
This allows fine tuning of the amount of lockup provided by the diffe-
rential (the Ramp Angles provide gross control; the number of clutches
provides fine control).
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4.0 Multiplayer Racing

Grand Prix Legends allows you to go head to head with your friends in
a variety of ways: via the Internet, LAN, modem-to-modem or a direct
connection. You may even combine some or all of these connection
methods. For example, a modem user could dial into a LAN race. Via
LAN, up to 20 human competitors can take part, = —— |
while Modem and Serial methods allow one | » =~ .

player per connection type. .

To host or join a Multiplayer race via the
Internet, you must launch your Internet connec-
tion prior to starting GPL. Once you’ve logged
onto the Internet and started GPL, choose
Multiplayer from the Main Menu.
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viULTIPLAVER PASSWORD
& join YOOHOO
O b oegoekt L B

[T TCPAIP NODE 38.30.155.133.

IP ADDRESS: 208.134.174.54

Connection Info

[0 A server (host) stops looking for new connections once GPL transi-
tions to a race session. This means that once the race session begins, new
players cannot join in.

[0 Each client that connects to a server via a dial-up Internet connection will
require a minimum of about 24,000bps of bandwidth. For an analog modem,
this limits a server to a maximum of two clients. An ISDN connection can
handle up to four clients. Special considerations must be taken when using
cable modems. See the “read me” file in your GPL folder.

[0 You can enter numeric (#.#.#.#) or symbolic (fred.harry.net) host names. If

you enter a symbolic name, it may take several seconds for the machine to trans-
late the name. If it cannot, an error message will appear on the screen.
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IULTIPLAVER PASSWORD

Seor 33.6 PNP FAX INTERN.
O seriar porr coM. I 38400875

Above, the Multiplayer Host Menu. Choose
the source that other players will connect
with, and password the race if you wish.

ULTIPLATER PASSWORD.
O Join
@l Host
ACCEPT| CONNECTIONS ViA

K TCP/1P novE 206.83.88.66.
SPORTSTER VOICE 33.6 PP FAX InvernaL I 216008ps.
O serunr porr comi. Il 3ss00ses

Chatting

WAULTWPLA VER PAsswoRD

@ jon Yooroo

L Host ADDRESS BOOK
CONNECT ViA

I TCP/IP NODE 38.30.155.133.

1P ADDRES: 20813417454

Above, the Multiplayer Join Menu. Add
other players to your address book to easi-
ly retain connection settings.

The Hosting player may select
the track, race settings and num-
ber of computer opponents to
add to the mix. Drivers may
enter the track’s Race Weekend
Menu once the Hosting player
launches the race.

During Multiplayer events, there are two types of chat methods available
in GPL. The Chat button located on the bottom of many Multiplayer
menus opens up a notepad that can be used to chat live with other
players. Decide where you want to race next, or share setup info.

In-Car Chat is available from the cockpit by pressing the Enter key.
Press Enter, type your message, then send it by pressing Enter a second

time.
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The name and likeness of Kyalami Motor Raceway is licensed by Kyalami Grand Prix Circuit
and is used under permission.

The name and likeness of Autédromo de la Ciudad de Mexico, known today as Autddromo
“Hermanos Rodriguez”, is licensed by the Organizacion Mexicana Del Deporte Automovilistico
Internacional and is used under permission.

The name and likeness of Circuit de Monaco is licensed by Automobile Club de Monaco and is
used under permission.

The name and likeness of Mosport Park is licensed by Panoz Motor Sports Ltd. and Mosport
Park Ltd. and is used under permission.

The name and likeness of Autodromo Nazionale di Monza is licensed by Autodromo Nazionale
Monza, S.I.A.S. Societa Incremento Automobilismo E Sport - S.PA., Ente Federato
all’Automobile Club D’Italia and is used under permission.

The name and likeness of Nurburgring is licensed by Nirburgring GmbH and is used under per-
mission.

The name and likeness of Circuit Rouen-les-Essarts is licensed by Normandie Automobile Club
(N.A.C.) and is used under permission.

The name and likeness of Silverstone Circuit is licensed by Silverstone Circuits Limited and is
used under permission.

The name and likeness of Circuit National de Francorchamps is licensed by the Intercommunale
du Circuit de Spa-Francorchamps and is used under permission.

The name and likeness of Watkins Glen Grand Prix Circuit is licensed by Daytona Properties and
is used under permission.

The name and likeness of Circuit van Zandvoort is licensed by Circuit Park Zandvoort and is
used under permission.

The name and likeness of Chris Amon is used under license with Chris Amon.

The name and likeness of Lorenzo Bandini is used under license with Margherita Bandini
Riccardelli.

The name and likeness of Jean-Pierre Beltoise is used under license with Jean-Pierre Beltoise.
The name and likeness of Joakim Bonnier is used under license with Joakim Bonnier.

The name and likeness of Jim Clark is used under license with Mattie Calder.

The name and likeness of Ritchie Ginther is used under license with Cleo Davidson.

The name and likeness of Graham Hill is used under license with Bette Hill.

The name and likeness of Denis Hulme is used under license with Greta Hulme.

The name and likeness of Jacky Ickx is used under license with Jacky Ickx.

The name and likeness of Chris Irwin is used under license with Chris Irwin.

The name and likeness of Bruce McLaren is used under license with Patty Brickett.

The name and likeness of Michael Parkes is used under license with Annabel Mary Campigotto
and Paul Christopher Mark Solon.

The name and likeness of Jochen Rindt is used under license with Nina Rindt.

The name and likeness of Pedro Rodriguez is used under license with Scuderia Hermanos
Rodriguez A.C.-Mexico.

The name and likeness of Lodovico Scarfiotti is used under license with Edoardo Scarfiotti and
Luigi Scarfiotti.

The name and likeness of Jo Siffert is used under license with Philippe Siffert.

The name and likeness of John Surtees is used under license with John Surtees.

The name and likeness of Jack Brabham is used under license with Sir Jack Brabham.
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The name, likeness, trademarks and race car design of the Repco-Brabham BT24 and the team
name and trademarks of Brabham Racing Organisation, are used under license with Sir Jack
Brabham of Brabham Racing Organization Ltd., and Ron Tauranac of Brabham Motor Racing
Developments.

The name, likeness, trademarks and race car design of the BRM P115 and the team name and
trademarks of British Racing Motors are used under license with Rubery Owen Holdings Ltd.
The name and likeness of Dan Gurney; the name, likeness, trademarks and race car design of the
Eagle-Weslake T1G; and the team name and trademarks of Anglo-American Racers, are used
under license with Dan Gurney and Dan Gurney’s All American Racers, Inc.

Ferrari and all the associated logos are trademarks of Ferrari S.p.A.

The name, likeness, trademarks and race car design of the Lotus-Ford 49 and the team name and
trademarks of Team Lotus are used under license with Classic Team Lotus.

Bardahl is a registered trademark of Bardahl Manufacturing Corporation.

Bosch is a registered trademark of Robert Bosch Company.

Champion is a registered trademark of Cooper Industries, Cooper Automotive.

Coca-Cola is a registered trademark of The Coca-Cola Company.

COSWORTH is protected by trademark registrations by Vickers PLC and Cosworth.

Fina is a registered trademark of Fina Oil & Chemical Company.

Ford trademarks used under license from Ford Motor Company.

Segments from the video Nine Days in Summer, courtesy of Ford Motor Company.
FIRESTONE is a registered trademark of Bridgestone/Firestone Research, Inc.

Trademark of The Goodyear Tire & Rubber Company. Used with permission.

Kendall® and the Kendall logo are registered trademarks of Kendall Motor Oil and are used
under permission.

The Koni name and logo are used under license with Koni Shock Absorbers.

Mobil trademarks used under license from Mabil Oil Corporation.

PEPSI and PEPSI-COLA are registered trademarks of PepsiCo, Inc.

Weslake and the Weslake logos are used under permission from Weslake Air Services.

Excerpt from “Panic” composed and conducted by Lawrence Nash Groupé.

Brabham photograph by Werner Eisele, ©1967, used under permission and license of Werner
Eisele.

Photographs of Chris Amon, Ritchie Ginther, Dan Gurney, Graham Hill, Denis Hulme, Jochen
Rindt and Jo Siffert are used under permission by Bill Green.

Screenshots from the video “Rouen Round 19627, ©1962, is used under permission and license
of Quadrant Video and Castrol, Ltd.

Photographs from LAT Photographic Archives and are used under permission.
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CUSTOMER SERVICES

Technical Support Tel: (0118) 920 9111
Fax: (0118) 987 5603

Lines open 24 hrs, 365 days a year, using our automated technical support attendant.
This system includes answers to all commonly posed questions and problems with our new and
major titles. It is set up in a friendly and easy to use menu system that you navigate through
using a touch tone telephone. If the answer to your question is not in our automated system,
then you will be transferred to a technician between the hours of 9am and 5.00pm
Monday to Friday.

Here are some key-presses that will allow you to navigate through our automated attendant.
Note that these are the standard letter assignments that are given to UK telephones so if your
phone has letters on the keypad, please use them instead:

2: 3: 4: 5: 6: 7. 8: 9: 0:
A B, C D,E F G, H, 1| J, K, L M, N, Ol PR,S TU V] WXY Q Z

Before you call our technical support lines, please check that you have read the Readme file
included on the game disk #1. You may well find a very quick answer to the problem that you
are facing as these files contain answers to most common problems. If the answer is not here,
make sure you have precise details of any error message that you receive, and details
regarding the specifications of your computer before you call us, as this will help us in giving
you a faster and more efficient service.

If you would prefer to write to us, please send your mail to the following address:

HAVAS INTERACTIVE UK Ltd.

Customer Services / Mail Order / Tech Support Department
2 Beacontree Plaza
Gillette Way
Reading = Berkshire
RG2 OBS
United Kingdom



Sierra UK Web site

http://www.sierra-online.co.uk

UK Website includes technical support, mail order, chat rooms, product information, game
demos and much, much more.

Hintline (UK callers only)
(0891) 660 660

24 hrs. Automated service requires a touch tone phone. Calls cost 50p/min. at all times.
Max call length 7.5 minutes. Max call charge at £3.75 at all times.




WARRANTY
Each company of the HAVAS INTERACTIVE group is named “HAVAS INTERACTIVE” in the paragraphs below:

Havas Interactive warrants for a period of ninety (90) days from the date of purchase that the software title contained in this package shall be
free from defects in material and workmanship. In the event that this software titles proves defective during that time period, Havas
Interactive will provide the customer with a functionally equivalent disk upon receipt by Havas Interactive of proof of purchase and the defecti-
ve product.

REPAIR, REPLACEMENT, OR REFUND AS PROVIDED IN THIS WARRANTY IS THE EXCLUSIVE REMEDY OF THE CONSUMER. CUC SHALL NOT BE
LIABLE FOR ANY INCIDENTAL OR CONSEQUENTIAL DAMAGES FOR BREACH OF ANY EXPRESS OR IMPLIED WARRANTY. EXCEPT TO THE EXTENT
PROHIBITED BY APPLICABLE LAW, ANY IMPLIED WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE ON THIS PRODUCT
IS LIMITED IN DURATION TO THE DURATION OF THIS WARRANTY.

Some countries do not allow the exclusion or limitation of incidental or consequential damages, or allow limitations on how long an implied
warranty lasts, so above limitations or exclusion may not apply to you.

COPYRIGHT NOTICE

The software title and the manual are copyrighted. All rights reserved. They may not, in whole or part, be copied, photocopied, reproduced,
translated, or reduced to any electronic medium or machine-readable form without prior consent, in wirting, from Havas Interactive. The user
of this product shall be entitled to use the product for his or her own use, any commercial use being excluded, but shall not be entitled to sell
or transfer the reproductions of the software or manual to other parties in any way, nor to rent or lease the product to others without written
permission of Havas Interactive.

[You are entitled to use this software title on a single computer in a single location and on only one terminal at any given time. Any further use
is prohibited.]



