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DIGITAL CONTROLS

CONTROL SNOWBOARD KAYAK MOUNTAIN BIKE
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INTRODUCTION

Whether you're carving the mountain on your snowboard, ripping through
the rapids in a kayak, or tearing up the trails on a mountain bike, the name
of the game is adrenaline as you rush down to complete the course.

Rushdown delivers the sensation of extreme speed with each event. Take on
the clock, computer players, or your friends. You’ll travel around the globe as
you progress through the game, accessing exotic courses in five locations.

Complete the World Tour to win the championship, but that’s not all. You can
select another character and a different set of equipment, then head back up
the mountain and rush down again!

FEATURES AND GAME INFO:
¢ Three sports—Mountain Biking, Kayaking, and Snowboarding.

¢ Two game modes—Arcade and Championship

¢ Five locations—Africa, Europe, America, Asia, and Japan.

¢ Two different multiplayer events—Time Attack and Battle Mode

¢ Original songs by six international techno and hardcore bands.

¢ Snowboards designed in cooperation with Rossignol Snowboards.
¢ Mountain bikes modeled in collaboration with Sunn Team Pilots.
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s* For more info about this and other titles, check out Electronic Arts™ on
the web at www.ea.com.
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MAIN MENU

If you want to get started quickly, select a game mode from the Main menu.
= To select a Main menu item, D-Button I to highlight it, then press %.
3 When you select a game mode, the Track Selection screen appears.

ARCADE

Arcade mode is a race against the clock, and your goal is to finish the course
before time runs out.

Courses are divided by Checkpoints. You must reach each checkpoint within
the allotted time to continue. If you beat the clock, bonus time is awarded.

When you begin, only the Africa course is available. After you successfully
complete a course, the next level becomes available. As you progress, you
travel from location to location. (» Track Selection on p. 10.)

GHOST RACES

I
; Following a successful run, you can challenge yourself in a Ghost race.
i A Ghost race pits you against an image of yourself from the previous run.

= To run a Ghost race, select TRY AGAIN from the End Race options, then
select YES to confirm.

CHAMPIONSHIP

In Championship mode, you compete against a computer player in all three
sports. The winner is the one who logs the best overall time after the three
races. If you win, you qualify to move on to the next location.

As you pass through each Checkpoint your time relative to your opponent
is displayed.
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MULTIPLAYER

Multiplayer lets you and a friend play head-to-head or one at a time in either
Arcade or Championship mode.

TIME ATTACK
Use one controller and take turns challenging the events. In Championship
mode, you do not compete against a computer player.

BATTLE MODE
Use two controllers and battle on a split screen. You can choose to split the
screen horizontally or vertically. O Splitscreen on p. 9.)

RECORDS

View the all-time best Rushdown speed records in all three sports.
w To cycle through locations, D-Button {.
= To view records in other events, D-Button +».

SETTINGS

Use the Settings menu to adjust game options.
w To select a Settings option, D-Button { to highlight it, then press %.

CONTROLLER
Choose to configure the controller for Player 1 or Player 2. The Controller
Configuration screen appears.

w To select an alternate configuration, D-Button <.

w To accept the controller configuration, select OK.




DUAL SHOCK ANALOG CONTROLLER

If you have a Dual Shock Analog Controller, you must set it to Analog mode
in order for Rushdown to detect it. When detected, specific options become
available on the Controller Configuration screen.

ANALOG CONTROLS
CONTROL SNOWBOARD KAYAK MOUNTAIN BIKE

................................................................................................................................

SOUND SYSTEM

Adjust the options that affect the music and sound effects during gameplay.

= To set an option, D-Button ¥ to highlight it, then D-Button +> to cycle
choices or adjust volume levels.

3 In order to hear stereo sound, you must play Rushdown on a stereo-
equipped TV.
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TRACK SELECTION

Rushdown sends you on a virtual World tour. Difficulty levels increase as you
progress to the different locations.

= To select a track, D-Button { to highlight it, then press %.
w |[n Arcade mode, D-Button <> to choose the event you want to run.
3 When you select a track, the Character Selection screen appears.

CHARACTER SELECTION
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Choose the character you want to represent you during the events. All four
characters are equally skilled.

w To select a character, D-Button I to SELECT CHARACTER, then D-Button +
to the character you want.

= To enter your name, D-Button § to CHANGE NAME, then press 8. When the
character map appears, D-Button to the characters you want, then press %
to select them. Select OK when you’re done.

= To accept character selections, D-Button § to CONTINUE, then press %.
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«* NOTE: Your records are saved under your character’s name until you turn
OFF your PlayStation. To save your game to a Memory Card,
» Memory Card on p. 9.
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CHAMPIONSHIP MODE

Tirme
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Record
TRACK RECORD 02°29"03
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PAUSING AND EXITING

You can pause the game at any time to take a break in the action and access
the Pause menu. From the Pause menu, you can restart or quit the current
game in progress.

w To pause the game, press START.
w To resume the game, select CONTINUE or press START again.
w To exit the game, select QUIT, then select YES at the confirmation prompt.
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ELECTRONIC ARTS LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this Electronic Arts software product that the
medium on which this computer program is recorded is free from defects in materials and work-
manship for a period of ninety (90) days from the date of purchase. This Electronic Arts software
program is sold “as is,” without express or implied warranty of any kind, and Electronic Arts is
not liable for any losses or damages of any kind resulting from use of this program. Electronic
Arts agrees for a period of ninety (90) days to either repair or replace, at its option, free of charge,
any Electronic Arts software product, postage paid, with proof of purchase, at the Electronic Arts
Warranty Department. This warranty is not applicable to normal wear and tear. This warranty shall
not be applicable and shall be void if the defect in the Electronic Arts software product has arisen
through abuse, unreasonable use, mistreatment or neglect.

LIMITATIONS—This warranty is in lieu of all other warranties and no other representations or
claims of any nature shall be binding on or obligate Electronic Arts. Any implied warranties applic-
able 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 Electronic Arts
be liable for any special, incidental, or consequential damages resulting from possession, use or
malfunction of this Electronic Arts software product.

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

NOTICE—Electronic Arts reserves the right to make improvements in the product described in
this manual at any time and without notice.

This manual and the software described in this manual are copyrighted. All rights are reserved.
No part of this manual or the described software may be copied, reproduced, translated, or
reduced to any electronic medium or machine-readable form without the prior written consent of
Electronic Arts, 9025 Redwood City, California 94065-9025, Attn: Customer Support.

RETURNS WITHIN 90 DAY WARRANTY PERIOD—To replace defective media within the 90-day
warranty period, send the defective media, a copy of the original sales receipt, a return address,
and a small note describing the difficulties you are experiencing to Electronic Arts’ address below.
If the software media was damaged through misuse or accident, you will need to follow the
returns after warranty policy detailed below.
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RETURNS AFTER WARRANTY—To replace defective media after the ninety (90) day warranty
period has expired, send the original CD to Electronic Arts’ address below. Enclose a statement
of the defect, your name, your return address, and a check or money order for $15.00.

Electronic Arts Customer Warranty, PO. Box 9025 Redwood City, California 94063-9025
*We suggest using a method that is traceable.

If you have warranty questions, you can also contact Customer Warranty via e-mail at
cswarranty@ea.com or by phone at (650) 628-1900.

TECHNICAL SUPPORT—If you need technical assistance with this product, call us at (650) 625-
4322 Monday through Friday between 8:30-11:45 AM or 1:00-4:30 PM, Pacific Standard Time.

EA Tech Support Fax: (650) 628-5999

HOW TO REACH US ONLINE

Internet E-mail: support@ea.com
World Wide Web: Access our Web Site at http://www.ea.com
FTP: Access our FTP Site at ftp.ea.com

If you live outside of the United States, you can contact one of our other offiices.

In Australia, contact: In the United Kingdom, contact:
Electronic Arts Pty. Ltd. Electronic Arts Ltd.

P.O. Box 432 . P.O. Box 835

Southport Qld 4215, Australia Slough SL3 8XU, UK

Phone (753) 546465.

In Australia: For Technical Support and Game Hints and Tips, phone the EA HOTLINE: 1 902 261
600 (95 cents per min.) CTS 7 days a week 10 AM-8 PM. If you are under 18 years of age parental
consent required.

For customer service in New Zealand, phone (09) 479 7459. For hints and tips, phone our
Games Hotline at 0900 58885.
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MUSIC

Silmarils
Music by SILMARILS (D. Salsédo / S. Daurs), © You You Music/Murrayfield Music,
(P) Eastwest

Spicy Box
Olivier Brestin, Frédéric Duzan, Alain Lesparat, Vincent Refray, © Polygram Edition,
(P) Island Record France

Giftedz
Eric Jeanne, Alexandre Altain, © Polygram Edition, (P) Giftedz
Nicolas Baby
© Warner, (P) Transmut
Jean-Philippe Verdin
© Makhno, (P) Jean-Philippe Verdin
Homebru
Bruno Baehr
Sound Effects: Eric Mauer - Arcane 17, Francois Dussollier - BA Productions

© 1999 CANAL + Multimedia. All rights reserved.

All equipment company names, trademarks, and logos present in the game, are reproduced and
used with the formal authorization of the owners. Company names, logos, and trademarks are
protected by intellectual property rights.

Rushdown™ is a Trademark of CANAL + Multimedia.

All rules and events presented in the game are fictitious and are made to create the best enter-
tainment value in the video game. Results of the game will only reflect the ability of the player.

Electronic Arts and the Electronic Arts logo are trademarks or registered trademarks of Electronic
Arts in the U.S. and/or other countries. All rights reserved.

Documentation © 1999 Electronic Arts. All rights reserved.










