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WARNING: PLEASE READ THE ENCLOSED CONSUMER
INFORMATION AND PRECAUTIONS BOOKLET CAREFULLY BEFORE
USING YOUR NINTENDO® HARDWARE SYSTEM OR GAME PAK.
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ENTERTAINMENT SYSTEM
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HINTEMDO EMTERTAINMENT SYSTEM
ALL NINTENDO PRODUCTS ARE
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Wanted: A Few Good Heroes

So you want to be a Rock N’ Roll star? Do you
have the nerves to race against the best? We have
a fine tradition here at.the Flip Johnson Racing
School—a tradition of losing drivers who ease up
on the gas pedal just a little too early—then
KAPOW, they’re out.

That’s right, not since Flip Johnson won the

. Indianapolis Super Cup back in 2911 have we
had a winning ticket. What makes you think
you'll win?

You know who else will be racing against you?
Criminals, machines, geniuses and the lizard
prince of Bogmire, Ragewortt himself.

Oh very well kid. You're in. We're counting on
you. Good luck! You're gonna need it.

Rock N Roll Racing™
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he following suggestions will help keep
your Super NES Game Pak in its best

).

4

working condition.

Keep the Game Pak away from heat or cold,
water and especially direct sunlight. Life is
rough enough on the track.

Keep the Game Pak in its protective cover
when it’s not being used. The cover works
like your car's armor to protect it.

If your Game Pak gets dirty or dusty, use a
clean, soft cloth to clean it. Do not use any
chemicals. A clean Pak will assure you hours
of racing fun.

Never take the Game Pak apart. There is
nothing for you to use in there. Just like your
racing car, keep your fingers out of the
engine!

Always be sure the Super NES power is OFF
when inserting or removing the Game Pak.

Interplay Productions

SAFETY PRECAUTIONS



or you recruits who want to blast right into the action, you'll need to
know a few things:

'.- You're here to have fun. Make sure your Super NES power is off. Insert the
Rock N’ Roll Racing™ Game Pak into your Super NES and power up!

2.- Press START on your Controller. s, Select your Hero (see Hero Biographies.)
Choose NEW GAME.

KocK £ Koll
2SCING

8. Choose play level: Rookie, 7. Select Start Race at the MAIN

Veteran or Warrior. SCREEN. @

Rock N’ Roll Racing”




THE HISTORY OF ROCK N’ ROLL (RACING)

he first automobile race

was held in France in

1894, seven years after the [

first car was made by

Herr Daimler and Herr

Benz of Germany. They
made the first combustion engine
used in cars of the late 19th, 20th and
early 21st centuries (one of
Daimler’s daughters was named
Mercedes; together the engineers
made Mercedes Benz, still a mark
of quality in the 30th Century.) In
these automobile races, men wanted to test their
wits, skill and machines against each other where only the best
survived. Old nations like Germany, England, France and the
United States began holding regular races to celebrate the
automobile, the new standard for transportation.

When mankind discovered intelligent life on
Bogmire in the year 2833 it started
a craze like nothing ever
seen before. The
Saurions on Bogmire
started racing with all
sorts of souped up cars
to classic Rock N’ Roll
music from the planet
Earth. The idea caught
on, and the Rock N” Roll
Racing” Commission
was formed. They are

responsible for the

Interplay Productions




rules, regulations and fun o
Rock N’ Roll Racing”.

The first race was held in
2911, one millenium after
the Indianapolis 500 began,
so they named the grand
prize the Indianapolis Super
Cup.
Flip Johnson from Terra won
the first complete Rock N’ Roll
Race with his brand of nitrous \
oxide called Lightning Nitro. It
was an upset since on the three-race tour, Dangbar of Bogmire was
clearly in the lead. Dangbar threatened to eat Flip if he competed
again, so Flip opened a school of driving on Terra, his home planet,
and retired from racing.

Now of course, Rock N’ Roll Racing™ is the most watched sport in
the universe. An estimated 7.8 jy
billion people from 17 planets j§d
tune in regularly to see the
modern age demolition
derby.

Rock N Roll Aacing™
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New Game

ou should start your career as a Rookie.
You only get to race three planets, which
means you can’'t win the game, but you'll
get the experience you need before becoming a
veteran. Veterans race the full 5 planets, but the
game is much trickier. By winning all 5 planets
you win the Indianapolis Super Cup.

Warriors face the toughest computer play, and
you get to race on Inferno, the bonus planet.
Slam your car into overdrive for this one!

You'll be placed into Fast Eddie's shop to buy
your first car (see Buying a Car.) After your
purchase you will be placed at the MAIN SCREEN.

On the MAIN SCREEN (above) you see player one
on the left (that's you) and your car below. On the
right is your enemy and his car below.



In the middle are some statistics. At the top is VIPER Hﬂ[:“ﬂ'.'
the player being showcased; beneath the player .

is how much money you have. Next is the planet
you'll be racing on (and its picture.) RACES RUN
shows how many races on this planet you have
under your belt and how many are left in the
season. For example, if it says 6 of 8, that means
you've raced six times on this planet and you
have two more until the Division ends. Last is
your SCORE, how much you've earned and how
many you need to advance (see Score and
Advancement.) The bottom of the main screen
contains five buttons to choose from.

A Select this one to START THE RACE.

This brings you to Gordo the Saurion’s

for Shop where you buy stuff for your
car (see Buying Equipment.)

( g This brings you to Bay 2, where Captain

B Floyd Braddock, your Space Limo
Chauffeur, will hyperspace you to the
next race (see Score and Advancement.)

This returns you to Fast Eddie’sto buy a
new car or to repaint your car. Planets
you visit later will have different cars to
choose from.

This lets you change a few options, like

- sound, music, etc., and this is where
you find a password to save your game
(see Options.)

Rock N Roll Racing’



LET THE CARNAGE BEGIN
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The bottom right of the MAIN SCREEN shows your
weapon type and how many shots you've
purchased. On top is your FORWARD WEAPON,
then your REAR WEAPON, and on the bottom are
your POWER CHARGES. The maximum you can
have of each is seven.

Let the Carnage Begin

hen you have equipped your car to your
liking select START RACE. At the track
you'll hear Larry “Super Mouth” Huffman

begin the race, and here is where you have to
prove yourself.

On the race screen you will see a little map,
numbers, dots and the number of laps remaining.
The race track is on the top left; it shows you

Inferplay Productions
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"[ 1| No Alternate Routes |
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Alternate Routes shown by split arrows |

where you and your opponents are. These cars are :mm;:;iﬂl
colored just like the real-life ones. mnngm 4
Some race tracks have alternate routes you may racer ever. ltis in
. take. Be aware, some tracks may appear to have perfect phusical
. alternate routes. If you cheat, the race officials shape with Skin made of steel,
., won’t count your lap. Two samples are shown blood made of transmission
- above. If you don’t know which way to go, follow fluid, and a heart made of cold
4 anopponent. iron. Grinder and is car are as
- The top of the race screen shows how many one on the race frack; it wil

charges you have left for all your weapons. The take true living ingenuity o
first is your FORWARD WEAPON, then your POWER bea this machine.
CHARGES, then your REAR WEAPONS. Remember,

. they're recharged after every lap.

There are some other track features you'll learn
about as you play and race against the best.
Three are shown below.

CASH BONIS BEAR CLAW REPAIRS
41000 MINES! YOUR

ARMOR

Rock N’ Roll Racing”
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DAMAGE CONTROL

s you drive you will want to blow the
competition away with your weapons.
Your forward weapons cannot damage

your car, but your rear ones (like mines) can if
you run over them later.

Hitting other cars can also damage you. The
faster you hit a car the more damage you're likely
to take. Flying off the track will trash your car, so
be careful off the jumps and when to fire up the
Lightning Nitro.

At the top right are GREEN or RED ARMOR DOTS
which show how damaged your car is. When you
have two dots left they turn red and your car will
smoke all the time. When you have no dots left
your car blows up. But don’t worry, in a few
seconds Fast Eddie will deliver your new car!
When you buy better armor you get more dots to
play with.

Also in the top right of your race screen are the
number of laps remaining. LAP 1 means you're in
the final lap. Larry will announce this if he’s
turned on (see Options.)
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hen you win a race you will get MONEY

w and SCORE. Your SCORE is what you hei to his dad's
really need. Only with enough points will crown by beating te

you be allowed to advance to the next planet. If " pest drivers from all over the

you have enough points to advance, you may bniverse, including his brothers,
either advance early by selecting ADVANCE A through wit, reflexes and a bad

LEVEL, or at the end of the season the race attitude. He says te people

officials will decide for you (see Score and who started Rock ' Rol

Advancement.) Racing™ should hold Hhe Cup
right next to the Throne of
Bogmire, his father, Hing
Ouagq’s throne!

3. THIRD PLACE WILL GIVE YOU A CUTE BLUE RIBBON,
$k 000 AND 100 POINTS.

b, FOURTH PLACE MEANS YOU NEED MORE PRACTICE.
SORRY, YOU GET NOTHING. @

Rock N Roll Racing”
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RACE CAR CONTROLS

How Do | Work This Thing?

our Controller is set up in the following
format for Rock N’ Roll Racing™:

€. Pad This steers your car. Left and right will turn
your race car as though you were in the driver's
seat. Down will brake, but who ever brakes in a
Rock N’ Roll race?

/R These will make sharp left or right turns when
you steer with the Control Pad.

B This is your gas pedal during the race (you'll
probably want to press it all the time) and this
is your SELECTION button in the other screens.

M This will use your POWER CHARGES.
Y Fires your FORWARD WEAPON.
A Fires your REAR WEAPON.

€¢ax¢ During a race you can give up by using this
button. Don’t worry if you press it on accident,
it will ask you to confirm YES or NO.

€eleet Does nothing.
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LAR & EQUIPMENT SELECTION

he next few pages bring you to the car
T and gift shops. You will need to visit both

to do well on the track. All drivers are
loaned $20,000, and if you are lucky enough to
win, you won't have to pay it back. With this
money you can buy your car and equipment.

- OAD HILL HELLY

After racing you will want to buy better supplies
at Gordo’s Gift Shop. He has locations at all Rock
N’ Roll Racing™ planets and popular driver
hangouts.

Each car can only carry a certain type of FRONT
WEAPON, REAR WEAPON, and POWER CHARGE.
They can’t be exchanged between cars.

Every time you complete a lap around the track
the officials will recharge your WEAPONS and
POWER CHARGES up to the number of shots you
bought. So if you buy one laser shot, you get one
charge for every lap. If you buy seven laser shots
(the maximum), you get seven charges every lap.

When you buy armor, tires, engines and shocks
they're yours for keeps until you buy a new car.
When you buy a new car you will have to buy all
over again the nice things your last car had, and
maybe more.

Rock N° Roll Racing”



BUYING A NEW CAR

,]HHE HHI]LHH[]S Welcome to Fast Eddie’s, the only authorized
Rock "n Roll Race Car dealer in the universe. You
f‘ N can’t race without a car, see, so tell me what you
e want and Ill see what I have in stock for ya’

Our fine selection of race cars are guaranteed for
life. Since you racers are the unruly sort, these
cars are sure to get pretty banged up. But since
I’'m the only dealer, I have to replace your car free
of charge in only a few seconds. Nice deal, eh?

0

n Chem VI, the first planet, you will have a
choice of three cars to choose from, the
Dirt Devil, Marauder o1 Air Blade,
although you won't be able to afford an 4ér
Blade at the beginning of your career. On later
planets you will be able to choose a Battle Trak
or Havac, the finest modern racing machines in
the galaxy.

To choose the color of your car, select the paint
color you want on the left side of the screen and
press R Move the Control Pad left or right to
move the Claw and you can view the cars being
showcased.

When you're satisfied, select BUY. Sorry, no
refunds and no returns.

Interplay Productions



most brilliant men in
the universe, and the
only wise guy whe
dares to race. He wil
use his every wit to outsmart
(jou. He races on te coldest
plane, 2 big advantage o him,
but with a brain like his, you
will have to be pretty Fricky fo

' S fnih te ace!

| s
\ Rock N° Roll Racing®
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ince Inferno became
the final racing planet,
Slash, with a face
even his mom doesn't
- love, has won the
| “wlndianapolis Super Cup every
me, Slash lives to race, and as

long a5 wins, his government
pauys him well.

Slash’s alien physigue gives
&  him incredible endurance on the
I race frach. He has a few extra
“'senses which help him drive
“eeven with his eyes shut. Be
Aery careful around him. He

“Havac  $130,000 “{=iainal

Pyou beat Slash on the Warrior
% Jevel you are surely a Rock
SRoll Racing™ Driver

75 o be rechoned
( Rock X" Rol Racing”
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BUYING EQUIPMENT

Welcome to Gordo the Saurion’s Gift Shop! We have
the best selection of weapons, armor, engines, tires
and shocks you’ll find anywhere. And with every
purchase, we’ll give you a free hair cut!

With each new car you buy you get one free sample of
equipment. But you can’t keep any of the upgrades on
any new cars you buy because all purchases are

custom fit. Sorry.

Come on in and browse around! I'm friendly.

ove the CONTROL PAD to see the equip-
ment available for purchase. Displayed
in the upper right is the item you have,
the next best item (upgrade), and its price.
Pressing R will purchase the item. Select EXIT
to return to the MAIN SCREEN.

Sorry, no refunds, no returns.
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i+ Forward Weapons Power Charges Rear Weapans

: 'immfﬂrm :

Just a litle oil here
and there will really
turn your opponent

This is a favored
WEapon among race
car and taxi drivers

alike. On sale. .. around. mmwms e
the sons of Mondo the
fich ycoon. They aren't

_ i parficularly good drivers

Ll | but somefimes Hey get

; jsessass : lucky or downright naughhy.

) | You see, their father wants a

sile & Indinapoi Supe Cupin i
mernisr::m | ﬂipfohn:!ﬁnt;aﬂn mﬁgtmm collection but the hwins just

w :: military millions is will rip a hole “mm.ammw

s ::tnh:einagw :I;:g:tclm mmﬂm' advance fo the next planet. dad

will bribe or blackmail officials

fo make sure ip and Shred gel

o drive against He best in the
LISTED niversel

will race against you.

Price includes

tax, shipping
and installation

Rock N Roll Racing™
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SCORE AND ADVANLCEMENT

i_mwatu mnnmm _

aces are run in divisions and seasons, two
E divisions equals one season on each planet.

In order for you to advance through the
seasons and onto the next planet you need to win
races and SCORE. Only with enough SCORE will the
race officials let you advance to the next division. If

you don’t SCORE enough you will have to race again in
the division you lost, and your SCORE is set to zero.

rmmmsqmm
planet.

At the end of a division you go to Bay 2 where Captain
Braddock awaits you. With enough SCORE you will
advance. Your SCORE drops to zero; you will have to
prove yourself again on the new tracks.

Early Advancement

ou may want to advance early if your SCORE is
high enough. To do so, select ADVANCE A LEVEL
on the MAIN SCREEN.

Interplay Productions



TWO-PLAYER GAMES
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Team Play or not Team Play...

0 play a two-player game, select 2-PLAYER
at the START SCREEN. Everything will be

the same as 1-PLAYER games except third Rock N Roll Racing™ event
players will take turns at the MAIN SCREEN. here. This pianet is a scorching
115°F most of the fime. Bring

Player One always goes first. When Player One is
ready to race, select the START RACE icon. Then :::.wm~““
Player Two may work around the MAIN SCREEN.

Again, select START RACE when you are done.

. On the track, Player One will have the top half of
the screen, and Player Two will be on the bottom
half.

You can work together or play against each other.
Remember, your enemy and Rip will be racing

against both of you. @

Rack N Roll Racing™
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ho was setfied

because it was o
cold, that ice was
abundant and free.
Notw Nho supplies
desert planets with water at

quite an impressive exchange Just Some ACtian, P,ease
electing this will give you carte blanche in
the racing world. You can race against any

rate. Rock N Roll Racing™
9 enemy (except J.B. Slash) or a second

began here fo host the final
Fifth race in the worst driving

conditions. player, and any car you choose will be powered up
Your car will require special to the max. This option is good for practice,

care on this glacierof aplanet. .  improving your racing skills, or just for some
quick & dirty fun.

Selecting VS. MODE will ask you to choose one- or
two-player, and will then ask you which car you'd
like to drive. To drive a Battle Trak you'll need to
switch to planets where it's available.

VS. MODE will start you on the easiest planet,
Chem VI. However, you may change at any time

and go to any planet as you wish (except Inferno),
or return to planets you've already raced on.

Inferplay Productions
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he OPTIONS SCREEN will let you set a few
preferences for ;\amﬂ play. From top to

bottom, you can toggle the features music,

sound effects and Larry "Super Mouth" Huffman
ON or OFF.

Below these options rests your 12-digit {;555'#1'5_:&:'1
necessary for saving the game. See ‘%au 3
Game on page 26 for details.

Last is the EXIT selection to return to the MAIN
SCREEN.

OPTIONS

nfermo and its Enemy are
-on the Bonus Planet. Only
by racing and beating al of
wmmmu
the hardest level, Warrior,
will you get to race on His
By racing on the Bonus Planel,
Inferno, you wil il get to win
Uoutclaim o he ndiananpolis

Super Cp, butif you have you

s about ou, Jou won't
Hhis unkil you have Some grease

©
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ontrolling your race car is

a Shill you need to build.

hfter a few hours of game
play they should be like second
nature fo you. Don't give up!

dvancing early isn

always the best Hing fo

do. If you race the whole
Division you can earn some
exira much-needed money.

hen an enemy’s car is
smoking it means he’s
damaged. Easy pickings
for ramming and weapons!
ave your ammunition for
the lead car. If you're
ahead, save your ammo in
case you make a mistake. If
you're clese fo e start/

finish line, vse every-
285 [hing you have!

Inferplay Productions
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new password to save your game is

generated only when you start new

divisions or replay the same division. You
may view the password at any time by going to
the OPTIONS SCREEN. If you want to save a
game you must write this password down.

Remember, this password will only restore your
game at the point when you started this division.

To continue a saved game, select PASSWORD
from the START SCREEN. You will be given a grid
of letters, numbers and symbols to enter by using
the Control Pad and the # button. Make sure all
12 characters are entered correctly and the game
will continue where you left off. Select CLR
(clear) to wipe the slate clean. Select END when
you are done.



GAME DESIGN
Silicon & Synapse
Alan Pavlish

PRODUCERS
Allen Adham
Alan Pavlish

EXECUTIVE PRODUCER
Brian Fargo

PROGRAMMING
Bob Fitch

Pat Wyatt

Allen Adham
ARTWORK
Samwise Didier
Ron Millar
Joeyray Hall

ADDITIONAL ARTWORK
Stu Rose

Clyde Matsumoto

Paul Barton

Anthony Gomez

AUDIO PROGRAMMING
Software Creations

QUALITY ASSURANCE DIRECTOR
Kerry Garrison

ASSISTANT QA DIRECTOR
Rodney Relosa

LEAD TESTERS
Dave Healy
Dean Schulte
Chris Tremmel

ADDITIONAL TESTING

Frank Alberry

Michael Packard

Brian Fargo

Matt Findley

Darn Near Everyone at Interplay

THANKS TO
Todd Camasta
Bill Heineman
Allen Anderson

MUsIC

Bad to the Bone

Written by George Thorogood
Published by Del Sound Music (BMI)

Born to be Wild

Written by Mars Bonfire

Copyright by Music Corporation of
America

International Rights Secured.

Not for broadcast transmission.
All rights reserved. DO NOT
DUPLICATE.

Highway Star

Written by Blackmore, Gillan, Glover,
Lord, Paice

Copyright by Mauve Music Inc.
International Rights Secured.

Not for broadcast transmission.

All rights reserved. DO NOT
DUPLICATE.

Peter Gunn

Written by Henry Mancini

Copyright by All Nations Music on
Behalf of Northridge Music Company
International Rights Secured.

Not for broadcast transmission.

All rights reserved. DO NOT
DUPLICATE.

Paranoid
Written by Anthony lommi, William
Ward, Terence Butler, John Osbourne

Copyright by Essex Music International

Inc.

International Rights Secured.
Not for broadcast transmission.
All rights reserved. DO NOT
DUPLICATE.

YOICE
Larry “Supermouth” Huffman

MANUAL DESIGN & PRODUCTION
Jerry Friedman = Galahad Graphics

ock I" Roll Racing™

comes with a screen

saver fo save your

poor felevision Screen

from image burns.
ffter awhile of not playing or
not doing aniything if will
activate. Pressing any button
wil let you resume piay.

Rock n Roll Racing™



Password Notebook

Use the space below to record your passwords.




WARRANTY INFORMATION

Interplay Productions warrants to the original consumer purchaser of this Software
will be free from defects in material and workmanship for 90 days from the date of
purchase. If the Software is found defective within 80 days of original purchase,
Interplay Productions agrees to replace, free of charge, any product discovered to
be defective within such period upon receipt at its Factory Service Center of the
product, postage paid, with proof of date of purchase. This warranty is limited to
the Software originally provided by Interplay Productions and is not applicable to
normal wear and tear. This warranty shall not be applicable and shall be void if the
defect has arisen through abuse, mistreatment, or neglect. Any implied warranties
applicable to this product are limited to the 90- day period described above.
Interplay Productions disclaims all responsibility for incidental or consequential
damages. 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 which vary from state to state.

Limited Lifetime Warranty

If the Software should fail after the original 90-day warranty period has expired, you
may return the Software to Interplay Productions at the address noted below with a
check or money order for $15.00 (U.S. Currency), which includes postage and
handling, and Interplay will mail a replacement to you. To receive a replacement,
you should enclose the defective Software (including the original product label) in
protective packaging accompanied by: (1) a $15.00 check, (2) a brief statement
describing the defect, and (3) your return address. ff replacement Softwares
are not available the defective Pak will be returned and the $15.00
refunded. Due to the nature of batteries, the battery back up in any
Software can only be warranted for a period of one year from the date of
purchase.

If you have a problem with your Software, you may wish to call us first at
(714) 553-6678 from 9:00 A.M. to 5:00 P.M. Pacific Time, Monday through
Friday. If your Software is defective and a replacement is necessary, U.P.S. or
registered mail is recommended for returns. Please send the Software, with a
description of the problem and $15.00 to:

WARRANTY REPLACEMENTS

Interplay Productions
17922 Fitch Ave.,
Irvine, CA 92714

NOTICE

Interplay Productions reserves the right to make modifications or improvements to the product
described in this manual at any time and without notice.

Copyright 1393 . All rights reserved. Rock N° Roll Racing is a trademark of Interplay Productions.
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