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Safe use of this product, carefully read the following section of this manual and the Precautions section of
¢ instruction manual supplied with the PSP™(PlayStation®SPortable) systom before use. Retzin both this
software manusal and the instruction manual for future reference.
AEENRZEAN " EREME , LS PSP™(PlaySution®Portable) 23 EFRHN , ¢
SERERTRER MNERZRSOS RSN UL NNEE,

*BTHWE

o When operating the system, play in a well-lit room and keep a safe distance from the screen. ®Avoid
prolonged use of the system. Take a break about 15 minutes during every hour of play. #Do not use the
systorm when you are tired or short of sloep. ®When using headphones, do not turn the volume up before
putting the headphonos on. Also, do not listen at loud volume levels for extendod poriod of time. Stop using
the system immediately If you experience any of the f If the o persists, consult 8
doctor. eLightheadedness, nautea, or a sensation similar w motion sickness. @ Discomfort or pain in the
wyes, ears, hands, arms, or any other part of the body,
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Use and handling precautions

o This disc is Intended for use with the PSP™system only. If the dise is used with other devices, damage 10 the
dise or 1o the device may result, ® Depending on the software, s Memory Stick™ Duo or Memory Stick™ PRO
Duo {both sold separstsly) may be roquired. Refer 10 the software manual for full details. #Do not use In
nirplanes or medical facilities where use is prohibitod or restricted. @Set the PSP™ gystern's wireless network

foature 1o off when using the PSP™ on trains or in other crowded focstions. I used near persons with

pacemakars, the signal from the PSP™ system's network feature could interfere with the proper operation of
the pacemaker. oif paused imeges are displayed on the screen for an extonded period of time, & faint image
may bo left permanently on the screen. eStore the UMD™ in its case when not In use and keep in a place ot
of the reach of children. If the disc is loft out this may result in warping or other damage to the disc. Do not
leave tha UMD™ in direct sunlight, near a heat source,
humidity, #Do not touch the opaning on the rear of the UMD™ (recording surface of the UMD™ ; see drawingh
Also, do not allow dust, sand, foreign objects or other types of dirt to get on the disc. eDo not block the
oponing with paper or tape. Also, do not write on the UMD™, eif the opening area doss get dirty, wipe gantly
with a soft cloth. ®To clean the UMD™, wipe the exterior surface gootly with a soft cloth, #Do not use
solvents such as benzine, commarcially svailable cleaners not intended for CDs, or antl-static spray Intended
for vinyl LPs &s these may damage the UMD, e Do not use cracked or deformed UMD™ or UMD™ that hove
been repaired with adhesives as these may cause system damage or malunction. ®Thore will be no
compensation for damages or destroyed discs resulting from the misuses of UMD™
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Press the right side of the UMD™ unit which is in the position shown in

the drawing and then remove it. If excess force is applied, this may
result in damage to the UMD™
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Ingert the bottom side of tho UMD™ and then prass on tha top side of
the unit which clicks into place. If the UMD™ is not stored properly, this
may result in damage to the UMD™
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i 8 car or other places subject to high heat and

5. I’?EE .7' STAGE,

Thank you for purchasing PSP™
(PlayStation® Portable) [INITIAL D
STREET STAGE] . Please read the
attached instruction thoroughly before
starting the game. Please keep this
instruction manual for future reference.

About PSP™ (PlayStation®Portable) Updates

Starting the Game.............viunne 04
Introduction to the Modes........... 06
The Fastest Street Racer Legend ... 07
Time Attack -1
Multiplayer.. 15
Garage

£,

PSP™ (PlayStatlon-Portablel?‘éﬁﬁﬂ

Notificatiop from Sony C E Inc.

This UMD™ includes PSP™ (PllySmIamﬁDPoruble) update

data, When a screen prompting you toiupdate is didplayed

ot game stan-up, an update is needed

Executing a PSP™ update

The update dats is displeyed on the PSP™system’s

home meay with the icon shown below. If you foliow

the onscreen imstructions you can update the

PSP™gystem software. Bufore executing the update,

check the version rumber of the update data.

W Bafore starting the update, you must do the following:

© Check that the battery is fully charged.

o Connect the AC adaptor to the PSP™ system and plug it
Into an electrical outiet

WDuring the update, do not tum off the power
or remove the UMD™.

¥ the updste is canceled before completion, it may result in

damage 10 the system.

Checking that the update was successful

Select "Settings” from the home menu, and then under

“System Settings™ sedoct and display "System Information”

If *System Softwara® shows the sume version number as

the updata data, the update was successful
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W), = 7 System Information (TR ;290
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For more information about the PSP™ system's update festure, refer to the following Web site
FRETHRESHOEMTMNARSNGE « IRELF RS
http://www.sceh.com.hk [Hong Kong, Southeast Asia (F:# - 3]

http://www.sceh.com.tw [Taiwan (£ R))
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Basic Controls

MENU SCREEN CONTROLS __ W« ]

The following controls are used during each Menu Screen.

CONTROL ACTION

directional buttons Move Cursor ]

Directional
buttons

@ button Enter Selection/Advance to Next Screen |

& button Cancel/Return to Previous Screen ]

RACE CONTROLS
The following controls are used during the race.

CONTROL ACTION

Analog stick SELECT button directional buttons/analog stick 1T

)

@ button Turn ON/OFF Headlight
START button

WLAN access indicator

© button Accelerate

@ button Change Viewpoint

Brake

Memory Stick Duo™ slot

button Change Gear (Shift Down)

Change Gear (Shift Up)

Open Pause Menu

—

About Saving

To save or load the game, a Memory Stick Duo™ (or Memory Stick PRO
Duo™) (sold separately) is required. Insert a Memory Stick Duo™ into the
Memory Stick Duo™ slot of your PSP™ handheld.

Caution on Memory Stick Duo™ Usage

Never remove or insert the Memory Stick Duo™, or slide the
POWER/HOLD switch while the game is being saved or loaded
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Starting the Game

PLAYING THE GAME FOR THE FIRSTHIME ]

During the Title Screen, press the
START button to enter the Driver
File Select Screen. If you are
playing the game for the first time,
follow the directions below to create
a Driver File

|

[ Creating System Data

To create a Driver File, you must first create a System Data (a
minimum of 512KB is required). If you do not have a System Data,
you will be prompted to create one at the Driver File Select Screen, so
follow the on-screen directions to create the data. If you do not create
one, the game will not be saved automatically until you create a Driver
File from the Options (p.30)

| Driver File o

The Driver File contains the game progress, collected Cards, and your
race records. Up to three Driver Files can be created.

How to Create a Driver File
I Select Driver File R

First, select the Driver File to F2AX=2 74 AEBNLTIES Y
use. If you wish to play without

creating one, select [2—7L

BWTCTLAF % (play without

saving)l

P ERs

£

Player Name
Next, enter a Player Name for
the selected Driver File. Use
the directional buttons to
select a letter, and the ©
button to enter (€ button to
delete a letter). To change the
type of letters, select either
vzl , [h#l  or TE]
When done, select [#] and
press the @ button

TF=LOwHT

EM Select Car Manufacturer

Next, use the directional
butions 4==$ 1o select the
manufacturer of the car, Press
the @ button to enter.

A-N—-EBRLTIIESD

s TOYOTA

<

I Sclect Car

Next, use the directional
buttons 4==p to select the car
you are going to ride. You can
also change the colour of your
car, using the directional
buttons 14

Finally, select the Tuning
Course (p.23) for your car.
Available types of course vary
according to the car you
selected.

@
CONTINUE THE GAME

If you wish to continue a previously
saved game, select the Driver File
to load at the Driver File Select
Screen to resume the game from
where you made your last save

F34rn—2y4A2BRLTIESD
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odaction to the Medes

MAIN MENU

After you selected the Driver File (or
created one), the Main Menu
Screen will be displayed. Select
from the 7 modes available

Y=—LE-FEBRLTIESL

s

W 23 S 2 02)

Seven Game Modes

The main mode (Story Mocié) of the
game. Race and win against the rivals
who await in the mountains of

MBERRER

The Fastest Street Racer Logend

ditferent areas.

EALTRIY _

Time Attack Race against the clock in various
m situations.

31} Using Ad Hoc Mode, race against

Multiplayer other players. You can even trade

cards and replay data.

HL—7
Gorage Trt]me yot;lr car here Youdcan also
change the car you are driving
P.22
A—-kabLyar ” et S vei R
Card Collection iew and/or manage Cards you have

collected.

P.25

TaY T hDF—LA—3 Youcan view illustrations of the
Project D Homo Page Loading Screen,l movie scenes,
advice on attacking courses, and

P. 27 listen to BGM
ATav
Options Change various game settings. You
can also save/load the Driver File
P.30

ARz I2 VEEZR 6021202 E

CHALLENGE TAKUMI'S FATHER IN [3zkiciess!) M(SDE

During the game, if a certain
condition is met, [3CAICHEEE!!
(Challenge Buntal!)] Mode
becomes available, allowing B zrraz
you to race against Takumi's ( ' a )"A?mw
father Bunta. Experience the
driving of the legendary street
racer

Y¥=L®—-FEBRLTIESW

AR R

The Fastest Street Racer Legend

b

WIN RACES TO BECOME THE FASTEST ON THE STREETS.]

Visit various mountains and race
against the rivals who appear in the
comics. Tune your car and aim to
become the fastest street racer.

# From here on, this mode will
be referred to as the Story Mode.

Flow of the Story Mode

P08

Select either automatic or manual transmission,

STEP 2 Select Course - P08

Select the Course (mountain) to race in.

sTEP ] Select Transmission

STEP 3 Select Rival/BGM P.08

Select the rival to race against, and BGM.

STEP 4 Begin the Race P.08

After the conversations with your rival, the race begins,
Finish ahead of the rival to win

sTeP B Replay P.09

View replay of the race. You can also save the replay
data

STEP § Results Screen P.09

Result of the race, such as Total Time and time
differential, will be displayed.

STEP 7 Select Card P10 |

W I you finish the race (complete the course), you gain a
Il Card.

STEP 8 Continue Menu P10

Accept challenge from the next rival, or race against the i
fival you Just lost to i

CDRomand@ Initial D Street Stage ManudPageb of 28
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sTEP ]| Select Transmission

Select the transmission for your car to either Automatic (AT) or Manual
(MT).

STEP 2 Select Course

Select the course (mountain) to race, all I-2EERLICEEN
featured in the comics. Play from #§&

(Novice), 8 (Intermediate), F#8

(Expert) and #_L& (Professional).

STEP 3 Select Rival/BGM

Select a rival 1o race against. The more
* displayed, the more challenging the
rival is. Also, use the directional buttons
14 o change the BGM played during
<y o
the race AR~ 70

N B
P comnowma)

STEP 4 Begin the Race

After the conversational dialogue, the race begins. Finish ahead of
the rival to win. If you quit in the middle of the race, the game moves
on to the Results Screen (P.09).

Race Screen

(1] &

-

(1] Rearview Mirror (only with Driver's Viewpoint)

@ Time Remaining
© Total (Elapsed) Time

O Section Ti_mg:‘gép Time (only in @ﬁ(Myogi) and ffEK (Usui))

© Course Navigator (or Paper Cup Wa?eT)_is displayed here.
O Distance from Rival ~_+You're Ahead of Rival — You're Behind the Rival

© Rival's Face

© Rival's Name and Car
Wayers Naine and Car

O Tachomeier
1) S_peedome(er_ . &
12] J’rexlsrpise_slo_rw lif:Auvlon;aaéM}:Mang_ai)7aﬂd7(ﬂ%m Gear

Al RR R

STEP § Replay

When you finish the race, the Replay Menu will be displayed. Select the
Menu ltem to execute.

Replay Menu

UL v, View replay of the concluded battle. When the
replay ends, the game returns to the Replay Menu
(Replay) Screen.

You can save or delete the replay data. Select
either [UZfL -« t2—77 (Save Replay)] or [UT
L~ 1I&% (Delete Replay)] to display the Replay
Save Screen. Select the location of file to save
(delete). Required memory space varies with total
time of the race. Also, it is possible that replay
cannot be saved if the total time exceeds 10
minutes. You can save up to 99 replay data. If you
select the previously occupied data, it will be
overwritten,

UJuAt—7
(Save Replay)

RN (Next) Advance to the Results Screen,

Replay Screen

1 - 3

© Total Time

® Section Time/Lap Time (only in 89§ (K’i;ogmﬁnd HEK (UQJIE
g—)l{eplay Display ", PRI
© Tachometer
(SR @gedor}\etey 252
0 Transmission (AT=AugonwaticJMT=Manual) gnd Current Gear

# @ button: Ch@ge"cénera Angle: @ button: Change Display

STEP § Results Screen

BATTLE RESULT (WIN/LOSE), TOTAL
TIME, SECTION TIME/ALAP TIME, and
ADVANTAGE (time differential) of the
race will be displayed.

CDRomand@ Initial D Street Stage ManudPage6 of 28
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STEP 'J Select Card

Whether you win or lose, if you finish the
race, you will select a card after the
Results Screen. Pick one from three
displayed on the screen

Finally, when the Continue Menu is displayed, select the Menu ltem to
axecute. Note that if you win the race, the next rival will appear o
challenge you

Continue Menu items

If you won the race, you will accept challenge from
the next rival, Otherwise, you will race again with
same rival.

Switches to Course (Mountain) Select Screen 1o
race on different course.

2% /B
(Accept / Retry)

Quit the Story Mode and return to the Main Menu
Screen

Pause Menu

During the race or the replay, press the START button to open the
Pause Menu. The Menu Items for both the Story Mode and the Time
Aftack are the same.

Continue Resume the race

Restart the race from the beginning. Not available

Retry during the Replay

Quit the race/replay. In Story Mode, if you quit during
the race, it is counted as your defeat

Exit

SRSV EERR

B4 B-8 B -4l
What If You Beat All the Rivals?

If you defeat all rivals in the
course (mountain), you conquer
the course. You will be awarded
a Course Card, allowing you to
view [J—2HB& (Course Tips))
in the Project D Home Page
(p.28)

|

\
4

P S1LTEY

Time Attack

ATTACK MOUNTAINS WITH VARIOUS SITUATIONS]

Select course, weather and time,
and aim for the fastest time. You
can check your records in the
Project D Home Page (see Record,
p.29).

STEP 1 Select Transmission

P.12

Select either automatic or manual transmission,

P12

STEP 2 Select Course

Select the Course (mountain) to attack.

STEP 3 Select Route/Weather/Time & P12

In order, select the situation for your Time Attack.

STEP 44 Load Ghost Car Data RS

Select whether to load the replay data to be used as
"Ghost Car."

sTEP B Begin Time Attack
| Begin your Time Attack,

STEP 6 Replay

View replay of Time Attack

STEP 7 Theory on Street's Fastest { P13

Ryosuke Takahashi will give you a tip on this course.

STEP 8 Results Screen P14

The result of Time Attack will be displayed.

STEP @ Select Card P14

Select a Card for your collection

sTeP () Continue Menu P14

You can retry the Time Attack, or change course

CDRomand@ Initial D Street Stage ManudPage? of 28
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sTEP | Select Transmission STEP 5 )Begin Time Attack

Select the transmission for your car to +2 When all settings are complete, the Time Attack begins. Unlike the Story
either Automatic (AT) or Manual (MT) Mode, there is no time limit for each section in Time Attack. Practice
thoroughly to break the record

Sy

Select the course (mountain) for the
Time Attack. Note that, while selecting
oourse, route, weather or time, you can
change the BGM with the directional
buttons 14

STEP 3 Select Route/Weather/Time

Select various situations for the Time A= rRBNLTIASN

Attack. Route: FD (Downhill) / ED P

(Uphill) /Z2M D (Lap Left) /AAED (Lap =

Right). Weather: DRY [B§11)/WET B 5

[[] . Time: DAY [B]/NIGHT [#&] . ” © Total Time

© Section Time/Lap Time (only in #3 (Myogi) and #X (Usun))
© Course Navigator

0 Record (&8 (Overall)/HE7] (Cdtegorymbe))
STEP 4 Load Ghost Car Data © Time D:lfcrehual from the Record (from Overall only)
In Time Attack, you can load the replay - X PR -EAPLTIA o Tachometer _ i
data and display as "Ghost Car." If you @ Speedometer e i
select [YES] , the Replay Data Select § . . ® @ Transmission (AT=Automatic/MT=Manual) and Current Gear
Screen will be displayed. Select the data

to load. Note, however, that only the data

with exactly the same situation (course,

route, and time) can be displayed as STEP 6 Replay

*Ghost Car.” You can also load the

replay data from the Story Mode, if the situation is the same When you finish, the Replay Menu will be

displayed. The Replay Menu ltems are
the same as in Story Mode (see p.09).

STEP 7 LEWHFER (Theory on Street's Fastest)

Analysis of the completed Time Attack, 23 0 3 0 Y G
along with advice from Ryosuke .

Takahashi for the course is given. Keep k|

this advice in mind when you challenge

the record

CDRomand@ Initial D Street Stage ManudPage8 of 28
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STEP 8 Results Screen

TOTAL TIME and SECTION TIME/LAP
TIME will be displayed.

STEP Q Select Card

By completing the course, you gain a
card. Pick one from three displayed on

the screen v
— s) ~
. #‘@ ~ -

R

When the Continue Menu is displayed,
select from the following menu items to
execute,

Continue Menu items

U RSA

T in with sa
(Retry) ry again wit me conditions

W-‘?ﬁﬁ The game switches to the Course Select screen,
aliowing you to change the course (mountain) to

(Select Mountain) attack

Quit Time Attack Mode and retumn to the Main
Menu Screen

) ififE

Multiplayer

Before Attempting a Connection

CESENE

Before beginning a multiplayer game, switch the WLAN switch on
each player's PSP to ON, and ensure all players are within a suitable
range. Up to 4 players can enter the lobby. 2 players can connect in
&S24 (Battle Mode)] , [1— K32# (Exchange Cards)] and U
7L ¥{8 (Exchange Replay)] modes. Up to 4 players can connect
in [LO— FH# (Compare Records)] . Each player must have their
own copy of the game.

CONNECTING VIA AD HOC MODEE

Enjoy a variety of multiplayer modes
with other players connected via an
Ad Hoc Mode network,

[&{E (Multiplayer)] Game Modes

i R X

Battle Mode Race against another player. There

are 3 sets of Battle Mode rules.

H— P
Exchange Carde Swap Cards you have acquired during

the game.

2 Exchange replay data with another
Exchange Replay xchange replay data with anothe!

e

La— FHR
Compare Records

Compare Time Attack records with
other players.

B{EXIER (BATTLE MODE)

Race against another player. Battle FIEC)
Mode setup will vary depending on

whether you select [/ThLZEZI{S

3% (Host)) or [/THILERLAT

(Join)] . Please read the

instructions from p.16 carefully.

CDRomand@ Initial D Street Stage ManudPage9 of 28



LU RILERIF 3T S (Host) E

Select [IVHLZERIF6I13S (Host)] to become the host player of a Battle
Mode race

Setting Up for Battle Mode (Host)

I Confirm Opponent : 2
l The name and race history of the joining player will be displayed. Press

the @ button to progress to vehicle selection.

Select Vehicle . S

Choose the vehicle to race in, Two kinds of car can be selected as
follows:

Select Vehicle Menu

HL—JBs )
d 1 >
{Carln Your Garane) Use a car registered to the garage

Use the same cars as the rival characters’ from
S4ICbL the Story Mode. You must be in possession of a
(Rival) Card allowing you to use the rival car, and unlock
New Contents

IEM Wait for Completion of Battle Settings

l Wait while the joining player completes the settings.

I Confirm Settings o

View the settings for Rule, Course and Situations set by the joining
player. Select [YES) to begin the race with those conditions.

5 L

The game screen is mostly the same as for the Story Mode (p.08),
except no Time Limit is displayed. When [I\Ts¥v w7
(Handicap)] is set in Normal Battle, or [R9— k29 14 b (Start
Delay) | is set for Sudden Death, a countdown time will be
displayed on the tralling player's screen at the beginning of the race
In Time Count Battie, the countdown time will be dispiayed once
triggered, and in Sudden Death, the distance will be displayed as you
approach the (Rl %2R (Losing Distance)) .

Note that the Pause Menu cannot be accessed during Battle Mode
play,

I Face

When either player tulfills the rule requirements, the RESULTS
Screen will display the TOTAL TIME and SECTION TIME. Replays
cannot be viewed or saved.

I ety ionu e

At the Retry Menu, if both players choose a different menu item, they
will be executed with the following priority: [#7 (Quit)) — [J(HU
WEEE (Change Race Settings)] — U RS54 (Retry)] .

U RS
(Retry)

Play again with the same race settings,

JCRIVABZE Retumn to the Vehicle Select Screen, set new
(Change Race Settings) game parameters, and begin a new game

#8T End the game and return to the [&{E
(Quit) (Multiptayer)] menu.

[[TELERLAT Goin)

Select [JCKNJLZEE LAS (Join)l to join a game hosted by another
player. As a guest, you can select the game rule and the players

Setting Up for Battle Mode (Guest)
I Choose Opponent ,

The names of players in your network hosting game will be
displayed. Choose your opponent using the directional buttons, and
press the @ button to select.

N Sclect Vehicle - LSRR

1135 (Host)] (p.16).

| l Choose the vehicle to race in. This is the same as for [/ ~LE2(D)

CDRomand@ Initial D Street Stage ManudPagelO of 28



Select Rule

Choose the Battle Mode rule. When you have chosen and confirmed
a rule, you will be required to set the details. Select a menu item and
use the directional buttons 4== 1o change each setting. Press the
@ button to confirm,

The first player to reach the goal wins. If [/\>/
74 ¥+ w7 (Handicap)) is set, then you must
J=JUINKIL  wait at the stant line for the set number of
(Normal Battle) seconds (-60~60). If [JL—H—TJ—2Z k (Loser
Boost)] issetto [@®D (ON)] , the trailing
player's vehicle will increase slightly in spec.

When the leading player crosses a checkpoint,
FALNDTY B the trailing playo?will lose the race if he/she
JCBIL doesn't cross the checkpoint within a set
{Time Count Battie) amount of time (0-30 sec.). As with Normal
Battle, the first player to reach the goal wins.

Start times for each player are staggered. The
leading player loses the race if overtaken, and
the trailing player loses if he/she falls a certain
distance behind. If both players reach the goal
without forfeiting the game, then the leading
and trailing players positions will be swapped.
The trailing player's [R&—hk2x A b (Stant
Delay)] time can be set from 1 to 5 seconds,
and [7 FI(>F— (Advantage)] can be set
from a distance of 100 to 600 metres, which the
trailing car must not exceed

Y RIFR
(Sudden Death)

A select Course 5
Choose the race conditions from J—2 (Course), )b— i (Route: D
(Downhill)/ £ (Uphill)/Z@D (Lap Lefty/F@D (Lap Right)), X%
(Weather: DRY [BENYWET [#]), and BEIS (Time of Day: DAY
[BYNIGHT [#]). Selection is the same as for Time Attack (p.12),

Il Wit for Host Confirmation
l The race settings will be displayed while you wait for the Host player

1o confirm

The race begins, The procedure from here is the same as for [/{h
WEBII3132 (Host)] - (p17).

71— K318 (EXCHANGE CARDS) ¥

Swap Cards with your friends via an Ad Hoc Mode network.

Procedure for Exchanging Cards

I Host Exchange/Search for Host

To host an exchange, select [h— FZEBRES413S] . To search
for an exchange host, select [H— FERERLAL) .

AN Select Exchange Partner

The player hosting the exchange must wait for a second player to
connect. The player searching a host must select a host from the
menu.

Confirm Exchange Partner

The exchange partner's [l (Name)l , [Hh—FaLovay
(Percentage of Cards Held)] and [H— KBS (Number of Cards
Held)] will be displayed. Press the @ button to proceed.

B Select Card and Quantity N>’

Use the directional buttons to select the Card you wish 1o exchange,
and press the @ button 10 proceed. Use the directional buttons 4
to set the number of Cards to exchange. Press the @ button 1o
proceed to the Exchange Confirmation Screen.

I Confirm Cards and Exchange 0

First, the Cards you wish to exchange will be displayed, Press the @
button to confirm. Next, the Cards the other player wishes 1o
exchange will be displayed. Press the @ button again to display the
Confirmation Screen. Finally, select [YES] to complete the
exchange

I3 Confirm Received Cards

The Cards you received will be displayed for viewing. Press the @
button to retumn to the {8 (Multiplayer)] Menu.
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UL - i8fE (EXCHANGE REPM&

Send and receive replay data with other players via an Ad Hoc Mode
network.

Procedure for Sending and Receiving Replay Data

I Host Exchange/Search for Host 3

To host an exchange, select [ 7L/ i%{8 (Send Replay)] . To
search for an exchange host, select UL+ %8 (Receive
Replay)) .

PR Seiect Exchange Partner
The player hosting the exchange must wait for a second player to

connect. The player searching for a host must select a host from the
menu.

IENN Confirm Exchange Partner i

The exchange partner's information will be displayed the same way
as for Card Exchange. Press the @ button to proceed.

B Sclect Replay Data to Send

Use the directional buttons ' § to select the replay data you wish to
send, and press the @ button to proceed. Select [YES] to confirm
the exchange

Il Receiving Player's Confirmation

The receiving player will be prompted to save the received replay
data on a Memory Stick Duo™. Select [YES] to save.

I Confirm Received Replay Data

Finally, the replay data you received will be displayed for
confirmation.

L' J— RH# (COMPARE necona@

Here you can compare records from Time Attack Mode with other players

Procedure for Hosting/Joining a Compare Records Session

I Hosting/Joining ’ ®

Select [L/O— FHMEMMEYTS] to host a session, or to [Ld—K
HERZERUAL] join a session.

IERN Seicct Member

The player hosting the session must wait for other players to
connect. Players searching for a host must select a host from the
menu.

IEN Confirm Member

When a player wishes to join, his/her details will be displayed. Press
the @ button to begin the session

Check Rankings B

The Ranking Screen will be displayed. The contents are the same as
forthe [Record] on the Project D Home Page (p.29).
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Garage

CHANGE CARS AND TUNE THEM UP_- ]

There are two types of tuning: the normal [Fa—27 w7 (Tune Up)l

In Garage, you can change the car and [#H&F7F 21—/ (Outer Modification)] , and the method of tuning

to be used in the Story or Time varies between the two.

Attack Modes, or tune the car you = — — — — T |

are riding | LiFa—=UF w7 (Tune Up) NEFF 21~ (Outer Modffication) |
By using the Tune Up Card, the If you have Tune Up Cards of |
tune up will be performed by one car parts that can be attached,

| step, and powered up from such as Rear Bumper, Wheels, |

| STEP 1to STEP 5, regardless of or Spoiler, you can tune your car
the type of car or Tuning Course.  from wherever you wish to do so

—_— : - first. Depending on the type of

[;1 =27 (Tunmg) : caror Tﬁﬁing gourse. n?;

Using the Tuning Cards (see p.26) Fa-=y THHERNL TR ‘ number of parts that can be

you obtained, you can tune your car =18 ag : attached varies.

up. There are two types of tuning

(see below)

About Tuning Course

Tuning Course is the direction on
how the car is tuned. The tuneable
contents vary with cars. You cannot
change the course, or redo the
contents that you have already

By executing [Fa—>P w7 (Tune Up)l Card, tuned.

Fa—o7vT you can improve on your car's running
(Tune Up) performances. Note that the outer appearance will
not change.

By executing [##&F%F 21—/ (Outer
HNIEFRF 13—/  Modifications)] , you can attach Outer Parts to
(Outer Modifications)  your car. Note, however, that some parts may not

improve your car's performance at all After the Tuning Course is
completed, you can only perform
additional Tuning Course from the

How to Tune Your C following six areas: Wheels, Muffler,

Rear Spoiler, Front Hood, Mirrors,
If you select either [Fa—F 9 2=y H—FEMRLTIEAO and Stickers.
(Tune Up)) or [HBRFa—~
(Outer Modification)| , the Tuning
Screen will be displayed. The
Tuning Card that can be used will
be displayed brightly. Use the
directional buttons 4= 10 select : |
the Tuning Card to use, and press . i : DYRYIYVYETR
the @ button to execute. If you
press the WEM button, you can
verify the content of current tuning.

When the Tuning Course is Completed

Tuning your car increases its
performance. This is important
for winning races against the
rivals in expert level. If you
acquire a Tuning Card, be sure
lo use it,
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| !i!lﬂ_jﬂ (Select Car)

You can change the car to ride. You
must have at least two cars in your
garage in order to make this
selection. Add a new car to your
garage first with  [Si8EEER
(Add New Car)J .

[ #MEMRIR (Add New Car)

You can add a new car to your
garage, then switch it as your main

AHEERLTLESD

is the same as for creating the
Driver File (P.05).

car. The method of selecting the car 1_‘_“___‘

| HiHllER (Delete a Car)

You can delete a car from your
garage. Please take caution as
once the car is deleted, all
information relating to that car
(win/loss data, etc.) will also be
deleted.

0 GT APEX { AERS

P H—KaALHZay

Card Collection

VIEW CARDS IN YOUR POSSESSION. . ]

You can view and manage Cards
obtained in each mode. You can
also add contents for [FOY o
RDIR—L~—3J (Project D Home
Page)] .

Card Collection

RUTIH-FEINL T LS
-~ -

'-v'

—

© Control Descriptions
© Number of Same Cards in Your Possessi?)n

© Current Page e ey

© Newly Obtained Card

9 Card Number Icon, and Néme of Currently Selec(ed Card 7

| Viewing Cards

Use the directional buttons to select a Card, and press the @ button to
display details. You can also switch pages using Il and HEM buttons.

Card Display

0 Card Number
© Card Name

e Illustrauon'fo'r the Card.
o Icon Indu,aung the Type of Card

OInqluatosthere is either (or both) | NFWCONTENTSJ or IHINTJ

© Rarity of the Card, in five ranks (S, A~D)
[7] Descnpllon of the Card

0o Select TNEW CONTENTSJ and/or FHINT' (see p. 26)
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P 7OV IRDR—LA—Y

Project D Kome Page

| Card Types

By completing the race or fulfilling
certain conditions, you gain Card(s).
There are two types of Cards in this
game

Two Types of Cards

ausaY These Cards describe the rivals, cars, or courses

# featured in this game. Some Cards may allow you
h—K to open new contents in the game, just by
(Collection Cards)

obtaining them.
Fa __,— 4 7 By using these Cards, you can tune your car (see
7] e |\ p.22)
(Tuning Cards)

| TNEW CONTENTS] and [HINT]J

Some Cards may contain either or
both of the following displayed on
the Card description: [NEW
CONTENTS) or [HINT)
Selecting TNEW CONTENTS]
may add new features to expand
the game's playability, such as
opening new contents for Project D
Home Page or alfowing you to use
the Rival's cars in WLAN battle.
Selecting HINTJ will give you
hint on specific conditions for
obtaining some Cards.

VIEW VARIOUS CONTENTS

You can enjoy various contents,
such as viewing illustrations used in
Loading Screen and listening to
BGM used in the game

@ Home (Return to Main Menu Screen)

Tcénliol Descriptions inside Proy’e{:i D Horﬁé_l?_age
(3] PFo]ech Home Page Menu

lLCunemly Selected Contents

| Gallery

View illustrations used in the game.
Select the fllustration and press the
@® button to enlarge. Use the
directional buttons to scroll the
screen

BaRa |2V aE o Ra2eE 6

By acquiring specific Card(s),
the items that can be selected in m
[Gallery] [Sound) W

[Course | and [Movie) .:' FREE °
contents will increase. Advance |cessete t

the game or trade through Mo
WLAN to enrich your contents oy,

- s 00

4+ Although this mode imitates the design of the Web site, the game does
not actually connect to the internet.
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707 x7hDR—LN—Y

| Sound

| Replay

You can listen to the BGM and -
character voices featured in this = 2
game. When you select the g
BGM/character voice, the cursor will 30
automatically move over the on-

screen PLAY button. Press the ®

button to play the content,

Sound Menu Items

BGM Listen to the background music (BGM) used in the
game.

By obtaining specific Cards, you can listen to the
character voices used in the game,

VOICE

| Course
You canview [D—=XO&KN
(Course Description)] and [2—X
E1# (Course Tips)) . The Course
Tips gives you [24&I5 (Overall
Tips)l and [+ > REBE (Point

Tips)) which is the most vital point
of the course

| Movie

View the movie scenes featured in
this game. Select the movie scene
10 view.

DaR2IZVZEZR (PR P-4

i Always Check the Cards You Obtained

Obtaining the Card alone will
not open new contents. View
the Card and select [NEW
CONTENTS] (p.26). When a
new content is added, NEW)
will be displayed on Project D
Home Page Menu

View Replay Data. First, select the
Replay Data to view. You will be
asked whether to load the data.
Select [YES] to load and play
the replay data.

| Record

You can view various records for
the Time Attack Mode and
multiplayer play.

b [ L—

e [ —
eaNe [ —

L

W4y [T A

Record Menu Iltems

Place a check mark on Driver Files (multiple
selections can be made) and select NIRRT
(Done)) todisplay [S#>/7MK (View
Ranking)) Screen. Select a setting item (J—2X
(Course), JL— b (Route), X#& (Weather) and 3253
K& (Record Target)) and press the ® button to
display the list of each setting. Use the directional
buttons § £ to select setting item. When done,
select either [BARIN (Overall Rankings)] or
[E# 7RI (Categorized Rankings)] to display
Rankings.

FALT YD
(Time Attack)

Your Win/Loss Record, Winning Percentage, and
Battie Level in multiplayer (Ad Hoc Mode) play will
be displayed

i EXI

(Battle Mode)
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Optisas

CHANGE VARIOUS GAME SETTINGS. - ]

In Options, you can save or load the
Driver File, or change Button
Assignments and game settings.

[ ¢-7ap-F ]

| Y-hEr Pt YT

| =7 &0O— K (Save & Load)

You can save or load the Driver
File, which contains the progress of
the game

t-7&80~F

If you select [t—7/ (Save)] , the
Driver File Select Screen will be
displayed. Select the Driver File to
save to (Memory Stick Duo with at
least 512KB of free space is
required). If you select a Driver File
with existing save data, you will be
prompted to overwrite. Select
['YES] to overwrite. Note also that
you can delete the data inside the selected Driver File by pressing the @
button.

As with Save, if you select [O—FK
(Load)] , the Driver File Select
Screen will be displayed. Select the
Driver File to load. Your action will
be confirmed. Select [YES] to
load data. Also, as with Save, you
can delete the data inside the
selected Driver File by pressing the
@ button,

Change various settings. You can
change the lists of settings ( 22/
7 4% (Game Configurations)] [+
—4{E (Button Assignments)] [t
>/ K (Sound Settings)) ) using
the buttons.

Change game settings. First, select | _ YL F T
and enter the menu item to change, A
then use the directional buttons

+==p 1o change setting. Press the

START button to revert to its default

value.

Game Configurations Menu ltems

HEE Change the difficulty setting for the Story Mode (5
(Game Difficulty) L) (Easy)/E# (Normal)/i L L) (Hard))

FEBE

(Navigation Display)

Change the setting for the Navigation Display (4 >/
(Ony/Z# 7 (O3 7 (Paper Cup))

- - Change the responsiveness of steering during the
AFT7UYT race from 5 levels. The greater the number, the
(Steering) quicker the response.

— Change the style of time (Time Limit and Total
?4L‘§§m Time) displayed during the race (/—< I
(Time Display) (Normal)y/s,=2 )b (Simple))

F+—3R{E (Button Assignments)

Change the Button Assignments for ¥—btrF 77
the game controls. First, select the RS —
control to change, then press the -

button to use for the selected

control. The functions of the

previously assigned button and the

newly assigned one will switch

places. When completed, press the

SELECT button. Press the START

button to revert to the default assignments,

rZorly Accelerator

TJU—+ Brake

Ea~Fxvy Change Viewpoint
STy Change Gear (Shift Up)
S ll X A M Change Gear (Shift Down)
Ay RSA B Headlight
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YO (Sound Settings)

Change various settings relating to Y—=btrF4v7
the sound output. Select the Sound (A
Setting Item you'd like to adjust, 2

and use the directional buttons

“+==p to change. Press the START

button to révert to the default

setting

Sound Menu items

Choose how the BGM is selected. [E#) (Auto))
plays the fixed selection of music for each race.
[58) (Manual)] plays manual selection.

BGM SELECT

Change the volume level of background music,

BGM V
OLUME from 0~6. (0=No Sound/6=Max).

Change the volume level of sound effects, from

SE
e 0=6. (0=No Sound/6=Max).

Change the volume level of rivals' voices, from

VOI
OICR NOLURE 0~6. (0=No Sound/6=Max).

) BBAMEERA

Charscters and Vehicles

RIVALS AND CARS FEATURED IN m@

p = 2

Here are the rivals and cars that
appear in the game. Differences in
drive method of each car are
described below.

Front Engine/Front Wheel Drive
ATIRIEED

Drive Train @ i

The car tends 10 understeer during acceleration. Upon entering
comers, the tuck-in from cutting acceleration becomes stronger. It's a
good idea to use this tendency to your advantage

Front Engine/Rear Wheel Drive __
#IRIE

- | S
£ N\ >
--@] CfO==—=0L

Although it tends to be heavier on the front, this type of car has gentle
controllability. With your control on acceleration, it is fairly easy to drift

Drive Train @

With ideal weight balance, this type can achieve high mobility, but
strong oversteering near the cornering limit can trigger spinning of the
car. But if you can take advantage of this tendency, the car will easily
drift

Four Wheel Drive
MRIEE

4WD has outstanding acceleration and ability to run straight
Mechanically, though, it is more complex and heavy, and tends to
understeer. Concentrate on braking upon entering corers, and on
front load
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R hE e HA &

The Young Master of Downhill Racing
The central character of [nitial D. Acquired his
driving technique from years of assisting his
family's tofu shop as the delivery boy, and better
known as the fastest driver going down the Akina
hills. Takumi is improving his driving on a daily
basis through countless competitions with his
rivals.

TOYOTA
TRUENO GT-APEX [AE86]

Transmission

SPEED

= il
Drive Train

Dreaming to Pair with Takumi as the Fastest Eight-Six Duo

Best friend with Takumi since high school years.
Very sociable with others, but this leads to
occasional mishaps here and there. Draaming of
becoming a street racer, always tweaking his car,
but accidentally bought an Eight-Five, thinking
that the vehicle was an Eight-Six.

AKINA G
TOYOTA
LEVIN SR [AESS]

v
Drive Train
Transmission

‘ SPEED

BRIRSK

The Legendary Street Racer
Father of Takumi who manages his own tofu
shop — Fujiwara Tofu Store. A legendary street
racer who was referred to as the fastest in Akina
when he was younger. He now drives an
Impreza, after giving up his Trueno Eight-Six to
Takumi

# You will be able to select him & his car as the
game progresses,

SUBARY
IMPREZA WRX type R STi Version V [GC8]

Drive Train

Transmission

5
SPEED

HhaE—EBR

Kowichirou Iketani

The Friendly Leader of Takumi
Leader of the Akina Speed Stars, a street racing
team who represents Akina as their home
course. He is also in a position above Takumi
and ltsuki at the gas station where they are
empioyed. A very supportive guy with an
easygoing personality who acls as a great
acvisor

SPEE
AKINA

NISSAN
SILVIA K's [S13]

D ALY A ‘
=
Drive Train

Transmission

5
SPEED
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SB/AMEERT

One of the Stars of Speed Stars
Close friend of Kouichirou, and a member of the
Akina Speed Stars. According to him, he ranks
among the top three racers of the Speed Stars.
Frequently visits the gas station Takumi is
working at

L
180SX TYPE X [RPS13]

Drive Train

Transmission

S
SPEED

StaEIT

Masterful Driving Skills Can Stand Against his Brother's
The second best among the Akagl Red Suns,
and Ryosuke's younger brother. He is just as fast
as his brother, proving his excellence based on
his instinct and quick decision making. Potentially
a champion driver it he adopts a solid strategy to
his race.

MAZOA
RX-7 Type R [FD3S]

_—
‘ Drive Train
|

Transmission

5
SPEED

=% .= 3y=]

SN

Ryosuke Takahashi
The White Shooting Star of Akagi
The Isader of the Akagi Red Suns, who are
regarded as the best in the Gumma area, A
theoretical driver who seeks for extreme speed
on the streets. Composed his own street facing

theory, and has initiated "Project D" to complete
his theory.

MAZDA
RX-7 oo Il [FC3S]

Transmission

SPEED

Iz"%ﬁﬁaﬁé? ——I

Lady Driver who Accelerates her Passion to Keisuke
Driver from the Saitama Northwest Area
Although she races based on her emotions and
personal motives, she is head of the class among
her mates when it comes to an uphill race. Since
her fateful(?) encounter with Keisuke, she calis
him "darling” to her heart, Jonging for romance.
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