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Smugglers Run
combines
racing with
knowledge of
terrain to test
your arcade

skills and

your sense of

Sy ,a38

direction.

The variety of
missions keeps
you on your toes, as do the relentless policemen and
CIA agents. Rival gangs sometimes challenge you to
a race or try to pick up more contraband than your
gang, the Forgotten. Through all of the missions,
you must focus on the flares that mark pickup and
drop-off locations. Follow those arrows along the
shortest, least dangerous path to outrun and outwit
rival gang members and border patrol guards. The
terrain accommodates all kinds of play styles as long
as you mostly keep all four wheels on the ground.
Now go out and collect some contraband!

MNHow 70 Use THIS
Boox

Although there are different kinds of Turf War
games to play and some roaming to do in Joyridin’,
you spend most of your time in Smuggler’s Mission,
a series of minor missions that comprises the story
behind Smuggler’s Run. The bulk of this book
addresses the best strategies for the game’s cam-
paign, in which you retrieve contraband to benefit
the Forgotten, and outwit other gangs and various
law enforcement agencies. In some missions, the
best approach is not a straight line, but perhaps a
shortcut over a hill in the opposite direction.
Shortcuts are just as important to mission
success as quick recovery from crashes. To

succeed, follow the mission strategies exactly and
look at the screenshots to get an idea of the actions
you must take.

Examine the next three sections before you settle
into the missions. Your Fleet provides the lowdown
on the vehicles’ performance and suitability for mis-
sions. Smuggler Driving School offers valuable tips
to improve your driving skills so you can out-
maneuver gangs and other opponents. Joyridin® uses
images from the game’s three environments to
demonstrate secret areas, terrain features and excit-
ing scenery. Glance over the images to get familiar
with the environments, then spend some time
exploring each area in any vehicle to get a feel for
the change in your ride on terrain elements like hills
and ice. Don’t wait until the clock is ticking on a
mission to take a run up the massive mountain. Try
it out in Joyridin’ mode first.

No matter how you approach the missions,
understand that practice is the great equalizer. You
only develop good techniques after hours of play.
The first time the cops home in on your location,
they may swarm over you in a matter of seconds and
force a crash. After some experience with Smuggler’s
Run, those same cops might not even be visible in
your rear-view mirror. Try a mission a few times on

your own before you consult the Smuggler’s Mission
strategies. You may discover a new route through a
patch of bushes that’s faster than hopping over a
small hill. Experimentation and practice will help
you raise your contraband’s final value and beat
other scores.
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Smugglers Run has six vehicle types that you can
drive in Smuggler’s Mission, Joyridin’, and Turf War
modes. Not all types are available at the start of the
Smuggler’s Mission campaign. You begin with the
Buggy and S.U.V. and unlock the Rally Car and
Trophy Truck during the desert missions. Finally,
you unlock the Military Vehicle and Massive Truck
in the wintry missions. One vehicle of each pair is
built for speed while the other handles damage bet-
ter. The speedy vehicles are the Buggy, Rally Car,
and Military Vehicle, while the brute-force brawlers
are the S.U.V,, Trophy Truck, and Massive Truck. If
you have trouble in a particular mission, try switch-
ing to another vehicle. In many missions, one vehi-
cle type or a specific vehicle outshines the others.
Experimentation reveals which one to use, as does a
peek at mission strategies later in this book.

Bucey

The Buggy is an
all-around great
vehicle. Its
only weak-
ness is how it
suffers crashes.
Also, you can stall the engine
if you hit a wall at a high
enough speed. Use the Buggy in

just about all of the forest missions. Its excellent
acceleration and handling keep you ahead of cops
and rival gangs, but stay away from trees.

S.U.Y,
The S.U.V. is
your backup for
the early missions
if crashes are a
concern. The vehicle bounces
off walls and lands on four
wheels with almost no loss of speed. Other drivers
beat the S.U.V. on a road or other flat surface, but
they fall behind when you take the S.U.V. over

bumpy surfaces. Treat the S.U.V. as you would its
namesake—as a powerful off-road vehicle that can
take damage and still reach its destination in time.

RALLY CAR
The Rally Car is the
desert equivalent of the
Buggy, but a bit slower
and smaller. In the
desert, speed alone rarely
decides a mission. Often, how a
vehicle handles sand dunes and oases is
more important than high speed. The Rally

Car flies through sandy locations with ease, staying
just ahead of the competition. Just don’t crash into
those dunes or fences.

TROPHY TRUCK
The Trophy Truck is the vehicle of choice for most

desert missions. Its combination of speed and han-
dling makes trips across the desert faster and safer

than in even the Rally Car. Its acceleration is nearly
the best of the vehicles, making it perfect for crash

recovery. In fact, the Trophy Truck has solid ratings
in all four categories—speed, handling, acceleration,
and strength. Only the next two vehicles can beat it.

Elaating with high speed and good handing. Resr diffed-
ential aule Vil with lels of smpension iavel The
tace-pioven lechnology may stickh to your toothless grin

INOD"SANVOVINIHd
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SMUGGLER'S RUN |

MILITARY VENICLE

The Military Vehicle is the fastest in
Smugglers Run. It's probably the
best vehicle for most wintry mis-
sions, depending on placement of
the flares. The Military Vehicle
combines strength and acceleration
to help it recover wonderfully from
crashes. Mediocre handling causes swerving on
frozen surfaces, but the Military Vehicle works just
fine in snow. Keep it off the ice, however.

MASSIVE TRUCK

The Massive Truck has the worst speed and
handling of the Smugglers Run vehicles. It's not a
great choice for a race or other mission
that involves rival gangs, but its
superior acceleration and strength
ensure that the Massive Truck han-
dles crashes perfectly. Missions that
require trips across snowy hills
scream for this vehicle. The game’s
final mission, requiring the speedy
ascent of a snow-covered mountain, is
the best test of the Massive Truck.
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Smugglers Run has enough variety in missions and terrain that players develop their own techniques for
driving the game’s vehicles. Only hours of practice reveal the best techniques for you. Flare placement and
terrain features may inspire mission-specific tricks. The following tips will help you in most missions. Try
them in a “road test” before going for your rating in actual missions. If you can casually perform the
following moves in the thick of a mission, there’s no doubt you will collect plenty of contraband.

" —

IVIOVE ASIDE OR JUMP SMALL HILLS

B —

IGNORE ALL TRAFFIC LAWS! ADJUST THE PITCH OF YOUR VEHICLE

SMUGGLER’S RUN MISSIONS IN MIDAIR TO LAND SQUARELY ON ALL SO PURSUING POLICE VEHICLES RAM
DEMAND THE MOST DIRECT ROUTE FOUR WHEELS AND MAINTAIN SPEED. INTO EACH OTHER. YOU ESCAPE IN
TO CHECKPOINTS AND FLARES. THE AMOUNT OF ADJUSTMENT THE FEW SECONDS IT TAKES THEM
FORGET ABOUT THE DOUBLE YELLOW DEPENDS ON YOUR SPEED AND ANGLE TO RECOVER.

LINES AND RIGHTS OF WAY. WHEN YOU LEAVE A SURFACE.

THERE'S ALWAYS ENOUGH TIME TO
FLATTEN OUT BEFORE YOU LAND.

"y e =

JUST ONE POLICE VEHICLE ON YOUR CHECK BEHIND YOU FOR VEHICLES WATERFALLS TURN TO SOLID ICE IN

TIOO0HDS ONIAINCA NITODNWS

TAIL? SLAM ON YOUR BRAKES. AS CLOSING IN. A QUICK LOOK BEHIND WINTRY MISSIONS. IN FOREST MIS-

IT PASSES, RAM THE COP CAR TO YOU, USING THE BUILT-IN REAR-VIEW SIONS, DRIVE BEHIND THE WATERFALLS
SPIN IT AROUND AND DISORIENT IT MIRROR, LETS YOU ADJUST YOUR TO DISCOVER SECRET PASSAGES.
LONG ENOUGH FOR YOUR GETAWAY. POSITION OR HIT THE ASPHALT AND

SCREAM AWAY FROM A PURSUER. IN
THIS SHOT, A COP CAR (LIGHT ARROW)
TAILS THE TROPHY TRUCK (DARK
ARROW), ACCORDING TO THE RADAR
IN THE LOWER-RIGHT CORNER. A
QUICK MOVE TO THE LEFT OR RIGHT
THROWS OFF THE COPS, BUT IT TAKES
A PEEK BACKWARD TO KNOW HOW TO
HANDLE THE SITUATION.
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SLOW DOWN BEFORE SMALL HILLS IF
A COP’S ON YOUR TAIL. YOU GO
OVER THE HILL SMOOTHLY, BUT THE
COP FLIES PAST. BUMP HIM OR
MOVE AWAY FROM HIM AND SAVE A
FEW SECONDS.

FLARES ARE VERY OBLIGING TAR-
GETS. YOU CAN HIT ONE IN MIDAIR
OR JUST CATCH ITS EDGE, AS WELL
AS DRIVE BETWEEN PAIRS OF THEM.
IN RACE MISSIONS, IT'S MORE
IMPORTANT TO HIT CHECKPOINTS
THAN TO WORRY ABOUT EXACTLY
WHERE YOU GO THROUGH THE TAR-
GETS. SOME FLARES ARE ON THE
LOW SIDES OF HILLS. YOU CAN
TRIGGER THEM IF YOU JUMP THE
HILL AT A LOW ENOUGH ANGLE.

BOUNCES YOU AWAY FROM THE VEHICLE. PRACTICE
THIS TECHNIQUE IN THE TURF WAR GAMES BEFORE
YOU USE IT IN THE SMUGGLER’S MlISSION CAMPAIGN.

18900 , 099
\_;1]_..]

" — =

THE BIG TRUCKS (S.U.V., TROPHY
TRuck, AND MIASSIVE TRUCK) FLIP
MORE EASILY IN MIDAIR THAN THE
SMALLER VEHICLES, BUT THEY ALSO
LAND MORE SOLIDLY. FLIP ONE OF
THE FAST, SMALL VEHICLES JUMPING
OFF A HILL OR LEDGE, AND YOU
HAVE A HARD TIME RECOVERING
FROM THE SPINS. THE TRUCKS'
WEIGHT GIVES THEM AN ADVANTAGE
IN ACROBATIC MANEUVERS.

OBSTACLE. BEAR TO THE RIGHT IN AN
EVER-TIGHTENING CIRCLE AS YOU
ASCEND. DON’T GO TOO FAST OR
YOU FLY OFF THE EDGE. KEEP A SURE
AND STEADY HAND. OVERCOMPEN-
SATING FOR TURNS SENDS YOU TO
THE BOTTOM OF THE MOUNTAIN AND
STALLS YOUR VEHICLE.

SNAGGING CON-
TRABAND FROM
OTHER DRIVERS—
WHETHER YOUR
OWN TEAM MEM-
BERS OR A RIVAL
GANG'S THUGS—
IS AS EASY AS
BUMPING THE
OTHER PERSON’S
VEHICLE. A LIGHT
TAP WON'T
WORK. A SOLID
BUMP BOTH
STEALS THE CON-
TRABAND AND

T

LAY OFF THE GAS A LITTLE WHEN
YOU LAND AFTER A JUMP. IF YOU
SLOW DOWN AND ADJUST THE VEHI-
CLE’S PITCH, YOU HIT THE GROUND
WITHOUT CRASHING AND CAN SPEED
AWAY AS EASILY AS IF YOU HAD
DRIVEN ACROSS FLAT GROUND.

f—= =

TUNNELS MAKE THE BEST SHORTCUTS.
SOME SAVE TRIPS ACROSS BUMPY
HILLS WHILE OTHERS SERVE AS THE
ONLY ROUTES TO WELL-HIDDEN COR-
NERS OF THE MAP. IN JOYRIDIN' MODE,
DRIVE THROUGH ALL OF THE TUNNELS
TO DISCOVER WHERE THEY LEAD.

ICE DRIVING IS AS
TRICKY IN
SMUGGLER’S Run
AS IT IS IN THE REAL
WORLD. THE
MiLITARY VEHICLE
SLIPS AND SLIDES
ON ICY RIVERS AND
LAKES, BUT IT
HOLDS ITS OWN AS
LONG AS YOU DON'T
GET BUMPED. THE
MaAssIVE TRUCK
HANDLES ICE MUCH

BETTER BECAUSE OF ITS WEIGHT AND STRENGTH. EXPERIENCE
MAKES THE DIFFERENCE BETWEEN A DRIVER WHO CAN COM-
PENSATE FOR A SLIDE AND ONE WHO SHOULD PARK THE VEHI-
CLE. TRY OUT THE FROZEN RIVERS AND LAKES IN JOYRIDIN"
MODE TO IMPROVE YOUR PERFORMANCE.



JOYRIDIN'

The Joyridin’ mode in Smugglers Run is an invaluable way to learn the terrain in the game’s three environ-
ments. From the heights of Eubanks Mountain to the depths of desert canyons, Smugglers Run has many
unusual, natural, and manmade features. Spend some time exploring without the pressure of a clock or cops;

you can drive to any location in sight. Natural features such as mountains and canyons form the actual

boundaries, but you can drive over or under almost everything between. These images, from Joyridin’ mode
and some game missions, introduce some of the more interesting aspects of the environments. Experiment
before you play the first mission. You can use terrain features as you would use shortcuts to finish missions

ahead of your opponents and the cops.

SMUGGLER'S MISSION
i TURF WAR
JOYRIDIN'

! OPTIONS

Thee Faigalisn - Highly st conabul, o s-mililm p oporalsn
Casnently wanied by & bt ol U sl ties, ncufing
the Beasder Pabisl, the FL, and ihe CUA

ATn « Labin Ametiean po seiley g aniatio, with
Commuanl senadeibitirs, bl domuated by ¢l of
prisanabiy, Bemspgls o Mnsee o veks lmns r 0l rilies

SELECT THIS MENU CHOICE TO

ENTER THE FREE-ROAMING MODE OF
SMUGGLER's RuN.

THis BUGGY DISPLAYS THE
COLOR SCHEME OF THE

T8T FORGOTTEN, YOUR GANG IN
SMUGGLER’S RUN. THEIR
COLOR IS RED.

THE A20s USE BLACK AS
THEIR PRIMARY VEHICLE
COLOR.

Birdra Earted + Exbsrmedy darge s be sitas umagglieg
oped wibann. Ruibdens, L puychatic, they w0 aiimh
sapene wiahaul hesilabea

Ther kst win « Fienth-Canadan “Heedem lighleis,™
wha sl ol things Englinh. Thiy uss smigylng
e wlbans L8 Tnance thew paldionl gasi

i ' THE O’GRADYS WEAR
M. GReen wiTH IRISH PRIDE.

s

THE SIERRA CARTEL'S
& BLUE VEHICLES STAND OUT
AGAINST THE DESERT
SAND AND SEND A VISUAL
WARNING TO ANY NEARBY
RIVALS.

QUEBECOIS VEHICLES—
YELLOW CHASSIS WITH
A BURNING MAPLE
LEAF—SYMBOLIZE
REVOLUTION.

NIAINAOT
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You DON'T WANT TO SEE U.S. THE CIA SNEAKS AROUND IN THE U.S. A

RMY BULLIES GANGS IN
BORDER PATROL VEHICLES UP CLOSE. BLACK VEHICLES—FAR MORE DAN- ITS TRADITIONAL OLIVE DRAB VEHI-
IF THESE WHITE CARS ARE ON YOUR GEROUS THAN THE SIMILARLY COL- CLES. THEY STEP IN WHEN OTHER
TAIL, NOT EVEN A RUN ACROSS THE ORED A20 GANG. BRANCHES OF LAW ENFORCEMENT
BORDER CAN SAVE YOU. FACE DANGER.

GARAGE

TRANSMISSION

The ot gutien - Highly suersabul, o somilile y oper st
Cutsemtly wanied by & et ol UN sithaitles, ingfing
Ehe Basder Paliod, the FLL s the CiA

IT's EASIER TO USE THE AUTOMATIC
TRANSMISSION, BUT EXPERIMENT
WITH THE MANUAL TRANSMISSION IN
JOYRIDIN’. MIAKE A CHOICE BEFORE
YOU ENTER AN ENVIRONMENT.

FOREST DESERT SNOW

Tely your Tave ite veficls a1y the
iugped lree and etk Ll awn astam
CEE S BF Ehe U Canadiin b .

5 3

CHOOSE THE FOREST AREA TO THE LOAD SCREEN PROVIDES AN THIS SMALL TOWN IS ONE OF THE

EXPLORE THE GREEN MOUNTAINS AERIAL VIEW OF THE FOREST AREA. FEW OUTPOSTS OF CIVILIZATION IN
NEAR THE U.S.—-CANADIAN BORDER. THE MOUNTAINOUS REGION.



5 3

EuBANKS IVIOUNTAIN RISES IN THE SMALL TREES LINE ONE OF THE SOMEONE BUILT A SMALL GRAVE-
DISTANCE. YOU CAN FOLLOW A MANY RIVERS IN THE FOREST YARD IN THE FOREST.
ROAD TO THE MOUNTAIN’S TOP. REGION.

THIS TRAIN MAKES DAILY TRIPS ON THIS TUNNEL, A GREAT SHORTCUT, IN SOME MISSIONS, YOU'LL SEE
THE TRACKS THAT CRISSCROSS CUTS STRAIGHT THROUGH SOLID ROCK TARGET FLARES NEAR ROADS AND
MOST OF THE FOREST. AT THE BASE OF EUBANKS IVIOUNTAIN. IN THE MIDDLE OF FIELDS. YOU

CAN DRIVE ACROSS ALL SURFACES.

""’uc__g.wnasn,mu DELIVERED

Oy

YOU CAN’T DRIVE UP THE SIDES OF IT’S TOUGH TO DRIVE BETWEEN OPEN FIELDS ARE GREAT PLACES TO

STEEP RIDGES LIKE THIS ONE. YOU TREES AT HIGH SPEEDS, BUT IT'S A PICK UP SPEED. YOU DON’T MOVE
MUST FIND YOUR WAY AROUND THEM SNEAKY WAY TO FORCE OPPONENTS AS FAST AS ON ROADS, BUT THERE
OR ON TOP OF THEM FROM THE TO CRASH. PRACTICE IN JOYRIDIN'. ARE RELATIVELY FEW OBSTRUCTIONS.

OTHER SIDE.

ALTHOUGH YOU
CAN DRIVE

Rl U THE FOREST
. [Fl REGION HAS

MANY SMALL THROUGH WATER,
HILLS. DRIVE IT'S BETTER TO USE
FAST OFF THE BRIDGES. IN THIS
TOP TO GAIN SITUATION, CLEAR
DISTANCE, OR THE WATER WITH A
SLOWLY TO o GOOD JUMP FROM
AVOID A CRASH TE'I'TET?UNNJNG._OUT % THE RIVERBANK.
LANDING. M TS
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RAILROAD TRACKS MAKE GOOD
SUBSTITUTES FOR ROADS. IF HIT BY
A TRAIN, YOUR VEHICLE WILL LIKELY
STALL. MIOVE JUST OUT OF THE
TRAIN'S PATH TO MAINTAIN SPEED.

e 88,983
il

"——

HERE’S AN EXAMPLE OF A BRIDGE

THAT BEATS DRIVING THROUGH
WATER; IT SPANS A WIDE RIVER
AND CONNECTS DIRECTLY TO THE
FOREST’S ROADS.

ALTHOUGH THESE CABINS HAVE
SLANTED ROOFS, DON'T TRY TO USE
THEM AS RAMPS. YOU CRASH AS
SOON AS YOU HIT THE CABIN’S SIDE.

You CAN DRIVE THROUGH WATER,

BUT IT SLOWS YOUR VEHICLE CON-

SIDERABLY. USE A BRIDGE OR WAIT
UNTIL THE WATER FREEZES.

THIS IS THE PERFECT SITUATION FOR
CROSSING WATER WITHOUT USING A
BRIDGE. THE RIVER’S NOT TOO WIDE—
WITH A GOOD JUMP OFF THE BANK,
YOU'LL NEVER EVEN TOUCH WATER.

A ROAD LIKE THIS IS THE BEST WAY
AROUND THE MOUNTAIN ON THE
RIGHT. CHECK THE MAP FOR SIMILAR
SHORTCUTS.

- e
Li89,997
i3

ROCKS LIKE THE ONES AHEAD OF
THE BUGGY CAN STOP A VEHICLE IN
ITS TRACKS. EVEN THE LITTLE ONES
GET IN YOUR WAY AND CAN TRAP

YOU IF COPS ARE ON YOUR TAIL.

A STEEP HILL LIKE THIS SLOWS
YOUR VEHICLE. REACH HIGH SPEED
BEFORE YOU HEAD UP, OR YOU
MIGHT SLIDE DOWN INTO THE HANDS
OF COPS.

WHEN YOU TEAM UP WITH OTHER
MEMBERS OF YOUR GANG, LEAVE
THEM ENOUGH ROOM TO MANEUVER.
IF THEY GET STUCK NEAR TREES OR
OTHER STRUCTURES, THEY CAN'T
HELP YOU FINISH A MISSION.
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SNEAK BETWEEN HOUSES LIKE THE LEAD COPS INTO TREES FOR QUICK

ONES ON THE LEFT TO ELUDE COPS ESCAPES. IN THIS SITUATION, YOU
OR RIVAL GANGS, BUT THERE'S ONLY CAN DASH PAST THE RIGHT-HAND
ENOUGH ROOM FOR ONE VEHICLE. COP ON THE FLAT SURFACE WHILE HE

RECOVERS FROM BUMPING THE TREE.

. 3

POLICE VEHICLES SOMETIMES BLOCK SPEED ALONG THIS DIRT ROAD

THE ROAD TO HALT A HIGH-SPEED RATHER THAN DRIVE OVER THE HILLS
CHASE. EVASIVE ACTION IS NOW AND MOUNTAINS THROUGH WHICH IT
REQUIRED. IF YOU CRASH INTO THE PASSES. COPS CAN CLOSE IN ON

POLICE CARS, YOUR ENGINE YOU, BUT YOUR SPEED ON THE FLAT
WILL STALL. SURFACE MORE THAN COMPENSATES.

DESERT

—
FOREST DESERT SNOW

Take youl Favedite vidatis ool (Be
A s bl enei by ol tha LA e an
bt it

- —— = e

THIS TUNNEL IS CRUCIAL. YOU CAN'T
DRIVE OVER THE MOUNTAIN TO THE
RIGHT OF THE ENTRANCE.

CHOOSE THE DESERT REGION TO
EXPLORE THE AREA NEAR THE
U.S.-MEXICAN BORDER.

THIS IMAGE SHOWS A DANGEROUS
LANDING. ADJUST THE PITCH OF
THE BUGGY SO YOU LAND EITHER
BETWEEN THE ROCKS OR FAR TO THE
LEFT OF THEM.

THIS TUNNEL PROVIDES A SHORTCUT
THROUGH SOME HILLS AND TREES—
NOT AS ESSENTIAL A SHORTCUT AS
THE TUNNEL THROUGH EUBANKS
MOUNTAIN.

THE LOAD SCREEN PROVIDES AN
AERIAL VIEW. GEOGRAPHIC FEA-

TURES AREN'T AS PROMINENT IN

AN AREA OF MOSTLY SAND AND

ROCK, BUT NOTE THE RIDGES -
THAT SEGMENT THE DESERT FLOOR.
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THIS AIRPORT PLAYS A PIVOTAL ROLE
IN MANY MISSIONS AS A SITE FOR
BOTH PICKING UP AND DROPPING OFF
CONTRABAND.

A HUGE GATE MARKS THE
ENTRANCE TO THIS TOWN; VIL-
LAGERS USE IT TO KEEP OUT UNDE-
SIRABLES. NEARBY PIPES PREVENT
ENTRY BY AIR.

=3

THIS VIEW IS TYPICAL OF THE
DESERT—A FLAT SURFACE WITH

ROCKS AND MOUNTAINS ON
EITHER SIDE.
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THIS VALLEY CONTAINS A COUPLE
OF HOUSES, BUT IT MAINLY SERVES
AS A SHORTCUT BETWEEN THE
INCREDIBLY TALL ROCK FORMATIONS.

=== =

THIS OASIS IS ONE OF THE FEW
PLACES WITH POOLED WATER.
PURSUERS SLIP IN THE MUD.

THE FEW BORDER OUTPOSTS GET
LITTLE USE BECAUSE THERE ARE SO
MANY OTHER WAYS ACROSS.

YOU DRIVE THROUGH THIS TINY VIL-
LAGE IN YOUR TRAVELS. IT's AMAZz-
ING THAT THEY STRUNG TELEPHONE
AND ELECTRICITY LINES THIS FAR
INTO THE DESERT!

—

THIS PEAK

MAKES A GOOD LAND-
MARK, BUT FORGET ABOUT DRIVING
OVER IT OR EVEN UP ITS SIDE.

THE TOWN BEHIND THE STEEL GATE
MAKES A POOR PICTURE POSTCARD.
THAT'S WHY MOST OF YOUR STAYS
ARE SHORT.
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SOME RIDGES AND DUNES PROVIDE
NICE NICHES TO STASH CONTRA-
BAND. LOOK FOR THE FLARE'S

SMOKE PLUME TO HOME IN ON ITS
LOCATION.

THESE LINES END BEHIND THE AIR-
PORT TOWER—A GOOD MEETING
PLACE FOR GANGS BECAUSE OF ITS
SECLUSION.

THIS RUINED FORT OFTEN CONTAINS
CONTRABAND. LEARN TO SNEAK IN
AND OUT WITHOUT SLOWING DOWN.

THE AREA NEAR THIS CRACKED
EARTH CONTAINS MANY ROCKS.
STAY ALONG THE EDGE TO AVOID
NASTY CRASHES.

WINDMILLS PROVIDE CHEAP POWER

TO THE FEW NEARBY HOUSES AND
THE AIRPORT.

TO MAKE IT THROUGH A VALLEY
LIKE THIS, SLOW DOWN AND SPEED
UP WITH THE UPS AND DOWNS OF
THE DUNES. IF YOU TRY TO MOVE
TOO FAST, YOU ARE SURE TO CRASH
SOMEWHERE IN THE MIDDLE.

= -

THIS BORDER OUTPOST IS TOUGHER
TO RUN PAST BECAUSE OF NEARBY
GUARDS AND NATURAL BOUNDARIES.

THIS VILLAGE NEAR THE COLLAPSED
FORT HAS HOUSES ARRANGED IN
ROWS. BE WARY OF A TRAP: BOR-
DER PATROL GUARDS MAKE THEIR
ROUNDS OUTSIDE THE TOWN LIMITS.

ANIMALS SOMETIMES GET IN YOUR
WAY. DON'T WORRY, YOU’RE VEHICLE
WON'T SUFFER ANY DAMAGE.
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THIS CANYON IS PARTICULARLY
TRICKY TO EXPLORE BECAUSE OTHER
GANG MEMBERS AND LAW ENFORCE-
MENT VEHICLES CRASH INTO YOU AT
THE BOTTOM.

THE AREA AHEAD IS THE BUMPIEST
IN THE DESERT AREA; SLOW DOWN
RATHER THAN TRY TO JUMP ALL
THE DUNES.

e

SOME RIDGES CREATE PATHS ON
EITHER SIDE. CHECK THE MIAP TO
SEE WHICH LEADS YOU MOST

DIRECTLY TO YOUR DESTINATION.

THE OPENING TO THE LEFT LEADS
DOWN A LONG WOODEN STAIRWAY,;
TO THE RIGHT ARE TRICKY SLOPES.

THE WOODEN STEPS CAN BE CLIMBED

MORE EASILY THAN OTHER SLOPES,

BUT MAINTAIN YOUR SPEED TO AVOID

FALLING OFF THE LEFT SIDE.

ONE SECTION OF THE DESERT HAS OIL

DRILLS AND PIPELINES. DRIVE CARE-
FULLY, OR GET A FACE FULL OF METAL.

ﬂz 5“::

THE DESERT, TOO, HAS STEEP
SLOPES. BUILD UP ENOUGH SPEED
TO REACH THE TOP OR YOU WILL
HAVE TO TRY AGAIN.

MOUNTAINS FORM A NATURAL
BOUNDARY IN THE DESERT REGION.
NoOT EVEN THE BEST JUMP CAN
CLEAR THEM.

THIS ROAD ENDS IN A LEAP OF
FAITH—LIKE A SKI JUMP WITH SAND
INSTEAD OF SNOW. LAND ON ALL
FOUR WHEELS, OR EXPECT TO STALL.

ONE MISSION STARTING POINT IS A
TEMPLE IN THE UPPER LEFT CORNER
OF THE DESERT. OTHER MISSIONS
OCCASIONALLY RETURN TO THIS
ANCIENT STRUCTURE.
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FOREST DESERT SHNOW

CHOOSE THE SNOWY REGION TO THE LOAD SCREEN PROVIDES AN TREES POKING OUT OF A BLANKET

ONCE AGAIN EXPLORE THE AREA AERIAL VIEW. NOTICE THAT THE FEA- OF SNOW PROVIDE THE ONLY
NEAR THE U.S.—-CANADIAN BORDER. TURES ARE THE SAME AS THE FOR- VISIBLE GREEN.

EST REGION'S, BUT COVERED WITH
SNOW AND ICE.
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A FROZEN LAKE MAKES A GOOD RAILROAD TRACKS STILL MAKE
SHORTCUT. THE SNOW. OF COURSE, THEY CAN GOOD SHORTCUTS, AND THE TRACKS
FIND YOU JUST AS EASILY. KEEP YOU FROM SLIDING.

9959 25
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THIS TUNNEL PROVIDES RESPITE CHECK FOR THE TRAIN BEFORE YOU SNOW MAKES IT EASIER TO SEE

FROM THE SNOW AS WELL AS A ENTER. TRAINS STILL RUN IN THE SNOW. ROADS AND OTHER LANDMARKS.
SHORTCUT THROUGH EUBANKS

MouNnTAIN. YOU CAN PICK UP

SPEED IN TUNNELS, BECAUSE THE oy
SNOW DOESN'T BLOW INSIDE.
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THE PEOPLE IN THESE HOUSES HAVE
SETTLED IN FOR THE WINTER.

EUBANKS MOUNTAIN LOOKS GOOD
IN THE WINTER, BUT IT'S EVEN
TOUGHER TO ASCEND.

THE LAKE ICE NEVER BREAKS, SO
DON’T WORRY WHERE YOU DRIVE.
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FORTUNATELY, SNOW HASN'T TAKEN

OUT THE TRANSMISSION TOWERS.

YOou HAVE JUST ENOUGH ROOM TO

AVOID A TRAIN IF IT COMES
THROUGH THE TUNNEL.

'r""’ L..J\JJJJ;JL.JU'
5
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You CAN PROBABLY BEAT THIS
TRAIN TO THE BRIDGE; JUST DON'T
GET CAUGHT IN FRONT OF IT.

THIS RIVER
SPLITS. YOU CAN
RIDE ALONG
EITHER SIDE AND
HOP OVER THE
HILL IF YOU NEED
TO REACH THE
OTHER SIDE.

USE THE RIVERS LIKE ROADS, BUT
COMPENSATE FOR SLIDING.

NEAR THE BORDER, SNOW EXTENDS
AS FAR AS THE EYE CAN SEE.

=0 e

SCENERY LIKE THIS MAKES THE
SNOWY REGION MORE EXCITING
THAN THE DESERT.

A VIEW FROM
THE TOP OF THE
FROZEN WATER-
FALL JUST BEFORE
THE MASSIVE
TRUCK GOES
OVER THE EDGE.
WATERFALLS
GIVE YOU
INCREDIBLE
JUMPING
DISTANCE.
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SMUGGLER'S MISSION

Smuggler’s Mission introduces you, a fledgling smuggler, to the business of the Forgotten. You perform
increasingly more difficult tasks and take on law enforcement agencies and other gangs. Missions begin
along the northern border of the United States and move down to the U.S.—Mexican border. You then
return to the U.S.—Canadian border in the winter for a series of challenging missions that end with a
snowy assault on Eubanks Mountain.

Smugglers Run has four types of missions. Most are of the first type: a series of pickups and drop-offs of
contraband in which you race against the clock. In the second and similar type, you and up to three fellow
gang members attempt to collect a predetermined number of contraband stashes ahead of a rival gang. The
third type is a checkpoint race in which you must beat a rival gang’s best drivers to the finish line. These
are the most demanding missions, but by the time you reach the races, your driving skills have advanced.
The final type also challenges you to knock over communications towers in a set time. You may finish
some missions on the first try, but in most cases, success takes repeated attempts. Remember that the most
direct route between waypoints—pickup or drop-off locations—is not always the best.

SAVE THEIR GAMES.

MissION 1:
INITIATION RITES

SMUGGLER'S MISSION ' = | GARAGE i

! Inltiation Rites
:

&) | SMUGGLER'S MISSION U]

i TURF WAR : Go Back to Maln Menu

i JOYRIDIN' : Reload

QARFTIONS Compete {4 bucome Continue Without Saving ®
' prmsnthgpar- pat PRt Start New Game o
:rl:r:'::lf:.llmrm r
i & smibes wf m
THIS SCREEN INTRODUCES YOU TO START A NEW GAME, OR SELECT A NEW PLAYERS MUST ENTER A a
SMUGGLER'S IVIISSION. SAVED FILE. NAME UNDER WHICH THEY CAN m
§

¢ Lei's wee whai gou can da -
st Pellaw the navigation

b oEniee s sur Eiile play
E pen, med Tasi

& Ve w gt ening ol gl sebacle. By ek o undes
g bgad anal all whesl dive Hamic cuskisl of e
nsh-pa i . Ladoems ie i menea ban edge

Top mpeed deaguie. nd-hems y srd Torled o ilh me sl
Chimgs Vagh | £ g mefeanging ml Lo el ol el end
sunprmuipn. This o fem ol wing bilsast dpiueten
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THE INTRODUCTION SCREEN THE BUGGY IS AVAILABLE IN ALL THE S.U.V. IS ALSO AVAILABLE

DESCRIBES THE MISSION AND THE MISSIONS. IN ALL MISSIONS. IVIORE VEHICLES
PEOPLE OR GANGS INVOLVED. ARE AVAILABLE FOR DESERT AND Z

WINTRY MISSIONS.
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TRAMNSMISSION

Tor SPELD
4 AUTOMATIC }

USE AUTOMATIC TRANSMISSION UNTIL
YOU ARE COMFORTABLE WITH THE
VEHICLE CONTROLS. IT’S DIFFICULT TO
AVOID COPS AND REACH WAYPOINTS
WHILE YOU SHIFT GEARS.

THE FIRST WAYPOINT LIES AT THE
BOTTOM OF THE HILL.

S &

THE FOURTH WAYPOINT IS ON THE
ROAD NEAR THE TOWN.
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THE MISSION BEGINS ON A HILL
ABOVE THE VISIBLE WAYPOINTS (RED
FLARE SMOKE).

A MAP PROVIDES AN OVERHEAD OF
LOCATION AND IMPORTANT WAY-
POINTS WHILE THE MISSION LOADS.
HERE, IT SIMPLY OUTLINES THE
AREA BETWEEN WAYPOINTS.

5 | e = _
z
Gg_upyoa.._r_zcm E CLEARED
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THE THIRD WAYPOINT IS NEAR THE
FIRST TWO DESTINATIONS.

THE SECOND WAYPOINT LIES ON A
FIELD NEAR THE FIRST ONE.

Br=5 -

THE FINAL WAYPOINT LIES NEAR
THIS MOUNTAIN. WHEN YOU FINISH,
THE MESSAGE “MISSION COM-
PLETE” APPEARS. ONLY THEN CAN

THE FIFTH WAYPOINT IS BACK ON
THE GRASS ACROSS THE TOWN.

YOU BREATHE A SIGH OF RELIEF.



MISSION SUMMARY

N scome 51,000
TINE BONUS o
FINAL SCORE $1.070

-
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AFTER YOU FINISH, A SUMMARY IF YOU REPLAY A MISSION AND THIS SUMMARY SCREEN DISPLAYS

SCREEN APPEARS WITH YOUR EARN A HIGHER SCORE, THIS SCREEN THE NEW HIGH SCORE.
SCORE, ANY TIME LEFT ON THE APPEARS BEFORE THE SUMMARY.

CLOCK, THE FINAL SCORE AND A
RATING. “GREAT"” IS THE BEST
RATING, FOLLOWED BY “GOOD,"”
“0OK,” Anp “BAD.”

MIsSSION 2
THE FORGOTTEN FEW

i i deliviy ik
Maihing ina Anugh - Thas's
oF (opu i sund dighl now

ENJOY THIS, THE LAST MISSION THIS MISSION TAKES PLACE IN THE THE IN-GAME MAP GIVES YOUR

WITHOUT COPS, WHILE IT LASTS. SAME GENERAL AREA AS THE FIRST. CURRENT POSITION, AS WELL AS
THAT OF THE CONTRABAND WAY-

POINTS AND OTHER VEHICLES.

NOISSIW S NI 1OO0NWS

; - -

THE FIRST CONTRABAND PICKUP FoLLOw THE RED ARROW TO THE ROP-OFF IS ON A HILL
LOCATION IS AT THE EDGE OF TOWN. DROP-OFF LOCATION. JUST ACROSS TOWN.

INOD"SANVOVINIYd
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THE meEssAGE “CONTRABAND
DELIVERED"” APPEARS WHEN YOU
SUCCESSFULLY DRIVE THROUGH OR
FLY OVER THE FLARE SMOKE.

P
S5 SR

of Ied

THE SECOND DROP-OFF IS NEAR THE
BRIDGE. IF YOU MOVE TOO SLOWLY,

THE MESSAGE “TIME RUNNING
OUT"” APPEARS ONSCREEN.

MISSION 5:

THE SECOND CONTRABAND PICKUP
IS IN THE CENTER OF TOWN BEHIND
THIS HOUSE.

SECRETS AND L_IES

SMUGGLER'S MISSION

! Secrets and Lies

E This i Fost o by induwirial conglomer sie, MCST SCORT
£ bl they min’l pacyio

5 e has atedes w

D rleali Campramining Wir peed juu

5w pieh up the casky, ihen pechamge it For

b mesein, med lnally doep them with

K — - -

THIS MISSION ADDS COM-
PLICATIONS: THE TRANSFER

" OF CONTRABAND AND THE

PRESENCE OF COPS.

" ——

ON THIS MAP, TRIANGLES MARK PICKUP
LOCATIONS AND CIRCLES MARK DROP-
OFF LOCATIONS. THE WHITE TRIANGLE

MARKS THE STARTING LOCATION.

FoLLOW THE RED ARROW OVER
THIS HILL.

_ _ —_

R S Wratvabie
MISSION SUMMARY

510.000

5
510 500

GREAT
RESTART M
CONTINUE

You EARN A “GREAT"” RATING,
DESPITE THE SMALL AMOUNT OF

TIME LEFT ON THE CLOCK.

THE FIRST CONTRABAND PICKUP
LOCATION IS STRAIGHT AHEAD.
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THE MAP REVEALS A NEARBY POLICE AFTER THE FIRST PICKUP, TAKE A CROSS THE RIVER TO STAY JUST

CAR (WHITE ARROW). ALTHOUGH YOU HARD RIGHT TURN. FOLLOW THE OUT OF THE ACTIVE DETECTION
WANT TO AVOID COPS, TIME RAILROAD TRACKS TO THE FIRST RADIUS OF THE NEARBY POLICE CAR.
RESTRAINTS DON'T ALWAYS ALLOW IT. DROP-OFF.

IN THIS MISSION, YOU CAN AVOID THE
COPS UNTIL THE VERY END.

CROSS THE RIVER AFTER PASSING DRIVE UP THE ROAD UNTIL YOU STAY ON THE LEFT SIDE OF THE

THIS ROCK TO REACH THE SECOND REACH THE WATERFALL. THE DROP- RIVER UNTIL YOU REACH THE
PICKUP. OFF IS VISIBLE IN THE DISTANCE. SECOND DROP-OFF.

NOISSIW S NI 1OO0NWS
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MISSION SUMMARY
SCORE 518,554
TINE BONUS o
§19 824

EVEN IF THE POLICE GIVE CHASE, IF YOU MOVE FAST ENOUGH, IT’S

v

2

5
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THEY'LL LAG FAR BEHIND. NOT HARD TO EARN A “GREAT” E
RATING. (]
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MISSION &
BREAKING AND EXITING

SMUGGLER'S MISSION
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THIS MISSION ALSO REQUIRES TWO THE MAP SHOWS THE AREA THE FIRST PICKUP IS NEAR
DELIVERIES, BUT PICKUP AND DROP- YOU COVER. THE TOWN.

OFF LOCATIONS ARE SPREAD OVER A

WIDER AREA.

309,0:)
013

T

FoLLOW THE ROAD FROM THE TOWN FoLLOW THE RAILROAD TRACKS. TAKE A LEFT, AND RIDE ALONG THE
UNTIL YOU REACH THIS GUARDRAIL. LEFT SIDE OF THE RIVER.

S &

-

THE COPS ARE NEARBY, BUT CONTINUE ALONG THE RIVER PAST CROSS THE RIVER WHEN YOU SEE
THERE'S PLENTY OF ROOM TO THE COPS. THE FLARE SMOKE.
AVOID THEM.
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THE FIRST DROP-OFF IS AT THE TOP
OF THIS HILL.

L =
MISSION SUMMARY

SCORE £E0 308
TINE BONUS &
FINAL SCORE EE0. 400
GRADE
RESTART M
CONTINUE

QUIT GAME

YOU CAN EASILY MANAGE A
“GREAT"” RATING, EVEN WITH THE
COPS ON YOUR TAIL.

THERE ARE PLENTY OF COPS
BETWEEN YOUR LOCATION AND THE
NEXT STASH.

CROSS THROUGH THIS INTERSECTION.
YOU’'RE ALMOST THERE.

THE SECOND PICKUP IS ON THE
NEARBY BRIDGE.

3 NEW-HIGH SCORE
Qurs '

]-N:..;.” :

-

THE SECOND DROP-OFF IS NEAR

THIS CABIN.

MIissSION S: DuTyYy FREE

] SMUGGLER'S MISSION
Duty Free

BEST BLOAE
& 1,158

These s & new plager in lown Soms
mhed, el Low Leen o mper i
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THIS IS THE FIRST MISSION IN WHICH

YOU COMPETE AGAINST A RIVAL
GANG, IN THIS CASE IT'S THE
O’'GRADYS.

THE MAP SHOWS THE AREA IN WHICH
YOUR GANG WILL GO UP AGAINST THE
O'GRADYS.

== | GARAGE

A wrairney sl-sreund vehe e, Qg bk VA wmin
ibe Posired mied ol mbiel diive Mana conlial ol ihe
wubioge deriid g, sk g i Bhe e b e ofge

THIS IS ALSO THE FIRST MISSION IN
WHICH YOUR FELLOW GANG MEM-
BERS CAN HELP YOU. PUT EACH IN
AN S.U.V., WHICH CAN TAKE MORE
DAMAGE AND THUS PROVIDE HEAVY
BACKUP.

NOISSIW S NI 1OO0NWS
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SMUGGLCRS RUN

THE MISSION BEGINS WITH FIVE MIN- ONE OF YOUR GANG MAKES THE THE NEXT PICKUP AND DROP-OFF

UTES ON THE CLOCK. YOUR GANG FIRST PICKUP AND DELIVERY. ARE BOTH IN THE SAME AREA

MUST MAKE FIVE DELIVERIES BEFORE BEYOND THE TOWN.
THE O’GRADYS DO. ;

DON'T BE SURPRISED IF YOUR GANG IVIAKE THE THIRD PICKUP NEAR THIS DELIVER THE FOURTH CRATE OF
DOES MOST OF THE WORK FOR YOU GIANT ROCK. CONTRABAND IN THE RIVER.
IN THIS MISSION.
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CROSS THE RIVER TO THE FINAL THIS MAP SHOWS ALL GANG MEM- DELIVER THE FINAL WOODEN CRATE
PICKUP. BERS AS WELL AS PICKUP AND TO COMPLETE THE MISSION.
DROP-OFF LOCATIONS.
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M4ISSION 6:
RACE WaAR
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THIS IS THE FIRST CHECKPOINT THE MAP SHOWS THE POSITION OF YOuU MUST MAINTAIN AT LEAST

RACE. YOU RACE THE O'GRADYS THE CHECKPOINTS (CIRCLES) NEAR THIRD PLACE THROUGHOUT MOST OF

AROUND EuBANKS VIOUNTAIN. EuBANKS IVIOUNTAIN. THE MISSION. OVERTAKE LEAD CARS
WHEN YOU CAN, BUT DON’'T DROP
PAST THIRD.

THE MAP SHOWS CHECKPOINTS AND THE SECOND CHECKPOINT IS ALONG
RACING CAR POSITIONS. THIS CURVE.

NOISSIW S NI 1OO0NWS

THE THIRD CHECKPOINT IS JUST THE FOURTH CHECKPOINT IS VERY THE FINAL CHECKPOINT IS IN THE

BEYOND THE TREES. CLOSE TO THE THIRD. IF YOU STAY TOWN JUST AHEAD. YOU MUST
ON A STRAIGHT LINE, YOU CLEAR DRIVE FLAWLESSLY TO OVERTAKE
THEM BOTH. THE LEAD CARS AND WIN. <
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MISSION SUMMARY

£10 000
11
£10.110

THERE'S THE FINISH LINE. YOU MAY MAINTAIN YOUR SPEED AND EARN A

REACH FIRST PLACE IN THE LAST “GREAT"” RATING.
SECONDS, BUT YOU STILL WIN

MISSION 7;
GOODIES FROM ABOVE

! Goodles From Above

3 Wil e dd shay bach theoe, snd B RERT BL0Ek
2 e sul debwevy Arma Besles & abe ']

5 Jdabwiy Dagine Blach He had soms bgh

S peilermanee manaleis a8 plass

3 mbeih s sl shat down by U badder

D by Do colleci s siull, mel dep

o iBeeem il ol B ca g lrurhs
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THIS MISSION REQUIRES MORE THE PICKUP AND DROP-OFF LOCA- THE FIRST PICKUP IS

DELIVERIES, SPREAD ALL OVER TIONS COVER MOST OF THE MAP. STRAIGHT AHEAD NEAR THE
THE AREA NEAR THE LAKE AND OUTSKIRTS OF TOWN.
WATERFALLS.

SNEAK AROUND THE GRAVEYARD GO LEFT AT THE GRAVEYARD, THEN CROSS THE RIVER AND MAKE IT TO
TO AVOID THE COPS. HEAD TOWARD THE RIVER ON A THE DROP-OFF JUST IN TIME.
STRAIGHT LINE WITH THE FLARE
SMOKE.



5 5

SPIN OUT NEAR THE DROP-OFF THE SECOND PICKUP IS STRAIGHT STAY ALONG THE RIVER'S EDGE TO
SO THAT YOU FACE AWAY FROM AHEAD, NEAR THE RIVER. AVOID TREES AND HILLS.
THE COPS.

FLY OVER A HILL NEAR THE FIRST SPIN OUT AND GO BACK OVER THE
WATERFALL TO LAND NEAR THE SEC- THIRD ITEM OF CONTRABAND. SAME BRIDGE TOWARD THE DROP-

OND DROP-OFF. ADJUST THE PITCH OFF LOCATION. AVOID THE POLICE

OF THE VEHICLE IN MIDAIR TO LAND BLOCKADE.

ON ALL FOUR WHEELS.

RIDE THE RAILROAD TRACKS TO THE THE FINAL CONTRABAND ITEM WAITS THE FINAL DESTINATION LIES AT

THIRD DROP-OFF NEAR THE TRUCK. FARTHER ALONG THE RAILROAD THE BASE OF THIS WATERFALL.
TRACKS. UNFORTUNATELY, THE DON'T HIT THE ROCKS, OR THE
COPS ARE CLOSING IN. COPS WILL CATCH YOU. LAND so

THAT A FEW MORE FEET PUTS YOU
AT THE FLARE SMOKE.
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MISSION SUMMARY

SCORE ol i $287 128

TIME BOWUS E

FINAL SCORE £107 . 400

GRADE GREAT
RESTART MISSION

- y CONTINUE

( - 6up.q NEWIHIGH SCORE  if \ QUIT

EXTRA SECONDS ON THE
CLOCK MEAN A BIG BONUS ON
YOUR SCORE.

MIisSSION S:
LosT AND FOUND

: Lost and Found

i Seems be the Border Patrel sie neme  BEST 801

* s plemued with s Fod golien (e %8
1 Gorden's buddy wan drivieg come
T peediss scress the border sl Borded
1 Patisl gt the Beenas plates sll
H san, 53 he needs ‘em maved to
et sehicles. Go de seme moving

-

THERE ARE FEWER DELIVERY MIS- THE MAP SHOWS THE SPECIFIC PICK- CLIMB THIS HILL FIRST.
SIONS, BUT THEY TAKE PLACE ON UP AND DROP-OFF POINTS.
MORE CHALLENGING TERRAIN.

7
.

= = - -

THE FIRST PICKUP IS ACROSS GO OVER THIS LOW HILL TO THE THE FIRST DESTINATION IS IN
THIS FIELD. FIRST CONTRABAND ITEM. THESE HILLS.

PRIMAGAMES.COM




THE FLARE SMOKE MARKS THE CROSS THIS FIELD, THEN BEAR LEFT. RIDE ALONG THE MOUNTAINS ON

FIRST DROP-OFF ATOP A SMALL THE RIGHT.
MOUNTAIN.

THE SECOND PICKUP IS JUST OVER FoLLOW THE DIRT ROAD BETWEEN ALTHOUGH THE RED ARROW SOME-
A RISE. THE CONTRABAND WAITS_IN THE HILLS. TIMES POINTS IN A DIFFERENT

THE MIDDLE OF A DIRT ROAD. DIRECTION, CONTINUE TO FOLLOW
THE DIRT ROAD.

i 3

" 212
% S NI

2 5

AT THIS SLOPE, YOU CAN PICK THE SECOND DROP-OFF IS NEAR SECOND DELIVERY DONE, THE

UP SPEED. THIS TUNNEL, WHERE A HELI- MISSION CONTINUES. DRIVE
COPTER WAITS. THROUGH THIS TUNNEL TO FIND

ONE MORE PICK-UP.
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SMUGG

:

FoLLOW THE ROAD TOWARD THE EXTRA DESTINATION IS IN THE You EASILY END UP WITH LOTS OF
THIS CABIN. MIDDLE OF THIS RIVER. TIME ON THE CLOCK.

| MISSION O:;

B MISSION SUMMARY

o s e T HE WAy SOUTH

: FINAL SCORE 140 1248
GRADE GREAT |

RESTART MISSION
CONTINUE

QUIT GAME

The Way Sauth

We'se been sllered the g dewn RENT BLORE
akcm way, But fest we nesd i 5 297087
3 e the clent 8 feves. Froshed by
Ehe &

FLATIR
MATE 4

E el @l alla-gad ampsi s gravi,
1 mamnay, snd maybe roem (e odd
EFFORTS. 1 mivsily - pething tee naughty. G

1 el

& {h wabesang all-asund sebache, Lig Bleck V-0 wnde
the hood snd o wheel diise. Manic coniral of the
menibsoms damar p, Ewborn Bn Ehe maoe b edge

é? (b 8 9 10 1 12 13 14 15 18 17 )
‘ . THIS IS ANOTHER GANG CHALLENGE. ONCE AGAIN, PUT EACH TEAM-
Ak YOUR TEAM’S OBJECT: BEAT THE MATE IN AN S.U.V. TO BLOCK
O’GRADYS TO FIVE DELIVERIES. RIVALS AND GIVE YOURSELF A
% a? BETTER CHANCE TO SNAG THE
CONTRABAND.

5 7

THIS MAP SHOWS THE GENERAL THIS MAP SHOWS THE STARTING THE O'GRADYS ALWAYS GET THE
AREA IN WHICH YOUR GANG LOCATION OF THE VEHICLES. FIRST PIECE OF CONTRABAND.
AND THE O'GRADYS RACE FOR

THE CONTRABAND.
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THERE’S JUST ENOUGH TIME TO
BUMP ONE OF THE RIVAL VEHICLES
AND STEAL THE CONTRABAND.

ONE OF YOUR TEAMMATES SNAGGED
THE CONTRABAND. PROVIDE BACKUP
SO A RIVAL DOESN’'T STEAL IT.

RIDE ALONG THE RAILROAD TRACKS
TO THE NEXT DESTINATION.

FOLLOW THE RED ARROW TO THE
FIRST DESTINATION.

"TEAMMATE DELIVERY"”
LOOKS AS GOOD AS THE MESSAGE
WHEN YOU MAKE A PERSONAL
DELIVERY.

YOUR TEAMMATE WILL LIKELY MAKE
THE THIRD DELIVERY.

HERE’S THE FIRST DROP-OFF. DON'T

WASTE ANY TIME; MOVE RIGHT ON
TO THE NEXT PICKUP.

YOUR TEAMMATES EXCEL, OFTEN
REACHING THE CONTRABAND BEFORE
YOU OR THE O’GRADYS.

THE FOURTH PICKUP IS JUST OVER
THIS HILL.

NOISSINW S NI TODNWS
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SMUGG

=

BUMP YOUR RIVAL TO SNAG THE FOLLOW THIS ROAD TO THE NEXT THE POLICE CARS ARE WEAK, BUT

CONTRABAND. DESTINATION. SOME APPEAR NEAR THE FOURTH
DROP-OFF.

MISSION SUMMARY
SCORE 147,513
TIME BOWUS dds

E150.381

> TEAMMATE FIGKUP
I8 e

" =

ONCE AGAIN, YOUR TEAMMATE ONE OF YOUR TEAMMATES WINS THE IF YOUR TEAM MOVES QUICKLY, A

PULLS HIS OWN WEIGHT. MISSION FOR YOU; YOU DON’'T HAVE FEW MINUTES REMAIN ON THE
TO MAKE THE FINAL DELIVERY PER- cLOCK. THIS EXTRA TIME COVERS
SONALLY TO FINISH. YOU IN CASE THE O’GRADYS MAKE

A DELIVERY OR TWO.

MissioNn 10:
COUNTERFEIT WOMNMEN

m SMUGGLER'S MISSION

A i Counterfelt Women
£ Jund, pich up and diop off, baley, ke BEST 00

wilh lhe Ledies. 0 kasp yosi § ESLE
d ol any developmeniy, but be

Tidl == gpou’s e i uresng counle led

Eqﬂl M 12 13 14 15 18 17 18 ¥

- —a— 3
- — - -

-

YOU RUN COUNTERFEIT MONEY IN THE MAP SHOWS ALL OF THE PICKUP THE FIRST BRIEFCASE OF COUNTERFEIT

THIS MISSION. EXPECT LAW AND DROP-OFF LOCATIONS; THEY BILLS IS STRAIGHT AHEAD.
ENFORCEMENT VEHICLES TO COME COVER THE AREA TO THE LEFT OF
OUT OF THE WOODWORK. THE LAKE.

PRIMAGAMES.COM
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FoLLOW THE RED ARROW UP THE HERE’S THE FIRST DROP-OFF. DRIVE BETWEEN THESE HILLS TO THE
HILL TO THE RIGHT OF THE TUNNEL. NEXT PICKUP.

] = ol

CONTINUE ALONG THIS ROAD TO THE COUNTERFEIT MONEY IS WELL-
GET THE CASH. HIDDEN UP ON THIS HILL.

THE SECOND DROP-OFF IS NEAR
THESE SECLUDED CABINS.
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PASSs THIS POLICE BLOCKADE AS THE COPS RAM YOU AS YOU
QUICKLY AS POSSIBLE. APPROACH THE CASH, BUT IT GETS THE COPS.
EASIER AFTER YOU ELUDE THEM.

INOD"SANVOVINIYd




SMUGG

UNFORTUNATELY, MORE POLICE YOU FIND THE THIRD DROP-OFF UNFORTUNATELY, YOU MUST

CARS BLOCK THE ROAD ON THE JUST AFTER YOU TURN AWAY FROM MAKE ONE MORE STOP. FoLLow
OTHER END. GO LEFT THROUGH THE COPS. THIS DIRT ROAD.
THE PASS.

GO OVER THE NEXT HILL, AND PASS THE FASTEST ROUTE TO YOUR FINAL DRIVE TO THE OUTSKIRTS OF TOWN.

BY THE POLICE BLOCKADE TO REACH DESTINATION IS ACROSS THIS RIVER.
THE ASPHALT ROAD. 4-<‘_;;-_‘::_:2'
_—

e o
e

MISSION SUMMARY

SCORE £280 100
TIME BOMLUS 1
FINAL SCORE 2198 .9020
;- CRADE GREAT
! 40 RESTART MISSION
f__._\‘ r j . = CONTINUE
Q jmiﬁfstdism GEMELETES QUIT. GAME
e

THE FINAL DESTINATION IS THE COPS ARE SO RELENTLESS THAT A MINUTE OR MORE LEFT ON THE
WITHIN SIGHT. THEY SLAM INTO YOU EVEN AFTER CLOCK AT MISSION’S END EARNS
YOU COMPLETE YOUR GOALS. You A “GREAT” RATING.

PRIMAGAMES.COM



MissioNn 11
DNA or DOA

et | SMUGGLER'S MISSION

i DMA or DOA

+ el ke ee denps Do jou i make
RE 7

Beslnger ol
H mpedy b ke Lept cokd
; Es . S Emseghly i b
1 W mauiing sbead mith genes. and
v need is move 8 few Bengs, ne
1 gueslism suked

3.411 12 13 14 15 16 17 18 189 20)

"——

THE MEDICAL CONTRABAND MUST

REACH ITS DESTINATION, NO QUES-
TIONS ASKED.

—

THE GRAVEYARD CONTAINS YOUR
FIRST PICKUP.

THE FIRST DROP-OFF IS OVER THE
HILL TO THE RIGHT OF THE RAIL-
ROAD TRACKS.

THE MAP SHOWS ALL OF THE PICKUP

AND DROP-OFF LOCATIONS.

TIGHT TIMING MARKS THIS MISSION.

USE THE ROAD TO ACCELERATE AND
SAVE TIME.

HEAD STRAIGHT TO REACH THE
SECOND BATCH OF MEDICAL
CONTRABAND.

THE FIRST BOX IS STRAIGHT AHEAD.

STAY ON THE RAILROAD TRACKS TO
MAINTAIN YOUR SPEED.

PICK UP THE BOX AT THE TOP OF
THIS HILL.
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AvoID THE COPS AND HEAD
TOWARD THE ROCKY AREA.

IT'S A LONG WAY TO THE NEXT
PICKUP POINT. HEAD BACK OVER
THE ROCKS, AND DRIVE THROUGH
THE TUNNEL ON THE LEFT.

BACKTRACK THROUGH THE TUNNEL
PAST THE PREVIOUS DROP-OFF POINT

TO ANOTHER BUMPY AREA BENEATH
THIS HILL.

LAND ON ALL FOUR WHEELS AS YOU

CROSS THESE ROCKS, OR THE COPS
WILL OVERTAKE YOU.

TO THE NEXT CONTRABAND LOCATION.

THE FINAL DESTINATION IS NEXT TO
THE TRUCK AND WATER TANKS.

NEATH THE HELICOPTER.

THE FINAL PICKUP IS RIGHT NEXT TO
THE MOUNTAIN.

MISSION SUMMARY
SCORE 5148 478
TIME BONUS o
FINAL SCORE 140 558
GRADE GREAT

RESTART MISSION
CONTINUE
QUIT GAME

As YOU CAN SEE FROM THE SUM-
MARY, THERE'S NOT MUCH TIME LEFT
WHEN YOU COMPLETE THIS MISSION.



MissioNn 12:
RADAR TROUBLES

B v drilln o Ol deal P, beal @el BENT BLCEE
s pem am liping his chapprs wh S0
fer mer v roadar wpniem n womb
L AL need s come dawn e
wiw ek Liw piin wind o i4,
ngme dpsmage baby
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THE ONLY WAY FOR YOUR ACCOM- THIS MAP SHOWS THE LOCATION FIRST GO TO THIS RADAR TOWER

PLICE TO ESCAPE IS FOR YOU TO OF THE RADAR TOWERS AROUND NEAR YOUR STARTING POINT.
TAKE OUT THE RADAR TOWERS. THE THE LAKE.

S.U.V. IS GREAT FOR THAT.

RAM THE RADAR TOWER HARD TO BuUILD UP SPEED TO DRIVE UP THE THE SECOND RADAR TOWER IS NEAR

KNOCK IT OVER AND CLEAR THE SIDE OF THIS HILL. THE TRANSMISSION TOWERS.
CHECKPOINT.

NOISSIW S NI 1OO0NWS

HEAD ACROSS THE RIVER, AND CLIMB THIS HILL AND FOLLOW THE

DRIVE UP THIS HILL. KNOCK IT OVER AND MOVE TOWARD GREEN ARROW TO THE NEXT
THE LAKE. RADAR TOWER.
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THE FOURTH RADAR TOWER IS NEAR
THE LONG DIRT ROAD THAT WEAVES

THROUGH THE MOUNTAINS.

MISSION SUM

SCORE 200 000

TINE BONUS F ]
FiNAL SCORE

$201.000
GRADE GREAT
RESTART . MISSION
CONTINUE

QUIT GAME

o -

IF YOU PLAN YOUR ROUTE CAREFULLY,
YOU STILL HAVE A MINUTE OR TWO
REMAINING.

= o

DRIVE OVER THESE HILLS TOWARD
THE LAKE ROAD.

- = - -

KNOCK OVER THE FIFTH RADAR
TOWER TO COMPLETE THE MISSION.

THE FINAL RADAR TOWER IS
PAST THE RAILROAD TRACKS
NEAR THE LAKE.

MissioNn 15:
BAIT AND SwITCH

m SMUGGLER'S MISSION
i Balt and Switch
:: Thuichy, hol siudl, the police lound
& @ e Aiegs Iping 8oursd, and a1 ¢

+ Lakisg it betk to lawh Mol & clonei
i npeciion Ga sk if yoo com borew

s i baby, snd des'l give b back

THE DOTTED LINE ON THE MAP
SHOWS THE OTHER VEHICLE'S

THIS MISSION HAS JUST ONE PIECE
OF CONTRABAND TO DELIVER.

UNFORTUNATELY, SOMEONE ELSE
TOOK IT FIRST. USeE THE S.U.V. 10
REACH THE OTHER VEHICLE AND
SNAG THE CONTRABAND.
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ROUTE. AS LONG AS YOU INTERCEPT
THE VEHICLE IN TIME, YOU CAN
RETURN WITH THE CONTRABAND TO
THE DROP-OFF LOCATION.



CLIMB THIS HILL TO THE RAILROAD
TRACKS.

T— - - -

FOLLOW THIS ROAD IN THE DIRECTION TAKE THIS ROAD PAST THE BIG
OF THE GREEN ARROW. MOUNTAIN UNTIL YOU SEE THE

RAILROAD TRACKS.

BUMP THE VEHICLE WITH THE BLUE QUICKLY TURN AROUND AND FoLLOW THE ROAD ALONG

ARROW OVER IT—THE VEHICLE WITH RETREAT DOWN THE RAILROAD THE RIVER.

THE CONTRABAND. TRACKS.

-

CROSS THE BRIDGE AND HEAD THE ROAD THAT WINDS AROUND STAY IN THE MIDDLE OF THE ROAD

TOWARD EuBANKS IMIOUNTAIN. EuBANKS IVIOUNTAIN BEGINS AT THE THAT TRAVELS UP THE MOUNTAIN SO
BASE OF THE MOUNTAIN NEAR THE YOU DON'T FALL OFF THE EDGE.
TUNNEL.

NOISSIW S NI 1OO0NWS
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SMUGG

A TRICKY SPOT ON THE ROAD. IF

YOU GO OVER THE HUMP TOO
FAST, YOU GO OVER THE EDGE.

-

FINISH THE MISSION AND EARN THIS
VIEW FROM THE TOP OF EUBANKS
MOUNTAIN.

- = - -

THE DROP-OFF IS ON THE VERY TOP
OF THE MOUNTAIN.

BUILD UP SPEED TO CLIMB STEEP
SPOTS WITHOUT POLICE CARS
CATCHING UP.

MISSION SUMMARY

SCORE £.051 &
TIME BONLS e 5
FINAL SCORE 510,021

THAT FINISHES UP THE FOREST
missioNs. Now IT’S TIME TO HEAD
T0 MEXICO.
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MissION 1&4: PACKRING NHEAT

SMUGGLER'S MISSION

Elmging wrills Figh spred and good handing. Aea difie-
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widths l7 wnd wheel debre. Puil ibe Evin i Hevs Toash,
el apaed Lo ihe B-piwil
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THIS IS THE FIRST MISSION NEAR
THE U.S.-MIEXICAN BORDER, WHERE
THERE’'S SAND AS FAR AS THE EYE

CAN SEE.

-

THIS MAP SHOWS THE PICKUP AND
DROP-OFF LOCATIONS AMONG
RIDGES AND SAND DUNES.

HERE’S YOUR FIRST ENCOUNTER
wiTH THE U.S. BORDER PATROL.
BLOW PAST THE GATE OR RUN OVER

THE FENCE.

THE TROPHY TRUCK BECOMES
AVAILABLE. USE IT OFTEN—IT CAN
TAKE A LOT OF DAMAGE AND MAIN-
TAIN HIGH SPEEDS.

=

THE MISSION BEGINS AT THE
AIRPORT.

FoLLOW THE RED ARROW ALONG
THIS MOUNTAIN.

THE RALLY CAR JOINS YOUR FLEET;

SMALL AND LIGHT, IT’S GREAT FOR
DUNES AND RACING.

THE FIRST PICKUP IS UP THE HILL.

HERE ARE THE GATES TO SOROTI

CITY; INSIDE IS THE FIRST DROP-OFF
LOCATION.
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THE RED FLARE SMOKE MARKS YOUR
FIRST DESTINATION.

THE SECOND DESTINATION IS IN

THIS OASIS—A PLACE YOU'LL SEE
MANY TIMES.

3 — - -

BE VERY CAREFUL BY THE ROCKS.
BIG ONES STOP YOUR VEHICLE.
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AFTER YOUR FIRST DELIVERY, SPIN OUT THE SECOND PICKUP IS IN A NICHE
SO THAT YOU FACE THE GATES AND ALONG A TRAIL.
DRIVE OUT THE WAY YOU CAME IN.

-

FoLLOw THE GREEN ARROW TOWARD HERE’S THE THIRD PICKUP LOCATION.
THE WINDMILLS.

"

DRIVE THROUGH THE FENCE TO DRIVE TOWARD THIS WINDMILL TO

AvoiD U.S. BORDER PATROL REACH YOUR FINAL DESTINATION.
VEHICLES.



THE MISSION ENDS NEAR THE
AIRPORT.

ARl MIS

CONTINUE

YOuU FINISH THE MISSION WITH ONLY

A FEW SECONDS TO SPARE.

HEAD TOWARD THIS HILL FOR THE
FIRST CONTRABAND.

*—

THE FINAL DROP-OFF IS BEHIND THE

AIRPORT TOWER. AT DELIVERY.

MissioNn 1S
GCOVERNMENT ISSUED

wiimat mimp bays haoe sl leben
g B e, il
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= [dial bunch ol peeslubenarie, bt

= = iranaperi Do colleol ihe weapans

= meedl deop Bhem whers pou'te ield

46 7 B8 8@ 10 11 12 13 14 15

THIS MISSION IS DANGEROUS:
TAKING CONTRABAND FROM THE

U.S. ARmY.

THIS MAP SHOWS ALL OF THE
IMPORTANT MISSION LOCATIONS.

- -

THE FIRST PICKUP IS BETWEEN
THESE WINDMILLS.

THE COPS AREN'T FAR BEHIND YOU

DRIVE PAST THE BORDER GUARDS.
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DELIVER THE CONTRABAND NEAR HEAD INTO THE HILLS PAST THIS THE SECOND PICKUP IS IN THE CEN-
THIS TRUCK. CRUMBLING WALL. TER OF THIS SMALL TOWN.

= e AL A t bt
A 300,000 ¥  w399,999
/3] A 8 4

-

SNAG THE CONTRABAND AND HEAD AvoID THE COPS AND PICK UP HEAD DOWN INTO THIS CRUMBLING
ouT. THE COPS ARE ON YOUR TAIL. SPEED AS YOU CLIMB THIS HILL. FORT FOR THE SECOND DROP-OFF.

== = - = s

DRIVE CAREFULLY OUT THE OTHER HEAD UP THIS STEEP SLOPE AND DRIVE DOWN THE BUMPY INCLINE

SIDE. IVIORE POLICE CARS JOIN BEAR RIGHT. AND TAKE A HARD RIGHT TO THE
THE CHASE. FINAL STASH.



T .
= 5100,000
213

TURN AROUND BEFORE THE POLICE
ARRIVE AND HEAD TOWARD THIS
MOUNTAIN.

THE U.S. ARMY PURSUES YOU,
TOO, BUT CAN'T STOP YOU THIS

CLOSE TO YOUR GOAL.

MissioNn 16:

TRAFFICKRING OFFENSES

'. |_su|uaﬁl.£n"s MISSION i' & iannAGE i

R w597,799

b 13
s oo Al

DRIVE OVER THE SLOPE IN THE DRIVE INTO TOWN TO MAKE THE

DIRECTION OF THE RED ARROW. FINAL DELIVERY.
THE THIRD DESTINATION IS ALMOST
IN SIGHT.

MARY

SCORE F146 s5p—=
TINE BONUS

FINAL SCORE

GRADE
RESTART, MISSION
CONTINUE

GUIT. GAME

- =

THIS SMALL DESERT TOWN You EARN A “GREAT” RATING AS
MAKES A PERFECT PLACE TO LONG AS YOU FINISH INTACT.
TRADE CONTRABAND.

NOISSINW S NI TODNWS

! Trafficking Offenses
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THIS MISSION IS A RACE AGAINST
THE SIERRA CARTEL, ONE OF TWO
GANGS WORKING THE AREA, TO COL-
LECT FIVE ITEMS OF CONTRABAND.

—— 3

PUT YOUR TEAMMATES INTO COLLECT CONTRABAND IN THE
TROPHY TRUCKS. MARKED AREA.
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TOWN.

TURN AROUND TO FOLLOW THE
GREEN ARROW.

LEAVE THE FORT AND HEAD TOWARD

THESE ROCKS.

THE MISSION BEGINS IN THIS SMALL

THE SIERRA CARTEL ALWAYS BEATS
YOU TO THE FIRST PICKUP BECAUSE
THEIR STARTING LOCATION IS CLOSER.

IF YOU TRANSFER THE CONTRA-
BAND TO A TEAMMATE, HE OFTEN
DELIVERS IT WITHOUT PROBLEM.
HEAD FOR THE NEXT PICKUP WHILE
HE DELIVERS THE CONTRABAND.

THE SECOND DROP-OFF LOCATION IS
JUST OVER A RISE IN THE SAND.

SLAM INTO THE CARTEL MEMBER
CARRYING THE CONTRABAND AND
STEAL IT.

THE SECOND PICKUP IS IN THIS
ABANDONED FORT.

HEAD TO THE OASIS FOR THE THIRD
PICKUP.




L

B

DRIVE PAST THIS PEAK TOWARD THE TRANSFER THE CONTRABAND TO A FoLLOW THE GREEN ARROW TO THE

THIRD DROP-OFF DESTINATION. TEAMMATE IN THE LAST SECONDS, NEXT STASH. VIOVE FAST—THE
THEN MOVE TOWARD THE NEXT CARTEL SOMETIMES GETS AHEAD.
PICKUP.

L

Al
SNAG THE CONTRABAND IN THIS YOUR DESTINATION AND THE THE FINAL PICKUP IS AT THE BOTTOM
SMALL TOWN WHILE YOUR OPPO- CARTEL'S ARE RIGHT NEXT TO EACH OF THIS DANGEROUS CANYON.

NENTS CRASH INTO EACH OTHER. OTHER.
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GRAB THE CARGO AND HEAD BUILD UP SPEED ALONG THIS FLAT PLAIN. THE FINAL DESTINATION IS JUST TO
TOWARD THIS ROCK. THE RIGHT OF THE PALM TREES.
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"
g

PRIMAGAMES.COM

= -

THE SIERRA CARTEL ARRIVES JUST
AS YOU FINISH.

MissioNn 17

T

MOVE FASTER TO EARN A BETTER
RATING THAN “OK.”

MI1SCELL ANEOUS BI17s

SMUGGLER'S MISSION

scellaneous Bits

This jarks in "Rogm gl i s ™ Baemi BENT SL0E
¢ mrnec e d™ bpaba s b dane s his 5 I

idne s - svild Boing o0 someibing
i Bcw b can't ge e the ewpilal, he'

bl Gaghtl b nld guarh boomsh e
So go pick up U “done kidner,

IT WAS ONLY A MATTER OF TIME
BEFORE “ORGAN SMUGGLER"” BECAME
PART OF YOUR JOB DESCRIPTION.

FoLLOW THE GREEN ARROW THROUGH
THIS CANYON.

THE MAP SHO
LOCATIONS.

— 2 o S T

DRIVE PAST THE OPENING ON THE MAKE THE FIRST PICKUP NEAR THIS
LEFT AND MOVE DOWN THE SLOPE. ABANDONED CAR.



CONTINUE DOWN THE SLOPE.
FoLLOW THE RED ARROW IF YOU
GET LOST.

THE BUMPY AREA AHEAD IS THE
TRICKIEST PART. DRIVE FAST
ENOUGH TO CLEAR THE DUNES, BUT
CONTROL THE VEHICLE SO YOU
DON’T CRASH.

" —

QuICKLY PASS THROUGH THIS TOWN
TO COLLECT THE KIDNEYS.

BUILD UP SPEED TO ASCEND THIS
STEEP SAND DUNE. THE COPS WILL

CATCH YOU IF YOU SLIDE BACK.

FoLLOw THE RED ARROW, AND
DRIVE ALONG THE TRAIL TO THE LEFT
SIDE OF THE PEAK.

THE FIRST DROP-OFF IS ON A
TINY LEDGE PAST THE BUMPY

SAND DUNES.

DRIVE OFF THE LEDGE AND FOLLOW
THE GREEN ARROW TO THE NEXT
PICKUP.

1599, 725
.}.E

THE SECOND DROP-OFF IS IN THIS
FAMILIAR ABANDONED FORT.
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PASS THROUGH THE FORT AND HOP
OVER THIS HILL TO FOLLOW THE
GREEN ARROW.

THE THIRD DROP-OFF IS AT THE
BOTTOM OF THE ANCIENT TEMPLE
STAIRS.

MissiON 1S:
RED OR DeEAD
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THIS IS A DIFFICULT RACE
AGAINST THE A20 GANG. IF
YOU'RE BEHIND THE OTHER
VEHICLES AFTER THE THIRD
CHECKPOINT, YOU MIGHT AS
WELL START OVER.
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THE LAST KIDNEY PICK-UP IS ON
THE FLAT AREA NEAR THIS HIGH
SAND DUNE.

295 024
"
295 214

TIMING IS TIGHT. A FEW SECONDS
LEFT ON THE CLOCK IS A BLESSING.

Hegh wperd. inp hamdbeg dessdi rages. High e sving feifes
with ol mbhesl dilsw. Pl the Ciss in Hese Traah
and speed i the in-crowd

T

UsE THE RALLY CAR; ITS WEIGHT
AND SPEED HELP WITH TIGHT TURNS.

TIME IS RUNNING OUT. FoLLow
THE RED ARROW TO THE FINAL
DESTINATION.

THIS MAP SHOWS THE CHECKPOINTS
FOR THE RACE.



You BEGIN BEHIND; BUILD UP
SPEED ON THIS STRAIGHTAWAY TO
CATCH UP.

STAY IN THE MIDDLE OF THE ROAD
THAT GOES THROUGH THE BUMPY
AREA, OR YOU LOSE YOUR POSITION.

"

THE FOURTH CHECKPOINT IS NEXT
TO THIS BIG ROCK.

TRY TO FORCE AT LEAST ONE
VEHICLE TO CRASH AS YOU
CRUISE THROUGH THE FIRST
CHECKPOINT.

THE THIRD CHECKPOINT IS AT THE
BASE OF THE WOODEN STAIRS.

= -

THE FINAL CHECKPOINT IS IN THE
MIDDLE OF TOWN.

THE SECOND CHECKPOINT IS RIGHT
BEFORE THIS BUMPY AREA.

DRIVE UP THE STAIRS, BUT STAY
TOWARD THE MIDDLE SO YOU DON'T
FALL OFF THE LEFT SIDE.

THIS CLOSE TO THE FINISH LINE,

NOT EVEN A BUMP FROM BEHIND
CAN STEAL YOUR VICTORY.
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| MissIoN 19S:

MISSION SUMMARY

s NoT ZONE

TIME BONUS o
ITS. 100

SMUGGLER'S MISSION

i Hot Zone
i We el the jul. This gy b ieal bai

H ull, i el A Lin® 89 woms g
i Only ey s Gordes susgs<in o

1 bap. m the maney i 1o mp e
1 Mism, Dhaeere repeis ol beider

THIS IS ONE OF THE TOUGHEST i gl bl
MISSIONS IN THE GAME. DON'T
WORRY ABOUT YOUR RATING. JUST

MAKE IT TO THE FINAL CHECKPOINT §q1ﬂ 1112 13 14 15 18 17 18 19
IN FIRST PLACE.

= -

YOUR CONTRABAND IN THIS MIS- THE MAP SHOWS ALL OF THE PICKUP
SION IS RADIOACTIVE WASTE. AND DROP-OFF LOCATIONS.

WATCH ouTt FOR THE CIA, THEY

WANT TO PREVENT YOU FROM

SMUGGLING THIS DANGEROUS
CARGO INTO THE UNITED STATES.

-

You BEGIN THE MISSION IN THIS FoLLOW THE GREEN ARROW PAST DRIVE THROUGH THIS FENCE

SMALL TOWN. LEAVE THROUGH THE THESE MOUNTAINS. TOWARD THE CARGO.
FRONT GATES.

THE CONTRABAND COMES IN DRIVE TO THE LEFT OF THIS PEAK. REACH THIS DROP-OFF BEFORE YOUR
RADIOACTIVE CANISTERS. THOUGH BUMPY, IT’'S THE FASTEST VEHICLE STALLS.
WAY TO THE DROP-OFF.



FOLLOW THE GREEN ARROW UP THIS
HILL TO THE NEXT PICKUP.

TURN AROUND AFTER YOU MAKE
THE PICKUP AND HEAD TOWARD THE
WINDMILLS.

DRIVE THROUGH THIS OPENING TO
REACH THE SECOND DROP-OFF IN
RECORD TIME.

DRIVE THROUGH THIS FENCE AND
PASS THE GIANT ROCK ON THE
RIGHT SIDE.

DRIVE THROUGH THE FENCE AT THE
BORDER AND STAY OFF THE ROAD.

DELIVER THE CARGO NEAR THIS
HELICOPTER.

THE SECOND RADIOACTIVE CANISTER

IS NEAR THE OIL DRILLS.

CUT ACROSS THIS SAND DUNE AND
FOLLOW THE RED ARROW ACROSS
THE ROAD.

CLIMB THIS STEEP SLOPE TOWARD
THE FINAL PICKUP.

NOISSINW S NI TODNWS
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PICK UP THE CANISTER AND FOLLOW
THIS DIRT ROAD.

THE FINAL CANISTER IS STRAIGHT
AHEAD ON THE FLAT MESA.

STAY TO THE LEFT OF THE TELE-
PHONE POLES SO THAT THE CIA

VEHICLES CRASH INTO THEM.

e Dy 2T

& 596,593

—

REACH TOP SPEED WHEN YOU DRIVE

TAKE THE MOUNTAIN PASS ON THE
RIGHT WHEN THE ROAD SPLITS. UP THIS RAMP—YOU MUST CLEAR A

DEEP CREVASSE ON THE OTHER SIDE.

THE DROP-OFF

- i BTy IF
O 593,957 GRS
SEVERELY
DAMAGE OR
STALL YOUR
VEHICLE. LimpP
FORWARD
INTO THE RED
SMOKE TO
FINISH.

1ION 20:
LA REVOLUTION

=&

THIS IS ANOTHER
RACE WITH A
RIVAL GANG TO
MAKE FIVE DELIV-
ERIES. THERE'S
ENOUGH TIME ON
THE CLOCK, BUT
YOUR OPPONENTS
! ARE VERY FAST.

Viva La Revelution

P Them e ralublonssien sn'l just slies
I g T
' Pew wl hings: mpmey, sngoe pasis
3 malictmsh gues. We gol slher bapre

v il wviedl, wn e ThsiieeT e g
E B dies pati el i on sledd, s By may

{ b wniffing srmund
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LAND AS CLOSE AS POSSIBLE TO

THIS IS NOT
A TOUGH
MISSION,
BUT THERE'S
NOT MUCH
LEEWAY FOR
MISTAKES.

THE MAP SHOWS
THE LARGE RE-
GION IN WHICH
THIS MISSION
TAKES PLACE.



-

BEGIN IN THIS SMALL TOWN. Put
YOUR TEAMMATES IN TROPHY
TRUCKS TO GET THE MOST HELP

FROM THEM.

NS

A

-

SNAG THE CONTRABAND FROM
YOUR OPPONENT, THEN MAKE THE
DELIVERY NEAR THESE OIL DRILLS.

080~
X

S — e

ONCE OUT OF TOWN, HEAD
THROUGH THIS CANYON.

] L g

THE SECOND PICKUP IS PAST THE
BORDER FENCE.

_.,--.,\ .--_ .
1-“"..!,_-_];3,.; E?ﬁ
"-\‘.__'_.f._' 4
HERE’S THE SPOT FOR THE SECOND FOLLOW THE PATH UP THIS HILL TO
DELIVERY. THE NEXT PICKUP.

-

A RIVAL GANG MEMBER ALMOST
ALWAYS BEATS YOU TO THE FIRST
PICKUP.

DRIVE BACK DOWN THE HILL PAST
THE BORDER TO THE SECOND
DROP-OFF.

P sl
830, ik

TAKE THE CONTRABAND FROM YOUR
TEAMMATE IF HE BEATS YOU TO IT,
THEN CROSS THE BORDER TO THE
DROP-OFF.
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BOTH TEAMS’ DELIVERY SITES ARE
IN THE SAME OPEN PATCH OF SAND.

C- -

DRIVE PAST THIS CITY TO THE
NEXT STASH.

CLIMB THE HILL PAST THE BORDER
FOR THE LAST PICKUP.

SLIDE INTO THE DELIVERY SITE
TO FINISH.

FoLLOW THE RED ARROW TO THE
FINAL DESTINATION AT THE BOTTOM
OF THIS HILL.

MissioNn 21

o
@- .

THE NEXT DROP-OFF IS NEAR THE
PIPELINE.

THE FINAL DROP-OFF IS NEXT TO
THE SMALL BUILDING.

SELLING YOUR SOouL

B34F HEW
EE)
F250. 009

IF YOU WORK WELL WITH YOUR
TEAMMATES, IT'S EASY TO FINISH
wiTH A “GREAT"” RATING AND
TIME ON THE CLOCK.

i Selling Your Soul

i Beems neme “iewe pade” wanis ie sell  BENT BCORE
+ ol & lew siiscks. Birssght sul bhe 1]

#  kstec tempie. Mo denl g the lrepis,

F us. Duide &

ol 8§ priewless,

T one b sredy e B

r s Phings bo ma
r go help will the al

THIS IS ANOTHER RACE TO COLLECT
A SET AMOUNT OF CONTRABAND
BEFORE THE SIERRA CARTEL DOES.
THE GOAL IS 18 DELIVERIES—WHICH
LEAVES SOME ROOM FOR MISTAKES.



Towphey Truck
Towphy Truck
Ty Trish

o Trophy Truck

Blanibng wills Bigh speed sool goed harndlng. Res dilled-
entisl axle V.l wiih lis of suspensian irasel The
race-proven technalogy may alich io you bcihlews gin

3 = -

YOU HAVE THREE TEAMMATES IN
THIS MISSION. PUT THEM ALL IN
TROPHY TRUCKS.

THE MISSION BEGINS AT THE
DROP-OFF LOCATION. BRING ALL
CONTRABAND HERE. UNLIKE
OTHER MISSIONS, THE DROP-OFF
REMAINS THE SAME THROUGHOUT.

THE KEY TO SUCCESS IS TO SNAG
CONTRABAND FROM THE RIVAL
GANG. EVERY ITEM YOU SNAG FROM
A RIVAL CAR IS ONE LESS CHANCE
FOR THE OTHER GANG’S SUCCESS. IF
YOU MANAGE TO TAKE EVERY ITEM
FROM YOUR RIVALS, YOU FINISH
BEFORE THEY COLLECT EVEN HALF
OF THE NECESSARY ITEMS.

“"‘F
i 3

THE MAP SHOWS THE AREA AROUND

THE ANCIENT TEMPLE WHERE YOU
FIND THE STASHES.

THE CLOCK BEGINS AT 10 MIN-
UTES—MORE THAN ENOUGH TIME TO
COLLECT 18 ITEMS.

N
@

LOAD UP AND HEAD BACK TO
DELIVER.

THE SIERRA CARTEL BEATS YOU
TO THE STASH. FORTUNATELY,
THERE ARE FOUR ITEMS PER
PICKUP LOCATION—ENOUGH TO
GO AROUND.

NOISSINW S NI TODNWS

THESE ARE THE BEST WORDS TO
APPEAR ONSCREEN IN THIS MISSION.

HEAD TOWARD THE GREEN SMOKE
FOR ANOTHER BATCH.
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BUMP RIVAL CARS AS THEY HEAD
BACK TO THEIR DROP-OFF. YOURS IS
CLOSE BY, SO THERE'S PROBABLY NO
CHANCE FOR THEM TO RECOVER THE
SNAGGED CONTRABAND.

ONE SET OF ITEMS IS ON THE
TEMPLE STEPS.

= Blf:-".-_'r. {j_i;

"\.‘

I‘.l\-

-

THE TEMPLE STEPS ARE ROUGH, BUT
YOU MUST MAKE THE JOURNEY.

As YOU GET CLOSER TO COM-
PLETING ALL 18 DELIVERIES, THE

SIERRA CARTEL CONCENTRATES —

<4_‘,—<‘ - ——

f_tﬁaﬂ

MORE ON SNAGGING ITEMS
FROM YOU.

99,062
& 17118

IT'S CHALLENGING TO GO FOR A
NEW HIGH SCORE. YOU ONLY GET
MONEY FOR THOSE ITEMS YOU PER-
SONALLY DELIVER, SO TRY TO OUT-
PACE YOUR TEAMMATES.

THIS IS YOUR LAST DELIVERY.

WAIT FOR YOUR TEAMMATES TO
STEAL ITEMS FROM YOUR RIVALS.
STEP IN ONLY IF THEY AREN'T
SUCCESSFUL.

§5200,000

. ..“Ji"l.f

"=

EACH POT FROM THE TEMPLE IS
WORTH $100,000.

SCORE T ERETT
TIME BONUS m
FINAL SCORE 84,578
GRADE o
RESTARTSMISSIGN
CONTINUE
ITAGAME

THIS SCORE REPRESENTS SEVEN
DELIVERIES NOT MADE BY TEAM-
MATES. TRY FOR 10 OR 15.



MIssSION 22:
DON'T LLISTEN NOW

SMUGGLER'S MISSION

| Don’t Listen Now

i Beems lbt semp aie hees o hear sai BENT BCOEE
i Witle chats, baby. Lisisning pesis 5e

2 hane sprung up eeee peherr. Gorden

i wants them tshen sut. Anyway you Whe,

H Jusi inke e gerl, and Foad, belwe
1 ey hnaw whal's geisg ea

T

THIS MISSION IS LIKE THE ONE IN THIS MAP SHOWS THE LOCATION OF DRIVE PAST THE WINDMILLS.

WHICH YOU KNOCKED OVER RADAR THE LISTENING POSTS. THE ONLY
TOWERS. YOU MUST DISABLE EIGHT WAY TO FINISH IN TIME IS TO KNOCK
LISTENING POSTS. OVER ALL OF THE POSTS CLOSE TO

EACH OTHER BEFORE YOU DRIVE TO
THE NEXT SET.

THE FIRST LISTENING POST IS ON IVIAKE SURE YOU KNOCK OVER FOLLOW THIS ROAD AROUND
THE ROCKY GROUND. THE POST AND DRIVE THROUGH THE BEND.

THE RED SMOKE.

"——

PAss THE BORDER AND KNOCK DRIVE PAST THIS BORDER STATION THE THIRD LISTENING POST IS NEXT

OVER THE POST NEAR THE FAR AND FOLLOW THE ROAD TOWARD TO THIS BIG ROCK.
MOUNTAIN. THE WINDMILLS.

NOISSINW S NI TODNWS
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KNOCK OVER THE POST AND SPIN
AROUND SO THAT YOU FACE AWAY THER AWAY.
FROM THE MOUNTAIN.

THAT’S FOUR DOWN, FOUR TO GO. THE FIFTH LISTENING POST IS IN
A DANGEROUS DITCH NEAR

SOME PIPES.

- = H -

AvoID THE POLICE CAR ABOUT TO THAT’S THE SEVENTH LISTENING POST.
DROP ONTO YOU, AND HEAD
TOWARD THE RED SMOKE.
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CLIMB THIS STEEP SAND DUNE TO
REACH THE POST.

GO TOWARD THIS FORT FOR THE
SIXTH LISTENING POST.

RAM THE SEVENTH POST AND MOVE
AWAY QUICKLY BEFORE THE POLICE

CLOSE IN.



MISSION SUMMARY
SCoel

E180, 000
| TIME BONUS = ]
FIMAL SCORE TR
CRADE
FESTART,
CONTINUE
— CUITAGAME

3 ot 1”1 Fae [-—ri:—hlr'f'-'-_-“x .
l\‘-v .L:'«w I Ll )
e
SUCCESS IS JUST A FEW FEET AND THAT’S THE END OF EAVESDROPPING THIS IS AN EASY MISSION. THE
ONE POST AWAY. IN THE DESERT. CHALLENGE IS TO FINISH FIRST WITH

THE MOST TIME LEFT, SO PLAN YOUR
ROUTE CAREFULLY.

MISSION 23:
GRAB AND GO

i The lw are taking weme highly
+ lmpe Ll weldenoe which g oukd
i gel usin e ol

:

iq14 15 16 17 18 19 20 21 22 I

-

THIS IS ANOTHER MISSION IN WHICH THE DOTTED LINE SHOWS THE PATH THE MISSION BEGINS IN THE MIDDLE

YOU MUST STEAL AN ITEM FROM A OF THE TARGET VEHICLE. THE CIRCLE OF THE ANCIENT TEMPLE. YOUR
MOVING VEHICLE AND DELIVER IT TO MARKS THE DROP-OFF LOCATION. OPPONENT ALREADY HAS THE
ANOTHER LOCATION. GOODS.

& |

b

YOUR OPPONENT IS STILL TOO FAR FOLLOW YOUR OPPONENT ALONG THE
AWAY TO CATCH. PATH OF THE EARLIER RACE. HEAD
TOWARD THE TELEPHONE POLES.

NOISSINW S NI TODNWS
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DRIVE OVER THE BUMPY SAND SPEED UP THESE WOODEN STAIRS DESCEND INTO THIS CANYON TO
DUNES. YOU'RE GETTING CLOSER. BUT AVOID THE LEFT SIDE. YOU PICK UP SPEED AND CLOSE IN.

MIGHT SLIP OFF THE EDGE.

Lo ¢l

= i

C—

SNAG THE CONTRABAND BEFORE FoLLOW THE RED ARROW TOWARD TIME IS TIGHT, BUT YOU CAN
YOUR OPPONENT REACHES THE BLUE THE DELIVERY POINT. MAKE IT.
FLARE SMOKE.

by O
MISSION SUMMARY
SEoil AT RET P

TIRE oS o
A0F. 5TH

o, e
54 Lfiz=icy oAl Ers
="
N P
AIM FOR THE PLANE AND DON'T THIS MISSION ONLY HAS ONE TIME IS SCARCE ON THIS MISSION,
WORRY ABOUT CRASHING INTO IT. DELIVERY—A TOUGH ONE. AND YOUR PROFITS ARE HARD-

EARNED.

=
=]
S
0
w
=
g
Q
<
=
&
o




MISSION 2L

CHRISTMAS BONUS

! Christmas Bonus

i Things sie geiting & Bille unhibendy  BENT SCORE

¢ duwen hiae G den wands pe i dioep e
¢ off s igie bl ol ee-nemed prode i,

i then ishe o itle Chisbmes fu enen
i in Cotebiin, b b Lar Inwhinnd i

+ pemple, ilen gel joul sel? b e o
i winip. Time we wos going hams

THIS IS A VERY DIFFICULT MISSION
BECAUSE YOU DRIVE ALL OVER THE
DESERT AND THE COPS ARE PARTIC-
ULARLY AGGRESSIVE—MAYBE
BECAUSE IT'S THE LAST TIME THEY
SEE YOU.

BUILD UP SPEED TO DRIVE OVER THIS
STEEP DUNE WITHOUT SLIPPING.

DRIVE BEHIND THE CITY TO REACH
THE NEARLY HIDDEN TUNNEL.

THE FIRST C
ATOP THIS HILL.

THE PICKUP AND DROP-OFF LOCA-
TIONS SPAN THE ENTIRE REGION.

=

ONTRABAND ITEM IS

RIDE THROUGH THE TUNNEL.

STAY AT TOP SPEED—IT'S A
VERY STEEP PATH.

T L
o T, Y ' - ﬂfj
E:"._‘- “ad
."i‘-. sk o8
T4 bl 1
= W

HEAD OUT OF THE TEMPLE STARTING
LOCATION AND DRIVE TOWARD THE
BIG ROCKS AND YOUR FIRST PICKUP.

DRIVE THROUGH THE RUINED FORT
AND FOLLOW THE RED ARROW.

THE TUNNEL CURVES SHARPLY
LEFT NEAR THE END. SLIDE IN
THAT DIRECTION WHEN YOU
REACH THAT POINT.

NOISSINW S NI TODNWS
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PRIMAGAMES.COM

THE END OF THE TUNNEL IS NOW THE FIRST DROP-OFF IS JUST OUT-

IN SIGHT. SIDE THE TUNNEL.

GO RIGHT WHEN YOU REACH TOWN. FoLLOW THE GREEN ARROW TO THE
SECOND PICKUP IN THE OASIS.

TAKE A RIDE THROUGH THE BUMPY GO LEFT AT THIS OPENING IN
SAND DUNES. THE ROCKS.

o e S

g5

- X,

FoLLOW THE GREEN ARROW AFTER
YOU COMPLETE THE FIRST DELIVERY.

UNFORTUNATELY, YOU MUST GET
WET TO MAKE THE SECOND PICKUP.
THAT ONLY MAKES A DIFFERENCE IF

THERE ARE VEHICLES IN PURSUIT.

e —_ S

e 1599,390
.lﬁ:r

- -

SLIDE INTO THE DROP-OFF SO THAT
YOU FACE AWAY FROM THE TRUCK.



5 3

TAKE THE PLUNGE INTO THE HEAD TOWARD THE AREA BEHIND DRIVE STRAIGHT TOWARD THE TUN-

CANYON. IT'S THE ONLY WAY TO THE TEMPLE FOR THE FINAL PICKUP. NEL ENTRANCE AND PICK UP THE
FINISH IN TIME. YOU STALL ONLY IF CONTRABAND AS YOU ENTER.
YOU LAND INCORRECTLY. DON’T LOSE MOMENTUM OR LAW

ENFORCEMENT VEHICLES CATCH YOU
AT THE BOTTOM.

THIS TUNNEL IS EVEN STEEPER THAN THE FINAL DROP-OFF IS JUST ON Now YOU MUST MAKE IT TO THE
THE LAST. THE OTHER SIDE OF THE TUNNEL. AIRPORT. FOLLOW THE RED ARROW
THROUGH THE NEXT TUNNEL.

o

[ ] —
H O T Tl T O i T 2 e r \
H\_ > MISSION COMPLETE f'f\}

"

PICK UP SPEED ON THE ROAD. THE FINAL DESTINATION IS NEXT TO COMPLETE THIS MISSION AND HEAD
THIS PLANE AT THE AIRPORT. BACK NORTH TO A COOLER CLIMATE.

"
g
n
@
m
/]
"
;
A
2

INOD"SANVOVINIHd




=&

=
=]
o
0
w
=
g
Q
<
=
&
o

MISSION lEIJlUIl'JlF?Y’
HIRT_Rd3
1]
wiwr xra

THIS MISSION IS ESPECIALLY CHAL-
LENGING BECAUSE IT'S SO SPREAD
ouT. TRY TO BEAT YOUR BEST
SCORE AND MAINTAIN YOUR SPEED
THROUGH THE TUNNELS.

FLATER  ff Mltsy Vebbcie |

A enthusissl las shienglh snd speed AN wheel dikee
Vol malh B whesl mdependem susprmam &im
pourastl with i oling 1 and wleim w il s phes po e

THE MILITARY VEHICLE IS THE BEST
ALL-AROUND VEHICLE TO USE IN
SMUGGLER’s Run. ONCE IT
BECOMES AVAILABLE WITH THIS MIS-
SION, TRY SOME OF THE EARLIER
MISSIONS WITH THIS VEHICLE.

7

DESCEND TO THE ROAD FROM
THE RAILROAD TRACKS ABOVE.
THE GREEN FLARE SMOKE OF THE
FIRST PICKUP IS VISIBLE AHEAD.

MIsSSION 25

NHomME COMFORTS

Good bo b home, mn't @7 Just ke wld RERT mcalf

tmes. Only whibed. Father Chiivimaa im g 5
o T by loud, delivii g i el I8
sl he bays wha've been oesl bad | hiok
iBer Law rresremiberrn U meee fon fondy, se
b pul. And 8] Cesue, thene @lls

THIS MISSION RETURNS YOU TO THE
U.S.-CANADIAN BORDER, BUT NOW IT'S
WINTER—SNOW AND ICE EVERYWHERE.

=5

THE MAP SHOWS THE PICKUP AND

DROP-OFF LOCATIONS AROUND THE

FROZEN LAKE.

THIS IS YOUR FIRST ICE EXPERIENCE.
DRIVE ONTO THE FROZEN RIVER TO

MAKE THE FIRST PICKUP.

PLATER  f Masslve Tisch |

Bhaw of wilh Bigh sccrlsration md lop-twsry sligng ik
hiew| diere urdenesth

THE MASsSIVE TRUCK IS NOW AVAIL-
ABLE. IT TAKES DAMAGE WELL, BUT IT’'S
SLOW AND AWKWARD. THIS VEHICLE
HANDLES ICE BETTER THAN ANY OTHER.

THE MISSION BEGINS ALONG THESE
RAILROAD TRACKS. FOLLOW THE

GREEN ARROW.

& 8700,000
0]

. - Ti-.‘;a?l??.hl‘r'_-s
i

FoLLOW THE RED ARROW INTO THE
MOUNTAINS.



€8939,1993

Wf;‘.} N g |

5 3

TAKE THE MOUNTAIN PATH TO PICK

THE FIRST DROP-OFF IS ON THE FLAT SPIN AROUND AFTER YOU MAKE THE
UP SPEED. YOU NEED A FAST VEHI- PATCH OF SNOW STRAIGHT AHEAD. DELIVERY, THEN HEAD BACK DOWN
CLE TO GET OVER SOME OF THE THE MOUNTAIN PASS.

HILLS AHEAD.

Ay

DRIVE THROUGH TOWN. HEAD UP THE HILL TO THE TRANS- DROP DOWN TO THE ROAD AND FOLLOW
MISSION TOWERS FOR THE SECOND IT TOWARD THE SECOND DROP-OFF.
PICKUP.

- TIME RUNNING 0U

T

NOISSIW S NI 1OO0NWS

T

MIAKE THE SECOND DELIVERY AT DRIVE UP THE RIVERBANK TO THE CONTINUE ALONG THE RIVER.

THIS RIVER BEND. TIME IS VERY DROP-OFF. SWERVE TO THROW OFF THE POLICE.
TIGHT.
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THE FINAL PICKUP IS JUST OVER HERE'S THE FINAL CONTRABAND DRIVE UP THIS ROAD AND FOLLOW

THIS RIVERBANK. ITEM. THE LAST DELIVERY IS THE THE RED ARROW.
TOUGHEST.

=

DRIVE ALONG THE SIDE OF THIS HILL, CROSS THIS R

BUT DON’T SKID. THE LAW IS ON THE HILL.
YOUR TAIL UNTIL THE LAST SECOND.

OAD, THEN HEAD UP IVIAKE UP FOR LOST TIME BY PICKING

_.%UP SPEED ON THE RAILROAD TRACKS.

MISSION SUMMARY
scoac 5670 084
TIME BONUS n
FINAL SCORE 5470 404

CAREAT

"—— e

"=

THE FINAL DROP-OFF IS IN AN THIS MISSION IS MORE DIFFICULT WHEN YOU GET USED TO THE SNOW

OUT-OF-THE-WAY PLACE ON THE THAN ANY OF THE DESERT MISSIONS. AND ICE, SEE IF YOU CAN SHAVE
SIDE OF A HILL. SEEING YOU RETURN HOME ENRAGES SOME SECONDS OFF YOUR BEST TIME.

LAW ENFORCEMENT AGENCIES AND
MOTIVATES THEM TO TRY HARDER.



MISSION 26:

SANTAS LITTLE NINDERER

E m oy go. Haw ga

8 19 20 21 22 23 24 25 28 27)

THIS MISSION IS LIKE THE LAST, IN
THAT THERE ARE THREE DELIVERIES
IN THE SAME GENERAL AREA—BUT
PICKUP AND DROP-OFF POINTS ARE
MUCH TOUGHER TO REACH WITHIN

THE TIME LIMIT.

DRIVE THROUGH THE RAILROAD

TRESTLE AND PICK UP SPEED ON
THE TRACKS.

CONTINUE ALONG THE TRACKS
THROUGH THE TUNNEL UNDER THE
MOUNTAIN.

THE MAP SHOWS THE WIDE AREA
OVER WHICH THE PICKUP AND DROP-
OFF LOCATIONS ARE SPREAD.

CLIMB THIS SMALL HILL TO PICK
UP THE CONTRABAND BENEATH THE
HELICOPTER.

T

COMPLETE THE FIRST DELIVERY
IN THIS CLEARING BEHIND THE
MOUNTAIN.

T -

HeaD TowARD EUBANKS
MOUNTAIN FOR THE FIRST ITEM.

FoLLOW THE RAILROAD TRACKS

TOWARD THE MOUNTAIN.

FOLLOW THIS SNOW-COVERED ROAD
TO THE NEXT PICKUP.

NOISSINW S NI TODNWS
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PRIMAGAMES.COM

- = - D o

CONNECT TO THE RAILROAD TRACKS DESCEND INTO THE VALLEY FOR THE CROSS THE RIVER THROUGH THE
AND SNAG THE CONTRABAND JUST NEXT DELIVERY. COVERED BRIDGE.
TO THE SIDE.

—_—— — — -

A 995,900

; a3
- ‘#‘”-mﬁ.tﬁ

e 4

DRIVE ON THE RIVER AND FOLLOW
THE RED ARROW.

-

STOP AT THIS CABIN FOR THE

E -

CAREFULLY DRIVE THROUGH THIS HEAD UP THE HILL TO THE FINAL SLIDE INTO THE RED SMOKE JUST
GROUP OF TREES. DROP-OFF. BEFORE THE COPS ARRIVE.



MISSION SUMMARY
SCORE
TIME BONUS
FINAL SCORE

B = T

YOU'VE BESTED THE COPS AND

F200.13%

11

5200 285
GREAT

MADE A FEW BUCKS. HAVE A cup

OF HOT CHOCOLATE.
g™
ek
ST P

THE MAP SHOWS THE AREA IN
WHICH YOUR TEAM AND THE
O’GRADYS WILL SEARCH FOR
CONTRABAND.

oy
k-r |4 e
e
=9

RIDE OVER THESE BUMPY HILLS
THE NEXT PICKUP.

d8

&
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MissION 27

ENJOYING THE CRAIC

! Enjoying The Cralc

P Vour sl Hibenals ihe O'Gradys
i maw bach alfering pas

» i
% They ve moicied
o g Gl dasn anadl
# g v vlemais

THE O’GRADYS ARE UP TO THEIR

oLD TRICKS. COLLECT FIVE ITEMS
BEFORE THEY DO.

=3

THE MISSION BEGINS ON THIS SNOW-
COVERED ROAD. THE FIRST ITEM IS
STRAIGHT AHEAD.

EFE
JE
—
K._?‘ d-.} [ ,1
: |

HURRY BEFORE THE O'GRADYS
SNATCH THE CONTRABAND.

A pnihusieat Tas i engil snd speed AN wheel dilee
el wiih four s hesd ndepends n cuspemion. &rm
pour il with i pling i eenge and slsim will usphes power.

PUT YOUR TEAMMATES IN
MILITARY VEHICLES FOR ULTIMATE

TEAM PERFORMANCE.

F B
=5100,000
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THE FIRST DROP-OFF IS JUST A LITTLE
FARTHER AHEAD. ONE DOWN AND
FOUR TO GO.

NOISSINW S NI TODNWS

THE SECOND DROP-OFF IS ALSO
AMID THESE BUMPY HILLS.
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THE THIRD ITEM IS JUST OUT- RETURN THROUGH THE TUNNEL. THE THIRD DROP-OFF IS IN THE
SIDE THE TUNNEL NEAR THIS CORNER OF THE MAP.

MOUNTAIN PASS.

DRIVE ALONG THE FLAT SIDE OF THE BOTH PICKUP AND DROP-OFF
HILL TO MAINTAIN YOUR SPEED. LOCATIONS ARE DOWN ANMONG
THE ROCKS.

Lzl colfli=rE

ey

< =l -

ONE OF YOUR TEAMMATES GETS THE O'GRADYS ARE TOUGH TO

SLIDE INTO THE DROP-OFF FOR THE

THE LAST ITEM. BUMP HIM TO BEAT WHEN THEY JOIN YOU AMONG FINAL DELIVERY.
SNAG THE CONTRABAND AND THE ROCKS.

TAKE THE ITEM TO THE FINAL
DROP-OFF YOURSELF.
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YOuU MUST MOVE FASTER TO GET A
BETTER RATING.

F -

THE MISSION BEGINS ON A HILL
WITH NO CONTRABAND IN SIGHT.

MISSION 2S:
NUNTER GATHERER

p. Minier Basgaler. meihing b
nugus this e Sl 8 cEupls

f dediswr ies 1o mah e Fou basddy of
Gardan's pamed blesnandss Gl p s
s copa. i lot of cops, leoking in

o mare than eal doughnuts. $iay

ut of shght

19 20 21 22 23 24 25 286 27 I8
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THIS MISSION HAS ONLY TWO THE MAP SHOWS THE PICKUP AND

DELIVERIES BUT THE COPS ARE DROP-OFF LOCATIONS BELOW THE
RELENTLESS IN THEIR ATTEMPTS LAKE.
TO STOP YOU.

DRIVE DOWN THE MOUNTAIN AND WHEN YOU SEE THE GREEN SMOKE,

FOLLOW THIS ROAD. DRIVE OFF THE ROAD AND UP THIS HILL.
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THE FIRST DROP-OFF IS THROUGH WHEN YOU MAKE THE FIRST DELIV- FOLLOW THE RAILROAD TRACKS IN

THE TREES STRAIGHT AHEAD. ERY, BOUNCE OFF THE TREES OR THE DIRECTION OF THE GREEN
SLIDE TO AVOID THEM. THE COPS ARROW.

ARE CLOSE, SO BE READY TO MOVE
AWAY FROM THEM.

A0 5599, 908
93

e 1,__—;.-  ———
e TR T ﬁl

THE NEXT ITEM IS IN THE RIVER FoLLOW THIS ROAD THROUGH THE FLY OFF THE HILL TOWARD THE
BELOW THIS ROAD. HILLS IN THE DIRECTION OF THE RIVER. THE NEXT DROP-OFF IS
RED ARROW. FAR AWAY.

5 3

RIDE ALONG THE RIVER TO THE SECOND DELIVERY TAKES PLACE YOU MUST STILL EVADE THE COPS.

MAINTAIN YOUR SPEED AND NEAR THESE HOUSES. FoLLOW THE RED ARROW ACROSS
AVOID OBSTACLES. THIS BRIDGE.
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THE FINAL DESTINATION IS FAR
ACROSS THE RIVER.

——
ION SUMMARY

$57TH. 718

TIME BONUS o

FINAL SCORE ESTH.Ta¥

= _ =

FORGET THE BONUS. FINISHING IS
THE ONLY GOAL IN THIS TOUGH
MISSION.

THE OUTLINE ON THE MAP SHOWS
THE AREA IN WHICH YOU MAKE THE
DELIVERIES. VIANY OF THE PICKUP
AND DROP-OFF LOCATIONS ARE IN
AND AROUND THE FROZEN LAKE.

AIM FOR THE TREES JUST PAST

THIS HOUSE, BUT DON'T CRASH
INTO THEM.

MISSION 2S:

-

THE RED FLARES ARE IN A CLEAR
AREA, BUT YOU DON'T KNOW THAT

UNTIL YOU'RE RIGHT ON TOP OF THEM.
A WIDE SLIDE INTO THE AREA SHOULD

TRIGGER THE MISSION’S END.

FRENCHIES FRIED

! Frenchies Fried

+ Brems whie me were avway, same

! Cansdans wills o nesly b in

I poltice Seems theyie i jing

T e e it L
t Alss serms e Gordem bus 3

§ buges ler thab siu

T colleclh

- BERT BLORE
* e b s meeed e, Bebel Foenob [N

FLATER
MATE 1

==

IN THIS MISSION, YOU RACE
AGAINST THE QUEBECOIS GANG TO

MAKE FIVE DELIVERIES.

s
&z_ﬂw
i

THE MISSION BEGINS WITH 10 MIN-
UTES ON THE CLOCK. HEAD IN THE
DIRECTION OF THE GREEN ARROW.

PuTt BOTH TEAMMATES IN VIILITARY

VEHICLES FOR BEST PERFORMANCE.

THE IN-GAME MAP SHOWS GANG
MEMBERS AND A NEARBY POLICE
CAR ON THE LAKE.
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DRIVE ALONG THE ROAD UNTIL YOU
MAKE THE FIRST PICKUP NEAR THESE
CABINS.

MOVE As FAST AS POSSIBLE TO
THE NEXT PICKUP. THE MISSION IS
EASIER TO WIN AFTER AT LEAST
TWO DELIVERIES.

8909, 009
a3
|

——

SNAG THE CONTRABAND FROM A
QUEBECOIS GANG MEMBER IF
NECESSARY, AND FOLLOW THE
RED ARROW.

THE THIRD ITEM IS IN THE MID-
DLE OF THE LAKE. GANG MEM-
BERS AND POLICE CARS DRIVE
FROM ALL DIRECTIONS TO REACH
THIS LOCATION.

THE NEXT ITEM IS STRAIGHT AHEAD.

U]
b215]

i "

b . & |_ii__.._.,q:,i!|

1 e

THE THIRD DELIVERY SITE IS JUST
OFF THE LAKE NEAR THE BRIDGE.

o 33,939
ag

THE FIRST DROP-OFF IS NEAR THIS

CABIN ON A HILL.

THE SECOND DROP-OFF IS ON THE
HILL NEAR THIS ROAD.

- -

CLIMB THIS HILL TO MAKE THE
DELIVERY.
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THE FOURTH ITEM IS ON THIS ROAD. DRIVE BACK ONTO THE FROZEN LAKE FoLLOW THE GREEN ARROW TO THE
FOR THE FOURTH DELIVERY. LAST CONTRABAND ITEM.

THE LAST PICKUP LOCATION IS ALSO THE FINAL DESTINATION IS NEAR THE MISSION ENDS NEAR THIS
ALONG A ROAD. THESE RAILROAD TRACKS. RAILROAD BRIDGE.

o MissioN 30:
ST | TramORAL MINORITY

SCORE s49F. 22T
TIWE BONUS 521

ESgd 45T
GRADE CREAT

NOISSINW S NI TODNWS

ﬂ SMUGGLER'S MISSION

hn-crllﬂhurﬂj

.: Vi rasde Lhes pou ol phe, budl
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i nome motr dedoeries for ham
3 = = 1 Mighly dlegal and highly

* e al Jusi o kind of

EARN A “GREAT” RATING IF YOU [ Selag, Mader e, by
MAKE ALL OF THE DELIVERIES QUICKLY. :

CONTINUE

iq21 22 23 24 25 26 27 28 20 20

THIS MISSION IS FULL OF BUMPY THE MAP SHOWS PICKUP AND

HILLS AND DANGEROUS COPS. DROP-OFF LOCATIONS.

IGNORE THE POLICE AND CONCEN-

TRATE ON THE TERRAIN—THERE'S ~
LITTLE TIME FOR MISTAKES.
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FoLLOW THE GREEN ARROW TO THE
FIRST CONTRABAND ITEM.

FoLLOW THE RED ARROW ALONG
THIS ROAD.

PRIMAGAMES.COM

C- -

PASS THROUGH THE SMALL TOWN.

CROSS THE MIDDLE OF THE LAKE.

DRIVE UP THIS STEEP HILL.

THE FIRST PICKUP IS ON THE FLAT
FIELD OVER THE HILL FROM THE
SMALL TOWN.

= = - -

AvoID THE NEARBY TREE AS YOU
SLIDE INTO THE FIRST DROP-OFF.
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&

THE SECOND PICKUP IS ON A
NEARBY HILL.

DRIVE UP ON THE ROAD, AND CLIMB
THIS HILL TO REACH THE SECOND
DROP-OFF.

2 -

THAT'S THE LAST BRIEFCASE FOR
THIS MISSION.

@° =,

. — e

BUILD UP SPEED TO REACH THE
CONTRABAND.

THE FINAL PICKUP IS NEAR THIS
ROAD.

DRIVE ALONG THE RIVER AGAIN

TOWARD AN EVEN MORE REMOTE
LOCATION.

= -

HEAD ALONG THE RIVER TO MAKE
THE SECOND DELIVERY.

DRIVE OFF THE ROAD AND ACROSS
THE RIVER TO REACH THE FINAL
PICKUP.

5 ——— _ =
= = =

HEAD FOR THE HELICOPTER ON THE
HILL TO FINISH.
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THE MISSION ENDS AS SOON AS
YOU PASS UNDER THE HELICOPTER
AND THROUGH THE RED FLARE

SMOKE.

MissiON 31

MISSION SUMMARY
S el EdRS 1dr

TINE DO 4
BdRs. 20T

TRY TO BEAT THIS TIME. IT'S TOUGH

TO LEAVE MORE THAN 10 SECONDS
ON THE CLOCK.

LIKE CANDY FROM A BABY

BENT BLORE

=

THIS IS THE LAST MISSION IN WHICH
YOU RACE AGAINST A RIVAL GANG—
THE QUEBECOIS. THERE ARE FIVE
DELIVERIES.

= e

THE IN-GAME MAP SHOWS THAT
BOTH GANGS BEGIN THE MISSION
THE SAME DISTANCE FROM THE
FIRST PICKUP LOCATION.

PLATER

THIS MAP SHOWS THE AREA OF
COMPETITION.

Put YOUR TEAMMATES IN MILITARY
VEHICLES FOR THE BEST CHANCE.

" —

"

THERE'S THE FIRST ITEM.

FOLLOW THIS ROAD TO THE FIRST
DROP-OFF.
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IVIAKE THE FIRST DELIVERY UP FoOLLOW THE GREEN ARROW
THIS HILL. THROUGH THIS TUNNEL.

&y

(o P

s 5

DRIVE THROUGH THE TREES TO THE

DRIVE DOWN THIS HILL TO
NEXT ITEM. SNAG THE CONTRABAND FROM

YOUR RIVAL.

-

THE NEXT DROP-OFF IS OVER THE HERE'S THE THIRD PAIR OF FLARES.
HILL STRAIGHT AHEAD.

-

BOTH GANGS’ DELIVERY LOCATIONS
ARE NEAR THIS CURVE IN THE ROAD.

Kr-fiﬂw ,:‘;4

FOLLOW THESE RAILROAD TRACKS
AND THE RED ARROW.

ONE OF YOUR TEAMMATES MAKES
THE FOURTH DELIVERY BECAUSE THE
THIRD DROP-OFF IS FAR AWAY FROM
THE FOURTH ONE.
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THESE FLARES MARK THE END OF
YOUR RIVALRY WITH OTHER GANGS.

MISSION 32:
Bic MisTAKE

E This in o big one, baly, big s,

1 iy i mukle, aead big £eni pilimg. Beal
1 gy, f g iked The bw
T e R e g b g daw
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Ei!:l 24 25 28 2T 28 29 20 1 32

THIS MISSION IS THE ONLY RACE
ACROSS SNOW-COVERED HILLS.
SNOW AND ICE COMPLICATE VEHICLE

CONTROL.

- -

THE FINAL PICKUP IS NEAR SPEED DOWN THIS ROAD TO MAKE
EuBanks MIOUNTAIN. THE FINAL DELIVERY.

il
MISSION SUMMARY
SO0ORE BYR4 113
TIME BONUS m
FINAL SCORE 5105582
GRADE oK

e s
Lr

CONTINUE

e e e
i E

MAKE THE FINAL DELIVERY YOUR- MOVE FASTER TO EARN A
SELF FOR THE HIGHEST SCORE AND “GREAT"” RATING.

THE MOST SATISFACTION.

THE MAP SHOWS THE CHECKPOINTS FOLLOW THE GREEN ARROW TOWARD
FOR THE RACE. THE FIRST CHECKPOINT.
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PASS THROUGH THIS CHECKPOINT
ON THE RIVER.

‘D734 et

. — e

DRIVE ALONG THE ROAD TO THE
SECOND CHECKPOINT.

A ——

S wGHEH RED (=)

k- Jars -.K
R— ]

' F

THE SECOND CHECKPOINT IS ALSO
ON THE RIVER.

\S;

CLIMB THIS HILL BEHIND THE CABIN
TO THE NEXT CHECKPOINT.

"—

THE FOURTH CHECKPOINT IS IN THE

BUMPY HILLS BELOW THE ROAD.

THE LAST CHECKPOINT IS FAR
ACROSS THE SNOW AND ICE.

DRIVE OFF THE ROAD TOWARD THE
RED FLARE SMOKE.

- -

THE THIRD CHECKPOINT IS ON THE
ROAD AHEAD.

THE RED FLARE SMOKE FOR THE
FIFTH CHECKPOINT IS RIGHT NEXT TO

THE WATER TANKS.
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YOU MUST BEAT THE OTHER DRIVERS A “GREAT"” RATING IN THIS
TO FINISH. MISSION IS NOT AS IMPORTANT

AS FIRST PLACE.

MissSION 335: REPO MaN BLUES

Repo Man Blues

Blei marede it bus Paded 1 pay s
Blls. G it il i 9 g
e g ab spme of his sbull - e
Absknk s we W b deliveing (b,

ol wiw 't lelilng bhat se gead
ezl Pood wi. Ga grab his aful
ad Srop (i vomembere b wmon't
Tinal i

424 25 26 27 28 29 30 31 32 33

T

THIS MISSION IS VERY DIFFICULT, THE MAP SHOWS THE PICKUP AND THE MISSION BEGINS NEAR THIS

ESPECIALLY BECAUSE OF RELENT- DROP-OFF LOCATIONS SPREAD OUT ROAD. FOLLOW THE GREEN ARROW.
LESS POLICE CARS AND THE AROUND THE LAKE AND MOUNTAIN.

BUMPY TERRAIN.

‘9939 23
LW

'} ‘ i 15{ {pﬂ'ﬂr&
ot R o

i - - -

CROSS THE LAKE ON A DIRECT RIDE ALONG THE RAILROAD TRACKS CLIMB THIS HILL TO REACH THE
LINE WITH THE GREEN ARROW. TOWARD THE FIRST PICKUP. CONTRABAND.

PRIMAGAMES.COM
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587,338

T -

AvoID THE COPS AND GO THROUGH THE FIRST DROP-OFF IS IN THE CROSS THE RIVER AND PREPARE TO
THIS MOUNTAIN PASS. TIMING IS DISTANCE. FLY TOWARD THE DELIVERY SITE.
TIGHT FOR THE DELIVERY OF THE

FIRST ITEM. DRIVE FLAWLESSLY.

F 0399,008
o

SPEED PAST THESE BUSHES TO FoLLOW THE ROAD ALONG THE PICK UP SPEED ALONG THE
MAKE THE DELIVERY. RIVER TOWARD THE SECOND ITEM. ROAD, BUT DON'T LOSE CONTROL

ON THE TURNS.

J18

98
>
&

THE SECOND PICKUP LOCATION IS RIDE UP THIS STEEP HILL AND MAINTAIN YOUR SPEED AS YOU
BENEATH THE HELICOPTER. FOLLOW THE RED ARROW. DRIVE ALONG THIS ROAD.

"
g
n
@
m
/]
"
b
A
?

INOD"SANVOVINIHd




=
=]
S
0
w
=
g
Q
<
=
&
o

R R .

=%94,072

113

DROP INTO THIS PASS TO MAKE THE FoOLLOW THE RAILROAD TRACKS TO CROSS THE ROAD AND CLIMB
SECOND DELIVERY. THE FINAL ITEM. THE HILL.

o P -

GO OVER THIS HILL TO CLOSE IN ON PICK UP THIS LAST ITEM, BUT DON'T DRIVE THROUGH THIS TUNNEL IN

THE CONTRABAND. LET THE COPS CORNER YOU AGAINST THE DIRECTION OF THE RED ARROW.
THE TRUCKS.

- -

PICK UP SPEED ALONG THE ROAD

5 3

OCCASIONALLY CHECK THE IN- AvVOID THE POLICE BLOCKADE BY

GAME MAP TO FIND PICKUP AND RIDING OFF THE ROAD ON THE SNOW. AS YOU APPROACH THE FINAL
DROP-OFF POINTS. IN THIS DESTINATION.

IMAGE, THE DROP-OFF IS NOT
VISIBLE, SO YOUR ONLY CHOICE
IS TO FOLLOW THE RED ARROW
UNTIL THE DROP-OFF MARKER
SHOWS UP ON THE MAP.



3 3

THE DROP-OFF POINT IS VISIBLE
NEAR THE TURN STRAIGHT AHEAD.

YOU MAKE IT JUST IN TIME.

i MIssION 34

2841 572
=)
BE42 072

a lr‘rl“ e need Ly bhehe
i e whull s theen hide
= T it il H -

TIME LEFT ON THE CLOCK IS NOT AS
IMPORTANT AS THE VALUE OF THE

CONTRABAND.

i425 26 27 28 20 30 31 32 33 34

THIS MISSION ENDS YOUR CAREER
AS A SMUGGLER. IT ALSO DRAWS
UPON ALL OF THE SKILLS YOU HAVE
DEVELOPED. TIGHT TIMING AND
TREACHEROUS TERRAIN REQUIRE
BETTER DRIVING THAN EVER. USE
THE MaAssIVE TRUCK.

A (515900 ,000
249 ol

S -

THE FIRST PICKUP IS DOWN THE HILL
FROM THE STARTING LOCATION.

GRAB THE CONTRABAND, AND
FOLLOW THE RED ARROW ALONG
THIS ROAD.

THE VALUE OF THE CONTRABAND
TAKES A DIVE BECAUSE OF ALL THE
BANGING AROUND, BUT AT LEAST
YOU COMPLETE THE MISSION.

CHEATERS NEVER PROSPER

THE MAP SHOWS ALL OF THE PICKUP
AND DROP-OFF LOCATIONS NEAR THE

LAKE AND MOUNTAIN.

DRIVE THROUGH THIS GROUP OF
TREES AT TOP SPEED, BUT DON'T
CRASH INTO ANY OF THEM.
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THE FIRST DROP-OFF IS BENEATH
THE HELICOPTER.

CONTINUE ALONG THIS ROAD, BUT
AVOID THE POLICE BLOCKADE.

DRIVE ALONG THE RIVER STRAIGHT
TOWARD THE NEXT PICKUP.

FoOLLOW THE TRAIL TOWARD THE
NEXT ITEM.

THIS IS THE TOP OF THE FROZEN
WATERFALL. FLY OFF THE EDGE TO
REACH THE SECOND DROP-OFF.

DROP DOWN TO THE THIRD PICKUP.

- = - -

CROSS THIS BRIDGE TO MAKE THE
SECOND PICKUP.

LAND AT THE BOTTOM OF THE
WATERFALL TO MAKE THE SECOND
DELIVERY, THEN DRIVE UP THE BANK
IN THE DIRECTION OF THE GREEN
ARROW.

N y .-;""‘a-:-q \
o () /
= f

SPEED ACROSS THE ICE TO SNAG
THE CONTRABAND.



s 3

CONTINUE ALONG THE RIVER TO

THE IN-GAME MAP SHOWS THE THE CONTRABAND IS IN THIS
REACH THE THIRD DROP-OFF. LOCATION OF THE FINAL ITEM. : SECLUDED AREA.

. 3

THE IN-GAME MAP SHOWS YOU

THE FINAL DESTINATION IS THE TOP TURN LEFT AT THE TUNNEL AT THE

CLOSING IN ON THE ITEM. OF THE DISTANT EUBANKS BASE OF THE MOUNTAIN TO FOLLOW
MoOUNTAIN. THE ROAD TO THE TOP.
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THE MOUNTAIN ROAD IS EVEN MORE BE VERY CAREFUL AT THIS HUMP IN REACH THE TOP OF THE MOUNTAIN
DIFFICULT TO CLIMB IN THE SNOW. THE ROAD, OR YOU SLIDE OFF THE AND THIS FINAL DROP-OFF.
EDGE OF THE MOUNTAIN. ~
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THE REWARD AT MISSION’S END: A
BEAUTIFUL VIEW FROM THE TOP OF
EuBANKS MIOUNTAIN.

MISSION SUMMARY

e s e CoNlBRATULATIONS!
CRADE A i s ?M;IM}?MISE# : :.H'Jy =

of lhe Few.

- - -

THIS IS THE END OF BOTH THE THIS CONGRATULATORY SCREEN

MISSION AND SMUGGLER’S RUN. BRIEFLY APPEARS BEFORE THE
YOU CAN ALWAYS REPEAT MIS- CREDITS ROLL UP THE SCREEN.
SIONS TO TRY TO BETTER YOUR

SCORES.




TURF WAR

Turf War contains three types of games for two players, but you can play
alone against computer-controlled gangs. These games test all your
skills, from eluding other vehicles to maintaining top speed across
all kinds of terrain. After you've done Smuggler’s Run mis- "
sions, Turf War games are easy, but they still challenge
you to beat time and delivery records. Here’s

a quick look at what they involve.

SMUGGLER'S RUN

i SMUGGLER'S MISSION
TURF WAR
JOYRIDIN'

OPTIONS inabamt ailan
il i Fhghil b
el e e
il Cigals W
Semugghers, Loal Grab,
[y —
mades, in any ol

ikt 3 Freaanemenls

IVIAKE THIS CHOICE FROM THE

MAIN MENU TO START A TURF
WAR GAME.

THE PAUSE SCREEN LISTS
DELIVERIES AND SCORES FOR
ALL VEHICLES. USE IT TO
TRACK YOUR PROGRESS.

Wb ki Froes T
all atthon, with 1
piree ol lnat and
1 disg ol Bounds
wany, but can pou
grl e grody and
debrei them?

i CROOKS N'
! SMUGGLERS
: LOOT GRAB

i CHECKPOINT

CRrROOKS ‘N’ SMUGGLERS HAS ONLY

ONE PIECE OF CONTRABAND TO
DELIVER AT A TIME. BUT EVERY-
BODY’'S GOING FOR THAT ITEM, SO
IT’S A FREE-FOR-ALL.

CRODOKS N
SMUGGLERS

i bhie ol ad

al vehioelar b
combald, | uiah af
leal, wilh ) lbas
Tighting awm iL

Gl masrch S e
cin btk in peu
hade-gerl

LOOT GRABR

CHECKPOINT
RACE

" —

LooT GRAB IS ANOTHER TEST OF
CONTRABAND HANDLING. COLLECT

AS MUCH LOOT FOR YOUR TEAM AS
YOU CAN GET YOUR HANDS ON.

CRASH INTO OTHER VEHICLES TO
STEAL THE CONTRABAND.

FoLLOW THE ARROWS TO PICKUPS
AND DROP-OFFS. IVIAKE DELIVERIES
QUICKLY OR YOU FALL BEHIND.
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== | TURF WAR

TURF WAR SUMMARY .

TiE A DELYERIES SCORE }
> o o " i CROOKS N° A g o Sablsies
L

} SMUGGLERS it wnd the ciech.

Only sne can be

: the w T
PAUSED LOOT GRAB ——
RESUME GAME

: CHECKPOINT
: RAGE

"

STEALING CONTRABAND FROM THE PAUSE SCREEN GIVES DELIVER- CHECKPOINT RACE PITS YOU

RIVALS IS JUST AS IMPORTANT AS IES AND SCORES. USE IT TO CHECK AGAINST TIME AND OTHER VEHICLES.
PICKING UP ITEMS YOURSELF. IVIOVE ON RIVALS IF YOU LOSE SIGHT OF TURF WAR RACING IS LESS NERVE-
FAST OR RIVALS WILL OUTPACE YOU. THEIR VEHICLES. WRACKING THAN SMUGGLER’S

MissION RACING.

SMLCCIE W FLACY
R

—
-

FdEEE LG

PAUSED

"

THE MAP SHOWS ALL CHECKPOINTS THERE ARE MORE VEHICLES IN THIS THE PAUSE SCREEN LISTS VEHICLE
IN THE REGIONAL ENVIRONMENT RACE. OUTPACING MOST OF THEM STANDINGS. FIRST PLACE IS THE
YOU CHOOSE. MAY TAKE SEVERAL CHECKPOINTS. ONLY ACCEPTABLE SPOT FOR YOU.

ALL THE PREVIOUS IMAGES HAVE BEEN
OF ONE-PLAYER TURF WAR GAMES.
WHEN YOU PLAY AGAINST A FRIEND,
THE SCREEN SPLITS INTO TWO
WIDE VIEWS. FOCUS ON YOUR
GOALS, BUT SNEAK AN OCCA-
SIONAL PEEK AT YOUR
OPPONENT’S WINDOW.
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