
Let's master operation 
1First Step ー

from 
Let's 

the basic 
learn from the tail slide 

The basics of rally driving, 

that is the tail slide 
In off-road rallies, full 

grip driving is taboo. As you 

can see from the real rally, 

the car drifts vigorously 

at the corners. This tail slide 

is the operation that triggers 

the drift driving. For 

details, see the photo on the 

right, but f irst of all, master 

each tail slide perfectly 

-Let's do it. Everything is then
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slid, and cornering is performed while

running sid細ays . The process of 

drifting is roughly divided into three

stages as shown in the photo on the rig比

and it is the most difficult to hit 

t畑counte「 and stand up again. Coun 
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Kaku corner exit b
Point the nose (front)

of the car at 

,And don't hit 

the counter too 

big. To this 

I have no choice but 
to run and practice.

“ 

The quality of drift driving is determined by 
how to hit the tail slide counter. 

Once you've learned the tail slide,

it's time to try drifting. Drift driving 

is a technique in which the counter 

steer (reverse steering wheel) is 

applied from the state where the tail is 

Fr>to(altlhetailslid•. This w硲紐叫岬沿d above . 
You can do rt eilhe<w吋ゆヽ浪四twhawemweIO
paya99細,ontohe<eos..,,,muchweshooddct国乃ehe
bell砂IW曲I的pecttolheR o(the oomei. 

I have no choice but to learn how to hit

the ter with my body, but the trick is 

Translated with
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When U\e tall ls slid, the front naturally starts 
to faceinw釦3Sost紐rin theoppostte direction
of the corner and bring it to the drift.  Coun
You canl use too much or too little tar.

The quickest Wa>f to change behavior .  Steari
Turn off lh<b,akes,bmkeat 1h• 却elme asl he
紀釦a9“•so"3“”"証血9窃cha匹,..凶はW心

mm如ょ“螂(““"＂直e109-ft徊ac訳

as youcan ch吟••beh1Nior quickly .  

Beginneisolten get confused by rebuilding the
come,奴h. Th1 scomesfrom hitt1ng thecounter 
loo much,andヽ畑閲叩 thcougha如砥m暉

to gradually r<turn the c凶nter a t  the same time . 

Is drifting really fast? 
If you drif t ,  the vehicle speed w,11

drop. It Is a matter of course because 

the tires are flowing in a direction 
different from the dire<:tion of rotation of

the tires. From the conclusion, grip
running is faster. Movヽeverde匹ndmgon

the corner, it may be faster to drift
叩d let i t  flov1 . The po int is w畑n,to let it
flov1 and whore to step on it. 
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寧
down here 

Of this course 
imaearetwoplaces,lhe

nght<:<><匹trnmedlat的ah.,
the checkpoin t ,  and the 
m芯lcoo訊叩Ifrum.
dalhfflg,)'OU由ouldbeな
able to clear it. Also .  as
apo,nll漏たadsb幽UR

run at 4th speed full y open 
f心n区炉匹to-111心"’
not diffrcult as long as 

Target lap time 

0'52 "74 

POINT2 C.P.,..., Triple jump 
Do 110t let it flow as much as possible !

At the right corner immediately alter the
如凶心9.9ake 如細909応0U1asmucha3)'OUcan
切fore t徊corner,and gradually cut into t he i n  
a s  soon as you pass thecheckpoint. lt s truethot

you need to get used to It to some exten1, 
butdepeodi叩on the I砥youshould beableto
clear It without even hitting theoounterwlth 4th
gear fully open. lmmediat•ly •fl臼thel<ip切ump.
砒cthe l ine to the right蕊m叫芯possibleand 
run . Becar蜘lofposturedlso西rwhenjumpi叩

After• 匹9.lw..•kma心

伊巾”"...匹10m•匂nf“匹0心

Jump on the line, direct S 

It works well if y_ou 
have your own jump. 

START 
ぬy-mゎeSmm五9』加...ヰ

When you start. first a light right corner
and then left. And then the right and the 
corner continue. The first right corner is 
nolso much. but thep,ob細9SthenOIlefI

corner and then the right. Fi『st, the right
corner immediately after ttie start hits
the In as much as possible. and then then奴I

＇］ 
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~ Checkpoint 
Let's try to clear the left side by going 
straight  on the inn as much a s  possible.
If you tum the steering wheel in the
gap on the ins ide of the left corner, 
there is a danger that the single movemen•
will be great ly d isturbed. Then connec�

the inn in the left corner and the inn in 
曲next 『ight corner. Corner smoothly.
T畑函isOK if you血nom,ally .

Checkpoint hand corners 
『1 一て，― ． ． ．  - -•

shou ldn'tbe too much in words. 

Crank rv final corner 
The timing of the plunge is  the life 

The crank is difficult to push
to the left first. If you 
steer too much, the tail will flow 

心tg磁．ThISisf(0mlherIOntoflheClank
You can cut it gradually .  Then, you 
should be able to clear it almost 
straight. At the final corner, take 
a bad line to the left and clear it
with an out• in/ out .  Although. 
The timing of the plunge is difficult;

so before you get used to i t , 
it's a good idea to start 
cutting just after the navigat ion Maby.
n匹h叙”“`“心窪． dtsぃ如四 to紐mma
t.1名心I卜H9(-””泊3匹屯amてa150/h , 

” 
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down here! 
Large in this course 

The point is the hand 
corner right after the 
tunnel. And the hairpin 
that follows. The 

S-shape is not a difficult
corner if you try to 
get out of it untitled,
but if you try to

attack i t ,  i t  will be
quite large. The pl町e(s

chest is tested. 

Target lap 

time 1'13 "94

Location A ~ Location B 

Everything is decided by how to flow! 

After passing point A. you Will see a rather 
steep right corner and a ligh t  left corner. 
JThen we reach the tunnel. The difficult thing 
here is the right corner after the A ground 
road. In full-open grip driving, understeer 
will occu「and you will neve「 beable to turn
comp letely ,  so you need t o  slide it here . I n
terms o f  timing、 the moment I jumped and landed 
� �in the gap after point A .  Cut into the in
as it is , cause a tailslide, and then go out .  

The corner in the tunnel will soon
be Utoi 7t .  Amin- n 

.START ~A location· 
Immediately after the start, go straight and turn right

Strategy from the start to point A. 
right after the start. The left and 
the corner continue, but in fact ,  if 
you go straight, 01e,ything will be

solved. Go straight and go through the 
shortest route. Of course, don'tpush 

We are approaching a corner. The line 
here seems to be the best so far, 
with lhe lmpeta fully open. Even if you 

ride in the green zone, it does not 
affect the vehicle speed, so you can 
use it to attack the inn as much as 
you want. The point is to focus on 

the in too much and touch the ring .  grip driving without letting the car How.

Nah does. Do not 

oonna110theoou“eac 

lnKl!'fOner, I 
go  to the inn. 

M叩hiru.

The slide becomes a loss. 

POINT B point~ Check Bopoint 
The point is to deepen how to get out of the S•shaped come「 Laughing

As soon as you pass through the tunnel, 
you will reach a fairly tight left 
corner. First o f  all. move the line to 
the right side and change the r匹ement
by shift down & pl aying in front o f

the comer. Bring it to the drift and 
.，，， go out. Plunge as much as possible 

Draft, put a line 

If the crowd is shallov, it may get caught 
in the out at the exit and may come int• 
contact with ocks. Then, with the next right 
corner still in 4th gear, I b『oughtiしto the 
drift just by playing, and It was in b�ta. 
clear. This is difficult. 

Change your hands and hands 

Translated with (•� Google Lens 



POINT Hairpin The timing 

to change the behavior is vital 

lnlermedぼ•h細artapassmgthech磁poinl

It is said to be the most difficult on the
course (it is not so when you get used

to it, but you will reach the hair bin. 
I do not care much about the line here, 
shift如n & playing to 2叫speed at once in
front, cut to the right as it is With the 
accelerator on, slide the tail, and if 
you pass the clipping (the latest point
between the line and the in), you will 
shift up. You don1 h釦e to hit the counter.

A9m心ha9ms3位．9ab加mmaken砒叫dono1
坪llhec“actN,ly du1,n9 coo,d111allon lo Oh 01 mo ぽ

．

POINT Hairpin,..., C point 
Don't go off the driving line! 

It is a strateg'y from the hairpin to
p oint C, but frrst of all, the road surface I s

gravel (it is difficult to drive the 
line as you want because it is a wastela nd.

Try to take into account some understeer 

and corner to point C .  The diff icult thing
is the left corner right after the hairpin .
Here, move the line to the right and change 
the quasi-movement by pla ying wh岨
keepir刃4thspeed and bring ii to the drift.

I
n
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It's basically out -i n -out. 
Although. It is dangerous to roll four 
trains before you get used to it, so it is
a good idea to drbp to 3rd gear in front 
of you. From there. with the 4th consecutiv,

fully open, pass through the ne 
right corner with an out-out time, and 
clear theS-shape In front or point C with
a smooth l ine connecting the ins. Dont
slide it here anyway. If you let it flow,
you will lo筵 time,so you want to grip
the tires and run. This is a point where

S印ere steering operation Is required.

んm心y,m面sare＆如e函e”叩S

s叫asMudanste andAraseruoff 
whower•Ut匂ofnolb的9abぬlo lm•up.

POINT6 C location~ START location 
T証last corner is t畑Jast difficult point Tail-slide is caused only by tearing

operation, and the right and right
If you clear point C, it will remain

The corner is just the last corner. 
釦ginne『s a『e apt to crash becau巽

the entrance is chicane-shaped 
and there are continuous light corners combination of se匹ral small corners,
on the right and「ight. However, it is only cleared as one corner. If
once you get the hang of i t ,  it,s 
also a very simple come「.lt is
an approach, but the chicane at
the entrance goes straight with it
fully open. If you think you've 

continuous corners are clea『edwhile
sliding  as it is. The accelerator is

between叩�from beginning to end.
In other words, although it is a 

you lookotthe碑sofphotosbelov4

you should be able t o  get a feel 
for t恥atmosphere.You II understand 
i f  you actually try it, but if you 

push it all the way in, you'll be 
passed through that, go  to the right able to clear it unexpectedly

Take out the slide 
from. Left brake 
that slides only 
with steering. ！ 滋 c 

Enter at fu \\ throttle\

oonlt flinch at
the coming stones

This is the best Ii ine in the final corner!

＂ 
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SEGA RALLY 

MOU 『̂TAJ^‘

Hold 

down here! 

The opening of the 
advanced cour筵 will be 
the entire first half o f  
the course. There is 
a tight corner from the 
first checkpoint o、
the map t-0 around point 
s. If you pay attention
even a little, it will
crash. Although. If 
you have the basic 

leclln<1u•ふdo n'tbeatad.

Target lap tim 

1'05"24 

Checkpoint ~ Point A 
The biggest difficulty of the advanced_'?°

urse is
_ 
drifting o�t a� it.'.

s
Clear with out. In the following right 

巫匹匹如心曲如匹m泣吟 GE corner, change the movement 
after passing  the checkpoirit, you will only by playing in front 
see the steep left and right, 111-hich is said of you while keeping the 3rd 
tobet恥mostdifflCUlt pl匹intheadvar碑 speed、 and bring it to the drift 
as it is. Poke. If it swells out, it will result in a considerable 

COU『se. For beginners, the 5th enclosure time loss. After passing ． 

is a lways a continuous area of tight through the right corner, shift 
comerst涵 toucliesthewall. First of alしthe ,up to 4th gear, move the line 
left comer right after the tunnel. but徊• ! :to the left and prepare for 
lchan匹myacademic幽叩ior切shifti吋 the hairpin. Let's practice so 
down and p laying to 3rd gear i n  Front of m•hat you can clear it smoothly 

ー・
'

START~ Checkpoint 
The first s-shape is wasteless! 

The hist thing thatoomes lo you when you 
s珈rt ISaI,ghIS•ShapedoomaIhaIOmtJoues
―.from left to right. This corner is not 

The left comer in the for四roundand the 
right comer in the back can be pulled out so 
astoconnect the ins. otcourselt is fully 

-open. However, although R is loose, if the 
driv ing line shifts , it tends to bulge out 

particularly diffi℃ulしbut for some re蕊on lmme<liatelyw�h the help of the speed of 
mill1yp,opleoo1Mllltooontootw1th u,ewall t畑vehicle . Especially in the right comer inl 
here. The clear poin t  is t o  hit the iM as m四he s虻ond half, make suro to hit t加il\fl.
aspo芦凶lea叫叩曲shortestdistance.And 

Utart·style Mako ow図r .Clearwith 
ink while ful ly open. 

’’ 

Mistakes in such places are too 
painful. Ink fo「Kuko
Don't let the time go 

ご-r

k,tne
”
\gst'-Attac m\nute\ 

The follower, 
Cote, 

continues to 
p lay King. 

Nini is also 
incapable of 
t ime-up. 

Drift smoothly from inn to inn !!
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POINT3 / Point A 
Difficult hairpin corner 

～ 

心"t● 叩“"dl匹of.."'�·土~

It is. Shift down and playing 
to 2nd gear in front, and bring 
it to the drift as it is. The 
line is out-in-out. here 
Anyv,ay, the operation tim咽 is the life.I 

Fort
h<”
c
ount
er

 

Checkpoint 
enter During cornering escape 

A
bl
n

 mu
st

 
b
e
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ed

 

Checkpoint 
Long-time drift is the key 

After passing the checkpoint, it' s big 
It will be the left corner. This 
cannot be cleared by gri p driving, so 
let's drift it. In front of you ,  drop 

to 3rd gear, accelerator off, 
stearin to the left and accelerator on .  
Let it s l ide, and then hit an  appropriate 
am叩nt of counter to pull II out. 

n“凸畑isl畑Im叩 ofbe厖匹凸

I have it right after point C. 
A tight right corner. Here in 3rd gear 

～ B point 

If you leave the checkpoint 
corner. you will have to do

the rest fo「 awhil e .

ChむkpOinl,m匂•Mooomer Photo四ph$andooun1年should
be inserted as soon as you can see your mouth. 

POINT Right corner immediately after point C

POINTS Checkpoint 
Line taking is everything! 

Before and after t畑3rdc畑ckpoint, the 
細ais nam,wandthecom硲匹 tightwhich 
is quite awkward. First, enter the left 
corner in front of the ch紀kpoi ntwith the 4th 
gear fully open. Continue through the 
ch釦k印Intthen right and left. The left. and the 
ontinuousC09n臼IS叩P(O幼,ng.Although It
is tight, it is possible to get out of here 
with4 cons的utive full throttles depending
on the li ne. The basics a 「e outdoor
activ虹怠andstearinis蕊 l呵ieas possible .

It is important not to ope「ate the tires 
and not to lose the grip of the tires . 

～ C point 

《·

i
n

 Br
a
e,

 

Shift down and drift on the 
out-in-out line to clear .  This is 
also because the rate of timing 
and behavior change is difficult 

Then,'You'll get used to it. The 
固getv曲幽甲eedis150畑／h.

And in the corner 

Narln and later 
ride a ll  the Xel dirt 
・� ▲ 

lllw�•forlhepha巽once
a day. Don t 凶Araka t

(f符utake a nInnthat ove rlaps with
,the coffee inn, you will get out. 

The last right corner is cancer!? 

Finally the most corner . Yes 
Well, there is a steep left corner in 
rront or it. The way to exit is the same 

out•in•out as the right comer 
Drift. Thcthning 
here is also 
goodヽ叫h lhebody

ri.no:．． 
and the 4th 
speedfullyo畑 ·

D place ～ START place 

T
h
e
 
＾

 

c
o
rn
er
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SEGARALLY 

LAKE SIDE 

三 ,..,, B location 

down here! 
This course Is like a 

battlefi,eId, so es応ially
this corner. It is diffiにult
to specify, but if it 

is strong, it wil l be the 
I『ightcorner direct ly at I

絨pointA in the first
half , and the scene 
mm四ぷ今’’ 'C9hェondh“

Although. Al this point ,  
I just run without 
IO心..,,,心mェm

Target lap 

time 7'06 "46 

START 

Swing the machine around! 

Immediately after the stan. t畑comer

is approached to the right, left ,  
and left of the first corner . The first

right corner dri fts out of the line in'
3rd gear. Be aware that if the timing
of the behavior change is too fast or

too late, it will come into contact 
wiih the wall. After c learing the first
corner, bring the line to the right and

、亀
｀
ぐ

{,
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地点
m記1血¢叫口加つmJ中””'ヒm ?

． 

Eh, clear the following left corner 

with out* in out in the same way.
When he escapes, he gets caught up in 

the out ,  and he approaches the next 
left corner, but he doesn't completely

rebuild, and he goes out in and out 
with the car left untouched.

The waste corner drifts
through and goes through. As if -

Is this the biggest difficulty? 
Shift down!()3rd gear jusゅefo『e the

first right corn釘
，
cha雫themovement 

It is a strategy from point A to  point and bring  it to the drif t ,  and clear

B, but as I mentioned in my head, this area all the following right corners while

Is probably one of the most di血ult areas flowing from beginning to end. Of

of the advanced course. First, the right oouヽse. theamounlof oounlersn吟dslob

thr紐conse,:utive corners, and after a few adjusted, and the line is also lrnpottan·
straights, the left cor賊r .The problem here Please refer to the series of photos

is the first continuous right corner. It's below .  Then, the left corner in f『ont
easy to explaln, but it's extremely dlff1Cul1 o f  the sun pou,tdropso2ndg•oraga,n 

to put into practice. However, I would in front and clears by drifting .  The
like you to refer to it as it will be r釘eal叫 difficulty st10Uld be I叩面e.
for the time being. First and foremo�I

＇ 

Always let the right corner flow continuously! 

The lift counter is to9 big. It's 
more like sliding than drifting�lt's a big 

time so as not to do th ings .

The first cor�r. In other v,ords, the reason for clearing 
all the way up to this point is to clear one 
corner as one corner. It's quick  to do、 but it's
a repeat of entering the store and counte r s .

n 

Translated with (•� Google Lens 



B place ~ C place 

Skip it at full throttle I

This area is almost straight 
So、I don't have any particular advice,  
but the proble m  is the right corner of
the straight end. I f  you want to run 
normally here, you can drop i t  to 3rd gear 
and let it drift lightly,、 but in reality 

there was a faster way to run.  In the 
straighしyouclimb into theg函zo賊mo如

the line to the left until the last 
minute, and enter the right corner of the 

straight end with it fully open. The only
辺I叩eに四曲bu1ll<nw,h,clespeedean 

be reliably maintained函r200km/ h .  _
ゆwev飢 then叙IleReom虹鉛0唸pninful.

The corner of the straight 
e,y_email)s as lt is .. 

Let's go in and in. 

POI NT C location ~ D location 

Focus on standing up! 

After passing through the right comer of 
thesl,a,ghle11d lmmedia1elyyouwdlぼ心

the relatively tight left comer. This 
“¥面 is“,e,pec;l四屈『｛foulし西曲eむ叩e

Whmn邸n怠dropttto 2 stations at 
asketoh印db幽to凸叩gethe紀叫細1c:

畑havior significantly .  Bring it to the
drift as it is . a叫as soon as the academic
movemei1t stabilizes, shift up to 3rd
speed and the line will exit in and 

Sp吟dIs reflect点In the straight stretch out. Anyway, the change at the time of 
●Immediately after. In ottier words, I t  Is the first approach is the key point.
bettertofocuson rising up here as m匹has
印ssible .First, In front of the left なmer

・ 一

← 

ぐJ＼亨....・・
ID location~E location It's a shift-u p  lift 

It's easy if you get used to it, but ... POINTE location~ F location 

f

An S-shaped corner that continues to lhe 
left and ri ght at the straight end. After all、

the front is straight so the vehicle speed 
is high. It is a point where the timing of 
entry becomes quite severe. To explain t厄
clearing procedure、theflr$l left is to drop 
to 3rd gear in front and bring it to· 
the drift. out In and out. Immediately rn<洒

the line to the left, and this time just 
b y  braking, change the movement and cle�r

the next right corner by drifting ou t -in-out
At first It,Sdifficult to read the change
in academi c behavio r  and the timing of 
the plunge, but it's easy to take action 
immed叫匈afterna,叩tJon.so 紐叩 mmlnd

It's okay if you have the basics!? 

£ Virtually 2 from point to point F 
There is only one corner. It's the 

first right corner, but when this corner 
kicks quite a b it and t ries to clear
the 3rd gear, it usually bulges out 

with an out-of-place bead. Here, we 
recommend a safe way to get out of t徊
2nd gear in front of you. Out-in-out 

is the best line. After all, the width

a small amount of lines can cause 

immed,ate contact. It will be a little
筵vere,but you will have to remember 
the timing of the academic clrculatlon 

and the incision with your body. After
passing there, turn the driving line 

slightly to the right of the center. 

9、

Move closer (this is lndividualdiff暉nee).
Enter the next left corner. This 
left is also quite tight, and even if 
you try to corner properly, i t  will 

de佃11elybe知． Here,change the ac叫emiC
behavior with 3rd speed braking and 

s t蛭ring+accelerator. It would be better
to drift to a quick and clear it. 

The in is pushed to the extent that it does 
not touch t畑fence. and the line is also 
thought to be out in and out. 

of the course is narrow, so even !Try notto kill the vehicle speed as
mm..が社北

．

slimy 
around here. Without horse 

“ 
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POINT F location~ G location
- -l 

Don't slow down 

Continue f1om Pl>,. Flo poonl G
Left corner. At f,rst glance, it
seems that you can run with a
grip at full throttle, but i n  
reality, you ha'II! to let it flow.
Let 's cut to the left with it 

fully openand c auseataIlshdeSIide with 4th speed fully opert..et's do it !！ 

POINT G-spot chicane immediately after 

lhegaplntheror匂心mdisumble_叩

Immediately after passing point G. you
will reach a so-called ch icane-shaped
corner with a series o f  tight corners
on the right and left . The approaching 
vehicle speed is high and the corner� 
are tight, so  it is a point that 

When you get into the gap, you can
shift down+ playing to  transfer 
the load to the front. Then the 
tires can pass through the gap 
without leaving the ground. At the
first right corner, keep 3rd speed
,and gradually cut from out to 
in with only accelerator control. 

begin面s Will definitely hit three times . 
This chicane , in fact, the continuous
corner itself is not so difficult, but there is a 
light 190637 gap in front and in many cases it 
jumps at that Spe, so the ent.,y o f  the 
chicane is not decided, etc .  Ta that is
a little different from other corners
There is a difficulty o f  lpu. 
The bottom line is that 
you shouldn' t jump in that gap. 

It may be confusing, but It,Spassing w,n,四ylheooc函叩oonttolin3d伊四四Sinto
thro叩h the gap. Playing and transferring theinn oftherightoomer. Lets切nolto 困ilnow
the load to the front. ••叩心•sposs紐極e."伊’”四0如.."'固t

POINT H location-START

It's finally the last cornerl 

●lh >p母wheny<>u stand up lheふ心ne
Shift up to and move the line to the
left o f t池 course to prepare for the 
final corner. Although it is the final
come「,it is s-shaped, so the「e are,
actually two corners In a row .  The
first right corner is soft down to 3id
gear just before, acc€1erator control
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加f，slrightom口eoりむ⇔廷0函I
叫h3rdgenr. lfthe恥havはlsdistutbed,
the next left thrustwm beditf,cult .  

I will cut into the inn o nly with Le.
Immediately we will reach the next
left corner, so this time we will 
cut into the inn of that left corner. 
H切oe「,this left comer is even
tighter, so drift is required. Braking

In !ront of you, changing the behavior,
and then grabbing the inside and
exiting to the outside .  Ne.ter touch

the fence on the inside s ide!

The next left corner drifts in 3rd gear. 
The l ine is out-in-out as usual. 

Then, the next left corner is pre 
Change the behavior 
｝ヽV91hK I叩巫如I“T

he gap
in front of th�

I 
and drift to clear. 
ThISis aISOqune chicane s hou\d 

jdifficult unless

b
e 

\owered by b
raking.

you get us叫 t-Oit.

In search 

of even faster... 

So, for the time being, all 

I've finished the capture of  Soo, but
thi s way of running is not everythi ng. 

As I mentioned at the beginning, this 
is just one example of how to run, 

and there is sti ll room for improvement.

I t's interesting to see how many 
times you can hit in the Celica Delt a,
but you'll probably run in Stratos 
to get the ultimate time. In fact, as 
far a s  I can confirm, Stratos marked 

the 48-second range for beginner 
desserts, and the t ime for intermediates

was shortened significantly. The 
problem  is actvanced / super actvanced

The last left corner dri fts in 3rd gear
To 年n..nufl..炉五征匹畑W如

如筋ぶし..a“”””た、J血� Lヽ』9いyふ

••• 

However, in the future, it will b e  a 
challenge to exceed the time o f  Celica

in those two courses. Will it be Stratos
capture next !? Stay tuned 
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After all, the only way to aim for the 
ultimate time is to use Lancia Stratos. What 
kind of time will you witness when you pull
out the full potential of this machine!?
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SEGA RALLY 

How about looking at the finally 
comp屈匂泌gaRally'?
Hattori: I'm satisfied with myself . 
For the first time this time, I was 
asked to work as a director and chie f  

programmer, so it was d ifficult for,ne
personally to do it in terms of time .  

Matsuuraen I was bu� last year, bu t t his
year the people who followed me 

moved arou叫which was a great help. This 

time, I shared the work, so it' s 
pretty good because each person has a 
feel ing for what he or  she has shared. 
You can feel it. As the 
degree of job development in this 
magazine gradually increased、 the total
balance impr(J,/ed dramatically .
Matsuuraya Well, there is also the 
accumulation of technology, but after

all I do not know until I try how 
much I can do, I tried such things 
little by little, and after that I left 
over. Time is good for painting and

missing polygons. I did it until 
the end when it was fine .  This time
In parallel with Eck, the picture 
was also corrected. 
Mr. Shikuro, t証 title of this magazine, where 
did you s tick to making it as an individual?
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Asab叩member�、ogヽ 叩metd'slhemov細enl
of a car . trs quite different from the
car games up until nov;、and'virtualizing'
曲sritdo ヽヽ返飴dm池呻い0如咋叩叩Isa

liItledIff““ヽl.Whmrt“mesto畑mov"油叫

be close to an arcade. The color here
while looking a t  the scr斡nort畑ama必 so
that the operation f蛭ling of ttie arcade can

I adjusted the color .  H⑱ about 

Mr. Matsuura、 the title of this 
magazine? Matsuura●Graphically. I am aiming 

for a complete transfer of the arcade.
be transmitted e℃n if you do It with a pad 

I've already proved that it's 
different, isn't it? That's the 
background. Replace Celica at 
the very end. I really had time 
I just modified it 

I felt like I did just the main subject 

Do-.,ou? 

Ri Matsuura Apart from what I was in 
charge of, what other people did was a
perfect score of 100 points. I didn't think 

I could do this .  The pictures, the 
music, and the movements are the same. 

What if this doesn't sell? 
From Mr .  Hon Nakamura? 

Nakamura: I think the setting 
or  handling is the most
memorable. Also, I set various time
attacks, time attack by 
tuning, how much time can be put 
out with normal AT, and so 

on. There is also a time attack 
tournament. I would like to 
expect that there will be a 
time that greatly exceeds the 
best time we are thinking of. 
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Readers, it's finally completed. If you think about it, it's like a long one, 

.a short one ... Although I had a lot of trouble, the CSR & D team's Kanbari and the 

advice of the arcade version development staff (AM3 Lab.) Made the work so com�let, 
;that I thought there was nothing better than that. It' s about to go on sale. please 

expect to have fun and wait． 知dpl匈 as much as you want. Ne you ready? "3 ,  2, 1 GO/'
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P忙a父9"eusar,nalWOIdfoIth'sm句紐me�
Hattori: Some peop le may say that I
don t play raci叩 games, bu1 its interesting,
so please play it. Matsuuraen I haven't
had a game that plays properly, such 
as the movement of the suspens ion,
the rotation of the engine, or the 
normality with the road surface. so I would
like people who played that area to
屡I i t .  Even if you find it difficult, 
please do your best just by looking 
at the picture. The Stratos replay 
alone is worth a 囮k .
Please send a run beyond the Imagination 
of the de.teloper at the Nakamura Time
All記＊ToumamenL Thephoneisnumbo, 1, the

blow-off is number 2. and the game at 3 
〇'Clock is Sega Rally." 
Thank you for this magazine (laughs).

Notice of time attack 
•• Normal attack section

Either of  the two entry cars (Toyota 
Celica GT-FOUR. Lancia-Delta) is 
OK! The setting is also free. 
• Entry course (DESERT (beginner course),

,FOREST Qntermediate course) MOUNTAIN 
upper course}. LAKE SIDE (ad\'<lnced course}) 

<4 courses, 3 laps of each course 

• 

, Please send me a video with the best time 
of the collection, or a picture of the screen 
; (other than that). 
• Luxury prizes are also available .  M r .  Nakamura, Mr .
由tsugmしMr. Matsuu,u,and M, Mosanow•II函doorr.n面IS
to the top people in each course/ The first is
J叩町12thThe廷へ四 IS拉叩a,y26lh(effoc応匹suna:1<

Jont畑 day. I have a time that exceeds the limit !! 

·come to Time  Attack! 103 Hirata Building 2F ,  27·6 Nihonkicho, Chuo-ku, Tokyo Satamaga Kokushu・ UntilRally Time Attack O Course. Please writ e
the names of a ll  the courses you warrt to errter In CC. Also, on lhe surf恥e or the ground. Increase the lap lime.
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