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Introduction 5 Races
Best Keiba: Derby Stallion is a horse racing game for the NES/Famicom. It is the first game in the long running 6. Race Results and Payouts
Derby Stallion series. A sequel was released for the Famicom in 1992 called Derby Stallion: Zengokuban which is 7. Injured During Race
almost identical to this game. Four more were released on the SNES, and even more extending into later systems 8. Strategy
such as N64, PS, PS2, and 3DS. So this game spawned a decent franchise. 1. Making Money

2. Breeding a Championship Horse
The main aspect of this game is to breed and train horses, then enter them into races and try to win. You don't

control the horses during the races. Your success is mainly dependent upon how well you can breed horses and
train them. But breeding good horses requires a lot of money, a lot more than you start with. So you have to build
income by winning races with the cheapest horses you can buy, and work your way up to be able to purchase
expensive, championship caliber horses. You can also bet on horse races as another way of earning income.

3. Training a Championship Horse
4. Racing Advice
9. Randomness in the Races:
10. List of Gl Races

11. Conclusion

To view the ending, you need to win the twelve G1 races. G1 races are the most prestigious horse races in Japan.
Whenever you win a G1 race, a championship banner will appear in your stables. Acquire all 12 banners and the
ending automatically plays. It will be a long process to achieve this goal.

The game was only released on Japanese. | have put effort into translating everything you should need in order to play this game, even if your Japanese is not very
good.

Getting Started

On the title screen, you can select NEW GAME or CONTINUE. Continue will allow you to restart the game from your previous save.

Main Menu
The main game screen is divided into four windows, as depicted in the screenshot to the right. A description for each
window is given below.
i DERBY
 Derby Stallion (upper-left window) - This shows the current date, displayed as #8358 (month) #E (week). Each STALLION

month is divided into four weeks. Place the cursor over this window and press A to move time ahead to the next
week.

» Pasture - 8115 (upper-right window) - This is the location where you keep your horses that are currently not
racing. Your female horses will remain here. Go to this location to breed, purchase new horses at the market, see

your championship banners, or move horses to the stables for training. Go the the Pasture Screen section of this
FAQ for details.
« Racetrack - 5xF515 (lower-left window) - Go here to start the horse races for this week. You can go here to bet or ,ﬁE‘lj_g
CIoEES

watch your own horses race. Your horses must be pre-registered through a menu available in the stables. Go to
the Racetrack section of this FAQ for details.

o Stables - JFE& (lower-right window) - When you have horses in your stables, you can train them and sign them up for races. A schedule of all the races for the
year is posted here for you to look at. Go the the Stables Screen section of this FAQ for details.



If you press B while on this screen, you will be making a request to end the game for the day. The screen will go black and tell you to hold reset while switching off
power. You can press any button to cancel this request and return to the main menu.

Auto and Manual Saves

Almost every action you take will result in the game auto-saving. This is meant to prevent you from resetting your game
when you don't like the outcome of something. However, the auto-save feature in this game is not very well developed.
You can see the result of a race and reset the game, then replay the same race with foreknowledge of what is likely to
happen. You just have to make sure you reset the game at the right time before the auto-save kicks in. So you can get
around this feature rather easily. If you want to reset the game after a race before the auto save kicks in, the last instant
that you can reset the game is on the screen shown to the right. If you push A and allow the game to continue past this

screen, it will be too late and the game will be saved with the result of this race.

But occasionally the auto save doesn't work. So if you are relying on the auto save to save your game after something
good happens, there is a chance it actually won't be saved. The game has a manual save option, but this probably

won't work if you're using an emulator.

To perform a manual save, you would press SELECT while on the main menu with your cursor pointing at the pasture

window. You will see the options DATA SAVE, DATA LOAD, and EXIT. But again, this doesn't seem to work on emulators.

Monthly Costs

Every month, you will have to pay 100000 yen per horse that you own.

If you're unable to pay your monthly fee, you will get a game over.

Pasture Screen

An example of the pasture is shown in the screenshot to the right. The pasture is divided into two sections by a fence.
On the left side of the fence are male horses that you can use to race, and on the right side of the fence are female
horses, which are used for breeding. You can hold up to 10 male horses on this screen and 5 female horses. In the

lower-right corner is shown your money.

You can select two icons at the bottom of the screen:

o T - "Market". Buy horses. See the Market section of this FAQ for details.
e &C - "Chronicle". Shows your G1 race championship banners and your "Memorial Horses". See the

Championship Banners and Memorial Horses section of this FAQ for details.

Place the cursor over a male horse and press A to see some statistics about the horse. For details, see the Male Horse
Stat Menu section of this FAQ. The trainer will tell you the current condition of this horse. See the table below for

translations of all the trainer dialogue and how to follow the trainer's advice. Before the horses reach age 3, the trainer's advice isn't helpful for anything, he just says a

generic "the horse is being raised well" type comment.

Trainer Dialogue:

Japanese Text

Translation

Comments

Heo& BELLWMFTIDN ULnwAbsdlil ZE->TLET

A bit of a quiet foal.
It's being raised well.

The horse is not old enough to race yet.

PALb2T ZTEFL>TLEICHWLIFAZTLSIEVWTT

This one's a trouble maker.
He's full of energy.

The horse is not old enough to race yet.

FmWAA IFAEIC ZRoT0ET It is growing extremely energetically. The horse is not old enough to race yet.
_ o s C g He turned two years old. .

22 WZ BY FELAEZ VR YUoFIc BmoTEEL \ ) . The horse is not old enough to race yet.
It's becoming quite fine.

X0 AYELE RE—FR AU BBHYZSTF He turned tr‘1ree yeaTrs old. The horse is now old enough to race, starting in
It seems he'll be quite fast. July.

x0T AYELEFLS Bnbr3 LELE He‘turned three years old. The horse is now old enough to race, starting in
He's almost full grown. July.

3XE AYELE ETh LL337234 5%cd He turned three years old. The horse is now old enough to race, starting in

It appears to be a heroic horse.

July.

IobA FETHHL UITIYIRATETLWDELSTY

Since you brought him here, he can
relax.

A horse with race experience was moved here to
rest.

2hNE ENTRVWS UTZLyralddTY

After resting, he is now
almost refreshed.

A horse with race experience was moved here to
rest.

THOCHWD F1oBEbLLHY FEA His injury is not yet healed The horse is injured and cannot race.
HLHEN LR K< hA>TEX Lz ZORAKLHWIFZ S | Hisinjury is almost completely healed. | An injured horse is now ready for training and
T9d He can probably leave around now. racing.

TLESE BE BBYELECeS5%Xn5 xHEdh His injury is almost completely healed. | An injured horse is now ready for training and

Move him to the stables?

racing.




While viewing the Male Horse Stat Menu, you can press DOWN to see how this horse performed in its last five races. Push A to find the following menu options:
o AIJE - "Enter stables". Move this horse to the stables. Horses can only be moved to the stables if they are 3 years old or older. If a horse was moved to the
pasture, it must remain in the pasture for one month before you can move it back to the stables.

« SJi& - "Retire". Free this horse from your possession. If the horse is still a decent racing age, you will probably get some money for selling it. If it won any G1
races, you will get a good chunk of money, even if it is too old to race.

Place the cursor over a female horse and press A to see the Female Horse Status Menu. See the Female Horse Stat Menu section of this FAQ for an explanation of

the information shown. The trainer will also tell you the condition of the female horse. See the table below for an explanation of all of the dialogue you might hear from
the trainer.

Female Horse Trainer Dialogue:

Japanese Text Translation Comments

Fzhadlfn =X T L wEIE(% | It's mating season.
I F)x ALATLEIWL Choose a studhorse.

It is April and you can pay to use a studhorse to impregnate this female horse.

WNMFA S ENBE LLTTh She should produce a It is April and this horse ha§ VISI'ted a studhorse. It is unknown whether the breeding attempt
healthy foal. was successful or not at this point.

. She is pregnant with
Male h ) =
(L ?Cet\ ;f;e name) fFeLe (male horse name)'s The female horse is already pregnant. Wait until April for the foal to be born.

foal.

TANRATETA Lwfcly LEHAT |It's too bad, but she's not | A breeding attempt was unsuccessful. It will only say this message once, after which it will
L7 pregnant. continuetosay Z & L 1A lE FHX9d A TY 1 ("Let's let her rest for the year.")

LOTC fFA SENESTY SU wiljlubsé zs::m e, ates The female horse is going to give birth soon
WAD E30E LTCESL ' goingtog :

Prepare to receive it.

CEL1hAlE BPFHETTR I;::: let her rest for the ;g:lfemale horse is not pregnant and it is not April, so you can't use her to breed. Wait until

While viewing the stat menu for a female horse, press A to bring up the following command options:

o F&F5 - "Studhorse". Choose a male horse to breed with. Only works during the fourth month (April), although you can look through the studhorse list at any time.
See the Breeding section of this FAQ for details.

o 55D - "Sell". Sell this horse. You get half of the horse's value.

Market

An example of the market screen is shown to the right. Four horses will be listed and the price to purchase them, in
units of 75 = 10000 F3.

[ = yen, by the way.

Every week, a new horse will replace one of the horses at the market. Male horses are sold in months 4 through 9 (April
through September), and female horses are sold in months 10 through 3. You can tell if the horse is male because you
will be shown the Male Horse Stat Menu when you select it, while you will see the Female Horse Stat Menu for a
female horse.

You can usually tell how good a horse is by its price. Female horses are generally more expensive than male horses.
The trainer will also tell you how good a horse is. The text from the trainer will be one of the statements below, in order
from worst (top) to best (bottom):

Japanese text Translation

TZA% RFEATT  |Moderate cost.

£FHEHD S FTY |Sosohorse.

BHEHND S EFTY  |Good horse.

MY D F - &5 TY | Quite a pedigree.

Select |4 L to purchase the horse, or L:LY X to cancel.

Male Horse Stat Menu:

When you press A with the cursor over one of your male horses, you will see a stat menu such as that shown in the
screenshot to the right. This menu shows several interesting pieces of information for this horse.

In the upper-left corner is shown the horse's name. In this example, my horse is named Front Loader (7 A > b A — % —). Next to the horse's name is its age. In this
example, my horse is seven.

In the upper-right corner of the menu are shown the horse's parents. The father's name is next to the & ("Father") symbol, and the mother's name is next to the
("Mother") symbol.

Above the picture of the horse is the horse's class (¥ 7 X). In this example, my horse is — 7"> ("Open") class. For an explanation of classes, see the
Classes section of this FAQ.



To the right of the picture of the horse is the horse's weight, in units of kilograms (kg). Below this weight is shown a + or
- sign and a number, which indicates how much higher or lower the horse's current weight is compared to the last time Jooko-S- W7
that the horse raced.

L Y
& ROk UE -
a3z A-F

B% 10355050
| 9221, BYFR 24 168

Below the picture of the horse is shown the last time the horse raced (FijzE), displayed as #8 (month) #H (day).

-6 ¥15 2065
) . s . ) ) §if cSAaB 100

On the right side of the screen, next to the symbols E& ("Prize money") is shown how much total money this horse has
won for you. SA4E 1600 4z

SA1E 3200 426
Below the prize money is shown the horse's racing record (f{4&). You are shown the total number of races (&) and the 4AZB 2500 425
total number of victories (). Below this are two rows, one for grass (), and one for dirt (%'). The numbers in the rows 1R4B 2200 425
indicate how many times your horse finished in first place, second place, third place, or worse. Using my horse as an 12R48 2500 430

example, you can see it had 15 first place finishes on grass, 2 second place finishes, and 5 finishes where it finished in
fourth place or worse. On dirt, this horse finished in first place once and in fourth place or worse one time.

If you push down on this screen, the last 5 finishes for this horse will be shown. Each finish will show five columns of info. The columns have the following meanings:

’ Race date ’ Race distance (special symbol next to it for more prestigious races) | Finished in what place | Horse's racing weight [ Jockey name

Female Horse Stat Menu:

Press A when the cursor is over a female horse on the pasture screen to see the stat menu for this horse. An example of a female horse stat menu is shown below.

s

+ HE-
Rk 2

FRE- Ly
o SR

i LT
E605007 B 207 -2

Not much information is shown on the screen for the females. You see her name in the upper-left corner, and the value of the horse shown below the picture of the
horse.

On the right side of the screen is shown a family tree. You will see the horse's father (&), father's father (%), father's mother (), etc.

Championship Banners and Memorial Horses

If you choose the 52 - "Chronicle" option on the pasture screen, you will
see a field with twelve empty rectangles. If you win a G1 race, an empty
rectangle will be filled with a banner representing that G1 race, as shown
in the screenshot to the right.

MEMORIAL HORZE

JoobOo-S- 2085 19F GT 6R%

Push left/right to see the full view of the 12 slots for the banners.

A banner shows the name of the race (in this example, its the Takarazuka
Kinen - EEIKEEE), and the year 1991. No matter what year you win the
race in, it always says 1991, which is the year this game was released.
There is no time limit to beat this game, you can take as much time as
you need. Winning the same G1 race more than once doesn't do
anything special.

Fill all 12 slots with the corresponding G1 race banner and you will see the ending credits.

If you press A while on this screen, you will go to the "Memorial Horse" screen, as shown in the example screen shot farther to the right. This screen is reserved for
horses that achieved a high number of G1 race wins. I'm not sure how many wins is necessary, but it's either 3 or 4. A horse won't appear on this screen until you
choose to retire it. The numbers shows for the horse are (from left to right): Races competed, races won, and G1 races won.

Breeding

To breed, you must first own a female horse. Female horses can only become pregnant during the fourth month (April). If you forget to get one pregnant during April,
you will have to wait until next year.

Go to the stables and press A on a female horse and choose the #&F5 ("Studhorse") option. A list of stud horses will be shown, and the fee for breeding with them, as
shown in the example screenshot to the right. You can press up or down to scroll the screen to more pages to see a larger range of stud horses.

In general, the higher the fee, the better the stud horse. However, certain stud horses may be better for certain types of races than others. Select a stud horse and
press A to see a list of stats for the stud horse, as depicted in the screenshot to the far right.

You see the stud horse's name in the upper-left corner of the screen, and the fee for mating your female horse with it below the picture of the horse. In the upper-right
quadrant of the screen is the family tree of the stud horse.



the lower half of the screen shows a range of abilities and this horse's .
grade in those categories. The categories are: (Mo T La: B T T

FLag g3 e L LIEE T

e b e
{E& - Distance £ — b - Dirt e Lo EBI e A
o gE -
FXE - Growth | &4 - Temperament | JiE/J - Reserve Strength LRI Fee 12000 B Ty
- e TR
{2FE - Health |3E4& - Achievements | Z25E - Stability LT aan- -

:U{wﬂvg* #REl 1200~20000 Y-k o
Pk 2z mfta KN a
HE s FEa TF s

Clearly, it is best to choose a horse with A grades in the most categories
if possible. However, even the horse with A grades in all categories might
not be the best horse for every race. If you look at the highest cost horse,
named Northern Taste (/ —1' > 7 — X ), you will notice that he has a
"Distance" stat of 1600-2000. So it is possible that you should choose a
stud horse with a different range if you want a shorter range or longer range horse.

After choosing to breed with a horse, you need to check on your female horse after a few weeks. Usually, the horse will become pregnant, in which case you see the
text: (stud horse name)® {F% L w7=\Lv L TUL E T "Pregnant with (stud horse name)'s foal."

However, if the horse does not get pregnant, you see the text: SARATET A Lw7=ly L EFH A TL7Z "It's too bad, but she's not pregnant.”

After becoming pregnant, it is possible that the female horse will die in labor. It seems fairly rare. When it happens, the screen goes black and you see the following
text: (Female horse name)ld 30 &« D U ZIC& Y m< AV £L%, . » "(Female horse name) died due to an unforseen accident."

TmWAA Tav I TEN L HYEETA PAIE->TULWEZEL &£ 5 "It's aterrible shock, but there is nothing to be done about it. We must persevere."

If your horse is successfully impregnated, it will give birth after exactly one year. You will be asked to name the horse. Then it will be 1 year old, and you will need to
wait for it to become 3 years old in order for it to be allowed to train. It won't be able to race until month 7 of its 3rd year.

Stables Screen

The stables screen holds your horses that you are training for races. You can hold up to 10 horses on this screen. You
can view a racing calendar on this screen by selecting the symbols Z4H ("Program") in the upper-left corner. It will show

you all of the races that take place during the year. For more information, go to the Signing Up For A Race section of
this FAQ. e P e ) e e B s s e

Select a horse and press A to see the stat menu for this horse. It is important to pay attention to your horse's weight.
Below its weight is shown another weight, with a + or - sign, which indicates how much weight the horse has lost or
gained since its last race.

It is also important to pay attention to what the trainer says about your horse in the dialogue when you see the stat
menu, shown when you press A when selecting a horse. The trainer will tell you if the horse is overweight, injured, or [T T T T T T T T T T T T T T T T
ready to race. See the table below for a full list of the dialogue the trainer might say.

Japanese Text

Translation

Comments

USSR BHWEITT
MY LIFsRne
L—XIZIE2DRAEHEA
e\

He is quite

overweight. He
won't be able to
race for awhile.

Make this horse
train to lose
some weight
before racing.

$7 brot SEB He is still a bit Make this horse
’G@'t#) Soet 7“—% o fat. He needs to | train to lose
k54 T be worked some weight
harder. before racing.
He is full of
BLorbbT FAET ecnoenrgityi-ot:liss This horse is
?:za\j; 2) —[EL; FTE getting ready to race.
increasingly
better.

HeoLid &< &
CbBnlha<bhnY
FHA

His condition is
not especially
good or bad.

This horse is
ready to race.

S—h BEILH L
VLD ELBLE
5T

Ah, his condition
is getting a little
better.

This horse is
sick. Best to
wait before
training or
racing.




IDEZAH NTFERT
beobkbsdLAEDL
THH-WTT

It looks as
though his
condition has
gotten a little
worse.

This horse is
sick. Best to
wait before
training or
racing.

InEIAH FTolk b

His condition

This horse is

L5 LA L<ANTTR does not look ‘ sicl.<. Best to
BEY EELLALE good at all. Let's wa.ltlbefore
SH. .. hope for the training or
best. racing.
His Fondltlon is This horse is
A SR BHTNS ﬁﬂ??ﬁm' sick. Best to
EO3THEY T-\wb g dcl>ses iitt s:esem wait before
I KL<BHEVWES T training or
very good. .
racing.
His health has This horse is
IFYyvd HI-o& & |almost still a little sick.
{IE->THZWS B g |completely Best to wait
LA £E->TEFXLF  |returned to before training
normal. or racing.
His condition is
doing well. Just
LwAbLIIC ETUW  |alittle while This horse is
FFHH50&B50INIE  [longer and he well enough to
hyRF¥FTd will race.
be completely
recovered.
. I This horse is
LR oy Eh :Zfﬁg:ﬁ;ﬁed' tired. Best to
Tk 2 TTHA<CWD doesn't seem wait before
S o TEELS training or
very good. .
racing.

L—Xo2hhd Zh
FERCIFAELSIEN
T3

He is exhausted
from the race,
but appears full

Wait one or two
weeks to race.

of vigor.
L—ZDBHeTTrd = He just finished .
S S T R .Of Wait one or two
- course he is weeks to race.
3TY
exhausted.
Heis
complaining The horse is
YV I% HY  WizAY | about pain. It will | seriously
STWETEHY DD WIE | be impossible for | injured. It
TERWTT R him to probably can't
be moved right | race for awhile.
now.
HLHEN 7V K [His hoof isn't The horse is
CHYEHAEI DL doing well. He seriously
2T VYZAADEDITY |seems tired. injured. It
LiEo<L—=X1& &Y |Racing would be |probably can't
TL&D impossible. race for awhile.
His hoof is

HLbED oy &L
Klg->TZFELE 2O
AL WTZE D TY

mostly healed.
He can probably

The horse can
probably race.

race now.
Zosis coust |Teemeiess [Tre et
T OLELELE &9 He won't be a.ble injured >I/t
HADBWTE =R to race at the rJobab.I can't
HETHOhEEA probably can
present. race for awhile.
TR BEARXTET The horse has The horse is
WEF &LA &LEL old. It probably

ZAHZEH WATWEHET:
Z50% o o

become old and
weary.

can't race very
well anymore.

Press A while looking at a horse's stat menu to bring up some command options. They are:

o H3%K - "Training". See the Training section of this FAQ (below) for details.
» 55 - "Ride". Sign up for a race. See the Signing Up For A Race section of this FAQ for details.
o JUA - "Graze". Move this horse back to the pasture.



« SJi& - "Retire". Free this horse from your possession. If the horse won any G1 races or it is still of racing age, you will get money by selling the horse.

At the top of the stables screen is a calendar that you can select. The calendar shows all of the races for the year, and any pertinent information about them. See the
Signing Up For A Race section of this FAQ for details.

Training

When you select to train a horse in the stables, you will see a chart of training options, as depicted in the screenshot to the right. You must select an option from each
column. The options in the first column are:

e X—t -"Dirt"
o 2 -"Grass"

The options from the second column are:

» B - "Solo run"
o {HEE - "With another horse"

The options from the final column:

e F57: 1) - "Let the horse run". Horse loses 0 or 2 pounds.
o 38 - "Strengthen". Horse loses 2 or 4 pounds.
e —7#4 - "To the utmost". Horse loses 4 or 6 pounds.

As you can see, the options are to choose which turf to run on, if you want the horse to run alone or with an opponent,
and how hard you want to push the horse. There is no indication in the game what the effect of the first two column

ﬁ;ﬂMENU
g° - oHiGE
o3

[ D30 1
oE%h

offt s o

0—#F

[#£38]

options are. However, | have read on a Japanese website that the "Dirt" option will tend to increase the horse's stamina, while the "Grass" option will increase the
horse's speed. | don't know if this is true, but to be on the safe side, it's probably best to mix up which options you choose from the first two columns each time you
train the horse just to make sure that you're improving all of its abilities. But | won most of my G1 races just by choosing the top options from the first two columns
every time, so it may not matter very much what options you choose from the first two columns.

The effect of the third column options are much more obvious. The top option will cause the horse to lose 0 or 2 kilograms, the middle option will cause the horse to
lose 2 or 4 kilograms, and the bottom option will cause the horse to lose 4 or 6 kilograms.

You want to try to keep the weight of your horse in a good range. When you first start training a horse, you won't know
what weight that should be. But the trainer will tell you that the horse is fat if it is so (which it always is when a
horse starts training). See the trainer dialogue table in the Stables Screen section above for a list of trainer comments

and what they mean.

After the horse has raced, its racing weight will be recorded. From that time forward, the game will tell you how much
weight the horse has gained or lost since its last race. See the screenshot to the right for an example. In this example,
the horse has a current weight of 444 kg. The -2 below this weight indicates that the horse has lost 2 kg since its last
race, so its racing weight was 446 kg. If the horse were to race again with a weight of 444 kg, its new racing weight will

be 444 kg.

It seems to be best to try to keep the change in weight to be near zero. The exception would be if the trainer tells you

that the horse is fat, in which case its racing weight is too fat.

i =T -ap
& PI0-Fusuk

737 FREFI ®:  gs0Rm
m aqal, AR 2 o
A - #0100
giE 7AEZ2B 40100

1A HE

After you set the training options, a short animation will be shown of your horse running on a track (maybe with another horse if you requested that). After the horse
finishes running, the trainer will say a short sentence. This sentence will be an indication for how fast your horse can run at this point. But even more importantly, the
trainer will say something if the horse seems to be injured, in which case you probably want to reset your game immediately so the horse doesn't get this injury, which
could be a major setback for your game. The table below presents all of the text that you might hear from the trainer at this point and their meaning.

RESET THE GAME IMMEDIATELY!!! The horse is injured and will take a very long time
to recover. If you let the screen scroll away from this, the injury will be auto-saved, but if

BAD EHTH ~AVTT Something seems wrong . -
you reset right away, you can undo the injury.

¥72%72 Fuw 8z TY £ 59 |Still not very fast. It's going to .

CL LAAN ANBTLES  |take more time. The horse needs to lose weight.

E YNy ANV N YOV DR AJAY Al
29Il &H59E HEFSIH W
Whab LhELA

We need more time. We should
see if we can improve his
condition a little more.

The horse needs to lose weight.

LI LD EoFY BHLTEY
EDRA HBEIFIEBESITLELD

His condition has clearly
deteriorated. | don't know if he
will be able to race.

The horse is ill. Best not to train or race at this time.

BHBD WWEA LA TELL
DAL ETVWTEZXDTY

Very good time. He should be
able to race well at this time.

The horse is in racing condition.

EHVWLD-T E2Z5H&IHT

His fighting condition is ideal. He

The horse is in racing condition.

T HhATAIC LMY ELTE has been trained to perfection.

HALDDIF LI A% TFTT | have nothing to complain about.

INTEI=n LixHHHY £ |Ifthis horse loses, there was The horse is in racing condition.
A nothing we could do.




¥hH ZABBATL LD TDIF |Hey, look at this fella. This horse

FUISiE HLoTET can run. The horse is in racing condition.

Signing Up For A Race

When you're ready to race, go to the stables screen and select a horse. Then choose the option 55 ("Ride"). You will 6H 3@%‘?
be taken to a calendar that shows all the races for this month, as shown in the screenshot to the right. You can only sign 5 - . " E‘I
up for a race for the current week, but you can scroll the calendar forward by pressing right to see the race schedule for 2 = (aoiz 17 |Boia o
later months. The month number is shown in the upper-left corner of the screen. B°ia {’P =2
Solf 18 B 18 E 22, Bo1v

The calendar is divided into four weeks, which are labeled at the top of the calendar (1 through 4). Each column is a list Hon 208 168
of races for a given week. The two columns farthest to the left label what age and class the races are for. For example, op 241 161
there are three age ranges available during the month in the example screenshot. There are races for 4 year olds, races | === B 23 |H 16 |Ec16 |H 18
for 5 years and older (5t), and races for 4 years and older (4_L). Just to the right of the age is the class of each race. 2o o yealBelBaleg 14alE 248
See the Classes section below for an explanation of the class system. EEEGE] 208 148

4|or|E 2488 148 1sm

The large black numbers for each race label how long the race is. If the number says 16, then the race is 1600 meters
long, so you always need to multiply the number by 100. A little black "D" will appear next to this number if it is a dirt
track. The numbers in the blue boxes simply label which race it is (i.e. race #1, race #2, etc.). The red symbols in the race boxes label more prestigious races. The
prestigious races, in order from least prestigious to most prestigious, are S, Ill (aka Glll), Il (aka Gll), and | (aka Gl). The Gl races are the races you need to win in
order to beat the game. See the List of Gl Races section for a detailed list.

After selecting a race, a summary of the race, including prize money, will be shown. Press A to choose the "OK" option to select this race, or press B to cancel.

You will be asked to select a jockey. If the previous jockey you used is still available, the game will ask if you want to use the same jockey with the following text: ® )
PE FhICLELLY FADL—RE B7% L < (jockey name)E AT LWL TF A "Who shall ride? Use the same person, (jockey name)?" Select I L to use
the same jockey, or L)L) X to choose a different one.

If this is the horse's first race, or if the previous jockey is not available, or if you answer "no" to the above question, you will be taken to the "Jockeys List" screen.
Select a jockey (only those in dark letters are available). The jockeys are all graded on a scale from A to E (A being the best). Choose a high graded jockey if possible
for the best results. Now you are all set up for the race and ready to go!

If you select the HES ("Ride") option again after a horse has already signed up for a race, you can cancel the horse's entry into the race. The game text will read: 3 T
12 &£5A<K%E LTWET Lwoid%ad & FE T A "This horse is already signed up. Cancel this horse's run?" Select £\ to cancel the race, or L X to
keep the horse registered.

More Decisions To Make Later In the Game When Signing Up For A Race:

You can register up to two of your horses for the same race. If you already have one signed up for a race and you try to sign up another for the same race, the game
will ask you to confirm with the following text: Z DL —XIZiE (EAIC1 &S TS LTWICHE->TETA LTI A "You already have one horse signed up for
this race, is that OK?" Select |\ to confirm this decision, or L L\ X to cancel.

If the weight of your horse is very low, you might be required to add extra weight to your horse to make the race more "fair". The text will read: T DL — X & ~->7T
WH AT (weightamount)¥ 0% H3FH5Z &I Y £9H LWL TT A "The horse must be burdened with (weight amount) kg for this race, OK?"

Or if the weight to be added is small, the text will say: Z DL —R|E NV THATHE-E NYFHAEDLALY EFFTH LWL TT A "The horse will be given a
small handicap, OK?"

Classes

Classes are used to make sure that your horse is entered in a competitive race. If your horse wins races, it will move up in class so that it is racing against other
winners. If your horse loses very much, its class will drop.

All horses will start at the class #75 ("New Horse"), or just 7 ("New") for short. So a horse at this class must race in a race that's labeled with the symbol Ff on the
left side of the racing calendar.

Winning races will tend to make your horse go straight to the highest class, 4 — 7> ("Open"). But losing races or doing poorly will place it in a lower class. But doing
well can raise your horse's class again if it has fallen. The G1 races are all Open class, so ultimately your horses are going to need to be Open class. Furthermore,
you make more money when winning races in the higher classes.

Note that your class might also drop without racing just simply by your horse becoming too out of shape (long iliness, injured leg, not maintaining a low weight, etc.).

The following list shows all of the classes:

o FE or
LS

e 500/

e 900/

e 15005F

e *A—7"> orOP

Horse Age

Horses cannot race until they are at least three years old. A newborn horse is considered a one year old. All horses are considered to go up in age on January 1st of
every year. So even if the horse's birthday is actually in April, we will call it a 2 year old horse come January.



In real life, horses tend to live around 25-30 years. In this game, they will live at least 53 years, which is the longest | tested (I ran out of patience to see how much
longer they might live. Maybe they are immortal).

Racetrack
When you select the Racetrack option from the main menu, you will see a blue screen such as that shown in the
screenshot to the right. This screen is a summary of an upcoming race. It has the name of the race at the top of the

1 -~ 5]
screen, which is 777 7 < ) S (Aquamarine S) in this example. In the parentheses below the name, you can see the |6 I A VRIS
age range for this race, and the class of horse that can compete. In this example, the horses are 5 years old and up (5 (5:“-_ lﬁﬂﬂﬁf,%ﬁ‘l—;)

7 F) and the class is 150055 . ol ImIH &5 1M

On the right side of the third line is the distance of the race. In this example, it is 1200 meters. (Hﬁﬁ) Eﬁ—:}n IEI"]E

The prize money for this race is shown in the lower-right corner. This is the money that you will receive if one of the
horses you own is racing in this race and finishes in one of the top five places. So, you win 1670 5/ = 16700000 [ if
your horse wins the race, 6700000 FJ if it finishes in second, and so on.

1

20h
alh
67h

Press B if you want to skip this race (if you have a horse signed up for this race, you can't skip it). Or press A if you want
to watch and potentially bet on the race.

After pressing A, you will be brought to the Daily Racing Form screen, explained below.

Daily Racing Form

The Daily Racing Form (DRF), shown on the left, contains all of the information that a person
[ER H1200m betting on a horse race will be given. On the left side of the form is shown the names of the eight
1 #3las-  BE 57 BRIL ® 496 -10 --- 1 horses participating in the race, along with a number to identify them by, and a color (the color
B L-of-7140 BT S5 £24 BN O 455 -2 oo- B f surrounding the number on this form will be the color of the jockey's hat for the corresponding
B suFFukl  HS S5 7¥5: EECE O 456 :0 A8 B | horse).
B zzh3laofil $#E S6 &Lodh [EEE O 528 +4  --- M
5”3'7':3:?3”5"9 #HE 56 FFE EEED @ 475 -4 Next to the horse's name is shown its age, which will generally be somewhere between 3 and 8
Pl ks w5 54 Go5 EECE O 484 -6 -4 years of age. The next column to the right shows the weight that the horse has to carry (generally
=93a-uy HE 5B 2hE B 88 =0 &5 between 50 and 60 kg), which is usually the jockey's weight. If your horse is significantly lighter than
Fud-zk HS SE sats HEED O 454 +5 -0 o ) . N
the rest of the horses, it might be required to carry extra weight to even the playing field.

To the right of the jockey's weight is the jockey's name.

Toward the center of the DRF is a set of blue rectangles with arrows inside them. These arrows and the circular symbols to their right are a summary about how the
corresponding horse performed in its last race. | don't yet understand how to interpret these arrows and circular symbols.

To the right of the circular symbols are the weights for each horse, and the + or - sign next to a number indicates how much this weight differs from the weight that this
horse had during its previous race.

The symbols on the far right side of the screen probably have to do with how the horse performed in its last race, but again | don't know how to interpret these at this
time.

If you have a horse that is participating in this race, press A to see some options for your racing strategy. See the Racing Strategy section below for details.

Press B to open a menu with options related to betting. The options are:

o HEESR - "Horse riding table". Return to the Daily Racing Form screen.

e F v X -"0Odds". You will be shown the odds for each horse to win or place in the top three. See the Odds section of this FAQ below for details.
* ¥ZE - "Polling place". Takes you to the window where you can place bets. See the Betting Forms section below for details.

¢ L —X -"Race". Start the race. See the Races section of this FAQ for details.

Racing Strategy

If you have a horse registered for a race, you can press A on the Daily Racing Form screen to set the strategy that your jockey will use during the race. Generally
speaking, the strategy that you choose should be motivated by how long the race is. If it's a very short race (less than 1600 meters), you will probably do best by
letting your horse run as fast as it can. If the race is longer, you want the horse to reserve some energy for the last stretch of the race. There are varying levels of
aggressiveness for doing this. For example, you could tell the horse to remain near the front of the pack the whole time, but not necessarily push for the lead until the
end. Or you could tell the horse to stay near the back for most of the race.

The possible options are explained in the table below.

Strategy Name Description

DY hTlE EHED -"lleave the riding

Let the jockey do what he wants. This is like telling the computer to choose your strategy randomly.
strategy to you". Jockey do w! w isis ing pu you gy y.

Lizh < IZiF A -"Just run” Tell your horse to run as fast as it can. Best in races that are 1600 meters or shorter.

BN ERICWIT - "Stay toward the

front" Keep toward the front group of horses. Best in races that are around 1600 to 2400 meters.

Let the horse run at medium speed, and then challenge the leading horse after awhile. Best in races that are around

lE2®HIC LA T A - "Early challenge! 2400 o 3000 meters long.




BIZXT 5 LAND -"Keep the horse at Keep your horse near the back of the line of horses, then let it sprint toward the end of the race. Best in races that
the back” are around 3000 meters or longer.

Try to draft off of the back of another horse. Best used when drafting off of a fast horse. You will be required to select

ZWD% “—7 LA -"Let's mark this guy" an opposing horse to "mark”

These descriptions are only a rough guide for selecting a strategy for your race. Often I've found that strategies that don't make sense will work better at times, which
is all a result of the computer's randomness. Sometimes you tell a horse to hold back or run fast, and it doesn't do as you say (this is a feature of the game since the
horse might not obey your orders if its &4 - Temperament stat is low). So try various strategies and see what works best for you. The best strategy might also
depend on what jockey you are using.

Odds

When you go to the Odds screen, you will see an image such as that shown in the screenshot to the right (the one on the left). The horse number is listed on the left
side of the screen, in red. The numbers in the blue box are the pay out if you bet on this horse to win the race and it wins. It is a multiplier that determines how much
times your wager you will receive. Using the screenshot to the right as an example, if you bet 100000 yen on horse 5 and it wins, you get 7.5 x 100000 = 750000 yen.

To the right of the blue box is a range of numbers. These values are the amount that your wager will be multiplied by if you bet on a horse to finish in the top three and
it does so. The number is not predetermined, but will be within the range shown. Using the screenshot as an example again, say you bet on horse 5 to finish in one of
the top three places and it does so. You will get somewhere between 1.9 and 2.7 times your wager.

If you press A, you will go to a second screen with more odds, such as that shown in the screenshot farther to the right. This shows how much money you will win if
you bet on a quinella and you win. A quinella means you bet on two horses and they need to finish in first and second place (the order doesn't matter) in order for you
to win. Again, the values you will receive for winning are shown as a multiplier of your wager amount. To see how much you win, look for the column representing the
lowest numbered horse that you bet on. The column is labeled by the
blue numbers. Then, within that column, look for the number
corresponding to the second horse that you bet on, whose number will be
shown in the red area. The number that is at the intersection of your two
horse numbers will determine the multiplier that you will get for your
wager. Using the screenshot as an example, say you bet on horses 3 and
7 in a quinella. The table says that you will win 9.8 times your wager.

Betting Forms

1
2
2
a4
=
B
7
8

When you go to the Betting
Form screen by selecting
the 2ZE ("Polling place")

option from the Daily . OOODOM
Racing Form screen, you * ke ok ]
will see a screen such as b x % x %
that shown in the

screenshot to the right. & Sosn
Use the cursor to select &t 100000m
one of the three cards. The ::: ::::::z
three cards correspond to ast
different types of bets. As
said on the cards, they
represent bets to "win", "place-show", and "quinella". Here's how the bets are defined in this game:

* % & & & &

¢ Win - The horse you bet on must finish in first place.
¢ Place-Show - The horse you bet on must finish in first, second, or third place.
¢ Quinella - Bet on two horses. They must finish in first and second place (the ordering doesn't matter).

Move the cursor to a card and press A to select it. You can place 5 bets per card. First, use the UP/DOWN arrows to change which horse # you want to bet on, then
press RIGHT to move the cursor to the place where you can set how much yen () you want to bet. You can bet between 1000 and 100000 yen per line. Press A to
lock-in your bet, which cannot be changed after this point. Press B to stop entering wagers on the current card. Note that on the quinella card, you must enter two
horse numbers.

Races

Before the start of the race, make sure you note which horse's number belongs to your horse (or the horse you're
betting on). Otherwise, you won't know who to cheer for. Each number corresponds to a particular color, so you can look
for your horse by color. The color-number combination are:

. White
Black
Red
Blue
Yellow
Green

. Orange
Pink

©NO O A RN

You can only watch races (you don't get to control anything). So there's nothing to do except sit back and sip your mint julep.

Race Results and Payouts



At the end of the race, you will see a scoreboard that shows the top 5 finishers, as shown in the screenshot to the right. The Roman numerals in the blue circles
indicate the finishing place, and the numbers below them show which horse finished in the corresponding place.

Below the finishing place is shown how far ahead the horse finished compared to the horse behind it. In this example, horse #3 finished 1 second ahead of horse #5.
Horse #5 beat horse #7 by a head (28), horse #7 beat horse #1 by 1.5 seconds, etc.

If the time a horse finished ahead of the next horse was very small, it will

say that it won by a head (88), a neck (7 £), or by a nose (/7). 6 TR
R
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The next screen shows how much money is payed out for winning bets.
The amount shown is how much you win for each 100 yen wagered. The
amounts shown are (from top to bottom) the amount won by betting on
the winning horse to "win", three amounts corresponding to betting on the
top three finishers to "place-show", and the bottom value is the amount
won for betting on the top two horses to finish in a "quinella”. In this
example, if you bet on horse #3 to win, then you receive 800 yen for
every 100 yen you wagered. If you bet on horses #3, #5, or #7 to place-
show, then you receive 290, 410, and 630 yen for each 100 yen you
wagered, respectively. If you bet on horses #3 and #5 to finish in a
quinella, you receive 4540 yen for every 100 yen you wagered.

If you entered a horse in the race, the next screen you see will be a

H\Eb summary screen of the money you earned from the race. An example
1Epg y Yy
B . . . .
. E 1700000R screenshot is shown l|n the image on the far Ie.ft.. The topl value is the
18E8E « s amount of yen you win for the place that you finished. It is 80% of the
SE000000M = OF advertised prize. Where did the other 20% go? | don't know, but I'm
TOCO00M . " R . . .
. = om guessing to "the man". If you finished in sixth place or worse, you won't
HjiE%:—ﬁ FOO000M . get any prize money.
H nE 3450000
§-|- AE300000M %—l— 5850000M You always receive a 300000 yen reward for entering a horse in the race,
N N no matter what place you finish in. So this number is always paid to you.
.é.'_"@ 1273 18000M ,é.'_"@ 592278000R The third number down is your total earnings from the race. The bottom

number (in the white box) is your total money.

If you bet money on the race, you will next see a summary of your gambling winnings, as shown in the example screenshot on the near left. The top number is your
winnings if you bet on the winning horse to win, the next three numbers are your winnings if you correctly bet on a horse to place-show, and the fourth number is your
winnings if you correctly bet on the top two finishers in a quinella. The fifth number is your total winnings, and the bottom number (in the white box) is your total money.

Injured During Race

You horse might become injured during the race, which could even possibly lead to its death. Your first clue that the horse is injured/dead is that it won't reach the
finish line, it will simply vanish from the race. Hit reset if you want to prevent your horse from sustaining this injury/dying. If it happens, you will see the following
message on the results screen (the screen where you see the top five finishers and how much time they lead by):

$H (horsename)ld 2L HZ 5% bHwHL L TULET "Yet, (horse name) was unable to finish the race."
After this point, you will learn if your horse is OK, or if it did not survive. If it is OK, the text will say:
WLz ERRiFnE WhaoTEA, o . "Butit was nothing too significant, he is fine."

If the horse dies, the screen will go black and you'll see the following text: (horse name) Sl TAZDIF >0 FERAR & LAFLAIN, » « HALLLLD L
£ BA & oiE L7z "After inspecting (horse name), it was determined that he would be unable to recuperate. He had to be euthanized."

Strategy

Success in this game is contingent upon 4 factors:

1. Money - You need to make money so you can buy high pedigree horses.

2. Breeding - You need to breed and/or purchase high pedigree horses.

3. Training - You need to train your horses by listening to and following the trainer's advice.
4. Racing - You need to use grade A jockeys and good racing strategy.

Furthermore, you can approach this game from two different angles. One angle is to reset the game when the outcome of a race is not in your favor and retry until the
outcome is what you want. The other approach is to do it the way it was meant, which is to continue playing no matter what the outcome and deal with the added
frustration and difficulty. | will give advice for whichever approach you decide to use. Keep in mind that if you play Derby Stallion: Zegokuban (the sequel to this game),
you won't be able to reset the game and try again after a race because the game auto saves the result of the race before it shows it to you.

Making Money

There are two ways to make money: gambling and winning races with your horses. | discuss each option below.

Gambling:

Trying to make money by gambling is probably only a good idea if you are willing to reset the game often to get the outcome you desire. To win by gambling, you can
watch a race, then reset the game and bet on the result you just witnessed. It is not guaranteed to happen again, but there is a good chance it will. Read the
"Randomness in the Races" section of this FAQ for details about the variability in race outcomes. You can stand to make a lot of money by using this cheesy tactic,
but it depends on which horse wins (horses with long odds will give you a lot more money when they win than horses that are the favorite).



If you don't want to reset after each race to get the desired result, then you'll just be relying on luck to win your bets. It's probably not going to net you much money in
the long run, so | recommend against trying to earn money this way.

Making Money By Winning Races With Your Horses:

Winning races with your own horses is a good way to make money, especially if you're not willing to reset the game often to make money by betting. At the start, you
won't be able to afford good horses. So buy a horse you can afford. Perhaps a horse in the 1000 75 range, but even less (such as 500 J5[) is probably fine too.
You need to make sure you leave a good amount of reserve money since you have to pay to support your horses (100000 yen per month per horse). When
purchasing a horse form the market, it will be two years old. They can't race until they're three years old, and three year old races don't start until July. So you need
reserve money to support your horses while you wait for a horse to get old enough to race and finally start making you some money.

To maximize the money you make with a horse, you want to have it race as often as possible. Even losing badly is better than not racing since you get money from the
race. And if you do badly, your horse will drop in class, which means you can have it race in easier races that you might have a better chance of winning. But you don't
want to make your horse race if it is sick or injured. Listen to the trainer's advice and refer to the tables in this FAQ for guidance about what to do based on what the
trainer says. Your horse will be sick constantly, so you'll have to have patience and wait before racing it.

If your horse gets injured, it may be a major setback for you. A horse with an injured hoof won't be able to race for a very very long time. If you are poor, you may not
be able to save your business since you won't be able to make money by racing for an extended period of time. You will want to reset immediately when the trainer
says AN £ 5 FH  ~2TT ("Something seems wrong") after training, because it means your horse is injured.

Breeding a Championship Horse

You can get great racing horses in two ways. The first is to buy expensive male horses from the market. When viewing a male horse at the market, look for horses that
make the trainer say 77 Y @ |F > & 5 T ("Quite a pedigree"). Those around 9000 J5F3 are probably the price range you will want to shoot for in order to win Gl
races consistently, but cheaper horses can certainly do well in those races on occasion.

Buying expensive female horses will help even more. If you have one, you can just breed it with a studhorse every year and continually produce high pedigree racing
horses for a relatively small cost. But buying female horses in the first place can be expensive. Eventually, you want to aim for females that cost 30000 J5F or more.
When you can afford it, you will want to buy several so you can pump out several race horses per year and give yourself a good chance to win a lot of Gl races. There
seems to be randomness in the foals produced from breeding. Breeding the same female with the same studhorse seems to produce both great horses and mediocre
horses. So expect a range of results, mostly good though.

When breeding, you want to choose studhorses with high grades, mostly A's. The most expensive studhorse is Northern Taste (/ —%' > 7— X ), with a fee of
2000 /5 required to breed with him. Since he has an A in all categories, he seems the best choice. But note that his distance range is reported to be 1600-2000
meters. If this is true, then you might want to use other studhorses sometimes to get horses that will be good at racing in other distances. Also, some horses might be
better at racing in dirt or grass than Northern Taste. | can't tell what the symbols under the "Dirt" stat represent, so | can't say for sure. But | found that using Northern
Taste gave good results in races outside the 1600-2000 meter range, and both in grass and in dirt. | was using expensive female horses, so perhaps the combination
overcame Northern Taste's weaknesses.

Training a Championship Horse

When you first start training a horse, it will be fat. The trainer will say 7208 1 WLk 5 TT Al LIESHWLE L—XICIE 2Hhx FEAR ("Heis quite
fat. He won't be able to race for awhile"). You need to make the horse lose weight. Train, and select the option 3% ("Strengthen") from the third column. It doesn't
matter what you choose from the first two columns, but try to mix it up. You want to choose the 38 option because it will cause the horse to lose 2 to 4 pounds, while
the first option usually produces no weight gain. The third option can produce even more weight gain, but it can tend to cause the horse to get injured, so avoid it
unless you're desperate to make the horse lose weight quickly.

After losing some weight, the trainer will starttosay £70 b & >& JHEHTYE HHIVE//E VD& T 1 ("Heis still a bit fat. He needs to be worked
harder"). Keep training the horse to lose more weight.

Eventually, the trainer will start telling you about the horse's condition (energetic, tired, etc.). At this point, the horse's weight is acceptable. You can start running in
races, but only do so if the trainer tells you that the horse is healthy. See the table in the Stable Screen section of this FAQ for help determining when you can race
your horse. If the horse is not completely healthy, it will usually perform poorly in the race no matter what. After racing one time, the horse's racing weight will be
recorded. A number below the horse's weight on the stat screen will tell you how much weight the horse has gained or lost since its last race. Try to keep this number
around zero, although shaving a couple kilograms off the horse here and there might help so you can try that too.

Racing Advice

When racing, you need to choose a strategy for your jockey to use during the race (i.e. making the horse sprint from start to finish, holding the horse back to conserve
energy until the end, etc.). The best strategy will likely depend on the length of the race. See the Racing Strategy section of this FAQ for a table showing the options
and approximate race lengths that | found them to be best for. However, the guidelines in the table are only a rough estimate of the best strategy to use. Due to
randomness, the best strategy for a particular race can be anything. For best results, reset the game if you lose and try again with a different strategy. Furthermore, if
you are unable to win with all the strategies, you might want to change jockeys and try again. If that still doesn't help, try having the horse lose weight and retry again.
If all of these don't seem to help you win a particular race, you probably won't be able to win no matter what you do, so give up on the race and try it again next year.

A way to improve your odds in races is to enter two of your horses in the race at the same time. If both of your horses are good, it will give you two chances to win,
obviously. But even if one of the horses is weak, it will take the place of an opposing horse, so you have one less horse to defeat.

Randomness in the Races:

During each horse race, not all outcomes are possible. In fact, only three outcomes are possible per race. What does this mean? Well, if you watch a race, you will
see the top five finishers listed on a score board. For example: 6, 2, 1, 8, 3. Here, horse #6 finished in first place, horse #2 finished in second place, and so on. If you
reset the game and re-watch the same race, you might see a different result. For example: 2, 6, 4, 1, 5. If you continue to reset and watch it more times, you might see
a third result. For example: 3, 2, 6, 5, 8.



After resetting and re-watching the same race dozens of times, you will eventually realize that these three results are the only ones you see. You will never see any
other order of finishing horses. If you count the occurrence of each outcome, you will find that one of these results happens the most often, around 60% of the time.
The other two outcomes are more rare, each occurring around 20% of the time.

So if you are rooting for a particular horse to win (because it's your own horse, or maybe because you want to bet on it and get a huge payout), it is possible you will
never get the result you want. The three possible outcomes don't necessarily correlate with the odds of each horse winning according to the betting odds.

List of Gl Races

Race Date Distance | Age Range
BEBH#35&S - Asahi Hai 3 Year Old Stakes | Month 12 - Week 2 (1600 m |3

EHE - Satsuki Sho Month 4 - Week 4 |2000m |4

HZA X — £ — - Japanese Derby Month 6 - Week 2 |2400 m (4

FILE - Kikuka Sho Month 11 - Week 1 {3000 m (4

KEE - & - Tenno Sho (Spring) Month 5 - Week 1 [3200m |5 and up
KEE - # - Tenno Sho (Autumn) Month 10 - Week 4 | 2000 m |4 and up
ZLHEES - Yasuda Kinen Month 5 - Week 4 [1600 m |5 and up
~ 4 JLCS - Mile Championship Month 11 - Week 3 [1600 m |4 and up
2 7)) v & — XS - Sprinters Stakes Month 12 - Week 31200 m |4 and up
¥ v/ Hh v 7 - Japan Cup Month 11 - Week 4 | 2400 m |4 and up
EIRFCE - Takarazuka Kinen Month 6 - Week 4 (2200 m |4 and up
BEEEE - Arima Kinen Month 12 - Week 4 [ 2500 m |4 and up
Conclusion

| hope you manage to get through Best Keiba. Even with this FAQ, it will take a lot of patience and luck. If you have questions, suggestions, or something to
contribute, please email me at lastbosskiller@gmail.com.

Thanks to the NES FAQ Completion Project contributors and followers for motivation to write these FAQs and a lot of fun.

Special thanks to GForce645 for inspiration to tackle this game!
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