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WARNING: READ BEFORE USING YOUR PlayStation® GAME CONSOLE

A very small percentage of individuals may experience epileptic seizures when exposed to T@ b u @ © f @ @ @ @ @ n @ S
certain light patterns or flashing lights. Exposure to certain patterns or backgrounds on a
television screen or while playing video games, including games played on the
PlayStation game console, may induce an epileptic seizure in these individuals. Certain
conditions may induce previously undetected epileptic symptoms even in persons who
have no history of prior seizures or epilepsy. If you, or anyone in your family, has an
epileptic condition, consult your physician prior to playing. If you experience any of the
following while playing a video game - dizziness, altered vision, eye or muscle twitches,
loss of awareness, disorientation, any involuntary movement, or convulsions -
IMMEDIATELY discontinue use and consult your physician before resuming play.
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WARNING TO OWNERS OF PROJECTION TELEVISIONS

Still pictures of images may cause permanent picture-tube damage or mark the phosphor
of the CRT. Avoid repeated or extended use of video games on large screen projection
televisions. Refer to your projection TV instruction manual for more details.

USE OF UNAUTHORIZED PRODUCT

The use of software or peripherals not authorized by Sony Computer Entertainment
America may damage your console and/or invalidate your warranty. Only official or
licensed peripherals should be used in the controller ports or memory card slots.

HANDLING YOUR PlayStation® DISC

* This compact disc is intended for use only with the PlayStation game console.

* Do not bend it, crush it, or submerge it in liquids.

« Do not leave it in direct sunlight or near a radiator or other heat source.

* Be sure to take a break during extended play.

« Keep this compact disc clean. Always hold the disc by the edges and keep it in its
protective case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping it in i
straight lines from the outer edge. Never use solvents or abrasives. TNy
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Starting out

1. Set up your PlayStation® game console accordlng to the instructions in
the User’s Manual.

2. Check that the Console is OFF before inserting or removing a Disc.

3. Insert the Power Spike® Pro Beach Volleyball Disc and close the Disc
Cover. :

4, To load a game or save a new game, insert a MEMORY CARD into
MEMORY CARD Slot |. Make sure you have at least one free MEMORY
CARD block available.

5. Connect your Controllers and turn on the Console using the POWER
Button (ON). Do not connect or disconnect peripherals or MEMORY
CARDS while the PlayStation is turned on.

NOTE: Never remove or insert-a MEMORY CARD or turn the PlayStation

power OFF when loading or saving.

RESET BUTTON o

POWER INDIGATOR ————————| . e o
POWER BUTION ———————————| 5
CONTROLLER PORT

Power Spike® Pro Beach Volleyball showcases the sport of
professional beach volleyball. Each pro volleyball team consists of two
highly skilled athletes. Power Spike has over 40 of the top professmnal male
and female players from around the world including superstar Gabrielle
Reece! Compete for sand superiority in the World Tour, serve up a fnendly
Exhibition game or refine your volleyball skills in the Practice mode.

Up to four players can compete using a Multi Tap™ with their favorite pro
player. Or create a custom player and see how you fare against the pros!

NOTE: When using the Multi Tap™, be sure to insert the Multi Tap™ into
Controller port | and have at least one controller connected to Controller
Port |-A before powering up.

DUALSHOCK™ analog controller

button. 2 IGEN button

button - “ \— [GEH button

Directional buttons

eft Stick

SELECT button | START button
ANALOG mode switch 3



; bout to hit the ball will instruct your teammate to spike
the ball on the next hit. If thi

your teammate is setting, he or she will bump the ball

towards the net for you to spike. The @ Button used

while splkmg will “dink” (aka: lob) the.ball over the net.

ove button. When used, you will
~jump serve, a higher pass and a higher set. When
this is your power attack; your strongest shot.

is the block button; use this to defend your court
%m -opponent’s aﬁtempmconng'

[ L1] butﬁ'ﬁ Ch&ge team tactics. The current setting is displayed
“" below the power bar.
Attack: Teammate plays up to the net and attempts to
block any incoming spikes.
Defense: Teammate plays back, allowing player to play at
_ the net and attempt to block spikes from the opponents.

START buttbn Pause the game dunng play.

ﬁ":"\s-a

players can be used in Exhibition mode.

; ~pnd

World Tour Mode
If you think you have what it takes to rule the sands, enter the World Tour!

- The World Tour consists of eight separate tournaments in which each team

earns points based on their finish. Points are cumulative as eac,h’team

progresses from tournament to tournament. e

Points for Placmg in Top 50fa Tournament

|st e e e
27 pomts o e e o : S

3d 24 points

4th 21 points

bih 18 points ”’-

:&)TIP: Do well in the World Tour and you may be rewardé’di
s -
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Practice Mode _
 Practice mode lets you hone your volleyball skills against the computer on
the beach! In this mode, points are not awarded. You still play the game
normally, the main difference is there is no winner and no loser. You simply
- play to practice. S _

Replay Mode

The Replay mode captures the most
recent play. While in Replay mode, press

£ the START button to enter the Controlled
Replay mode. The 4 directional button
reverses the replay and the # directional
button fast forwards the replay. The

~ directional button zooms the camera in

Options Mode
Game Settings

Difficulty Set the difficulty of your CPU opponents to ‘ B . d the = directional DR Gims.out
Amafeussleulyalico o4 stax : [  Press and to cycle through the
Default Camera Set the default camera angle. One Lateral (side)

various angles to get a better view of the

view and 3 back views are available -
action.

Automatic Replay Turn the Automatic Replay on YES/NO
Player Indicator Turn the Player Indicator on YES/NO

Player Positioning Pl :

4 T : ayer Editor

Aimir?gug:rsor gzzrltfz?rr:fl{uegrgﬁiﬂﬂ:iﬁ:ﬁ?r&ﬁ?? No The first option given is the naming option. Press the & and ® directional
i Torn the Auto-Load feature on, YES/NO, save buttons to cycle through the characters and press the 4 and § directional

buttons to change the cursor position. The name can be up to ten
characters long. Initials can be up to 3 characters long. Press the &3 button
| to change the letters and once more to exit.

game will automatically be loaded at start up

Screen Adjustment This option allows you to adjust the screen to

best fit your television .
Sound The Soan FX and Ambient Sound Volume can 'IE:] JaicAl Appea_lrance ;

be adjusted here ere are three skin tones to cho_ose from, from fair to tan to dark. Your
Controls There are 3 set controller configurations to character can have one of four hair colors: blonde, brune‘tte, red or black.

choose from Next choose an outfit for your custom player. You can mix and match the
Save or Load Save or Load settings to/from MEMORY CARD sixteen jerseys and shorts available to tailor the look of your player. Finally,

NOTE: When saving or loading, do not insert or remove the MEMORY

’ you can choose whether they wear a cap and/or sunglasses.
6CARD when loading from or saving to the MEMORY CARD. ‘



nts for you to distribute.

¢ Your character’s overall strength
Skill of your serve technique

- Defensive prowess at the net
Determines passing accuracy
How well the player sets the ball

Vibration Turn Vibration on YES/NO

Sound Options

Sound FX Volume  Set the Sound FX level

Ambient Sound ‘Set the Ambient Sound level
Volume :

b

Replay
[,_ Replay —Press-the- (<] button to show thﬂug volley
Controlled Replay While in Replay mode, press the START button
to enter the Controlled Replay mode
- Resume Game Return to the game in progress
Quit Quits out to the Main Menu -

%.

NOTE: When you quit out of a World Tour match, you are also given«an
opt%o save your progress up to that point. %



General Rules
The objective of the game is to hit the ball over - the net and to have the ball

land on the ground in the opponent’s side of the court while preventing it

from landing on your own side. When the ball is in play, a “rally” begins and
continues until the ball touches the ground, lands out of the court, or fails
to cross the net after the third hit. There are a few things to remember...

» Each team gets up to three hits to get the ball over into the opponent’s court

» A player can use any body part to keep the ball in play (that includes feet!)

« A player cannot hit the ball twice consecutively — except after making contact
with the ball during a block and any immediate contact with the ball afterward

* The ball is playable off the net as long as it bounces off the net after the first or
second hit

» A ball served into'the net results in-a side out for the other team

» A ball that is hit on the line is considered in-bounds

* [f a ball crosses the net outside of the red and white antenna extending upward at
either side of the net, the ball is considered out of bounds

Serving

Only the serving team scores a point if it wins the rally. If the receiving
team wins the rally, they earn a “side out” and a chance to serve for a
point. The players on each team alternate who serves each time a side out
is earned.

10

Scoring
‘The first team to score |5 points with at least a 2 point margin wins the

: -;,match In the event that the score is tied 16-16, the first team to score 17
~ points wins the match. After every 5 points played the teams switch sides -
of the court.

Playing the game

Initially, the controls may take some getting used to. The important thing to
remember is-that in order to hit the ball with more control, you will need
to press the button to hit the ball slightly before the ball gets to your play-
er. If you press the hit button just as the ball gets to your player, you may
still make contact with the ball but you will likely have less control, especial-
ly if you are still moving when the hit is made, Ideally, you want to be under
the ball so you can maintain more control of any bump or set. At the Pro
and All-Star difficulty levels, the importance of getting into position and
pressing the hit button early to take advantage of Advanced Passing
becomes more essential to winning.

Tlp Always try to position your player in an open area of the court.
mnn“f you and your teammate are standing near the same area, an area of
the court will be vulnerable for the other team to exploit.



ation of your teammate. . direct an on-screen cursor while

ens -~~~ process-of bumping/passing the ball, the cursor WIII app
using the directional buttons, you can precisely aim where you Wz

medium difficulty setting. The speed of the game is normal, a bit to go. The same holds true for setting as well.

an the Amateur difficulty setting. Not only is the overall game

asp_eed quicker-and the comptm-oppomnts more challengmg, but Spiking \ : -4

Advanced Passing replacg s Automatic Passing. When in the act of spiking the ball, an- aimlng cursor appezrsaif the oppo-

nent’s court. Use the directional buttons to maneuver thef iming cursor

around. By pressing and holding the hit button you can zd|ust the strength

: A}I-Star is the most cha!!engmg diffi culty setting. Your opponents are very ~of the spike r
roa - by releasing the button when s,bg wer h*a_,r_neeches the level
" aggress Mften aiming for baselines and hit‘t e ball over the net when . you warI?t !2)! e — ,,pwg
you least expect them to. Game speed is even faster than in Pro Mode and Y
you must use Advanced Passing. g
- J"@ ‘h“’ =
> .
-y -
- "%\’




Player Positioning Guide :

The Player Positioning Guide is the expanding/contracting circle displayed
on the court while the ball is in play. Although the center of the circle is the
general area where the ball is going to land, the circle at its widest repre-
sents the area the player needs to be in order to make contact with the
ball. Below are a couple of tips in regards to positioning yourself within the
guide:

Tip: When bumping the ball, try to position-yourself at the front of
mises | the circle (closest to net) and make sure you press the hit button
slightly before the ball gets to the player.

(W M)Tlp When:setting the ball, try to position yourself near the middle of
"%/ the player positioning guide.

Ty Tip: When spiking the ball, try to position yourself near the back of
minass I the player positioning guide (away from the net) when you press the
hit button.

NOTE: The expanding/contracting circle has nothing to do with the height
of the incoming ball. It is merely a “dynamic” way of showing the Player
Positioning Guide.

. Aiming Cursor

Each serve can be aimed using the aiming cursor. In addition, the aiming

ty levels. In Amateur Mode, the aiming cursor can ‘be used to direct your

~ spikes or third hits. The aiming cursor can be set to No, Normal, or Quick.

No: No cursor is visible
Normal: The cursor remains visible until the hit is executed
Quick: The cursor is shown for a brief period of time (so that
your opponent in a multiplayer game cannot “see” where
you are aiming the ball)
Power Bars

The power bars are the strength meters located next to the player indica-
tor icon which show the strength of a shot for that player. When the hit
button is held during a shot, the bar fills up from left to right. Your hit
strength increases according to the level at which the power bar is filled.

Tip: The harder the shot, the less control you have over it. The bar
nigm}Changes colors from green to red, from more control to less control
respectively.

~ cursor can be used to direct bumps and sets in the Pro and All-Star difficul-
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" Technical Support (U.S. & Canada)

Assistance Via World Wide Web

Get up-to-the-minute technical information at the lnfogrames Entertammem S.A. web-site, at:
http://www.us.infogrames.com, web-site, twenty-four hours a day, seven days a week. Throtgh this site you'll
have access to our FAQ documents (Frequently Asked Questions), which contain our latest troubleshooting
information. You'll have access to our FTP (File Transfer Prntocnl) area where you can download patches and
new enhancements as soon as they become available, and an E-Mail area where you can leave us your tech

-support problems and questions if you do not find your answers within the FAQ.

Help Via Telephone/Fax Or Mail In The United States & Canada

For phone assistance, call Infogrames Entertainment S.A.Tech Support at 425-951-7106. We have an
Interactive Voice Response and Faxback system that is available twenty-four hours a day, seven days a week. If
you should need live support, we are available Monday through Friday, 8:00 AM until 6:00 PM (PST). Please
note that live Tech Support may be closed on major holidays. We ask that you do the following when calling:
be at your system; have your system information ready for our technicians. It will expedite your handling sig-
nificantly. You may alse fax in your Technical Support questions or problems to: (425).806-0480, or write in to
the address below.

Product Return Procedures In The United States & Canada

In the event our technicians at 425-951-7106 determine that you will need to forward materials directly to us,
please include a brief letter explaining what is enclosed and why. Make sure you include the Return
Merchandise Authorization Number (RMA#) supplied to you by the technician and your telephone number in
case we need to call you. Any materials not containing this RMA# will be returned to you unprocessed. Your
mail should be sent to the following address:

Infogrames Entertainment S.A.
13110 NE 177th Place

Suite # B101, Box180

Woodinville, WA 98072-9965
Attn: Technical Support

RMA#: (include your RMA# here) 19



Warranty Policy In The United States & Canada

If our technicians determine that the product storage medium is found to be defective within ninety (90) days
of original purchase, (unless otherwise provided by applicable law), Infogrames Entertainment S.A.will replace
the item free of charge, to the original purchaser, if the item is accompanied by the original dated receipt and
packaging. If you do not have the original receipt, or if the warranty period has expired, Infogrames
Entertainment S.A.will replace the product storage medium for a nominal fee.

Other

Please do not make unauthorized copies. The program you've purchased was produced through the ef!or_ts of
many people who earn their livelihood from its lawful use. Don't make copies for others who have not paid for
the right to use it. To report copyright violations to the Software Publishers Association, call 1-800-388-PIR8
or write:

Software Publishers Association
1101 Connecticut Ave., Suite 901
NW Washington, DC 20036

This program is protected by United States federal and international copyright laws.

All trademarks mentioned in this manual are the property of their respective owners.

Copyright Notice

Power Spike Pro Beach Volleyball © 2000 Carapace. All Rights Reserved. Distributed under license by
Infogrames Inc. Power Spike is a registered trademark of Regent Sports Corp. and is used under license from
Regent Sports Corp. Infogrames is a trademark of Infogrames Entertainment S.A. FIVB and the FIVB logos are
trademarks of the Federation Internationale de Volleyball. Mikasa and the Mikasa logo © 2000 Mikasa Sports
USA. All Rights Reserved. SoBe, the SoBe logo and the SoBe Lizard logo are trademarks of the South Beach
Beverage Company. All Rights Reserved. Gabrielle Reece Cover Photo © 2000 Peggy Sirota. All rights
reserved. Licensed by Sony Computer Entertainment America for use with the PlayStation game console.
PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The
ratings icon is a trademark of the Interactive Digital Software Association.
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END-USER LICENSE AGREEMENT

PLEASE READ CAREFULLY. BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS END-
USER LICENSE AGREEMENT ("LICENSE"). IF YOU DO NOT AGREE TO THESE TERMS, DO NOT USE THE SOFTWARE AND
PROMPTLY RETURN THE DISC OR CARTRIDGE IN ITS ORIGINAL PACKAGING TO THE PLACE OF PURCHASE.

il Grant of License. The software accompanying this license and related documentation (the "Software") is licensed to you, not sold, by
Infogrames Inc., and its use is subject to this license. lnlo%rames grants to you a limited, personal, non-exclusive right to use the Software
in the manner described in the user documentation. If the Software is configured for loading onto a hard drive, you may load the Software
only onto the hard drive of a single machine and run the Software from only that hard drive. You may permanently transfer all rights
Infogrames grants to you in this license, provided you refain no copies, you transfer all of the Software (including all component parts, the
media and printed materials, and any upgrades), and the recipient reads and accepts this license. Infogrames reserves all rights not
expressly granted to you by this Agreement.

2. Restrictions. Infogrames or its suppliers own the title, copyright, and other intellectual property rights in the Software. The Software con-
fains copyrighted malerial, trade secrets and other proprietary material. You may not delete the copyright notices or any other proprietary
legends on the original copy of the Software. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the
Software. You may not copy, rent, lease, sublicense or distribute the Software. You may not electronically transmit the Software from one
gump(tjjten console or other platform to anather or over a network. Any attempt to transfer any of the rights, duties or obligations hereunder
is void.

3 Termination. This License is effective until terminated. You may terminate this License at any time by destroying the Software. This
License will terminate immediately without notice from Infogrames if you fail to comply with any provision of this license. Upon termina-
tion, you must destroy the Software.

4, Disclaimer of Warranty on Software. You are aware and agree that use of the Software and the media on which it is recorded is at
your sole risk. The Software and the media are provided "AS 1S." Unless otherwise provided by applicable law, Infogrames warrants to the
original purchaser of this product that the Software storage medium will be free from defects of materials and workmanship for ninety (90)
days from the date of purchase. This warranly is void if the defect has arisen through accident, abuse, neglect or misapplication.
INFOGRAMES EXPRESSLY DISCLAIMS ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIM-
ITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE.
INFOGRAMES DOES NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR
REQUIREMENTS. NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY INFOGRAMES OR ANY INFOGRAMES-
AUTHORIZED REPRESENTATIVE SHALL CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WAR-
RANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLU-
SIONS MAY NOT APPLY TO YOU.

B Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL INFOGRAMES BE LIABLE FOR
ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES IN CONNECTION WITH THE SOFTWARE, INCLUDING
THOSE THAT RESULT FROM THE USE OF OR INABILITY TO USE THE SOFTWARE, EVEN IF INA HAS BEEN ADVISED
OF THE POSSIBILITY OF THOSE DAMAGES. IN NO EVENT SHALL INFOGRAMES’ TOTAL LIABILITY TO YOU FOR ALL
DAMAGES, LOSSES AND CAUSES OF ACTION (WHETHER IN CONTRACT, TORT OR OTHERWISE) EXCEED THE AMOUNT
PAID BY YOU FOR THE SOFTWARE. SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF
k[rﬂgf#l}'g ;gﬁ INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT

6. Miscellaneous. This license shall be governed by and construed in accordance with the laws of the State of California, USA, exclusive of its
choice of law and/or conflicts of law jurisprudence; and, in respect of any dispute which may arise hereunder, you consent to the jurisdiction
of the federal and state courts of Santa Clara County, California. If any provision of this license is unenforceable, the rest of it shall remain in
effect. This license (including any addendum or amendment to this license which is included with the Software) constitutes the entire agree-
ment between you and Infogrames with respect to the use of the Software and the support services (if any) and they supersede all prior or
lqzynlemporaneous oral or written communications and representations with respect to the Software or any other subject matter covered by this
icense.

21
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