


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when
exposed to 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 2 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 Conienfs
fo playing. If you experience any of the following symptoms while playing a video
game — dizziness, altered vision, eye or muscle twitches, loss of awareness, SAMNG UP covoovvcnniiisiisinin i, 3
disorientation, any involuntary movement, or convulsions — IMMEDIATELY Cetting Started ..icccociicombatisarssmmumsssnisssssasmnses 4
[ ; . . (] (7o [¥ (<3 7o o ARRURSSUPPA U, .
discontinue use and consult your physician before resuming play.
New Game .....ccociiiiiiiiiriiiieeee e ssesineasieeesnee D
10 T R e S BN B 9 B v o e L O, 5
WARNING TO OWNERS OF PROJECTION TELEVISIONS: Passport Selechon .............................................. 5
Do not connect your PlayStation 2 console to a projection TV without first oamShark wlimal it s it el 5
consulting the user manual for your projection TV, unless it is of the LCD type. Map Plinth (Main Menu) .. RUTTTROUUROUURRRRY - 2 J
Otherwise, it may permanently damage your TV screen. Competition mode — The B;g Hu’r T 4
Fll g0l e o g copemoremecRun it SIS . 7
USE OF UNAUTHORIZED PRODUCT: Side Beffing -k ilinn inabnsniiii st 7
The use of software or peripherals not authorized by Sony Computer Entertainment MONBY oo /
America may damage your console and/or invalidate your warranty. Only official or Practice table and Crazy fable mode................... 8
licensed peripherals should be used in the controller ports or memory card slots. S:;E]g
Sl AC el R e i 11
Dropzone
* This disc is intended for use only with PlayStation 2 consoles Coconut Shy
with the NTSC U/C designation. Skeepool
* Do not bend it, crush it or submerge it in liquids. FEEl G sl o s [y SRS S S 12
* Do not leave it in direct sunlight or near a radiator or other source of heat. RAUSEIMBTIU oot s s s nediesiis aissaas 13
* Be sure to take an occasional rest break during extended play. |eral Sl S . & O N 14-17
* Keep this compact disc clean. Always hold the disc by the edges and STEREIEE i SOOI | T 18
VBRI ..o I L rsesnesss s 22

keep it in its protective case when not in use. Clean the disc with a lint-free,
soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.



Starting up

DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS

L2 button -
L1 button

directional
buttons

left analog stick J

(L3 button when pushed down) ‘ ‘
oELEGST huttoly ——— =
ANALOG mode button

START button
| right analog stick
(R3 button when pushed down)

- pool prse

R2 button

i— — R1button

L Z\ button

QO button
X button
O] button

4 R

MEMORY CARD slot 2

Getting Started

MEMORY CARD slot 1 — 5 i i
: 1= m_), RESET button
=T ;‘j
| . —— OPEN button

USE connector

controller port 1
controller port 2

Set up your PlayStation®2 computer entertainment system according fo
the instructions in its Instruction Manual. Make sure the MAIN POWER
switch (located on the back of the console) is turned ON. Press the
RESET button. When the power indicator lights up, press the OPEN
button and the disc tray will open. Place the POOL PARADISE disc on
the disc tray with the label side facing up. Press the OPEN button again
and the disc tray will close. Atiach game controllers and other
peripherals, as appropriate. Follow on-screen instructions and refer to
this manual for information on using the software.

Memory Card (8MB)(for PlayStation®2)

To save game settings and progress, insert a memory card (8MB)(for
PloyStation®2) into MEMORY CARD slot 1 of your PlayStation®2
system. You can load saved game data from the same memory card or
any memory card (8MB)(for PlayStation®2) containing previously
Sa\fgd_gqmes_
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1 Introduction ) 2 ™\

A

. visit fo the local

’ Il your money or spend it
{ foulishly in the shop then you
' may heve to return fo the

Welcome to paradise, Pool Paradise - gathered on this beautiful tropical
island are some of the world’s best players...and you!l Your task is fo
reach the top of the leader board by beating them at various game types
to prove you're the true pool champion.

New game

When you first start the game you'll be presented with the following
choices: 1 or 2 player. Choose whether you are going o play a
‘one player’ game or a ‘two player’ game.

Sign in
This area allows you to choose one of the 8 nametags, which effectively
act os ‘sove slots’. If an emply slot is chosen, you will create o new

character (save game) from scratch. f a used slot is chosen, that
character is ‘loaded’ as Player 1.

Passport Selection

Choose one of the 12 pre-generated character passports to represent
you in the game, the player’s name can be edited to anything you want
and will then appear alongside your chosen picture on your selected
name tag.

Loan Shark

As you've arrived on Poal
Paradise completely broke,
yau're gaing fo have to pay a
‘bank’ to
make a withdrawal it you
want tg fake part int the
Jcompeifion. Shouldyou lose

Loan %ork Don't
mqke @ habit of it though!

This takes

Map Plinth (Menu)

The Pool Paradise Island is navigated via a 3D menu system, Use the map
to go to different locations around the island. Some of the destinations will
have fo be unlocked by winning games and buying in the shop with your
winnings. Each area has a specific purpose as follows:

Reception

This takes you back to Reception where you can start a new game or edit
an existing player.

Competition

This takes you to the Big Hut, where the competition games are played.

Practice

This takes you to the practise table at the far end of the beach. Use this
mode to practise your pool skills,

Crazy Tables (locked)

This takes you to a large hut where you gie‘r to play a game of pool on
crazy shaped tables, if any are available that is!

Darts (locked)

This takes you to the Dart Board, where you can play a game of darfs.

Shop

]YOU to the Shop, where cues and accessories can be
urchased. There may also be a few extras there, if you look
ard enqug h!

' Dropzone (Iocked]

-Takes vBu down +o the end of the' pier for a bit of nostalgias

f.-_,‘ | Coconut shy (locked)

Tokesiyou to doconut canyon for a blast at the traditional cogonut shy
wifh ddded bang! | | al

pool paoradise




/

Takes you to the traditional funfair game.

Skeepool (locked)

Competition Mode — The Big Hut

This is Poel Paradise’s bar room where all the competition games take
place. Your mission is to reach No. 1 in the rankings. You'll start af the
bottom of the ladder and will only be able to afford to play the lowest
ranked players initially. As you win and your career earnings rise so will
your rankings. Stakes become very high for games at the fop of the
ladder so be careful, losing is going to send you tumbling down!

Practice Table

Tournaments

While playing in the competition side tournaments may be offered to
you. These only feature one rule type, i.e. UK 8 ball. These are nof
compulsory, but are a useful way fo gain money and trophies. Each
tournament requires an entry fee, which is lost if you should fail to win.
So, you feeling lucky?

Side Betting

Fancy making some more money? Of course you do! Occasionally your
competition opponents may offer you a ‘side bet ' on a specific shot. To
check the offer just press the Cbutton when the bet icon (dollar sign)
appears above the opponenl’s piciure. The bet can be checked for the
amount of money offered and what ball and pocket are nominated.
Then either decline or accept the bet.

Money

What dées money buy? Happiness-evetyoné knows thal

Buf iF-eon also buy you lots of ﬁ;r‘ilﬁ%ﬁ,j’_‘fhings that are available in the
" island’s shop. Use your winnings to purchase'them, but don't spend foo
mu¢h feo soonjor you'll never get uplthe rarkings-and that's Wherg the
big m@ney is! Well, then you'd bettef start earmng some money:in the
campetition and then you'll be able t& buy them. !

W poge seven pool paradise

If you don't want fo risk losing any money, then this is the place for youl!
Pick a rule type and an opponent and away you go. Should you wish to
retake a shot on the practice table, enter the pause menu and select the
‘undo shot’ option.

Crazy Tables

2 g
Thigis the hut where all of the funky tables enthe island can be f
Fancy. gﬂaymg pool with a whole newwist? Well fhen you'd'Betiersicrt
eafping some money in the competition and then you'll be Gkﬁe ta buy
them. BAccess 1o the fables can be purchaséd frém the i
Oncefpurchased the covers come offiand thel fable becomes

" bool paradise
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( Darts \ ﬁ Shop \

Lots of bargains are to be found at the island’s favourite store.
g

This cleverly craffed tree allows for a nice game of darts!
’ _ QK, it's the only store!

"

501 and 301 4

Players alternate throwing 3 darts at the board. Each player must reach o
zero in the fewest number of throws possible. The players must reach F
zero or ‘check out’ by throwing a double with the last shot. For example, | Su b~g(] mes
it the player has 28 remaining then they must throw dOUble_ 14. The Here you can buy access to the sub-games that are scattered
player may also throw a bullseye to check out if they have 50 points around the'island.
remaining. If the player scores more than the required points, they will
bust’. The score will then be reset to the score they had before they Gadge’rs
commenced their furn. ! {8 : ..
Pick up some useful little things for you to play with.
Toys for the boys!
Round the clock
Each player must shoot one dart into numbered segment. This must be Cues
done in numerical order from 1 — 20, 25 and Bullseye. The first player Here you can purchase a number of different cues.
to go ‘round the clock’ is the winner!
). _ ; Crazy Tables
Note. Hitting d?ubles and friples Vj”" skip you one and two | "Purchase some very sfrangely shaped fables. They give awhole
numbers respectively. For Example, hit a double 9 and you!ll skip | few dimension -t the’game ofpool!
10 and go straight to 11. 4 f : e
Controls e ' Baizes i
Target - left analog stick "Buy some tool custom cloth forlthe competition andpragtice
Throw - X button ' 3 tables. Once purchased, select them in your inventory andi@pply
Look Left — L1 button them to the table. :

Look Right —R2 button

B page nine pool paradise 15
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Dropzone Pool Controls
R1 button & left analog stick:
Directional Zoom camera in/out | button:
buttons: L1 bottat: A
| M k Togagle viewline View confroller
{ Moves:sirike (only applicable if gadgets are owned) configuration
' point on the
cueball i 2 -
pramel RiBen: A bgﬂon. p
s oving this Sl aaa Cycle through
S |point adds spin L2 button: modes”
B A and swerve Screen info on/off
B to the ball, ) button:
— ol : ,‘:\ '-1 which is useful Check bets**
Where do old arcade games go to refire? Why, Paradise Island of [ for more Ve
course! A vintage shoot-em up from a bygone eral : advanced —— * button
S}IOiS. BC oo TIn d I h
D C t | carefull the . ‘:::‘u]e
ropzone onirols | more exfreme P a - 5 :.g
Move - directional buttens or left analog stick ' the swerve, the . -
o ! i = Moves cue
Shoot - X button ; | more likely you - Hesekword cnd
loak - [[] bution are fo miscue! | TR
Cloak - || butte - / forward. This is

Smart bomb - £\ button used to

determine shot
power. lust like
real pool, the

Coconut Shy

Left analog

Knock as many coconuls off as you can within the time limit. The cannon stick: Right I further the cue
ires { ic i : Moves cue left SELECT button: HEEY SNy [ ;
fires and reloads automatically, so all you need 1o do is to move it left oYR: : utton: i is moved back
and right and change its elevation! ;:S;SZL:ZE] Not used. (TR ey and then
== camera around. ; Dush;dh
orward the
Coconut Shy Controls harder the
Target - left analog stick or directional buttons c on
E 2 START button: R
Pause/Menu Sae

Skeepool ! FEN

v N

| will be. i\

3 I' Y | e L

e, i }
Shoot the balls'up the ramp and-inie the scom;g zones. Use ydur skill
and timing to set’ #he direction and powsiliry ta. ge1 the best scbre yau

fedn baﬁ)m the fime limit runs outt "‘I"“ Ao 8
} F g 4 -_la e ||’

b A Cyc.’e fh#ough the following modes. '
Sl;bt omﬂng Jlake ‘@ishot or rotate cue ardund cde ball
Ball moyvement: Posifion cue ball whei you have ‘cug ball in hcmd
wewlngg {Iqe the directional butiohs fot move saround and btwe m,dose |
' {look af the balls and fnble

' Use the directional buﬂbns and }( bQ;fon to feall’ c:bull and
! a pocket. e

=r=

Skeepool Confrols In |
!:.‘ Set direction - directional bittons or-,lle{'hﬂnabg S.f.ﬂ&f._-;
Set power/shoate X bdﬁo@! -

paoge eleven



Pause Menu

Within the Pause Menu are the following options:

| Inventory

| Check out what you own and select items you want fo use. ' _

‘ Each game fy
Save Game a cerfain numb

Save your progress through the gamel All saves are made in opponent a

MEMORY CARD slotl. B qomet

‘on break, unl

Jukebox

Selecl your music choice.

Options

Audio options: Adijust Music, Sound Effects and Ambient
sound volumes.

Video Options: Adjust screen position.

Game Options: Switch off in game animations and camera
fly-through's.

Control Options: Invert X and Y-axis for cue and camera
movement.

Quit
Abandon Match: Concede the whole match.
Abandon Frame: Concede the current frame.

Convert to Trick Shot: Pui the game into free-play mode. Move the

balls around and see what crazy shots you can
pull off. Note that you will automatically forfeit
the match if converting to Trick Shot..

v will cruramofrcaﬂy forfeit the mofdv € A

i/’* Play / Pe
Rewind to! i

Change replisy sp
through speeds).
Manual confrol of replay speed:

pool paradise



remaining fifteenth ball and the cue ball remain where they are on the toble.

It a foul occurs, then the offending player suffers a 1-point penalty and the
incoming ployer accepis the table as is, unless the cue ball was scratched.
lllegally ted balls or balls jumped off the table are all spoited. If o foul
is committed on a break, then the player will receive a 2-point penalty. If
three consecutive fouls are made, the player suffers o 15-point penalty.

14 to 1 Continuous is a call-shot game.

15 Ball

The object of the game is to score more points than your opponent once all
balls have been pocketed. This is generally @ minimum of &1 points if no
fouls are committed.

On the break, the player is required fo drive two balls plus the cue ball fo
the rails. Any ball is legal and each pocketed ball scores the equivalent ball
value.

! ! i ! If @ foul occurs, then the offending player suffers a 3-point penalty and the
| string.' When shooti ? incoming player accepts the table as is, unless the cue ball was scratched. If

owever, if the 8 Ba ihe Ime onsecutive fouls are committed, then the offending player suffers a
P! soint penalty plus @ 3-point penalty for each foul committed. lllegally
pocketed balls or balls jumped off the table are all spotted.

of all visits.
' Bowlliards
The object of the game is to score more poinis than
your opponent over ten frames, each frome
consisting of two innings. Scoring is the same as ten-
pin bowling; one point is scored for each ball
pocketed on one visit. The perfect score is 300!

'r?d to hit a rail. Any ball pocketed
yer begins their innings with ‘Cue bal
k

led on
lus the points sco & ne o innings
player two innings to pocket all ten Balls, thedla spare is sco
s colculated as 10 plus the points scored, i e next innings

¥ pocketed balls or balls jumpedioff the are all spo
ductien.is made for scratchings Bowlliards i
= y i ) 1‘ r s -
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( Killer
The object of the game is force your opponent to make an error and thus

lose a life. The winner is the player with lives remaining at the end of the
gome.

Using a full rack of 15 balls, the player must make a legal break (i.e.,
four or more balls contacting the rails or a ball is pocketed). Each player
is allowed one attempt to pocket a ball. If a player misses or fouls, then
a life will be lost. All balls are legal.

Rotation
The object of the game is to score more points than your opponent once all
balls have been pocketed. This is generally a minimum of 61 points if no
fouls are committed.

Each time the player shoots, they must hit the lowest numbered ball on the
table and pocket a ball in order fo continue their visit. Each pocketed ball
scores the equivalent ball value. Rotation uses the Three consecutive fouls'
rule.

Switchball

ct of the: gqme is to legally pgcke‘ iHe -
ie has been de\feioped for Pool Paradise a

Jes, v&f’rh?sﬂ@'{y differenc
|1chbu|1 pocketed, then 6

(i.e., fheeployer potting the SOII

er the Switchball is pocketed).
ffed. Otherwise, all rules are the

pool paradise B8

e T

~

y

Credits

AWESOME STUDIOS

Head Programmer
Ed Bradley

Lead Programmer
= Fred 0'Rourke

Programming
Darien Vine

Ste Butcher

Morris Butler

Tom Davies

Andrew Griffiths (Badgers)

Nathon Lonce
David Spencer
Rich Tumbull
Mark Webster

Head Arfist
Drew Northcott

- Director of Product Development
Ken Grafz
Norm Chung
Rich Honcock Packaging, Manval and Layout
Bela Lund Kelly-ann Styles

Dan McCaul
Chris Sharpley Product Manager
T Peter Rollinson
Antonio Flores Deve
Drew Northeoft ¥

'..:. » L

PA & General Mum
Linda Maizey

Studio Manager
Groeme Monk

Creative Director
Archer Maclean

With thanks...
Neil 'Penfold’ Griffiths
lan '0xCode' Hawley

Simon 'Nibs' Noble

IGNITION

ENTERTAINMENT

President
Ellen Fuog




Notes ' f

Warranty

Ignition Entertainment Ltd, limited warranty:

Ignition Enterfainment Ltd, warrants to the original consumer purchaser that the medium on which this
computer program is recorded is free from defects in material and workmanship for @ period of 90-days
from the dote of purchase. If o defect covered by this limited warranty occurs during this 90-day warranty
period, the defective product will be replaced free of charge. Pleose retuin the original or a photocapy of
your doted sles receipt to establish the date of purchase for in-warranty replacement. For replacement,
refurn the product, with its original packaging and receipt, to the refailer from which the software was
originally purchased. In the event that you cannot obtain a replacement from the refailer, please contoct
Ignition Enfertainment Ltd. to obtain support at (847)486-9470.

This warranty is not applicable to narmal wear and tear. This wareanty shall not be applicable and shall be
void if the defect in the Ignition Enterfainment td. softwore product has arisen through abuse,
unreasonable use, misteatment, or neglect. This warranty is in lieu of ather warranties and no other
representafions or claims of any noture shall be binding on or abligate Ignition Entertainment Ltd, Any
warranties applicable to this software produdt, including warmanties of merchantability and fitness for o
particular purpose, ore limited to the ninety (90) day period described above. In no event will Ignition
Entertainment Ltd. be liable for any special, incidental, o consequential domages resulting from possession,
use or malfunction of this Ignition Entertainment Ltd. software product.

Some states do not allow limitations os to how long an implied warranty lasts and/or exdusions or
limitations of incidental or consequential damages so the above limitatiens and/er exdusions of liability
may nof opply to you. This warranty gives you specific rights, and you may also have other rights which
may vary from state o state.

©32004 Ignition Entertainment Ltd.
Published by Ignition Entertainment Ltd.
1701 Eost Loke Avenue, Suite 305, Glenview, 1L 40025,

GiF
il

For techrical Support, please call (847) 251-9990
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