Surfing. “In this-game; win
consists of trial, semifinal an
player must pl ither fir
heat; Playe

ng Series (WQS) began in 1992 as a tournament held all over the
d-withthe official sanction of the Association of Surfing Professionals (ASP), a
California-based organization which manages the world professional surfing circuit, i
constitutes the second string of the ASP World Championship Tour (WCT), which deter-
mines the world pro-surfing champion. The top-ranked surfers in the WQS world ranking
earn the right to compete in the WCT the following year, making this e
‘stirfers looking to Ieavefthéik"mark';jn'th‘ef’swﬂng world;

Maneuvers and Techniques
Choosing a Surfboard ... .
Special Technigues

I.the: Gamer:
Credits. =% '

ﬁ




L2 button
Not used No lsed

L1 button ~ R1 button

Crouch Paddle / Squat

( sic:moves wsed in the game. Refer to the section on
Maneuvers-and Techniques for instruct he ‘more-specialized-moves. e
" Diréctional Pad {D-PAD): Make the character turn left:or fight, relative to the direction he

s is currently-facing. - Alternately; pressing the D-Pad left to right
ain more speed while surfing. -+

A Button -
Stand Up/Pullout:

O Button =

ton when paddling on
ontrol the character's paddling speed. If the speed meter
?Iayed at the bottom of the screen) is less than half full, the
surter will wipe out when trying to stand up.

R1A.1 Buttons - After taking off, press the L1 or R1 Buttons to creuch on the
(while standing) Squat: surfboard. Quite usefui when deafing with smaller waves.

L2/R2 Button, SELECT Button, LEFT/RIGHT ANALOG STICKS: Not used.




time fimit in this mode afiowing surfers to
practice over and over again with no penalty.

Optrions

'Kev Conhyurahon. Use this option to adjust key configuration on your PlayStation
“Controller.~ Use the D-Button LEFT or RIGHT to.choose a
desired configuration from-a predefined set-of three.

Once the configuration desired is highlighted, press the
X Button to-accept the change.

AdJUSt SOUNDEX a5d MIbSIC volume froim-this men.

“Adjust difficulty setting-between EASY, MEDIUM or. HARD.
fih‘iculty only applies in‘the-circuit mode.

Turn the DU/-\LSHOCKT’V| \/lbratlon ON. or OFF.

| rom this. menu..

Mel\\é ry Card:

3. Time

The heat'ends wﬂhwen this.timer reach ;'O'OO )

1. The Speed Gauge

If this indicator empties out, the surfer will fall off his/her board and wipe out. If the speed
gauge is too low while paddling, the character will wipe out when trying to. stan

2. POln“’

Displays the character’s top three scores for the i t’.' The total of these scores becomes
the paint total for that heat when it is over. . S




Round Description

This screen displays the upcoming round, or beach, of the
tournament. Different beaches will have widely different
surfing conditions.

Board Setection

003e the:board that your character will ride in this round.

- Different boards:havé different qualities; making it important to
choose the board that-fits the surf conditions for the”
upcoming round. -Refer to page 12 for more det ils:on

. selectmg sur‘fboards

hel
three heats—quahfymg, 5
Contestants miuch score
player's character fails to p
that round.ends; and-the.

ry Card Slo+ 1 ONLY)

er the round is completed, the Data Save Screen will be displaved. Sefect YES to
save your game in its current state. (Saving requires one free block on the Memory
Catd.)

End of Season

The season is over when all*five rounds are comiplete. The object of the. ga
become the World- amplon by gettlng the, highest pomt ran




These are the-basic maneuvers and & cf Acceleration Technique : :
gamer g . . You can get the best acceleration by goi i ottom of the wave:
‘ Going in the apposite direction ofithe. Vi Sicde 3 pipline,

you will accelerate, becaus ( n
the pipeline, however, you

“'press the D-PAD down and the [ Button at the same time 0
cut off the lip. The mare spray you kick up, the more: points
you earn. Pressing the [ Button causes your speed to
drop, 50 be careful that you don't stall. In order to properly
execute this move, the surfer must be in the upper portion of
the wave, near the "lip." The surfboard must also be facing
upwards, towards the top of the screen.

Pipeline.. ..

when your-character enters a pipeline, the amount of time
he/she spends inside the pipeline will be.displayed on'screen. g
The longer the character stays in the pipeline; the'more points £
they earn. -In order to enter a pipeline, the character's speed |
must-be somewhat slower than the speed at which the
<pipeline israpproaching. If the character is'too slow, however, §
the pipeline will simply swallow him or her up. ’

ow high.you kick Spray up
How lonig-you stay in the pipeline




erials ,
The main thing to rememiber about

when the character is at:the
time you hold down the butte

1. Right Spin; Release the

urfboard Se ection Screen. Use th
n-the upcoming round. Longer
ibutes listed:

This section explains the elements disp
i “board-bes
Ch

ressing the directional buttons and the I Button activates various techniques.
5. Off the Lip: Press the O Button and the D-Pad DOWN simultaneously.

Note: only works when the character is at the top of the wave, heading for the lip
6. Squat: Press the L1 or R1 Button.




.
Quick Start
First follow the on-screen prompts to select a rider, a board, and your first wave.

STAND UP AND RIDE
+ Press and hold the L1 or R1 Button while pressing the D-Pad to the right.
The L1/R1 Button will increase your speed.

» When the speed bar at the bottom of the screen turns red:
+ Press the A Button to stand up %
+ Release the L1/R1 Button
+ Keep pressing the D-Pad to the right to enter the

middle of the wave.
+ To gain speed on the wave, move up and down the

wave, when the plaver releases the:
> Buttori; keep an eye on the
e wave, S

digy

Jumping: The jump.takes place at
oyl 0 Button. - When timi
f -porti

speed, and prevents
when making a tight

the best way of de

number of rotations the or she makes when doing aerials, and how fong he

+ Head up the wave and release the O Button about a board's length below or she can stay inside a pipefine. Staying on the wave as long as you can

the top of the wave If all is right you will be launched into the air. High jumps oIS important, but so is pulling out under your own power, because wiping
take practice so stick with it. A i - outwill cost.you points.
+ Once in the air, play with the O button to pull off some tricks. ‘
+ To land, the board's nose must be facing down or slightly forward.

2 . . ; . ceferating.
3 ;vave bg/ lightly pressmglthe D-pad button left to right. | t0 push the character o, which ca . .
g fess the X button to slow down. gpoint speed, while getting too far away from the pipefine will caus
S HIGH JUMPS AND TRICKS (Reeaso OButton o to lose speed. .
o i i ing: i haract id iven wave. - The
— « With your speed in the red, press and hold the O button. The longer you Scoring: Points are awarded for how lpng a character can ride a give .
.U' hold t‘r/\e O‘:)urton the hithr the jump. © oery amount of spray he or she kicks up when making tight turns, the height and
0
[*]

Pipeline: To enter a-pipeline, you must slow downyour speed to some degree below
. that of the-oncoming tube. " If yoli'go.too slowly; however, the pipeline wifl
“engulf you as it breaks.  The ideal-approach is to head for the lip of the
wave; then make a tight turn when you'get there. - By pressing the-Crauch
button, vou canpick up‘more-speed dinsthe tube. than.if.you-have-a standard
stance. L

i

T crouch inorder to-enter the pipeline in Round 4 (Japan.)




