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Ethan,

| think | may be about to have a big problem. If you're reading this,
you'll have found the package | brought home from work, and the
result of the project I've been working on over the last few months.

Whatever happens, don't let anyone else get their hands on it, and
especially not anyone from the GCP. | know that sounds dramatic, but
this is serious.

I've got a feeling you're going to need to use the conients of this
package, so enclosed is a guide I've written for you.

Stay safe, and don't worry about me.

Oscar

=

CONTROLS

Button - Press and hold 1o
slow down and stop
L

IEEA Button - Press and hold
for speed boost

Button - Spin Left ICXN Button - Spin Right
| N—

3 Button - Grin
Directional @ Grind
Buttons
Control

- @ Bution - Grab
AlrBlade™

- €3 Button - Jump
(holad for jump boost)

® Button - Stunt

Control |
AjrBlade ™

THE AIRBLADE™ EFFECT

The AirBlade™ works by generating an energy field with electromagnetic properties.
This field is visible as a permanent glow emanating from the underside of the board.
Its force keeps the AirBlade™ above the ground and propels it forwards.

CONTROLLING THE AIRBLADE™

Although the AirBlade™'s basic control method is straightforward, there are a number
of techniques you can use fo help you get around.

TRAVELLING AT CROUND LEVEL

DIRECTION CONTROL
* Press 4= or = to steer.
* Press o or % to perform a slow, tight turn.
- Press § to turn 180" and reverse your direction of travel,
SPEED CONTROL

= Providing it doesn't collide with anything, the AirBlade™ will automatically accelerate
up to cruising speed.

= To increase your top speed, press the lGEM bution. This uses up energy stored in the
AirBlade ™'s Boost Meter (see later in this guide for more info).




* Press the button to brake. If you keep the button held down, the AirBlade™ will
come to a complete stop so you can step off it.

+ Whilst you are standing still, you can take a look around you by pressing 1, 4 &=
=) gic.

« Release the button to step back on the board and get moving again.

JUMPING

* Press the €3 button to jump.
« To jump further, press and hold the € button. This will use up energy stored in the
Boost Meter.

« Press the @ button to perform a basic ground-level flip trick.
» You can perform different types of flip by pressing £, 4, 4= = elc. as you press
the @ button — see the STUNT LIST later in this manual.

« You can perform grabs when in the air by pressing 1, J, &= =» gtc. as you hold
down the @ button.

« To grab onto a horizontal or vertical pole, head towards it and press and hold the © button.

» Once you have grabbed the pole, you will start to spin round it (see below).

Spinning
« 1f you spin round a pole for too long, you'll be thrown off.
» You can switch direction whilst spinning by pressing the button or the HGEN
button. This allows you to contrel the direction in which you jump off the pole.
- To let go of a pole, release the @ button.

Skiteh

» You can grab onto some vehicles by pressing the @ button.
« To let go of vehicles, release the @ button.

« Press the ® button as you head towards a suitable object to grind on it.

« lfyou press 4, 3, =, =b elc. as you press the ® button you can perform different
types of grind.

« To change the type mid-grind, press and hold the €3 button to jump and then press
1. 4. +=, = elc. and the @ button as you land.

* You can control your balance whilst grinding by pressing = or =5

\
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© ” o
= To grind on objects which are above the level of the AirBlade™, jump onto them by

pressing the € button and then quickly press the @ button.

( Rotate while you are performing an y trick, including ]
grabs and grinds for extra points.
ROTATING
* Press the button or the IGEM button to rotate the AirBlade™ 180°. You will be
facing in the same direction, but leading with the other foot.

CONTROLLING THE AIRBLADE™ IN MID-AIR

The tricks you perform in mid-air will be different to the ones you perform at ground
level. If you jump a far distance or fall from a great height, you can also perform Big
Air tricks. See the STUNT LIST for more details.

THE GAMESCREEN
NOTE: this is the gamescreen you will see in Story Mode. It may vary slightly inother modes.

torv Mode objectives can be achieved in any order - J
- ?‘:JH don’t njecessarf'!y have to follow the arrow.

DIRECTION ARROW
Shows the direction you should be heading in to complete your next task,

BOOST METER by TIME

This indicates how T T — Your remaining time.
much energy Is t=00008601

currently stored in -

your Boas! Meter.

SCORE

Your current

overall score,

COMBO SCORE oA

The combe you are . I some modes, visual
currently performing and and audio

ur total i ji i
your fotal scare for it communications will be

refayed o you via your

PDA. These will

included briefings,

ol control tips and updates
an your progress which

will scroll across the

bottom of the screen.

Keep your :tmos! meter topped up by performing easy
Iricks in between combos and mission fasks.

THE BOOST METER

The Boost Meter allows you to store energy produced by the AirBlade™ when tricking.
You can then use this energy to perform speed boosts and increase your jump distance.
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The stored energy is shown as a blue bar in the Boost Meter, which is in the top left

hand corner of the screen. To use the energy for a speed hoost, press and hold the
IGFA button. Or, to increase your jump distance, keep the € button held down as you
jump. The AirBlade™ will emit a trail effect and the meter will begin to empty. Release
the IGEM or €3 button to end the boost.

The amount of energy you accumulate during each surge depends on the kind of stunt
you are performing. For example, small ground tricks will only increase the level of
the Boost Meter slightly, but a long combo of Big Air tricks could fill it completely.
It's not possible to drain and charge the Boost Meter simultaneously. So, if you are
performing a frick, you can’t activate a speed hoost or power jump until after you've
landed. If you are using the Boost Meter for extra speed or jump distance, and then
perform a trick, the Boost Meter will automatically stop releasing energy.

THE ENERGY SURGE

When the AirBlade™ performs fast, dramatic manoeuvres, a surge is caused in ifs
energy field, intensifying its glow and creating a light trail. You can use this
electromagnetic effect to destroy certain objects in Story Mode.

TRICKING-THROUGH

To smash through objects, you must perform a trick at the moment of impact. If you
fail to pull it off, you will bounce off the object.

SPINNING-0UT

To destroy some objects, such as poles, you need to grab them and spin.

You can use the AirBlade™ s energy field to grind along the edge of objects. This only
has a destructive effect on a few objects.

KNOGKING OUT ENEMIES
You can also use the power surge effect to knock your enemies unconscious. Perform
a trick as you collide with them to do this. If you don't pull the trick correctly, the
enemy will dodge out of the way or may knock you off the AirBlade™.

( Repeating the same {ricks gets you fewer points. Try to remember which )

tricks you have already used in a level so you can maximise your score fater.

Look for long routes around a level, using grinds and po!es - these rpufes are rh;)
key to performing well in Score Alfack Made and earning top grades in Story Mode.

SCORING

As a general rule, the more difficult a trick is to perform, the more points you will earn

k“ you pull it off. However, there are lots of other ways in which to maximise your score.

~
COMBOS

If you manage to perform a combo - a series of tricks linked together - and land without
crashing, your total score will be the sum of the points for each trick, multiplied by the
number of tricks in the combo. For example, say you perform a combo of 3 different
tricks worth 200 points each. You will earn 200 + 200 + 200 = 600, muliiplied by the
number of tricks (3) = 1800 points.

However, if you repeat a frick that you have already performed in a level, you will receive
fewer points for if. So, if all 3 tricks in your combo were the same, you would score less.
The least amount of points you can get for a frick is 10% of the original score.

GRADES

At the end of each level in Story Mode, you will be awarded a grade from A to D. Or, if
you have performed spectacularly well, you will receive an S grade. Grading is based
on your trick score, completion time, number of falls and best combo. Statistics
displayed in red indicate the areas you need to work on most.

STUNT LIST

To perform these tricks, you need to press the button combos listed here in quick succession.

GROUND BASIG TRICKS
Kickit ® hutton
Impossible = + @ hutton Remember, the longer the combo, the
Tailwhip €= + @ button more points you will get, but it you
Kickflip 4 + ® button crash you won't receive any.
Reevilip 4 + @ bution
Grahplant =p =mp + @ hutton
Spinplant 4= 4= & button
Relapse 4.3 + ® hutton
Upandover 1.t + ® hutton
ich tri easy o
AIR BASIC TRICKS Learn which \rwl;: lar::se at‘ ke
Kickit 540 @ button tand ity Lo ge HECH
Varial =p + @ hutton i
Rockit 4= + ® hutton
Copter 4 + ® hution
Airwalk 1 + @ button
Front-Gyro =p =p + (@ button
Back-Gyro 4=, 4= + @ hutton
Flippit 1. 1 + @ button
Handspring 4. 4 + ® button
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AIR TRICKS
Lefttlip =p <= then @ bution
Rightflip 4= = then @ hutton
Frontilip 1. 4 then @ button
Backflip 4, 1 then ® button
BIG RIR TRICKS
Overhead =) 4= w=p then @ button
Suicide 4= =p <= then @ button
Boardstand 1, §. 1 then ® button
Drapout ¥, 1. ¥ then ® button
GRABS
Frontside = + @ hutton
Backside 4= + @ button
Nosegrab 1 + @ button
Tailgrab 4 + @ button
GRINDS
Edgewalk @ bution
Cross-Up =+ + @ hutton
Wildslide 4= + @ button
Nosegrind £ + @ button
Tailgrind 4 + ® button
Handstand ¥, 1 + @ button
Freestyle 3. 4 + @ button

SETTING UP

Set up your PlayStation®2 computer entertainment system according to the
instructions in its instruction manual. Make sure the MAIN POWER switch (located on
the back of the console) is turned off. Attach game controllers / other accessories as
appropriate BEFORE you switch your console on. It is advised that you do not insert or
remove accessories once the power is turned on.

Now turn the console ON at the MAIN POWER switch and press the ()/RESET button.
When the () indicalor lights up green, press the £ button and the disc tray will open.
Place the AIRBLADE™ disc on the disc tray with the label side facing up. Press the &
button again and the disc tray will close. Finally, press the ()/RESET button again
before commencing play.

- ——
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PLEASE NOTE: The information in this manual was correct at the time of going fo
print, but some minor changes may have been made late in the game’s development.
All screenshots for this manual have been taken from the English version of this game,
and some screenshots might have been taken from pre-completion screens that differ
slighily from those in the finished game.

_MEMORY GARDS

PLEASE NOTE: Throughout this manual, the term "Memory Card" is used to describe
the Memory Card (BMB) (for PlayStation®2) - (SCPH-10020 E). Memory Cards
(product code SCPH-1020 E) designed for use with the PlayStation® format software
are not compatible with this game.

To save game settings and progress, insert a Memory Card into MEMORY CARD slot 1
of your PlayStation®2. You ¢an load saved game data from the same Memory Card,
or any Memory Card containing previously saved AIRBLADE™ games. Make sure there
is enough free space on your Memory Card before commencing play — you will need a
minimum of 60KB.

Previously saved data will be auto-loaded as the game boots up. The game will check
both MEMORY CARD slot 1 and MEMORY CARD slot 2 and load the most recently saved
data. If you want to load other data, this may be done from the Options Menu, or by
selecting LOAD GAME from the Single Player Menu.

LANGUAGE SELECT

The default language for AIRBLADE™ is English. To choose a different language, you
need to change the language setting on your console’s browser. Refer to the console
instruction manual for details of how to do this.

PLEASE NOTE: if your browser is set to Portuguese, Spanish will be used as the
default language.

DIRECTIONAL BUTTONS — MOVEMENT

In this manual, 4, §, 4=, = etc. are used to denote the direction of both the
directional buttons and the left analog stick. In order to use the left analog stick, the
Analog Controller (DUALSHOCK®2) should be in analog mode (mode indicator: Red).

PLEASE NOTE: AIRBLADE™ only supports the Analog Controller (DUALSHOCK®2).
You cannot use a digital controller.

\
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_______ USING MENU SCREENS |

Press 1, 4. 4= or = to highlight an option, then press the €% button to confirm.
To return to the previous menu screen, press the @ button.

At the title screen, press the ™= button to access the Main Menu. You can then choose
from the following options:

SINGLE PLAYER - play a one player game.

MULTIPLAYER - play a game for two or more players.
OPTIONS - adjust the game settings.

ADDITIONAL FEATURES - access the special bonus features.

SINGLE PLAYER

Select this option to begin or continue a single player game.

GAME SELECT

Choose NEW GAME, LOAD GAME or CONTINUE GAME.

NEW CAME

Select this option to start a new game. You will be asked to select a Memory Card to
save game data to, and then a save file. (If you don’t want to create a save file, select
the bottom option - CONTINUE WITHOUT SAVING GAME. You can always save the
game later from the Options Menu.)

If you have selected an empty save file, a Name Input screen will be displayed. Give
the file a name by highlighting each letter and pressing the € button (select DEL to
delete letters).

If you have chosen a file that already has data saved 1o it, you will need to confirm that
you want to overwrite it by selecting YES when prompted. You can then rename the
file on the Name Input screen if you wish.

Select END when you have finished naming the file. When the "SAVE SUCCESSFUL"
message is displayed, press the €3 buiton to access the Single Player Menu.

LOAD GAME

To load a game you have previously saved to Memory Card, first select the correct
MEMORY CARD slot, and then the save file you want to load. You may need to select
YES to confirm, as any unsaved data from your current session will be lost. When the
message "LOAD SUCCESSFUL" is displayed, press the €% button to continue.

CONTINUE I?Ml!w
If you have previously saved game data to Memory Card, the most recently saved game
file will be automatically loaded on startup. You can then select the CONTINUE GAME
option to continue your game without having to manually load your save. Information
about the currently loaded game is displayed on the right hand side of the screen.

SINGLE PLAYER MENU

( b}l:;:fg ;ﬁ: sc;ré' ”s‘:e:::!s s.'ge;n:i;e fure ya;r know what your next mission will be, If
_ eiore and are viewing it again, you can skip it :
Aressing the ¥3 bulton once the prompt is displayed onscreen. ik

STORY MODE

This is a mission-based mode where you have fo use your bearding skills to rescue your
friend Oscar and take on the GCP corporation. Perform well and you can unlock levels
and exira playable characlers for play in other modes.

When you complete a level, a level completion screen will be displayed, showing your
time, number of falls, best combo, stunt score and grade (see the SCORING section of this
manual for more info). Press the €8 huiton to continue. If you have set up a save file, your
progress will be automatically saved. You can then choose fo CONTINUE GAME, REPLAY
LEVEL or QUIT (if you select QUIT you must then select YES to confirm).

Completing Story Mode will unlock an
even greater challenge...

SCORE ATTACK

You can improve your skills and earn a place on the High Score table in this mode.
Select your character by pressing 4 or 4. You also can choose their outfit by pressing 4=
or = When you are done, press the €3 bution and select the level you want to play on — you
can choose from any of the levels you have previously unlocked in Story Mode. You then have
two minutes in your chosen level to score as many points as possible.

When your time is up, your score will be displayed. If you have done well, you can enter
your name on the High Scores table (in the same way as you would on the Name Input
screen, explained in the NEW GAME section of this manual). The updated High Scores Table
will then be displayed. Press the €3 button to continue and your score will be automatically
saved. You can then choose to REPLAY LEVEL or QUIT and return to the Main Menu.

FREESTYLE

This mode gives you unlimited time to explore the levels you have unlocked in Story
Mode. Choose your character and level in the same way as you would for Score Attack
Mode. When you want to exit, press the ®= button and select QUIT from the Pause Menu.
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TRAINING

This is a short training course in controlling your AirBlade™ and performing basic
moves. Kat will take you through the challenges via your PDA. At the end of the course,
the message "TRAINING COMPLETE" will be displayed. Press the € button fo return
to the Main Menu.

C?xp-‘off the routes and combos that you learn in Single Player

Mode to beat your opponents in multiplayer games. ) M“[“PI. nYER

In all the Multiplayer modes apart from Party, Player 1 must select their character
followed by Player 2. Player 1 should then select the level from any that have heen
previously unlocked in Story Mode. (In Party Mode, all players must play as Ethan, and
levels will be selected at random.)

SCORE ATTACK

The multiplayer Score Attack Mode has the same rules
as the Single Player version, but is played on a split-
screen hy two opponents. When time is up, both players’
scores will be displayed. Player 1 should then press the
& button to show the current number of wins per player.
If there is a draw, neither player is credited with a win on
their score fally.

TRICK LIST

In this mode, the name of a trick, combo or action will
scroll across the screen. Each player must try to perform
the move before their opponent. The first player to
. complete it will score the points for the move, and the
| loser will not receive any. If neither player can complete
= the challenge in time, neither will score any points.
Challenges are chosen at random and increase in
difficulty as you complete them. ;

RIBBON TAG

- At the beginning of a Ribbon Tag level, both players are an
| equal distance from a piece of ribbon. Who ever grabs it first
must try to keep it out of reach of their opponent. The ribbon
trail will increase in length the longer a player has it. If the
other player captures it, it will return to its original length.
¥ Players rack up points for having the ribbon in their
possession, so the longer you keep it for, the more you
score. No points are earned for performing tricks.

[ PORT 1 or CONTROLLER PORT 2.

SHOW OFF |

In this mode, players compete to see who can get the
biggest air and perform the best combos and grinds.
" These three categories are displayed as bars on the right
hand side of the screen. When a player performs a
combo or grind, or gels air hy jumping or falling, the
relevant bar will move into their half of the screen. The
more difficult the action, the further the bar will move. If
a bar turns red, it means Player 1 is winning in that
category; if it goes blue, it means Player 2 is winning.

PARTY MODE

. This mode allows up to eight players to participate in a
| knockout competition. First select the number of players
and assign each player a number. The message "Player 1
— Get Ready!" will then be displayed. Press the € button
to start the level. Player 1 then has one minute to score
as many points as possible. When the time is up, Player
1's score will be displayed. Player 2 should take the
controller and press the & button to begin their turn.
This continues until all the players have competed. The round results will then be
displayed, and the player with the lowest score will he eliminated. Press the &9 button to
begin the next round, after which anather player will be eliminated. Play continues until
only one winner remains, so the number of rounds depends on the number of players.

OPTIONS

You can customise the game settings to your own preferences here.

SOUND SETTINGS
MUSIC VOLUME
Press 4= or =» to adjust the volume of the in-game music.
EFFECTS VOLUME
Press 4= or =» fo adjust the volume of the sound effects.
QUTPUT
Select STERED, MONO or DOLBY SURROUND according to the output your TV suppors.
CONTROLLER SETTINGS

First select the controller you want to adjust the settings for — the one in CONTROLLER
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VIBRATION

Press 4= or = to turn the vibration function of your Analog Controller
(DUALSHOCK®2) ON or OFF

CONTROLS
Select this option to view the controller configuration.

DISPLAY SETTINGS
WIDE SCREEN
Choose 16:9 if you have a wide screen TV. Otherwise select 4:3.
SPLIT DIRECTION

Select HORIZONTAL or VERTICAL split screen for two player games.

SCREEN CALIBRATION

To adjust the horizontal position of the screen, select HORIZONTAL and press 4= or
= . To change the vertical position, select VERTICAL and press <= to move it up and
= {0 move it down.

SAVE GAME

To save your game, first select the correct MEMORY CARD slot and then the file you
want to save to. You can create a new save file or overwrite an old one — see NEW
GAME in the SINGLE PLAYER section of this manual.

LOAD GAME

This is also explained in the SINGLE PLAYER section of this manual.

HIGH SCORES

Press £ or 4 to scroll through the high scores for different levels. When you're done,
press the @ button.

RESET TO DEFAULTS

Select this option to cancel any changes you have made and restore the default
settings. You need fo select YES to confirm.

ADDITIONAL FERTURES

Select this option to access a range of special honus features, including a video about
the making of AIRBLADE™.

______ PAUSE MENU |

Press the ™ hutton in any game mode to pause the game and display this menu.

Select this option to return to the game.

STUNT LIST

This displays the button combos you need to press to perform tricks. Press ¢ or § to
toggle between the different types.

OBJEGTIVES

This option is only available in Story Mode. It displays your current known objectives
and progress. For example, “Billboard 1/4" means you have found out that your
mission is to destroy four billboards, and you have three more to go.

OPTIONS

Select this to adjust the sound or controller settings, as explained earlier in this manual.

If you want to start a level again from the beginning, select this option and then choose

YES to confirm.
ouIT

Select this to quit and return to the Main Menu. Again, you must select YES to confirm.

ETHAN PALMER

Ethan's laid-back attitude and relaxed outlook make
him a reluctant hero. He is a highly skilled
skateboarder, and occasionally makes a living out of
| it as a courier. A long rap sheet of traffic violations
make him pretty unpopular with the local PD. He has
a strong sense of right and wrong and is fiercely
loyal to his friends, Kat and Osear, with whom he
shares an apartment.




Sharp and cynical, Kat is a political activist with a
talent for computer hacking. She’s always had a
mistrust of multinational corporations which borders
on paranoia. Consequently, she has found fellowship
in the hacker underground. She can be a little hard
on Ethan sometimes, but this comes out of
friendship, and she has his best interests at heart.

A child prodigy with a natural aptitude for seience,
Oscar was snapped up by the GCP before the ink was
dry on his PhD. He was given the role of Lead
Scientist in their Anti-Grav Division and discovered a
way to generate limitless energy from gravitational
fields. Just as he perfected the initial AirBlade™
prototype, the GCP withdrew his funding and closed
down the project. Frustrated, he decided to leave the
company, and take the AirBlade™ with him.

Naomi is a society princess who takes advantage of
her trust fund to live life to the full. She has
connections with everyone in the city, from hackers
and criminals to politicians and police. This makes
her a vital source of information for Kat and Ethan.

The Insider worked with Oscar as an engineer in the
Anti-Grav Division. They became close friends after
spending many hours working on the AirBlade™
together. When Oscar left the GCP, the Insider was
told that he just didn't fit in with the company's
work ethic, but something didn't ring true.

A former cop who is now the GCP's head security
officer and J.J. Sawyer’s right-hand man. He deals
with the business that Sawyer doesn’t want to dirty
his hands with. Clayton is a proiessional thug who
can be as vicious as he is cunning.

J.J. SAWYER

A high ranking executive in the GCP Corporation
who knows how to use his intelligence and charm to
get what he wants. He won't tolerate anything that
stands in his way. Ultimately, he answers only to the
profit margin.
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