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w,ﬁﬁNING: READ BEFORE-USING YOUR PLAYSTATION® GAME CONSOLE.

A \Jéry'sn\all percentage of individuals may experience epileptic seizures when exposed to certain light patterns or flashing lights,
Exposure to certain patterns or backgrounds an 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 unde-
lected 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 priar 1o playing. It you experience any of the following symptams while playing a
video game — dizziness, altered vision, eye or muscle twitches, loss of awareness, disorigntation, any involuntary movement, or
convulsions — IMMEDIATELY discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation game console to a projection TV without first consulting the user manual fur your projection TV,
unless it is of the LCD type. Dtherwise, it may permanently damage your TV screen.

USE OF UNOFFICIAL PRODUCT:
The use of unofficial products and peripherals may damage your PlayStation game console and invalidate your console warranty.

HANDLING YOUR PLAYSTATION DISC:
'« Thig compact disc is intended for use only with the PlayStation game console.

« Do not bend it, crush it or submerge it in liquids,

Do nat leave it in direct sunlight or near a radeator or other source of heat,

Be sure to take an occasional rest break during extended play.

Keep this compact dise clean, Always hald the disc by the edges and keep it in ils protective case when not in use. Clean the
dise with a lint-free, soft, dry cloth, wiping in straight lines from cenler 10 cuter edge. Never use solvents or abrasive cleaners

e —

TABLE OF CONTENTS

GeltingiStarletsammnr mem s s e g T e P N 4

Controls Summary............. RN e N 5
The Clubhouse ................ veresessrneens s s ssssnseres 1 SRS SR ... ....... 6
Single Game................... " OO S 7
Save Game .............. T .10
Season Play ... T .
Hall of Fame..... IR ORI, ot SR NI . 21
Playing Backyard Soccer” ...........ccoovvciroiceicen ST PR Pl £ e Oy 21

Pre-Match Com
Versus Screen ...
Game Rules
Confrols i coiiiminaiainim St bl S L S

Kickaff ...t

Penalties ...

The Players

Power-U;:fis_-
Paused Game Men
Game Opﬁonsl
Advanced Options
Infogrames Web Sites ..
Technical Support i
Warranty Notice ..........ccoooivienen.
License Agreement .............c...e...

Credits ..o T o ST e e s 31



GETING STANTED I

CONSOLE

RESET BUTTON T — i - OPEW BITTON
FOVIER INCICAT G — { e WL
FOER BUTION
CORTAGLLER PORT —-

MEMOAY CARD

MEMDAY CARD 10T 2

Important! Do not insert or remove peripherals or MEMORY CARDS once power is
turned on. You will need a MEMORY CARD in slot 1 fo save your games.

' 1. Set up your PlayStation® game console according to the instructions in its
Instruction Manual.

. Make sure the power is OFF before inserting or removing a compact disc.
. Insert the Backyard Soccer™disc and close the disc cover.
. Insert the game Controllers (and MEMORY CARD if you have one).

. Turn ON the PlayStation game console. The introductory sequence will begin. To skip this
sequence and go directly to the Main menu, press the START button.

U ok WM

Note: You will not be able to save your progress or game information if you don't use a
MEMORY CARD. Make sure there are at least three free blocks on your MEMORY CARD
before beginning your game in order to save games. You should not swap MEMORY
CARDS during guy ong you must leave the card in MEMORY CARD slot 1-A of your Multi
Tap if you are using one. ;

o

CONTROLS SUMMARY

START BUTTON
SELECT BUTTON

DIRECTIONAL
BUTTONS

<A NOTE: You may
have a controller
that looks like this.

R

R1 BUTTON L1 BUTTON

1-Button Method

Directional buttons Move your selected player &
% button .. Shoot, tackle, pass and chdnge ¢
START button Pause game and acc

4-Button Method
Directional buttof
»® button
A button
M button
@ button
START button
R1/R2 button

Move your selected pl
Tackle and shoot -

Select nearest Forward to ball playing L fo R).
Select nearest Defender to ba"\ {playing R to L).
L1/12 button Select nearest Defender to ball {playing L to R).
Select nearest Forward to ball (playing R to L).

SELECT button Not used °




Edch_ Controller can be changed between the 1- and 4-button methed, via the Advanced
Options sereen (described on page 26) or Choose Controllers (described on page 9) prior
to gameplay, and via the Game Options menu (described on page 26) during a match.

Press the directional buttons on your Coniroller fo highlight the available items on the
screen. Press the % button fo confirm the highlighted choice. To return to the previous
screen, press the A button (or select the large yellow arrow in the bottom-left corner, when
there is one). Select the large yellow arrow in the bottom-right corner of the screen to
progress to the next screen. Many screens also have a tree Ei":ouse icon, fo allow you to
return to the Clubhouse.

THE CLUBHOUSE

Welcome to the Backyard Soccer™ Clubhouse! Use the
directional buttons o select any of the following c D
Clubhouse items:

A. Window - Start a single game (see page 7)
i B. Tfophy - View Hall of Fame (see page 21)

€. Corkboard - Start or continue a season game
(see page 17)

D. Notebook - Meet the Backyard Kids
(see page 21}

E. Ball - Watch a demo game

F. Shoes & Pump - Change game options
(see page 26)

G. Yellow Arrow - Quick Start a match
Highlight the area of your choice, and then press the % button to conlinue.

-]

SINGLE GAME

Game Type

Use the directional buttons to highlight the type of game
you wish to play — Single, Mini League, Penalties or Beach | s
Tournament. Press the % button to confirm your selection. i

Single - This game fype is a single match between two [}
teams, Up to four players can play in any combination ;
on the teams. For example, two pruyers can play on the same side, or with four
Controllers, three players can play against one. Note: A separate Controller is required
for each player. _

Mini League —.;Up io four players COI‘IJDlCIy in a mini-tournament featuring four teams.
Note: Only two Confrollers are required for human multiplayer Mini League games.

Penalties - Need some Fruciice? Choose fo practice penalty kicks, or practice blocking
them. This game can be played by one or two players, eachusing a separate Controller.

.Cup'l;This is a one-player

Beach Tournament - Compete for the Beach Tournamer
in rqund b_ec:ch knock

game only, giving you the opportunity to take part
out championship! :

Difficulty Level

Use the directional buttons and the % button to select Ea :
Game Field _ & i

The game field is shown in the preview window. You can choose another field to play on
by using the directional butions fo select the small arrows next to the field name and then
pressing the % bution. The preview picture and field name will change.

When you are happy with your settings, highlight the yellow arrow in the bottom right of

the screen and then press the % button,



°

Load Gume.
If you want fo load a game, highlight the Save/Load

icon at the top right corner of a screen and press the
% button — this will take you to the Load Game screen.

From this screen, you can load a previously saved Beach i
Tournament or Mini League game (Single Games cannot be
saved). Press the up and down directional buttons to high-
light the different games on the list. Press the % button to
show information s?or the highlighted game on the right of the screen. Press the % button
again to load the highlighted game, or press the A?)uh‘on to exit the screen.

CHOOSE NUMBER OF PLAYERS

If you chose a game that allows more than one player, this screen allows you to choose the
number of human players in the game. It also lets you choose whether you'll pick your own
players or let the computer pick I'Eem for you (Quick Start).

In a Single or Mini-League game, there may be one to four human players. In a Penalties
_gmme,'rﬁere may be one or two human players. Beach Tournament is a one-player

gamie only. '

If you choose less than the maximum number of human players in a game, the remaining
players will be computer-controlled at the skill level you previously se?ecled. Note: You may
not choose more human players than the number of Controllers you have plugged in.

If you want to play the game with randomly assigned teams and players, highlight
Quick Start and press the % button. Upon leaving this screen and choosing your
Controller setup, you will be taken immediately to the Team Photo screen, described on
page 10.

IF you would prefer to create a unique team, highlight Choose Teams and press the
% button,

When you're done, highlight the yellow arrow in the bottom right of the screen and press
the % button.

CHOOSE CONTROLLERS

This screen allows you to choose your Controller method
(1- or 4-button), and whether to play as the Home or
Away team. Note: In a sing|e-pE:|yer game, you must
always use the Controller in Controller port 1.

For each Controller being used, select Home or Away
team using the left and right directional buttons. Next,
choose 1- or 4-button control mode using the up and :
down directional buttons, then press the % button to confirm your choice..

CHOOSE TEAM

Here you can create a unique identity for your team. Scroll through the first name bri: select-
ing the arrows on either side of the blue name in the upper right of the screen and then
pressing the % button. Nolice the new name also shows up on the left side of the screen.
Next, choose the team’s second name — their nickname — by selecting a team badge/icon
from the ten shown in the center of the screen and then pressing the  button. Each badge
has a name associated with it, which will also show up on H1al|gef'l side of the screen.

hame team ar

Select your team’s unifornt eolors by choosing them from édfh’ of the two color swatch rows.
A smoﬁ uniform in the lower left corner of the screen shows your current team “look.”
When you're done, highlight the yellow arrow in the bottom right of the screen and then
press the % button.. . L L

CHOOSE PLAYERS fan :
Here we are at the player bench, where all the Backyard l\_ g
Kids are waiting to be picked. Who picks first? It's oﬁ up to flmt=9
the luck of the draw. = P a:"
To view information about a player, highlight the player
and then press the % button. Then, to learn even more
about the player, highlight the Player Details button
and then press the % button. To see the player’s stals
again, select the Player Stats button and then press the % bution.

To hear a player speak, select the player’s picture and then press the % butten. If you

o



._\'vcnf the player fo stop falking, press the A button. Select the Yes button to pick the player
or'your team, or the N bution to turn the kid down. Press the % button to confirm your
selection.

To view the list of the players that have been picked for each team, highlight the numbered
Team List camera icon(s) and then press the % bution. Close the team list by pressing the
A bution.

The Player Finder feature allows you to quickly find the exact player for your team. To
use it, select the magnifying glass icon and then press the % button. Next, press the up and
down directional buttons fo scroll through the list of names. To view a selected player’s
delails, press the % bution. To close the window, press the A button.

To have the remainder of your team chosen for you autematically, select the yellow arrow in
the bottom right corner of the screen and then press the % button.

TEAM INFORMATION

Team Photo

Highlight the small arrows on either side of the Meet the
" Player button und then press the % button fo scroll

through the different members of your team.

To view a selected players statistics, highlight the Meet
the Player button and then press the % Euh‘on, To view
more information about the player, select the Player -

Details button and then press the % button. To return 1o the Team Photo view, press the %
button again.

To hear a player speak, highlight the player’s picture and then press the % bution. If you
want the player to stop tu||(ing, press the A button.

Save Game

To access this screen and save your game, highlight the
Save/Load icon (clipboard with memery card) ot the
top rightcorner of the screen and press the % button.

Note: Only Season, Beach Tournament and Mini League

o games can be saved, and ﬁou may only save your
i

gome between matches {when you see the icon).

* Please note that when the game is saving, you must NOT remove the MEMORY CARD
or reset the console.

» Each saved game requires two free blocks on the MEMORY CARD.

A list of any existing saved games on your MEMORY CARD will be shown. Status informa-
tion for each saved game is shown on the right side of the screen.

To save your current game in an unused slot, highlight the Save/Load icon and the
press the % button. If you want fo save your game over an older existing game, press the
up and down directional buttons to highlight the saved game and press %. Highlight the
Save/Load icon again and press the % bution to save over the selected game, or press
the A button to exit the screen without saving.

You may also delete a saved game by selecting it from the list, pressinnghe % button,
utton,

selecting the Delete icon at the fop of the screen, then pressing the %

Team Roster
Soccer is all about strategy, and here is where you can I —
make it happen! You can change your feam’s field positions i =
and check on each player’s stamina bar {under his or h
picture). If you're feeling confident, you can experiment
with different formations and strategies to better suit you
team’s strengths. :

Kicker — Select the soccer shoe icon and ther press
the % button. Next, select the member of your team tha
will take corners, free kicks. and penalties, and then press
will appear to the right of the Kicker’s name. et

Opponent’s Roster — Take a sneak peek at your opponent’s lineup! Select the
chaﬁ:bourd roster icon and then press the % button. You can see each player’s strengths
and position. The only. things:you can’t see are their stamina bars.

é % button. A small shoe icon

Rearrange Player Positions or Use Substitute Players: .
1. Select a player’s name and then press the % button. The player's face will appear
next fo the ﬁsl, {OHE

o
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I “2: Move the player’s face fo the position you want the player to play and then press

* the % button,
3. The two players will switch positions.

To scroll through the formations and strategies, select the arrows on either side of their
current settings and then press the % button. To hear a description of a selected formation
or strategy, press the % button,

POSITIONS )

The field of play is divided into three areas: defense, midfield and offense. Defenders start
in the defense zone, Midfielders in the midfield zone and Offense (Forwards) in the
offensive zone.

Goalkeeper (G): The Goalkeeper (clso referred lo as Godlie or Keeper) is the last line of
defense. There is only one Goalkeeper per team. Keepers are the only

players that can legally use their hands, but this is resfricted to the goal area.

The Defender’s role is to stop the other team from getting shot opportunities
and control the ball within I'Eeir half of the field. They do this by positioning
and disruption. At fimes, Defenders might be asked to concentrate more
on supporting the attack or actually making attack runs and long distance
shots. Defongers are also referred to as Fullbacks and, if in a center
position, might be called a Sweeper or a Stopper.

Midfielder (M): Midfielders help transition the ball between the Defenders and the Forwards.

Defender (D):

They also support the Forwards in the attack and as the first line of defense.

Their overall role is dependent on the team's chosen strategy, which might
be for them to take on more of an atiacking role or stay back and help the
defense more. They are also referred to as Halfbacks and, if positioned
toward the sideline, might be called a Wing or Winger.

The main priority of Forwards, also called Strikers or Attackers, is to
penetrate, create opportunities to score and to u|iimc11&|y score. In most
strategies, their overall role will change very litfle. The skills the player
must have, however, may. For exump?e: When playin |ong-balrsfy|e,
the player's stamina onJ eading may matter more, I? the style of play
leans toward passing, however, dribbling and trapping should be
considered as well.

Forward (F):

Substitutes: The Subsfitutes sit on the bench untfil the coach needs them to sub in for
another player who is playing poorly or whose stamina has run out. You can
substitute players at any fime during @ match by pressing the START button
on the Controller and selecting Tactics to return to the Team Roster page.

FORMATIONS L 5

The different formations defermine how the players are positioned on the field. The numbers
below refer to the number of Defenders, Midfielders and Forwards there are (in that order).
1-1-3 -

Pros: Most directly offensive formation.

1. Puts half the iecr:l;l.in'_ﬁ'le_ attacking end, which can result in many scoring chances.

2. Good choice if the team is losing the match and needs to score, or if the team has an
outstanding Defendgr::_t.:ind Midfielder.

Cons: The defensive power it provides is the worst of all the formations.

1-2-2

Pros: This is an offensive-weighted formation.

1. Good presence in the midfield, which aids the fr

2. Good choice if the lone Defender is strong, and when the
without excessive risk. ;

improve scoring

Cons: It may.provide more goal-scoring chances for. the other
131
Pros: This puts the
1. Many players in th
opponent’s end.
2. Good choice if the tea
midfield players.

3. The key o gelting the most benefit from this formation is o use the midfield to support the
defense at fimes, and fo provide scoring punch when needed.

th of the team at the midfield. o
allows the feam a better chance of keeping the ball in the

an o.utstcnding Defender or Forward, or lacks good

Cons: If the lone Defender gets beaten, the Midfielder is usually too far away to
help in time.



2-1-2
Pros: A balanced formation, equal in both the offense and defense.

1. Lends itself well to quick counterattacks because of the concentration of players at
opposite ends.

2. Good choice if the team’s most-skilled player is positioned at midfield.
Cons: Lack of midfield depth, but its overall balance makes it a good c|'|c:|ce in all cases.

2-2-1
Pros: One of the better defensive formations.

1. Gives the team a solid line of Defenders and a good midfield presence.

2. Goed choice if the team has a strong goal-scorer who can score quickly when an
opening appears.

Cons: The team’s attack is directed into the middle, where the opponent's defense is usually

concentrated.

3-1-1
Pros: The safest of all the formations.

1. Many players in front of the goal.
2. Limits the opposing team'’s attack.

3. Good choice if the team has a big lead, is playing for a tie, or if the team has poor
Defenders.

Cons: Lacks players positioned fo attack the opponent's goal.

0

STRATEGIES
The strategy a team uses determines the aggressiveness of the team and the way they play
the game.

Offense 1 :
This strategy focuses the team’s energy on scoring, but does 50 wrih shiort, quick passes.

1. The defense plays a midfield role, while the Midfielders suppori th
2. Attempts fo contain the ball near the offensive end until scoring result is cchleved

rwards in the attack.

3. The defense is vu|nemb|a to a long-ball counterattack.
Offense 2
This strategy is the: mosf cggresswe offensive style known to the Backyard Soccer League.

1. The defense takes. the m!dFleH and the Midfielders and Forwards are unified in the
charge to score.

2. This sfy|e emphumzes an aggressive long-ball attack, attempting to create immediate
scoring opportunities.

Normal 1
This strategy balances a solid defense with confro“
1. The midfield supports the defense when needed, a

2. This style emphasizes short, accurate passes and c
scoring charice :

during the attack.
the opening for a

trol and passing ability.
Normal 2 '

This strategy feﬁiuras
the attack.

1. The midfield ulds on defense, .but rushes upfreld to support the Forwards when the ball

is won,

good bdf'unce of defense with an emphasis on fast transitioning to

2. This style has a spread out, open attack, wn‘h aggresswe Forword runs to allow long
passes over the midfield.

3. This is a good strategy if the defense has good kicking ability, or the Forwards
have great speed,
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Defense 1
This defensive strategy siresses time of possession.

1. The entire team packs into the defensive half, making it difficult for the opposifion to get a
good scoring chance. Once the team wins the ball, ﬁ:e players are positioned simply to
play keep-away. The theory behind this is that i the other team can’t win the ball, they
can't score.

| 2. This sirategy is best used to protect a lead, but requires good ball handlers.

Defense 2
This defensive strategy utilizes the long-ball to keep the ball away from the team’s goal.

1. The entire team protects the goal until the ball is won. The Forwards then run fo provide
a deep outlet to the defense. At the worst, the long clearances from the defense will waste
precious time for the opposition,

2. This 51rc|feg( is useful for protecting o lead, especially when the Defenders have excellent
kicking ability.

Coach-Assigned Play Tactics

The players' heads in the small field window have a red square, a yellow arrow or two
green arrows behind them. These indicate the type of play each team member will exhibit,
depending on the formation and strategy you pick.

Red Square
E Players will not leave their designated zone. Defenders and Midfielders will look to
ss the ball forward and will only dribble short distances. They will look to pass the
Ez” forward at the earliest safe moment. Offense and Midfielders will look to track
back by one zone fo assist the defense.

Yellow Arrow

Players will look to push forward to the front edge of their zone and seek attacking
options. Defenders or Midfielders in possession of the ball will dribble forward out-
side of their zone, and they will pass or shoot as the best opportunity arises.
Dribbling, passing and shooting are all equally weighted choices.

’i

¥

Two Green Arrows

Very aggressive play. Players will look to push forward at every opportunity. They will
advance info the next zone without the ball fo seek attacking options. Dribbling and
Eossing are equally weighted choices. Players will attémpt to make a goal at lﬁc
irst suitable opportunity. i

Attention and aggression strongly affect how an individual will react to the, events on the
field around them. A player with low aggression will not chase @ ball down and is less
likely to make a tackle than a more aggressive player. A player with low attention will miss
mucﬁ of what is happening on the fieﬁ?oround them. However, players with low stamina
will quickly tire if they’re running around too much. Learn players’ sirengths and
weaknesses to mold the best team.

Select the yellow arrow in the bottom right of the screen and then press
the % button to send your team off to their first match!

SEASON PLAY

From the Clubhouse screen, highlight the corkboard and then .pr_'ers'..H'ie % button to start a
season game.

-

In Season Play, KOU can creafe a customized eight-pidy_e_ team and frack the statistics of all
players during the season. You'll create o new coach and si your team for a full
Division schedule, tracking your team's progress each :
SETTING UP A GAME 5
You can be the coach of your very own Backyard Soccer
League team! If you have a good season, your team may be
invited fo participate in the Off-The-Wall Indoor Invitational!
If you finish your season as one of the top two teams in
your league, you'll be promoted 1o the “A” Division.

Make it to the top of “A” Division, and you'll qua|i¥ for the
Premier Division. And, if you make it fo the top of the ;
Premier Division, you will be invited fo compete in the Astonishingly Shiny Cup of All Cups

World Tournament! i

Fress = to mreate o eew fnsth

Before you can begin a season, you must first sign in.



l.:rji'iporfunt! You-must have a valid MEMORY CARD inserted to save and retrieve your coach.
COACH

To create a new coach, select the New Coach icon (clipboard & pencil) and then press
the % button. Next, create your coach’s name (one to eight characters) by using the direc-
tional buttons and the % bution to select letters from the Alphabet screen. When done, select
the “check” icon and then press the % button.

To erase a coach’s name, highlight the name and then press the % button, Next, select the
Delete Coach icon lc||pboc|rd and green eraser) ondFl then press the % bution.

To access your current season, select your coach’s name and then press the % button. Next,
select the yellow arrow in the bottom right of the screen and press the % button again to
load the coach and continue directly to the Team Photo screen.

Note: This screen also shows your team’s current Wins, Losses and Ties in the current
DIVision for the saved game.

GAME SETUP
+ From:this screen,. choose the season game difficulty level and the field you want to use as
“ your home field.

Select the difficulty level for your game by hlghhghhngi the appropriate button with the
directional buttons and then lpressm the % button. Select the black arrows on either side of
the home field name to scroll through the alternative Felds.

When you're finished, select the yellow arrow in the boltom right of the screen and then
~ press the ® button.

Name Your Team
Team naming follows the same method as described for a Single Game on page 9 under
“Choose Team.”

Pick Your Players

Since Season Play is a one-player game, there is no need to toss a coin before pickin your
team. Go straight ahead and use the same method to pick your players as described

Single Game on page 9.

]

TEAM INFORMATION

In Season Play, the Team Photo screen serves as a hub fo the season game status informa-
tion. Team mérmahon appears on a number of different screens, all of which may be
accessed from one another via the icons af the top of each screen. Advancing from here will
take you fo the Team Roster screen previously discussed on poge for a Single Game.

Schedule
The schedule shows fhe tacrns you re scheduled to play and whe
Home or Away. :

be playing At

Statistics
Statistics will be Irccked for each player in every game,
but will only be cumulative if you're playing a season.

Your team’s statistics will be shown by default. To view
statistics for the other teams in your division, highlight the
arrow icons on either side of your team name and then
press the % button.

Highlight a column and press the % button to hear an

Team Standings
You can see the standings for each team on the Lea

Wins (W) The number of g
Losses (L) : The number of gu
Win Percenluge

This percentage is the nu Fgumes won dlwded by

e number o games. played.

The number of games by which Hwé team is behind
the #1 team.

Games Back .{.G

League Leaders :
The League Leaders record book shows how the top 10 p|uyers in the league are doing.

To scroll through various statistics, highlight the arrows at the top of the screen and
then press the % button.

®



Trophy Case

This is where you can see all the trophies your team has
picked up during the season as well as your record for
Wins, Losses, Draws, Goals For and Goals Against. Trophy
Case information can be saved to the MEMORY CARD at
the end of each season, or if you win the Mini League or
Beach Tournament. You will be offered the chance to save
to the-MEMORY CARD. If you accept, the Trophy Case will | S5s S—"
be updated and saved.

Note: When the Trophy Case is being saved, you must NOT remove the MEMORY CARD
or reset the console. Be sure there is at least one free block available on the MEMORY
CARD to save the Trophy Case.

Team Photo
This screen works the same as described in the Single Game on page 10.

Game Options

“The same game options are available here as directly from the Clubhouse, described on

"' page 26. However, once a coach has been created, the Season Play settings (on the right)
cannot be altered because they apply to the entire season.

Save Coach

Use this oplion to save your coach, or fo delete other coaches. To save your current coach
in an empty slot, select the Save/Load icon (clipboard with memory card) at the top right
corner of the screen and then press the % button. To save over an old coach, highlight that
coach’s name and press the % button, then highlight the Save/Load icon and press the

% button again. To delete a coach, highlight 1Eo'r coach’s name and press the % Euﬂon, then
select the Delete Coach icon and press the % button again.

Clubhouse

Select the tree house icon if you wish to return to the Clubhouse, stopping Season Play for
now. Be sure your coach’s status is saved before leaving, if you want to retain your current
standing in the division.

Qo

MEET THE BACKYARD KIDS

The sports cards have useful information about the skills
and preferences of individual players, which is handy
when you're frying to get to know a player’s strengths. If
you select the picture oE} a character and then press the
% button, you might get even more helpful information!

To view the sports cards for all of the Backyard Soccer
League players, select the green notebook in the
Clubhouse and then press the % button.

HALL OF FAME

From the Clubhouse screen, highlight the trophy and

then press the % button. The Hall of Fame features the

history of the Backyard Soccer League! Winning teams
and coach’s names are listed here.

The Division champions receive a plaque with their team ..
name and coach’s names To czcle through the three divisions
(B, A and Premier), select the black arrows and then press  ©
the % button. A
The winners of the Off-The-Wall Indoor Tournament receive @
team name and coach’s name, too (that's you!). i i

The Astonishingly Shiny Cup of all Cups goes to the all-time victorious team! The
receive a trophy, with their feam name and coach’s name, which should inspire the

{126 thiad with oir

next neighborhood team!

PLAYING BACKYARD SOCCER™

PRE-MATCH COMMENTARY :
If you have the commentary option enabled, Sunny Day and Earl Grey will give you the
lowdown before each gamel :

VERSUS SCREEN -
Alfter the commentary, you will see the opposing team badges and names, and the a

chosen playing field. Proceeding from here will start the match!



GAME RULES
Backyard Soccer League rules are a hybrid of U10 and professional soccer rules:
1. Offside is called within the 19-yard area in front of the goal.
2. Fouls occurring outside of the pendlty box result in direct free kicks.
3. Fouls occurring within the penalty box result in penalty kicks.
4. Balls that go out of bounds result in the appropriate throw-in, goal kick or corner kick.
5. Substitutions are unlimited.
6. No robots allowed.
Special Exception for Indoor Tournament Play: No offside is called.
Clarification of Offside Rule: A player can be called offside when the ball is played
to him/her if there are fewer than two opponents {including the goalie) between that player
and the goal.
CONTROLS
You have the choice of playing with a 1-button method, or a 4-button method. You can
change this sefting from the Choose Controller screen or from the Advanced Options part of
the Game Options screen, which can be accessed via the Clubhouse, the Team Information
screens and via the START button during a match.
1-Button Method
Use the directional buttons to move your selected player, and the % bution to shoot,
tackle, pass and change p1ayer$_
4-Button Method
Use the directional buttons to move your selected player; the % button to tackle and
shoot; the A button to switch players; the B bution to pass, and the % button to boot the
ball in the direction you are facing.
Passing Method ‘
The game's Artificial Intelligence (Al) will decide to whom to pass the ball. With the
1-button method, it will also decide whether to pass the ball or to kick it.

KICKOFF

A kickoff is o way of starting or restarting play and occurs in the following circumstances:
1. At the start of the maich,

2. After a goal has been scored.

3. At the start of the second half-of the match.

The Away team kicks off to start the match. The Home team kicks. off
the match, e

Wher‘n you kick off, dn arrew shows the player to whom you will kick ..I'he'bc“.’ Press the left
and right directioh@l@qﬂons to change where you want to pass the ball.
All players stand on their half of the field, with the opponents of the team taking the kickoff

at least eight yards from the ball until it is in play. The ball is stationary on the cenfer mark
until the referee gives a signal. The ball is in play when:

1. It is kicked and moves forward.

2. The kicker does not touch the ball a second fime.
3. It has touched another player.

Alfter a team scores a goal, the opposite team take
Once the ball is in play, the objective is to use your:
oEsonenl’s oal, and'then knock it in. It sounds easi
etfort you'll tind cking up the goals!
THROW INS & CORNER KICKS F
When the ball goes « your kicker will go to fake the Throw In or Corner Kick.
Choose which player > pass or throw the ball by pressing the left and right

directional buttons icon will show 1o which player the ball will be aimed. In «
multiplayer T:me, the player confrolling the kicker at the time the ball goes out of play

will get fo take the corner kick or throw-in,

FREE KICKS . e

Free kicks are taken in a similar way to Throw:Ins and Corner Kicks. Your kicker will

step up to take the kick. Press the |eﬁ and right directional buttons to choose to whom

to pass the ball. When you are choosing where to kick the ball, you may see the a



arrow. icon change color and point to your opponent’s goal. This indicates that the goal is
the currently selected target. You may use this setting o try a direct shot on the goal with
the free kicE_ In a multiplayer game, the player controlling the kicker at the time the free
kick call is made will get fo take the free kicK.

PENALTIES

A penalty kick is awarded when a defending player fouls an attacker inside the penalty
areq, If the Tie Game Ends setting (under Game Options — see page 26) is set to Penalty
' Kicks prior fo the game, penalty Eicks are used fo end tied games.

To kick o penalty, press the % bution for @ straight shot, the B bution fo curve the ball left, and
the @ button to curve the ball right. The pendlty kicker will then start his or her run up fo the
ball. Before the shot is taken, quickly use the directional buttons fo direct the kick on the goal.

To try to block a penalty, wait until the kick happens — a target indicator will show where
the shot is hecdinﬁ, Quickly press the directional buttons to make your Goalkeeper dive to
try to save the ball.

In @ multiplayer game, the player with the lowest player number on that team will get to
control the kicker and take the penalty, or control the Goalkeeper and try to block it.

THE PLAYERS

Each player has unique attributes, playing abilities, historical statistics and the potential to
play differently each time the game is played. For example, having siblings on the same
feam can cause one or both p?cyers to make errors, or play better, depending on their rela-
tionship! Listening to the player comments on the Player Details/Stats screen may hint at
these aftributes.

Euc(l;fhyer is guided by his or her own Artificial Intelligence (Al) on the field, which is
based primarily on that player’s uniciue characteristics. This helps keep the game going by
directing the p?::l

not run entirely by his/her own Al is the player you have currently selected.
POWER-UPS

Power-ups randomly appear on the field, and they disappear if they are not picked up. To
pick one up, move a pﬁ:yer over it. Of course, the opposing team can do the samel

yers to tend the goals, set up for defense, pass the ball, etc. The only player

If your team has an active power-up, you'll see a picture of it at the bottom of the screen.
Powgrmps are friggered automatically when you take a shot on your opponent’s goal and
are in range. They expire within a certain amount of time or affer a single use.

Ly ﬁ]ﬂnnolnba“ ~ This ball shoots so fast, flames foll dl.it explodes when it hits
e goal. %

This ball is really heavy and no one ¢

Bowling Ball -
e goal!

when it hi?§

‘a very special ball. The ball becomes a mini tornado, twisting
ing around in its path to the goal.

b . Undergrounder — When you kick this ball it dives un_dprg_rdund and pops up
B behind the goal line. This power-up will only occur in outdeor fields. ;

PRISED GAME MEN
Pressing the START bution on your Conroller at an

se the directional buttons 1

accesses the

Y
‘ and the % button to

select it. The op

Continuve Ga i

Game Option the Game Options screen described on page 26.

Replay |ustﬂ1reeseconds of action and then resumes the match!

Tactics you to the Team Roster screen where you can make a change
r lineup and sirategy.

Quit Game

You will be asked to confirm if you want to‘quit the game in
progress. Highlight either “Yes". "\.f_:':*Nd"cmg then press the
% button. If you confirm #Yes,” the match will stop and you
will be taken back to the Clubhouse screen. Any progress
you've made in play will be lost.




GAME OPTIONS
The game options are available from the Clubhouse and may also be accessed by pressing
the START button during a game.

Play by Play
Commentary
Action Replays
Player Talking
Penalty Chatter
Screen Titles

Turns Sunny Day’s detailed and sequential gameplay talk on or off.
Turns pre-game, halftime and post-game talk on or off.

Turns automatic replays of goal scores on or off.

Turns on-field comments made by the player on or off.

Turns chatter of the players on or off.

Turns pop-up screen identifiers on or off.

Note: The following Season Play settings can only be dltered prior to starting a game,
while in the Clubhouse:

Game Length Almost dinner time2 Choose Short for a 3-minute match. Ready for
the long haul2 Choose Long for a 6-minute match,

Do you want to end a tied game by having a penalty shootout? If
so, choose Penu|'ry Kicks. If not, choose Tie.

Turns offside calls on or off.

Tie Game Ends

Offsides
Fouls Tired of hearing the referee? Turn foul calls on or off.

For more options, highlight the Advanced Options icon (shoes & pump) at the top right
of the Game Options screen and then press the % button.

ADVANCED OPTIONS

From this screen, you can set the relative sound effects
(SFX), speech uncrmusic volumes, change the screen posi-
tion on the TV, and even change the control method (1- or
4-button) and Confroller vibration options of up to four

Controllers (more than two Controllers requires an optional
Multi Tap),

=}

Highlight the arrows on either side of the volume indicators and press the % button to adjust
the volume levels. A sound will play to help you determine the right setting for you.

To adjust the screen position, highlight the Screen Position button and press the

% button. Use the directional buttons to reposition the screen. Press the % ﬁuﬁcn again fo
confirm the new position, or press the A button fo revert to the old position.

If playing with a DUALSHOCK™ analog Controller, select the'On/Off butons next to the
reEzvcnf Controller picture fo switch the vibration function on and o{'f :

To change the contral method for an individual Controller, highlight the icon bé__nec:lh the
Controller picture and then press the % button. This will toggle between: the 1-button contral
and the 4-button control methods.

INFOGRAMES WEB SITES

Infogrames has excil.in'g",_'fu“ and active web sites dedicated to ensure you get the most out
of your new games. You can visit us at:

http://www.us.infogrames.com
Kids, check with your parent or guardian before visiting any web site

Visit and you will discover that Infogrames web sites conta s as:
* Technical Support * Hints and Tips.
* Software Upgrades * Demos

* |nterviews i * Competitions
 Communify * And much mor:

We are constantly Updah:g our web sites so stop bjl"d ds

: uently. With events
and new additions planned, you won't want to miss out.
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TECHNIGAL SYPPORT (1.5, & Caa)

Help Via the Internet
Up-to-the-minute technical information about Humongous Entertainment products is generally
availoble 24 hours a day, 7 days a week via the Internet at:

http://www.ina-support.com

Through this site you'll have access to our FAQ (Frequently Asked Questions) documents, our
Hints/Cheat Codes if they're available, and an E-Mail area where you can get help and ask
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 Humongous Enfertainment Tech Support at (425) 951-7108. Our
Interactive Voice Response and Faxback system is generally availoble 24/7, providing automated
support and dllowing FAQ documents o be faxed to you immediately. Live support is available Monday
through Friday, 8:00 AM unfil &:00 PM (Pacific Time). Note: We may be closed on major holidays.

You may also fax in your Technical Support questions or problems to: (425) 806-0480, or write to
the oddress below. -

Product Return Procedures in the United States & Canada
In the event our technicians ot 425-951-7108 determine that you need fo forward materials directly
fo 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 fele-
phone number in case we need to call you. Any materials not oonk:lnlng this RMA# will be refuned fo
you unprocessed. Send your materials fo the foﬁovwng

Humongous Entertainment

Afn: T5/CS Dept.

13110 NE 177th Place

* Suite # B101, Box 180
Woodinville, 'WA 98072-9965
RMA #:

o

NOTICE

Humongous Entertainment, o division of Infogromes, Inc., reserves the right to make improvements in the product described in this manual ot any time
and without nofice. This manual and the software described in this monual are copyrighted. Copies of pages from the Handbook may be reproduced by
the buyer of this product for the buyer’s personal use, or for use in the buyers dossroom, but not for commerdial resale. No port of the described software
may be copied, reproduced, translated, rented, or reduced fo any electronic medium o machine-readable form without the prior witten consent of
Humongous Enterizinment.

Limited Warranty
Humongous Entertuinment warrants ko the original purchaser of this computer software product, for a pesiod of ninety {90) days from the date of original pur-
chose, that under normal use, the media ond user documentation are free from defects in materials and workmanship.

Warranty Cloims

1 you wish to moke o warranty daim, please call (425) 951-7108 for assistance from our Technical Support,/Customer Service Deparment within 90 days
of purchase. In the event our technicians defermine you need o forward materials to us, please include the game (D-ROM, Proof of Purchase from the
product box, your dated sales receipt (with fitle or SKU dearly legible), your name, return oddress, daytime phone number and a statement of the defedt.
Make sure you include the Return Merchandise Authorization Number (RMA) supplied to you by the technician. Any materiaks not containing this RMA num-
ber will be returned fo you unprocessed. Your mail should be sent to the following oddress: Humongous Entertainment, Atin: T5,/CS, 13110 HE 1774h Place,
Suile B101, Box 180, Woodinville, WA 98072-9965, RMA# . If our technicians determine that the produd is defective within ninety (30) days
of original purchase (unless otherwise provided by upplltﬂe low), Humongous Entertainment will replace: the item free of charge, o the original purchaser,
i the item s accompanied by the original dated receipt and Proof of Purchase. If you do not have the original receipt, or if the warranty period has expired,
Humongous Entertainment will replace the product (media anly} for o nominal fee. f our technicians determine the produd was damaged after purchase,
Humongous Entertainment will offer o replocement for o nominal fee.

Limitations

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR 0BLIG-
ATE HUMONGOUS ENTERTAINMENT. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY
AND FITHESS FOR A PARTICULAR PURPOSE, ARE LINITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN MO EYENT WILL HUMONGOUS ENTERTAIN-
MUENT BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE HUMON-
GOUS ENTERTAINMENT SOFTWARE PRODUCT.

Some states do not allow limitations on how long an implied worranty losts, and/er exdusions or limitations of incidental or consequential domages, so the
exclusions or limitations of liability may not apply to you. This warranty gives you specific legal rights, and you may ko have other rights, which vary
from state to state. If your product contains Technical Support phane numbers for Europe, you must contoct those phone numbers and abide by their war-

ronty polidies.




' i . i )
END-JSER LICENSE AGREEMENT
PLEASE READ CAREFULLY. BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO
THESE TERMS, PROMPTLY RETURN THE CO-ROM IN ITS PACKAGING TO THE PLACE WHERE YOU OBTAINED IT.

1. License, The software accompanying this license (the “Software") and the related documentation are licensed 1o you by Infogrames, Inc. and are subject
to this license. You may not delete the copyright nofices or amy other proprietary legends on the original copy of the Software. You may Iransfer ol rights
we gron! 1o you in this license lo someone else as long os he or she reads and agrees o occept this license. .

2. Restrictions. The Software contains copyrighted material, trade secrets and ather proprietory material. You may not decompile, macily, reverse engineer,
di ble or otherwise reproduce the Software except as expressly ollowed by us. You may not rent, lease, sublicense or distribute
the Software. You may not elecironically transmit the Software from one computer 1o onother or over o network.

3. Termination. This License is effective until terminaled. You mary terminate this License at any time by desiroying the Software and reloted documenta-
tion, This License wil terminate immediately without nofice from us if you fail to comply with oy provision of this license. Upon Termination, you must
destroy the Software and related documentation.

4. Dischaimer of Warranty on Software. You ore oware and agree that use of the Software and the medin on which it is recorded is af your sole risk. The
Saftware, reluted documentation ond the medio are provided “AS IS." Unless otherwise provided by upplicable low, Infogrames, Inc. and afffliates warrant
to the original purchoser of this product that the Software storage medium will be free from defects in matesial and workmanship under normal use for
Iinety (90) days from the date of purchase. This warranty is void if the defect has arisen through ocddent, abuse, neglet or misapplication. WE EXPRESS-
LY DISCLAIM ALL OTHER WARRANTIES, EXPRESSED OR (MPLIED, INCLUDING BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND
FITHESS FOR A PARTICULAR PURPOSE. WE DO NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS, NO
ORAL OR WRITTEN INFORMATION OR ADVICE GIVEM BY US OR ANY OF OUR AUTHORIZED REPRESENTATIVES SHALL CREATE A WARRANTY OR N ANY WAY
INCREASE THE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, 50 THE ABOVE EXCLUSIONS
MAY NOT APPLY TO YOU.

. Limitation of Linbility, UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL WE BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL
DAMAGES THAT RESULT FROM THE USE OR INABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION, EVEN IF WE HAVE BEEN ADVISED OF THE
POSSIBILITY OF THOSE DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR. EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUEN-
TIAL DAMAGES SO THE ABOVE LIWITATION OR EXCLUSION MAY HOT APPLY TO YOU. In no event shall our total liability to you for oll domages, losses, and
causes of action (whether in contra, tort or otherwise) exceed the amount paid hy you for the Software.

6. Controlling Low and Severability. This license shall be governed by and construed in accordance with the lows of the State of Delaware, USA. If any
provision of this license is unenforcenble, the rest of it sholl remain in effedt.

7. Complete Agreement. This license constitutes the entire ogreement between the parfies with respect fo the use of the Software and the reloted docu-
meniation.
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