Help/Technical Support

If you have problems installing or operating Virtual Skipper 2, feel free to contact our technical
support services by e-mail or telephone, or consult our list of Frequently Asked Questions at
www.virtualskipper.com.

Introduction

Welcome to Virtual Skipper 2, the new version of the acclaimed regatta simulator with real-time
3D.

High-quality graphics and realistic simulation bring you the sights and sounds of a top-level
regatta, with real-time arbitration of racing rules.

You can play alone against your computer, against one opponent on a split screen or against
several opponents on a local area network or the Internet, with up to eight players per race.
Embark on the highly responsive Melges 24™, the high-performance and versatile Offshore
Racer, the ACC™ (America’s Cup™ Class), or the Open 60 trimaran, the “Formula 1" racer of
the seas. Choose from among the worlds best waters—Quiberon Bay in France, The Needles in
England, Hauraki Gulf in New Zealand, San Francisco Bay in the United States, or Porto Cervo
in Italy—all faithfully reproduced in 3D.

Take the helm—the race is about to start! You'll see your sails flutter and fill with wind, puffs and
lulls form at the water’s surface, and your crew spring into action on the deck.

Test the wind, steer carefully, follow the rules of the race... and join the world’s largest sailing
community, with over 120,000 players from all over the world.

Get ready for an unrivaled gaming experience. We wish you fair winds!
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Read before using any video game

Warning About Epilepsy
Read this before you or your child use any video game.

Some people are susceptible to epileptic seizures or loss of consciousness when viewing
certain types of blinking lights or other stimuli commonly found in our everyday environment.
These persons are at risk of having a seizure when they look at certain televised images or
when they play video games. Such phenomena can occur even in persons with no medical
history of epilepsy and who have never had an epileptic seizure. If you or a member of your
family has ever shown symptoms related to epilepsy (seizure or loss of consciousness) in the
presence of illuminated stimuli, consult your doctor before use. We advise parents to provide
supervision when their children play video games. Stop playing and consult a doctor
immediately if you or your child experience any of the following symptoms: dizziness, vision
problems, eye or muscle spasms, loss of consciousness, disorientation, involuntary movement
or convulsion.

Always take these precautions when playing video games:

. Do not sit or stand too close to the screen.

. Preferably, use video games on a small screen.

. Do not play if you are tired or have not had enough sleep.

. Play in a well-lit area.

. While playing, take ten- to fifteen-minute breaks every hour.

Software Piracy

Any unauthorized reproduction, in whole or in part, of this product or of registered trademarks,
constitutes a criminal offense. PIRACY harms legitimate consumers, developers, publishers and
distributors of this product. If you believe that this product is an illegal copy or if you have
information concerning pirated products, please contact our customer service department.




Installing the Game

Note: The following is the minimum configuration required to play Virtual Skipper 2:

Windows 98, 2000, XP

Pentium Il 450

64 MB RAM

32 MB 3D card (16 MB AGP)

Sound card compatible with Direct X8.1
56K modem

CD-ROM drive

The following is the recommended configuration for PC:

Windows 98, 2000, XP

Pentium Il 800

128 MB RAM

64 MB 3D card (16 MB AGP)

Sound card compatible with Direct X8.1
56K modem

CD-ROM drive

Installing Virtual Skipper 2
Insert the CD ROM into your drive and follow the instructions on the screen.

If no window appears when you put the CD-ROM into your drive...
1) Double-click on the My Computer icon on your desktop.
2) Double-click on the CD ROM icon to launch the installation program.

Then follow the instructions given by the installation program.

Uninstalling Virtual Skipper 2

To uninstall Virtual Skipper 2...

1) Click on your computer’s “Start” button.
2) Select “Duran” then “Virtual Skipper 2”
3) Click on the “Uninstall” icon.

Launching Virtual Skipper 2

To launch the game, click on the “Start” button, select “Duran,” then click on “Virtual Skipper 2.”
After a brief introduction (which you can skip using the “Escape” key), the main menu will
appear.




Using the Menus

The menus can be used with either the mouse or the keyboard.

With the Keyboard

Use the left and right arrows to scroll through the icons or texts until your choice appears in front
or is highlighted in yellow, then press the “Enter” key to confirm your selection and move to the
next screen. Use the “Escape” key on the keyboard or the “Back” button on the screen to return
to the previous screen. All of your choices are saved between screens, so you can browse
through the menus in any order and your choices will be stored.

With the Mouse
Simply point to the desired icon or text and click to make your selection, scroll through a list of
items or confirm a selection.




Play Now, Read Later!

IN THE MAIN MENU, CHOOSE “QUICK RACE".

If you have already set up one or more regattas, “Quick Race” will launch the last regatta
created.

If this is the first time you have played, you will go directly to the Porto Cervo course and
compete immediately in a match race (one-on-one) on an ACC™, the official America’s Cup™
boat.

1- Essential Commands:

As you sail, you will become familiar with all of the commands available in the interface, which
will make the game more interesting and more fun. Meanwhile, here are a few essential
commands needed to maneuver your vessel:

1.1- Steering the Boat:

Keyboard commands:

Left arrow Port (left) rudder. The boat turns to the port side.
Right arrow Starboard (right) rudder. The boat turns to the starboard side.
Down arrow Zero rudder angle. The boat stays on the same heading.

Mouse commands (use the helm at the bottom of the screen).

Slide your cursor to the left and your boat will go left; you will turn to port.
Slide your cursor to the right and your boat will go right; you will turn to
starboard.

Place your cursor at the center of the helm to re-set the tiller to zero and
steer your boat in a specific direction. In general, this command is used to
stop coming about.

1.2- Raising, Lowering and Trimming the Sails:

The ACC™ has a mainsail (always raised) and four forward sails: the Genoa jib, the fore
staysail, the spinnaker and the code 0.

Each sail is used under specific conditions to optimize the boat’s speed.
For example, when you are sailing into a force 3 to force 5 wind, you should use the Genoa jib.
If the wind is stronger, between force 5 and force 7, you should raise the fore staysail. When
you are sailing with the wind (the wind is coming from behind the boat), you should put up the
spinnaker. When the wind is less than force 4, we recommend the code 0.




You can change sails using the keyboard or on the screen. Raising a new sail will
automatically furl the sail that is already raised.

On the keyboard:

<+> key on number pad raises the Genoa jib
<Enter> key on number pad raises the spinnaker
<.> key on number pad raises the fore staysail
<3> key on number pad raises the code O

On the screen (at lower right):

Raises the spinnaker, a large, symmetrical, ballooning mainsail used
when running before a stiff wind. Note: Open 60 trimarans do not have
this sail.

Raises the Genoa jib, a large sail used when sailing against winds weaker
than force 5.

Raises the gennaker (also called the code 0 on the ACC™), a large light
sail used when sailing with the wind.

Raises the fore staysail, a smaller sail used in strong winds (between
force 5 and force 7).

Trimming the salils:

A boat sails well when it is properly positioned with respect to the wind, and when its sails are
properly trimmed. If you are sailing into the wind, your sails should be trimmed; when you are
sailing with the wind, they should be eased.

If you use automatic mode, you will not need to trim the sails at all. To use the manual mode,
press the “Num Lock” key on the number pad.

< /> key on number pad trim the sails
<* > key on number pad ease the sails

You can also use the vertical scroll bar on the right side of your screen.
To ease the sails, slide the cursor upwards; to trim them, slide it downwards.

If you haven’t yet mastered all the subtleties of wind angle and are using the automatic trimming
mode, this simple rule will have you sailing like a pro:

Position your boat in the wind in such a way that the arrow shown around the boat is
green.



1.3- Follow International Racing Rules:

A “virtual” (but impartial') umpire observes the race and assesses penalties against players who
break racing rules (see the section on rules).

For example, running into a mark on the course or colliding with an opponent who has the right-
of-way (whose sail is red) will immediately cause the umpire to assess you a penalty. A red
circle marked “360” will appear and remain visible on the right side of the screen.

If the “umpire” gives you a penalty, you will have to make a complete turn (known to the “pros”
as a “360”). Note that during this maneuver, you will lose your right-of-way over the other
players, so be careful not to be in the path of any of your competitors. As soon as you begin
your “360,” the penalty indicator will change color and disappear. Your penalty is then
completed.

To learn more about racing rules, read the section on the “ISAF module.”

With these few commands, you can get your sea legs in this first regatta, then in others of your
choice.

2- Other Useful Commands:

A number of cameras positioned around your boat allow you to observe your opponents and
any obstacles. In a regatta, it is of paramount importance for your safety that you pay close
attention to what is happening near your vessel. This is the only way to avoid colliding with other
boats or surface reefs.

To learn all of the commands for the game, see the “Interface” section. This section also
contains other information that will be very useful for sailing.



Main Menu — Modes of Play

I Single Player Mode

Single Player mode is accessible from the main menu and allows you to play alone against your
computer in several types of regattas: a single race and a championship.

1- Single Race

When you select “Single Race” you will be racing in unrelated fleet races and match races.
The screen for the “Single Race” menu is divided into three windows.

In the first window, at the top left, you can choose the course on which you will be sailing
(see the section on courses).

The second window, on the right of the screen, is divided into three parts.



- At the top, set your weather defaults by choosing the general weather conditions
and wind strength (see the section on weather).

- In the middle, define your race course by choosing the length and number of legs
for your regatta, the start time and the level of play (see the section on regattas).

- At the bottom, select which type of boat you will use, the type of regatta, and the
number of competitors. Assign a nationality, a color and a name to each of your
competitors by clicking on “Configure Opponents” (see the section on boats).

In the third window at the bottom left of the screen, customize your own boat by
assigning it a nationality, a color and a name (see the section on boats).

When you are ready, click on “Go” at the lower right of the screen to start the race.

Note: When you install the game, the Single Race mode is a “light” version. After you
have raced and won all four championships, you will have access to the full version of
the game.

2- Championship

Choose the “Championship” button in the “Single Player” menu.

A championship consists of several fleet races (4 boats) on different courses. You are awarded
a certain number of points for each course depending on your order of finish. By the end of the
championship, you will have a cumulative point total that will be used to determine your place on
the list of winners. Virtual Skipper 2 has four championships; for each one, coming out on top
will give you access to more features of the game.

2.1 — Point Scale

First place: 10 points
Second place: 6 points
Third place: 3 point
Fourth place: 1 points

A list of results will be displayed at the end of each race and at the end of each championship
series.

2.2- The Melges 24 Championship (easy):

The first championship consists of two races in a Melges 24. The first race is at La Trinité and
the second at Cowes. Detailed information about your races (weather, course length, number of
legs, level of game, starting time) is displayed on the right side of your screen. Remember to
assign a name, color and nationality to your boat.

Prizes for the Melges 24 Championship:

If you place first or second in the Melges 24 championship, you win:
- Access to the San Francisco Bay course
- Four additional textures for the Melges 24.

To start the Melges 24 championship, choose “Go” at the bottom right of the screen.



2.3- The Offshore Racer Championship (medium difficulty):
The second championship consists of three races in an Offshore Racer. The first is at La Trinite,
the second at Cowes and the third at San Francisco.

Prizes for the Offshore Racer Championship:

If you place first in the Offshore Racer championship, you win:
- Access to the Auckland course
- Four additional textures for the Offshore Racer.

2.4- The ACC Championship (difficult):
The third championship consists of four races in an ACC. The first is at La Trinité, the second at
Cowes, the third at San Francisco and the fourth at Auckland.

Prizes for the ACC Championship:

If you place first in the ACC championship, you win:
- Access to the Porto Cervo course
- Four additional textures for the ACC.

2.5- The Open 60 Championship (expert):

The fourth championship consists of five races in an Open 60 trimaran. The first is at La Trinité,
the second at Cowes, the third at San Francisco, the fourth at Auckland and the fifth at Porto
Cervo.

Prizes for the Open 60 Championship:

If you place first in the Open 60 championship, you win:
- The ability to set Force 7 winds
- Four additional textures for the Open 60.

Note: You are not required to complete your championship series at one sitting; you can
easily start it one day and finish the next. Virtual Skipper 2 saves all of your race data.



Il MULTI PLAYER MODE

If you are connected to the Internet or to a LAN, you can play Virtual Skipper 2 against other

players.
You can also choose to play one-on-one on a split screen.
To do this, click on “Multi Player” in the main menu.

1- Multi Player Mode via Local Area Network (LAN)

If your computer is connected to a LAN, several players can play at once, with each player
using a computer on the network.
To play on a LAN, choose the “LAN” button.

1.1- The “LAN” Screen

This screen displays three large windows.

The first window at the top left, titled “Servers List,” displays the races in progress (red)
and being created (green). Each line item in this window gives the name of the player



who created the race, the number of players already connected, and the course on which
the regatta is taking place. The “ping” is also given.

FYI: the “ping” is a number that allows you to evaluate the server’s response time. The smaller
the ping, the faster the connection.

The second window at the bottom left of the screen, titled “Players In Regatta,” displays
the name, nationality and color of boat for each player entered in the race you chose in
the “Servers List” window.

The third window at the right of the screen, titled “Online Players,” displays the names of
all the players who are connected. When the name is in red, the player is participating in
a race, and when the name is in green, the player is entered in a race that has not yet
started. If the name is in white, the player is neither racing nor entering a race.

1.2- Joining a Race

You cannot join a race in progress, which will appear in red on the screen. However, it is
possible to join a race that is being created. To do this, choose a race displayed in green in the
“Servers List” window, then click on “Connect” at the lower right of the screen.

You can also join a player (if the player's name appears in green) by clicking on the name in the
“Online Players” window. The race in which your friend is entered will automatically be selected
in the “Servers List” window.

Note: the “Connect” button does not appear on the screen until you have selected a race.

Next, a new screen with three windows appears.



The window on the right of the screen summarizes the race and is not accessible. You
may see this summary change while you are in this screen. This is because the creator of
the race is currently setting up the regatta in which you are entered

The window at the top left of the screen displays a listing of all the skippers, including
name, nationality, and boat color.

This is the window in which you must sign up for the race. Mark your name, choose your
flag and the color of your boat by clicking on the icons, then check the checkbox at the
right of the screen to let the other players know you are ready. All of these operations are
completed in real time, which means that your opponents can see the changes you
make, and you can see any changes to the names, nationalities and boats of your
competitors.

The window at the lower right is a chat window. It allows you to talk to the other racers
entered in your race. Type your message at the very bottom, then click on “Enter” to
confirm it.

Your competitors will then receive your message. The entire discussion and the names of
the players are displayed in this window.

To learn more about the boats, regattas, courses, and weather, read the following sections.
Once you have entered the race, all you have to do is wait for the creator to start it. You will

then find yourself on the course with your competitors, ready for the start.

1.3- Create Your Regatta

To create your regatta, simply click on the “Create” button at the bottom of the “LAN” screen.
The next screen will display exactly the same windows as described in the section on “Joining a
Regatta.” The only difference is that you have access to the right-hand window. This is where
you go to set up your regatta. Remember to name your regatta at the top of the screen.

Register your name, nationality and the color of your boat in the window at the upper left. This
window will also list the players who are connecting to your race.

Once you are satisfied with the number of players and have spoken with your competitors in the
chat window, start the race by clicking on “Go” at the bottom right of the screen.

Note: the “Go” button does not appear on the screen until all of the players have checked the
checkbox at the right of their screen.

1.4- The “Refresh” Button

This button is very important, because it allows you to update all information concerning the
races already created or in the process of being created and the players entering or
disconnecting from the race.



2- Multi Player Mode via Internet

One of the best things about Virtual Skipper 2 is that you can play against other skippers from
all over the world. To do this, you must first connect to the official website at
www.virtualskipper2.com and register.

Then click on “Internet” in the game’s Multi Player menu.

2.1- Reqgister

Register your name and password (the same ones you used to register on the website).
If you have a proxy server, check the checkbox and give its name and password.

FYI: the purpose of the proxy server is to protect you from outsiders and prevent web surfers
from connecting to your machine. Not everyone has one, so don’t be surprised if you don't.

Your name and password will give you access to the “gaming zone” in the game, and also to the
Virtual Skipper 2 community on the official website, where you will find a forum, a chat room, an
area for downloading add-ons and patches, a list of all of the fan clubs and of tournaments
organized by the players, a list of all virtual skippers and a way to contact them via e-mail... in
short, an active and dynamic virtual club.

To move to the next screen, click on “OK.”

2.2- Creating or Joining a Race

To create or join a race on the Internet, follow the same instructions as for playing on a LAN.
See the previous section.

3- Two Players On the Same Screen

Clicking on the “Split Screen” button in the Multi Player menu will bring up a screen similar to
the “Single Race” screen in the Single Player menu. The only difference is that you will have to
select and set up two boats, since two people are playing on the same screen.

Only one keyboard is needed for both players. Player 1 plays in the window at the bottom
of the screen using the keys suggested by Virtual Skipper 2. Player 2 plays in the window
at the top of the screen, using the keys indicated below.

Steering the Boat:

S Port (left) rudder. The boat turns to the port side.

F Starboard (right) rudder. The boat turns to the starboard side.
D Zero rudder angle. The boat stays on the same heading.

left ctrl Right the trimaran overturned

Raising and Lowering the Sails:
A raises the Genoa jib




raises the spinnaker
raises the fore staysail
raises the code O or the gennaker

0O XN

Trimming the Sails:

Trim and ease the sails
automatic / manual mode
trim the sails

ease the sails

IMsO

manipuler la caméra :

Change camera

camera turns to the right
camera turns to the left
zoom in

zoom out

camera up

camera down

original position

IZz<CcHon«e<

Interface :

Tab display boat’s names and flags
) efficiency module

zéro heel module

compass

« ISAF™ »module

navigator module

Chat window

~ © 0 I

Note: Both players use the same mouse.
Note: The Options menu allows both Player 1 and Player 2 to change any of the keys.

Helpful Hint: Know your computer’s configuration. We suggest reducing some of the display
parameters (such as the water) in the video “Options” menu.



The Boats

One of Virtual Skipper 2’s great advantages is that it offers you a choice of four types of boats,
all with equally realistic modeling and simulation.

Even the crews are realistic. Each time you begin a maneuver, you'll see the crew spring into
action on the deck, man the winches and take the helm.

However, before selecting your vessel, you need to decide on the type of race and on your
competitors. Will you choose a match race or a fleet race?

Match Races
A match race is a highly tactical race against one opponent: a two-boat race. The race course
consists of a starting line and two rounding buoys. The starting line is an imaginary line marked
by a yellow buoy and a committee boat. It is always perpendicular to the wind, with the
committee boat facing into the wind. The two buoys to be rounded are placed perpendicular to
the starting line, about one km (0.6 mi) away. In a match race, the buoys are rounded with the
buoy to the right, i.e., in a clockwise direction.

Fleet Races
Fleet races are races with more than two boats. The race course for a fleet race is essentially
the same as the course for a match race, except:
- The buoys are rounded with the buoy to the left, i.e., in a counterclockwise direction.
- To avoid “traffic jams” at the buoy, a third buoy is placed 60° to the left and 100 meters (330 ft)
away from the windward buoy (the buoy farthest from the starting line).

Virtual Skipper 2 allows up to 8 boats to participate in a race. With this many boats, strategy is
very different. Fleet races offer a different kind of enjoyment than a match race and add a whole
new dimension to the game.

1- Selecting a Boat

1.1- The America’s Cup Class (ACC™)

Prototype Monohull.

ACC™s are prestigious, unique vessels that compete in high-level match races including, of
course, the famous America’s Cup™. They are over 20 m (66 ft) long, and their high inertia
gives the helm an extraordinary feel.




1.2- The Melges 24™

Light Monohull — One Design

In just a few years, the Melges 24", a 7.5 m (24 ft) ISAF international one-design boat with a
displacement of only 800 kg (1800 Ib), has set the standard for the best sport monohull.
Although not particularly impressive when sailing into the wind, a tailwind turns the Melges 24™
into a real speed demon! In fact, manned by a crew of four, this boat can reach top speeds of
over 20 knots under the spinnaker. This responsive and maneuverable, highly technical boat
provides plenty of real thrills.

For more information about the Melges 24, visit the official website at www.melges24.com

CHARACTERISTICS

General

Composition:

Polyester sandwich

Crew:

Max. 6 people (5 for racing)
Length:

7.52 m (24 ft)

Beam:

2.50 m (8.2 ft)

Tonnage:

794 kg (1750 Ib)

Mast

Composition:
Carbon fiber
Length:

10.20 m (34 ft)
Weight:

31 kg (68 Ib)

Keel

Composition:
Carbon sandwich
Length:

1.52 m (5 ft)
Weight:

300 kg (660 Ib)

4™

Sails

Mainsail:

35.31 m? (42.4 sq yd)
Jib:

11 m2 (13 sq yd)

1.3- The Offshore Racer

Monohull — One Design

This racer/cruiser, with a length of about 13 m (43 ft), is a delight to handle. With a more
balanced feel than the Melges 24™, it is an excellent vessel for learning and developing regatta
tactics. It is more forgiving of helm errors than the other boats.

1.4- The Open 60 Trimaran

A true “Formula 1” of the sea, the Open 60 trimaran will give you a thrill!

A light boat rigged for power, the Open 60 takes off like a shot. Created to set records, it gives
unrivaled performance, with maximum speeds of up to 36 knots.



Be careful—at these speeds, it's easy to capsize! If you overturn your trimaran, right it by
pressing the right “Ctrl” key on the keyboard.
Helpful hint: Keep up your momentum, because at low speeds the Open 60 is hard to handle.

2- Select and Customize the Boats in the Race

2.1- Your Boat

Image of boat menu

After you have chosen your regatta and the number of competitors, select the type of boat you
wish to use, then customize it by:

assigning a nationality. Click on the flag icon: a table showing the 164 nationalities
available in the game will appear on a new page. Choose one, then click on “OK” at the bottom
right of the screen to confirm your choice.

choosing a texture. Click on the boat icon. A new page will appear with a scroll bar at the
top. Use the left and right arrows to scroll through the eight different samples. The sample you
select will appear in 3D in the window below. You can also change the type of boat in this
screen. Then click on “OK” at the bottom right of the screen to confirm your choice.

giving it a name or a pseudonym — Try always to keep the same name so you will be
easily recognizable when you play on the Internet or chat on the official website at
www.virtualskipper2.com. To register your name, click on the one that appears on the screen,
use the “backspace” key on the keyboard to erase it, then type the new name.

2.2- Competitors’ Boats




In a match race, you have only one competitor, but in a fleet race you have up to seven
opposing boats, all of which can be customized. Follow the same procedure used to customize
your boat.

Note: in Multi Player mode on the Internet or on a LAN, you are not given the option of
customizing your opponents.

FYI: You can display or not names and flags of competitor’'s boats pressing the"tab” key on your
keyboard.



Setting Up Regattas

Use the Regatta menu to set up the details of your race.
1- Number and Length of Legs

In this menu you can specify the number of legs in the race (between 1 and 4). If you are an
experienced and determined racer you may choose four legs; if you are in a hurry to reach the
finish line, you may prefer just one.

There are four race courses for each venue: a very long course (2400 m/2640 yd), a long
course (1200 m/1320 yd), a medium-length course (800 m/880 yd) and a short course
(400 m/440 yd). Each course is positioned at a different location at the venue, which
considerably increases the area in which you can sail.

2- Weather Before the Start

In this menu you are also able to choose what the weather will be when the gun goes off.
Virtual Skipper 2 allows you one, three or five minutes to study the course, the wind and the
currents before the start of the race.

FTM

For more details on the starting procedures, read the section on ISA racing rules.

3- Level of Difficulty

You can choose among three levels of difficulty: beginner, intermediate or expert.

If you play with the single player mode and with the “beginner” level, your opponents are less
impressive, and therefore easier to defeat. In contrast, if you choose the “expert” level, you will
need to be a clever strategist and use all of your tactical imagination, because your opponents’
performance (speed and wind angle) has been enhanced.

In addition, whatever you play with the single player mode or the multi players mode, some
items displayed in “beginner” mode to help novices disappear in “expert” mode. Finally, no
penalties are assessed against beginners.




The Venues

A venue is the place where a regatta is held.

Virtual Skipper 2 takes you to faraway paradises, each a yachtsman’s dream. Each venue is
carefully modeled in 3D. You will see well-known landmarks such as the Golden Gate Bridge in
San Francisco and La Teignouse Lighthouse in Quiberon Bay. If you are seized with a sudden
urge to leave the race course and sail over to the coast for a scenic cruise, go right ahead!

1- La Trinité sur Mer in France

Located on Quiberon Bay, La Trinité sur Mer is the French sailing Mecca. Its favorable location,
sheltered from wind, and charming surroundings (Golfe du Morbihan) make it a magical and
highly prized location among professional skippers.

Connoisseurs will feel right at home amongst Méhaban Island, the Petit Trého buoy and La
Teignouse lighthouse.

2- The Needles in England

These impressive cliffs form the southern shore of the Isle of Wight in southern England. Virtual
Skipper 2 will give you a close-up view of them: the course allows the boldest skippers to pass
between the chalk formations, spectacular rocky needles rising vertically above the ocean
surface.

The position of this venue makes it a very tactical course. The wind, the currents, and the
presence of a lighthouse near the center of the course leave little room for strategic errors!

3- Hauraki Gulf in New Zealand

New Zealand is truly a magical place! Whangaparaoa Head, Tiritiri Matangi Island, Rangitoto
Island... these are the coasts and islands among which you will be sailing. The sunny weather
and wide variety of wind conditions found there make this a dream course for racing. These are
the very waters in which the mythical America’s Cup™ is contested.

4- San Francisco Bay in the United States

One of the locations preferred by American yachtsmen, San Francisco Bay is a gigantic playing
field. You can sail right up to the Golden Gate Bridge or Alcatraz, or head for the coast to
explore the city of San Francisco.




5- Porto Cervo in lItaly

The cliffs of Italy’s Porto Cervo are located on the island of Sardinia in the Mediterranean. With
its clear blue waters and blazing sun, this venue offers ideal sailing conditions. Many
prestigious sailboats can regularly be found in these waters for competitions or training.



The Weather

The wind changes in real time at all of the venues, so you will face fairly complex and uncertain
wind conditions.
However, Virtual Skipper 2’s biggest innovation lies in the fact that you can choose the weather.

1- Wind
You can regulate the strength of the wind (from force 3 to force 7) at each venue and for each
regatta. You can also choose random weather patterns.

Here is chart useful for this purpose.




2- General Weather Conditions

Sunshine, rain, storms, fog—Virtual Skipper 2 has them all! It's up to you to choose your favorite
sailing conditions. Keep in mind that in stormy weather, the wind will change much more
frequently than in good weather, when the wind is more stable but puffs and lulls are important
factors.

3- Changing Winds

Oscillations and intensity
As in the real world, the direction and intensity of the wind oscillate about an average value. If
you steer your boat so as always to keep the best VMG (Velocity Made Good, represented by
the green on the 3D wind arrow or the True Wind Angle indicator) you will gradually gain an
advantage over your opponents.

Wind Shifts
The wind may depart considerably from its initial direction (wind shift). For this reason, it is
important to pay attention to the changing wind to predict which side of the course will be
favorable. Keeping in mind that a race always begins into the wind, a shifting wind will create an
advantage on the side of the course toward which it shifts. For example, in the case of a course
oriented to 0° (north), if the wind were to turn to the right, it would be preferable to sail on the
right side of the course. In Virtual Skipper 2, wind shifts in any direction are possible.

Disturbances
You will frequently encounter local disturbances in the wind: puffs when the wind is stronger and
lulls when it is weaker.

Puffs
A puff arises, grows, then disappears at the surface of the water. It is perceived as a darker
area of the sea. Within puffs the wind is stronger, so it is advantageous to cross through them.

Lulls
Like puffs, a lull arises, grows, then disappears at the surface of the water. It is perceived as a
lighter area of the sea. Within lulls the wind is weaker, so it is preferable to avoid them.



4- The Sea

Waves

Different wind strengths influence the height of the waves. Keep in mind that mounting a wave
slows you down, while descending speeds you up. Virtual Skipper 2’s realistic simulation
ensures that these physical parameters are taken into account by the game. When the sea is
sufficiently developed, you can even surf on the waves if you are under the spinnaker and have
a following wind. Try it with the Melges 24 for a guaranteed thrill.



The Interface

The entire game interface is adjustable. Each tab opens a window that provides invaluable
information. Each of these windows is transparent so you have a good view of the course.
When you point your mouse at one of the interface buttons, an explanation of the button’s use
appears at the top of the screen.

I Onboard Instrumentation
The instruments are indispensable and are (almost) all displayed at the bottom of the screen.

1- The Helm

The helm stretches across the width of the screen at the bottom. It is used to steer your boat.

Slide your cursor to the left and your boat will go left; you will turn to port.
Slide your cursor to the right and your boat will go right; you will turn to
starboard.

Place your cursor at the center of the helm to re-set the tiller to zero and
steer your boat in a specific direction. In general, this command is used to
stop coming about.

2- Boat Speed
- The first indicator shows your boat’s true speed (boat speed), abbreviated Bs

- The second indicator shows your vmg (velocity made good).

This window displays your speed against the wind. Your goal is to make your vmg as high as
possible when sailing into the wind and as low (negative) as possible when sailing with the wind.
To help you determine whether your vmg is appropriate, Virtual Skipper 2 provides an efficiency
module located above the bs and vmg windows. If this is not visible, pressing the “5” key on the
keyboard will make it appear.

- The third indicator displays your polar speed (target speed), abbreviated Ts.

This is the speed that your boat should maintain. It takes into account the boat’s heading as well
as wind speed and direction. If you are not able to maintain this speed consistently, it is most
likely because your sails are not properly trimmed.

Note: In nautical circles, wind speed and boat speeds are expressed in knots (nautical miles per
hour). FYI: 1 knot = approx. 1.8 km/hr (1.2 mi/hr).

3- True Wind

The last two windows to the right of the screen provide information about true wind.
- The first displays true wind speed (Tws)




- The second displays the true wind angle (Twa), the angle in relation to the boat’s heading. You
will often hear “I'm sailing at 45 degrees of wind.”

A correct wind angle is essential for the boat to move forward properly.

At first, before you have mastered all the ins and outs of wind angle, and if you are in automatic
trimming mode, follow this simple rule: Turn your boat in such a way that the arrow displayed
around your boat is green. You will then be in an ideal position as far as the wind is concerned.
For those who have mastered the intricacies of the wind, here are the meanings of the arrow’s
various colors:

Blue The boat is too far away from the wind.

Green The boat is at the best VMG, at an ideal angle to the wind.
Yellow You are not at the best VMG, but are not at a critical angle.
Red Critical angle: too close to the wind or about to head up.

Some vocabulary:
If the wind angle is near 0° or 360°, you are sailing into the wind.
If the wind angle is near 180°, you are sailing with the wind.

If you turn the boat away from the wind, you are luffing.

If you turn the boat toward the wind, you are bearing off.

When there are high winds and you are sailing into the wind under a spinnaker, you risk losing
control of your boat. This is known as heading up.

4- Heading
This instrument functions as a digital compass and indicates your boat’s heading.

North =0°
East =90°
South= 180°
West = 270°

5- Heel

This window gives your heel angle, which is the tilt toward port or starboard as measured by the
angle the mast makes with the horizontal line of the water. (To display the Heel module, click on
the corresponding tab or press the “4” key on the keyboard.) Be careful not to heel over too far
or you will lose speed. To avoid this, change the trimming of the sails or bear off or luff slightly.

6- Magnetic Compass and Apparent Wind

On any vessel, a magnetic compass is indispensable.

In Virtual Skipper 2, it displays the current (red arrow), true wind angle (blue arrow) and the
apparent wind angle (orange arrow).

To display it, click on the tab at the lower right of the screen or press the “6” key on the
keyboard.

The apparent wind speed and direction are displayed next to the compass.

The notion of “apparent wind” is very important, especially when sailing into the wind or when
sailing a multihull. In fact, when boats reach high speeds, they generate their own wind, which is
steadier than the real wind.



7- Changing and Trimming the Sails

7.1 Changing the Sails

At the bottom right of your screen is a module with four buttons. Each of these buttons is used
to raise a forward sail.

Raises the spinnaker, a large, symmetrical, ballooning mainsail used
when running before a stiff wind. Note: only Open 60 trimarans do not
have this sail.

Raises the Genoa jib, a large sail used when sailing against winds weaker
than force 5.

Raises the gennaker (also called the code 0 on the ACC™), a large light
sail used when sailing with the wind.

Raises the fore staysail, a smaller sail used in strong winds (between
force 5 and force 7).

You can also use the keyboard to change sails:

<+> key on number pad raises the Genoa jib

<Enter> key on number pad raises the spinnaker (ACC™, Offshore Racer, Melges 24™)
<.> key on number pad raises the fore staysail

<3> key on number pad raises the code O or gennaker

7.2 Trimming the Sails

A boat sails well when it is properly positioned with respect to the wind, and when its sails are
properly trimmed. If you use automatic mode, you will not need to trim the sails at all. To use
the manual mode, press the “Num Lock” key on the keyboard and use the scroll bar along the
entire right side of the screen. To ease the salils, slide the cursor upwards; to trim them, slide it
downwards.

You can also use the keyboard:
< /> key on number pad trim the sails
<* > key on number pad ease the sails

FYI: the key “-“ on the number pad allows you to completely trim and ease salils.
8- The Chronometer and the Timer
8.1- The Chronometer

The chronometer is operated by two buttons.
Red button = Start/Stop




Green button = Elapsed time. Clicking the green button once pauses the readout as the
chronometer continues to mark time. Clicking the green button a second time resets the
chronometer to zero.

8.2- The Timer
The timer calculates the total time of your race. It stops when you pass the finish line.

Il The “Navigator” Module

This is what is commonly known as the “radar.”

It displays several types of information about your race. To view it, click on the tab at the lower
left of the screen or press the “3” key on your keyboard.

At the left of the course, you will see a vertical row of buttons.

From the top, they appear as follows:

zoom in

zoom out

Show/hide the layline of the course and the two-boat-length circle around
the buoy.

FYI: The layline is an imaginary line that marks the ideal trajectory for
turning around the various buoys.

Note: racing rules change near the buoys marking turns.

Show/hide opponents.

FYI. Red boats have the right-of-way over you; you have the right-of-way
over green boats.

Show/hide course marks.
FYI: the next buoy to be rounded is indicated in red




Il The ISAF™ Module, Racing Rules

Virtual Skipper 2 strictly adheres to racing rules copied from the rules of the ISAF™
(International Sailing Federation). A virtual umpire continuously evaluates the tactical situation
of the race and intervenes if necessary to assess a penalty on any player that violates these
rules.

For those unfamiliar with the rules, Virtual Skipper 2 provides an ISA module that will allow
them to compete on the same level as the pros. This module can be displayed by clicking on the
tab at the upper right of the screen or by pressing the “2” key on the keyboard.

FTM

1- The Concept of Right-of-way

In a regatta, the concept of right-of-way is essential. Racing rules define which boat has the
right-of-way over another: the virtual umpire continuously informs you of these rights-of-way,
both graphically and intuitively:

- If you see an opponent’s sail turn red, that boat has the right-of-way. You must leave room for
it to maneuver.

- As long as an opponent’s sail does not turn color, you have the right-of-way and your
opponent must yield to you.

- You must avoid collisions, even if you have the right-of-way.

2- Collision Warning

The ISAF™ module creates a list of your opponents’ boats. If a red number appears next to one
of these names, this boat has the right-of-way over you. The number indicates the number of
the rule according to which the boat has the right-of-way. Click on this number for an
explanation of the rule. If the number begins to blink increasingly quickly, you are very close to a
collision: be very careful and move away immediately.

If a number is green, then you have the right-of-way over that boat.

3- Penalties

When there is a collision, the boat that did not have the right-of-way is assessed a penalty. Note
the exception to this rule: in certain cases, even though you had the right-of-way, you may also
be assessed a penalty. This exception is indicated by an illuminated indicator next to the name
of the boat that is endangering you.

Each time you receive a penalty, a penalty icon will immediately be
displayed on the right side of the screen.

A 360 penalty means that you are required to make a complete turn, within two minutes if you
are in a fleet race and before finishing if you are in a match race. Note that during this
maneuver, you will lose your right-of-way over the other players, so be careful not to be in the
path of any of your competitors. In addition, you may not complete the penalty within two boat-
lengths of a buoy.




As soon as you begin your “360,” the penalty indicator will change color and disappear. Your
penalty is then completed.

4- Starting Procedures

For starts at 1, 3 or 5 minutes, the race does not begin immediately. All of the boats remain
behind the starting line, an imaginary line passing through a yellow buoy and the committee
boat.

As long as the countdown has not reached zero, the line remains yellow, then red (1 min before
the start for a fleet race). During the countdown, the boats sail around and jockey for the best
position. When the line turns green (the countdown reaches zero), the boats with the best
position will have an important advantage in the race.

Starting-Line Penalty

In the attempt to get the best starting position, you may make a false start. If you do, the umpire
will assess a starting-line penalty:

This icon indicates a starting penalty. If you see it appear on the right side
of your screen, simply go back across the line if you are in a match race;
if you are in a fleet race, you must go around the committee boat or buoy
to return to the other side of the line.

For more information about ISAF™ racing rules, we recommend a visit to the official
ISAF™ website at www.sailing.org

IV  The Chat Module

Use the Chat feature to wish your opponents luck, ask them questions, or tell them off when
they get in your way.

If the window is not visible, click on the tab at the upper left of the screen or press the “1” key on
the keyboard, then press the”’Enter” key on the keybord and type your message. To send it,
press “Enter” again.

Note: You cannot maneuver your boat while you are writing a message.




Operating the Camera / Taking Pictures

A number of cameras positioned around your boat allow you to observe your opponents and
any obstacles. In a regatta, it is of paramount importance for your safety that you pay close
attention to what is happening near your vessel. This is the only way to avoid colliding with other
boats or surface reefs.

Cameras are nice, taking pictures is even better!

You can take a picture of your race at any time by pressing the “*’ key at the left of your
keyboard. A copy of the screen is stored on your hard drive in the *“Virtual
Skipper 2/screenshots” directory. Photos are in TGA format; each photo requires about 1.5 MB
of memory.




Options

You can configure the game display in the “Video” screen under the “Options” menu.

Note: The game detects the capacity of your graphics card and suggests an appropriate
configuration.

You can reconfigure the keyboard keys in the “Control” screen.

Virtual Skipper 2 suggests default keys for each action. To change the defaults, use the mouse
to click on the indicated key on the screen, then press the key on the keyboard that you want to
substitute.

The joysticks can be configured in the same way. Click with the mouse on the buttons indicated
on the screen, then press the joystick buttons you want to use for the various actions.
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