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WARNINGS AND CONSUMER INFORMATION 

WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND. 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT SAFETY INFORMATION. 

  

THE OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO HAS 
APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS LOOK FOR THIS 
SEAL WHEN BUYING GAMES AND ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. ALL NINTENDO PRODUCTS ARE LICENSED ° j 
BY SALE FOR USE ONLY WITH OTHER AUTHORIZED PRODUCTS # 

: 
| 

BEARING THE OFFICIAL NINTENDO SEAL OF QUALITY. | 

AUENGINA ©— THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT THE 

  

ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS 
OF THE RATING, PLEASE CONTACT THE ESRB. a 1-800-; 77\ -3772. d ; + : T g 

ee INTRODUCTION Aya, 
    vX Connors 

.& Gettine STARTED 

Ke Menus : be 

K” Mopes oe 13-14 

\& PLAYING THE GAME 15217 
a “© Pause Menu 18222 

Lg Saving DaTA (23 NINTENDO, THE OFFICIAL SEAL, NINTENDO 64 AND Soe = ‘THEN’ LOGO ARE TRADEMARKS OF NINTENDO OF AMERICA INC. x 

c
s
 = 

  

(©1996, 1999 NINTENDO OF AMERICA INC. Rd CHARACTERS 
: a



ie” Controls A 

  

     C Buttons 

Using the Control Pad 

Switch the page (Entry Name Board) 
Scroll the Chart (Results Screen) 
Change the ball (during the game) 
Handicap setup (Entry Select) 

Z trigger Button 

'B Button 

**By using the controller pack, you can save your data 

02 

CONTROL STICK FUNCTION 
The Nintendo® 64 Controller contains a Control Stick which uses an analog 

system to read the angles and direction of its movement. This allows subtle 

control that is not possible using the conventional + Control Pad. 

When turning the Control Deck power ON, do not move the Control Stick from it's 

neutral position on the controller. 

If the Control Stick is held at an angled position 

(as shown in the picture on the left) when the power 

is turned ON, this position will be set as neutral. 
This will cause games using the Control Stick to 
operate incorrectly. 

wy 

UD 

To reset the neutral position once the game has started, 
let go of the Control Stick so it can return to its center 

position (as shown in the picture on the left) then press 
START while holding the L and R Buttons.   

The Control Stick is a precision instrument, make sure not to spill liquids or place 

any foreign objects into it. 

HOLDING THE NINTENDO 64 CONTROLLER 
  

        

  

  

We recommend that you use the hand positions shown at right. By 

holding the controller like this, you can operate the Control Stick 

freely with your left thumb. Using your right thumb, you can easily 

access the A, B and C Buttons. Place your left index finger where 

it feels comfortable, but not in a position where you might acciden- 

tally press the Z Button on the back of your controller. 
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& GETTING STARTED {\\'\__ 

Ea 
Turn on system and make sure controller, 

is set. If you want to save, make sure 
controller pack is set. Do not touch the 
Control Stick. 

  

    
   
   

  

2. Title Screen 

After you press Start in the title screen, you can check 
the Controller Pak and decide if you want to save your 
data or not. If you want to save, press the A Button. If 
you decide not to save, you can still 
play the game but your data will not 
be saved. Once the Controller Pak 
is checked, the game menu screen 
will appear. 

. Game Menu Screen 

Select one of the five game modes 
by pressing the A Button. 
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1-4 players 

Three Different types of bowling: 
-- 1 player with a single lane 
-- 2 player with a single lane 
-- 2 player with a double lane 

_ Personal data can be saved 

1 player only 
«Collect characters and lanes for use in other modes 

See which characters are available to use 

  

«1 player only 
«Set up the pins as you like and practice 

‘2 players only 
«Players compete against each other 

«Move your opponent's dead line back to the fault line, and you're the winner 

[3 Key sie 

Com Level: Set the strength of the computer to beginner, amateur, or pro. 

«BGM: Can be turned on or off during the game 

4BGM Volume: Adjust the volume for 5 different levels 

«BGM Test: Test the BGM 

Rumble Pack: Can be turned on or off during the game 

Score Data: Shows personal data in the Controller Pak 

aCredits: Shows credit scroll 

«Exit: Exit out of option screen 
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matically come back 199 

From the BW Menu, you can choose from 
three options: 
aOpen 
aGolf 
aChallenge 

  

You'll see this menu when you select the variety mode from the 
game menu. 

Open 

b 
c) Doubles 

Golf 

b) Match Play 

@Challenge 
a) Play Game 
a Collection 

will auto- 
mode. 

des from. 
en you finis 

to all the m 
IS Screen WI 

     

  

a) Single Play 
Team py 

lay 

3 Stroke Play     

You'll see this screen when you select the variety mode and follow 
the game menu. 

2. Computer Select 

       

    

   

the Lane Mode 

4. Number of pla) 

3. Name Entry 

5. Playing Style 

Single 

Open| Team 

Variety 

feisty 
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1. Number of Players 
AEnter the number of players and press the A Button 

AThe total number of players that can play depends 

on the mode 

2. Computer Select (If more than one person is playing) 
AManual: Player controls actions 

AComputer: Computer controls actions 

AMake selection for additional players 

and press A Button 

  

3. Name Entry Soe 

Alf you are not saving personal data, then 

you may want to play without entering a 

name. The name of the character that 

you are using will be automatically : 

entered 

Alf you are saving personal data then 

enter a name, and you will see your score 

during the game 

    

Select the empty box and the keyboard will appear 

Move the cursor and enter a name, up to a maximum of 

five letters 

Once a name is entered, move 

the cursor to "ENTRY" and press 

A Button 
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When you select the box with the name that you have 

already entered you will see "OK" and "DEL" 
Select "OK" to play with that name 

Select "DEL" to delete that name 

+Up to four names can be registered in one box 

To change a name, simply delete one of the four | 

names and re-enter the new name 

    

In the Single option of Open Bowling under the Variety 

Menu, you can save your personal data 
You can then look at your personal data after the game 

4. Setting Up a Handicap 
AYou can choose a handicap match only in Single 

play of Open Bowling 

ATo select a handicap, move the arrow 

from left to right and press C Button before 

entering a player's name. This can be 

done in stage 2 (computer select) 

AjHandicap can be from 0 to 95, but is usually set at 0 

5. Playing Style 
APlaying options change according the play style chosen 

from the Variety Mode. 

ASingle Play: available in Open Bowling, Golf Bowling, and 

Challenge Bowling. 
ATeam Play: available only in Open Bowling 

ADoubles Play: available only in Open Bowling 
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Select of (Double Lane) Mode 

Blue Board 
Left lane player 

  

Src Lane 
Single Lane: 

All player use the left lane only. 

The right lane, called the "live 

lane," shows different views of 

the left lane. 

  

   
   

        

   

Red Board 

Right lane player 

mee ene 
Double Lane: 
Two players can play at the 
same time by using the right and 
left lanes. When selecting char- 
acters, the character that will be 
using the right lane is denoted 
by red, and the one who will be 
using the left lane is denoted by 
blue. 
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Controllers 

** Depending on the lane mode, you may use one or two controllers. 

Single Lane: Only one controller is needed, regardless of 

how many players. Connect the Controller to Controller 
Socket 1. 

Double Lane: Two controllers are needed. Connect them 

to Controller Socket 1. If you are playing with the computer, 

however, only one controller is needed. Connect it to 

Controller Socket 1. 

  

*Open Bowling - Single Play 
* Golf Bowling 
* Challenge Bowling 
  

* Open Bowling - Team Play 

    

  

* Open Bowling - Double Play       

ttt



   

Select the character you wish to use. (You will only be 

allowed to choose from characters that are available for the 

stage mode you have chosen.) 

+When using the single lane, select the characters one by 

one. 
In the double lane, players can select 

their own characters in turn for the left 

and the right lanes. 
Use the Control Stick and move the 

cursor to choose. 
There are three meters in front of the 

character. The meters, from left to right, are as follows: 

a) Red: shows character's throwing power. 

b) Green: shows character's turning effort. 

c) Blue: shows the character's release speed. 
The number shows the weight of the ball (the smaller the 

number, the lighter your ball). 
Right: The character is right-handed. 
Left: The character is left-handed. 

Select which lane you are going 

to use. (YOU Will Only De AllOWEC tO ene 

choose from lanes that are avail- 

able for the stage mode you have 

chosen.) 

+ Use the Control Stick and move 

the cursor to choose. 

Flashing design on right hand 

side of screen tells you how much 

wax is on the lane. 
** For more information on lane wax conditions, see page 25** 
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& 1-4 players, depending on the play mode. 

When one person is playing, you must use a single lane. If more than one person is playing, 

you may choose to use single or double lanes. 

There are three types of bowling available in this mode: Open Bowling, Golf Bowling, 
Challenge Bowling 

~ 1-4 players, depending on the play mode. 
®The rules and scoring are the same as for normal bowling. 

ere are three play options available in open bowling: 
a) Single Play 

-- 1-4 players. 

7 -- Players take turns playing 

their own game on one lane 

= You can set a handicap. 

_ -- If you use the Controller 
Pak, you can save data, as 

well as your personal score.     
b) Team Play 

-- 2 or 4 players. 

-- Each player has a partner, and the partners’ total scores 

are added up to equal team points. 

c) Doubles Play 
-- 2 or 4 players. 

-- 2 players make up one team and take turns throwing the 

ball during the same game. 
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+1. ‘ players. 
©The rules and scoring are the same as for normal golf. 

‘®There are nine holes. Your score 

must not exceed +5 for each hole. 
Once your score does exceed +5, 
yo must move on to the next hole. 

There are two types of golf bowling 

in this mode: 
a) Stroke Play 
-- 1-4 players. 

_-- When you hit the pins with the designated number of 
strokes, it is called par (0). One stroke less than par 

_ is -1, one stroke more than par +1, and so on. The 

player with the lowest score overall wins. 

»,b) Match Play 
_ -- 2 players only. 

-- The player who knocks down the pins with the least 

number of throws is the winner of that hole. After 
nine holes, the player who has won the most holes is 
the winner. 

~ 1-4 players. 
‘©The rules are similar to golf bowling, but you cannot play 

against the computer. 
@In this mode, you will need to knock over a difficult split. 
However, you must hit every pin that is put in position on 

your first try or you will not be able to go on to the next 
stage. 
®You have five balls to complete 10 
stages. Every time you fail to hit all of 
the pins, you lose one ball. The game 
is over after you have used all five 
balls or have completed the tenth 
stage-whichever comes first. 
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‘ 1 player only. 
Uses double lane only. 

There are two options available in the stage mode: Play Game, Collection Room 

1 player only 

Uses double lane only 
©The purpose of this mode is to collect characters and 

lanes so that you may use them in other modes. 
In the beginning, you are only allowed to use two charac- 

ters and two lanes. However, there are eight characters and 

eight lanes possible. 
You have three games against the character you choose. 

If you win two games out of the three, you are the winner 

and will be able to use that character and lane is other 

modes. 
lf you use the Controller Pak, 
you can save your available char- 
acters and lanes. 

In the collection room, you are 

able to see the characters that you 
have already collected from the 
play game mode. 
To see the motion of the charac- 
ter collected, move the cursor 
onto the character and press the 
A Button. 
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=m i a i ai 
aa - PRACTICEMODE 
ae 1 player only 

Uses the single lane only 
In this mode you are able to set up the pins as you like and practice 

Entering the level, the pins are set in the normal bowling 

position. 

©The white circles show the placement of each pin. 

© Use the Control Stick or the directional pad to move the 

cursor. 
@When-you move the cursor onto the white circle and press 

the A Button, the white circle will disappear. This means that 
ou have removed that pin. 
a you choose where you want the pins to be, move 

the cursor to "SET" and press the A Button. You may now 

start to practice. 

ch time you throw the ball, you will see the "setting 

board”. However, the pin position remains the same unless 

you change it. @ oO} 

at cursor to @ © © 
ET" and press @ @    

Set Button   

  

__VERSUS-MODE 
2 players 

Uses the double lane ony ‘ ‘ 
There is the dead line on the lane. The dead line is constantly moving toward the fault line. The 

player whose dead line reaches the fault line first loses 

You can throw the ball without limitation. However, you must 
knock down all ten pins before the next ten will appear. 
Once you knock over all of the pins, the dead line will move a 
certain distance away from the fault line, depending on how many 
throws it took you to knock over all of the pins. 

‘If you hit all of the 10 pins on your first try, it is called a "strike". 
If you strike twice in a row, it is called a "double". 
lf you strike three times in a row, it is called a "turkey". 

“© If you knock down 10 pins with two balls, it is called a "spare". 
“If, after your first throw, the remaining pins are apart, it is called 
a'split". If you hit them with the second throw, it is called a "recover". 
“All of these things make the dead line move away from the fault line. 
The dead line also moves once you hit all ten pins. 

©\ife: This number shows your dead line position. This number 
decreases with time. This means that the more time that passes, the 
closer your dead line gets to the fault line. When you hit pins, this 
number increases slightly, which means that your dead line has moved 
slightly away from your fault line. When the life number gets close to 0, 
the screen will start to flash and the countdown starts. Once it does 
reach 0, this means the game is over and you have lost. 
Chamepe (DM): Whenever the dead line moves, this shows exactly 
how much your life has increased or decreased. (+, -). 
Danger: This life indicator is your dead line. This shows the exact 

positon of the dead line. Once the dead line reaches the fault line you 
lose the game. 

  

orion 
Allows you to change game settings. 
See page 5 for more details. 

Ad



ae eee, Pause MENU. ay 

  

To see the scoreboard, press 
and.hold down the up arrow on 
the Control Pad 

Can be switched on or off dur- 
ing the game 

You may quit the game at any time. If you quit in the mid- 

dle of a game, the scores will not be saved in your personal 

data. However, data from previously completed games will 
still be saved 

Exit the pause menu and go back to the game. 

™ If you pices the Start cheng the game, the pause menu will be dis- 
played. You may view each player's score in the pause menu. In practice 
mode, however, player 1 is shown as player 5. ** 
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©The target spot is represented by a red 
arrow, which is pointing down toward the 
middle of the lane. 
Select your target spot by using the 
Control Stick. 
eOnce you have decided on your target 
spoty press the A Button to select it. 

LEY Ms) lols 
The release spot is represented by a 
red arrow, which is pointing down toward 
the front of the lane. 
eSelect your release spot by using the 
Control Stick. 
Once you have decided on your 
release spot, press the A Button to select 
it. 

FUP ES Tiree) 

While you are adjusting your target and 

release spots, you may also adjust your 

ball weight. 
©Use the left and right arrows on 
the Control Pad to adjust the ball 
weight up and down. 
The smaller the weight, 
the lighter your ball. 

    19



ons the strength with 
which the character throws the ball. 
eMove the Control Stick up and 

Seen Daw roach curve, tie Balle down to adjust how hard the ball is. 
®@Move the Control Stick from side to side thrown. 
to adjust the curve of the ball.     

      

Curve Point 

To start throwing the ball, 
press the A Button once. 
@Even if you are already in 
the throwing motion, you can 
still make adjustments before 
the forward swing, 

The meter gauge is in the left hand corner of the 
screen. 
@The ends are blue, and in the center it is yellow. 
The very middle of the center is bright yellow, and 
the ends darker yellow. ®Once you have begun the 
@After you are in the throwing motion, a light blue throwing motion, you cannot 

fine will rise up the meter gatige and Begin to come cancel ie throw. 
down again. Press the A Button when the blue line 
isin ihe center of the bright yellow space. 

“* Once. you decide on your ihrowlcg Beste, your character will have the ball and be 
ready to start the throw. While the character is waiting, you can adjust the spin and 
uty the throw. ** 

  

  

  

PinChart ; 
This ae in the upper left hand corner of the screen in Open 
Bowling on 

lf the circle is bright green, the pin is still standing. 
elf the circle is dark green, the pin was knocked down. 
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Bow inG RULES AND SCORING ( 
fter the game, you will see the game results met delet Wht option ou seul toview ee Control Stick, 

Dep enidin on the of ition you will see a chart'similar to the one below. 
When ou aré done viewing ik Sey ress the A Button, and decide if you want to 

exit or con! linue. 

®@Each game has ten frames. 
®@Spare: When the pins left standing 
after the first ball is thrown are knocked 
down by the second throw in that same 
frame. 
Strike: When all ten pins are knocked 
down with the first throw in a frame. 
@Double: Two consecutive strikes. The 
score for the first strike is 20 plus the 
number of pins knocked down with the 
first throw following the second strike. 
@ Triple or Turkey: Three consecutive 
strikes. The score for the first strike is 
30 
@ Split: When there is distance between 
the pins left over after the first ball is 
thrown. 
Gutter: When no pins are knocked 
down with by the first throw in a frame. 
@trror; When none of the standing pins 
are knocked down by the second throw 
ina frame. 

Scoring 
Basically, your score is the number of 
pins you knock down. When you get a 
spare, the score is 10, plus the number of ™ 
pins knocked down by the player's next throw. If you get a 
strike, the score is 10 plus the number of pins knocked 
down on the player's next two throws. In order to obtain the 
maximum score of 300 and bowl a perfect game, the player 
must bowl 12 consecutive strikes.         
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®@When you press the SELECT or A Button in the game 
results screen, the screen will change and you will be 
given the option to continue or exit. § 
®If you select "Continue", the 
screen will go back to the player 
select screen. You may then choose} 
a character and select a lane in the | & 
lane select screen. : 
@lf you do not want to change any 
of the conditions simply press the 
select button, and you may then play the game with the 
same conditions as before. 
®lf you select "Continue," you may not go back to the Game 
Menu, even if you press B Button in the player select 
screen. 
®lf you select "Exit", after the data is saved, the screen will 
B: back to the Game Menu. 

  

   
   

  

   

   

  

Player 1 
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oY, _ Savine DATA 
The Controller Pak 

@You may save your data by using the Controller Pak 
@To save the game data, you need at least one page 
eBefore you plug in the hardware, you must set the 
Controller Pak to 1 player. If you begin to play the game 
without first setting the Controller Pak, your data will not be 
saved, and all your data will be lost as soon as the N64 
Control Deck is turned off 

faving in the Controller Pak 

Personal data and scores are saved while playing in the 
Open Bowling Single option under the Variety Mode 
e Additional characters and lanes that you acquire in the 
Stage Mode are also saved 
®\") order to save data, a name must be entered in data 
entry. Data can be saved for up to four players 

How to Delete Data 
@Set the Controller Pak to 1 player 
Turn the N64 Control Deck on while pressing Start, and 
the Gontroller Pak Menu will appear 
® You can delete the data in the Controller Pak Menu 
e@Using the Control Stick, move the cursor to "delete note", 
and.press the A Button 
e then choose the file that you want to delete and press the 
A Button 
eYou will then see the delete confirmation. Select "Yes", 
and the file will be deleted 
Once you delete the file, press the B Button 
Select "finish note", and then exit the Controller Pak menu 
Once data has been deleted, it cannot be recovered 
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a 
There are 8 characters available in this game. 

However, at the beginning of the game you may use only two characters. 
‘To access the rest of the Characters, use the stage mode. 

ALPHA Left-handed 
Ball used: 
12 pounds 
Lane used: 
Garage Lane 

   

Right-handed 
Ball used: 
13 pound: 
Lane used 

~ Nippon Lane 
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Power Spin 

Dot 

—Hiro 

Zs Peggy 

Alpha 

Miko 

ee 

= Kanta 

Fanny 

Th 

  

access the resi 

Normal Wax Zone: ordinary wax 
Normal Lane 
China Lane 

Half-wax Zone: waxed on half of the lane 
Hiver Lane 
Nippon Lane 

  

re are 8 lanes available 4 
However, at the be pong of ihe gene aly we es ae available. 

nes, ust 

Dot 

Hiro 

Alpha 

Rin 

Miko 

Kanta 

Peggy 
Fanny 

    

    his game. re 

le. 

All Wax Zone: fully waxed 
“lice Lane 
Dark Lane 

Wax Free Zone: no waxed 
Garage Lane 
Forest Lane 
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WARRANTY AND SERVICE INFORMATION 

UFO Interactive, Inc. warrants to the original purchaser that this UFO Interactive, Inc. game 
pack shall be free from defects in material and workmanship for a period of ey (90) days 
irom the date of purchase. If a defect cove by this limited warranty occurs during this 90- 
day limited warranty period, UFO Inter. .. will repair or replace the defective game pack 
of component part, at its option, free of 

varranty does not apply if the de have been caused by negli 
, Modification, tamperit r any other cause not ede d 

of Col or ii i 
apy fo you. This 7 ae 

ave other 

O Interactive, Inc. On 
Visit our Website to g 

 


