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3D BOWLING INSTRUCTIONS
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30 BOWLING--GUICK REFERENCE .
Flayer Nllli';ﬁhbrlﬂiitld nicknase or initials,
Ball Hardness=-0 to 9.  O=HARD=DELAYED,CONSISTENT HOOK, 9=SOFT=EARLY HOOK.
Dil =-0 to 9. 0=DRY LANES  9=WET,BLIPPERY LANE.
0il Evaporstion--0 to 9. 0=01L DOESNT'T CHANGE. 9=RAPID EVAPORATION,
Move Tarqet Marker---Stleft} & Diright) keys.
Move Bowler=--=-«~---8{left) k Diright} keys.
Spin--~0sND SPIN=STRAIGHT BALL. 9sHAXIMUM SPIN=GHARP HOOK.
Epteﬂ--OISLDHEBT SPEED=EARLIEST HOOK, 9=MAXIMUM SPEED =MAX. DELAY OF HOOK,

- TER = TIMIN G 1PMPORTANT
;:_tﬁll :?tt-&- ------ ‘Tg 0 mﬁft HI:I,I;.II program after 10th frame,
:unonnuu: HOOK [0=STRAIGHT,?=SHARP]
00 1
0
\ ol
\ 1

{1 XsSTART OF ROOK

i AYED: INCREASE SPEED]
I: EEEkLIERIDECHERBE SPEED]

X=TARGET LOCATION

!
!

key ILEFT MOVE]
: Eg kl; 1RIGHT MOVE]
!
!

I= X=BOWLER LOCATION

{5 key:LEFT NOVE]
LD EI;IRIEHT HOVE]

S T0 THE VALUES
AN WILL ALWAYS RESET ALL VALUES AND POSITION
HOTEIBEEDPEEE¥HE PREVIOUS FIRST BALL.

WHEN CHANGING A VALUE OR POSITION PRESS ENTER TO °LOCK IN' THE
DESIRED SETTING.

-
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3D BOMLING-LOADING PRDBRAM BY D1SK

1) Insert NATURAL SOFTMARE 3D BONLING diskette inta drive t.

2) Turn on power to disk drive,expansion box and consale as appropriate,
3) Select Extended Basic from the title screen menu.

4} Program will autosatically load in,

5) When the progras rasponds with the question about nuaber of players
proceed to the “Playing the Game® section of this aznual,

30 BOMLING-LOADING PROGRAM BY CASSETTE

L1 “---------------—-- ----------------

1) Insert NATURAL SOFTWARE 3D BOWLING cassette into cassette player 41,

2) Turn on tape player and consols power and select Extended Basic,
3) Type on OLD CS1 and follow the coaputer’s directions.

4) When the program is loaded then type RUN.

2) The NATURAL SOFTWARE title scre

en will appear followed bg d stateasnt
"NOW LOADING DATA®,DO NOT REWIND the ¢z e

N 1 El 15 instructed hecause
ddditional data follows the program on the tape,

&) This additional sinute loads in 1200 pin actions .You will then be

asked 2 question about the number of players.Proceed to the "Playing
the Gase" section of this manual.

3D BOMLING DEFINITIONS/SPEECH VOCABULARY.

Angle--A combination of honltrﬂgusitinninaclnd lane TARGET torming a LINE
o trajectory to the HEAD PIN or POCKET,

Arrown--A black trianﬂular piarker on the lane to aid the bomler in aiming
the ball in the ﬂr ¢r direction. Some one 'glayinq the third arrow
" 18 aiming at t

\ ¢ third arrow from the right gutter or edge of the
ane,

Ball Hardness--Bowling balls vary in surface hardness with soft balls

tending to *grab® the lane better and hook earlier or
sharper,

Hook-~A curving action of the ball dependent
speed and ball surface hardness,

upon lane conditions,spin,

Lane--A wooden surface !:llezl on which the pins are set and the ball is
~rolled. It is 60 feet to the HEAD PIN and is 2 ﬁrnxilately 40 1*

boards wide. Our 3D LANE is 40 pixels wide at the the pins for real-
istic scale results.
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Line--The tra;ectory or ANGLE used to get the hall to the POLKET (HEAD FIN
1-3 POCKET),

0il--LANES are coated with an oil or other lubricant to reduce ball/LANE
friction and improve the life of the LANE, Iﬂcreasing the oil
honever reduces or delays the KOOKing action of the ball.

Pin #’s—- 78797 10
490
23
i

Pocket--The area between the #1 and ¥3 pins where the potential for &
strike is the greatest.

Speed--How fast the ball is rolled, Usually a fast ball will HOOK late or
near the pins,

Tarqet--Soaething tgin.hnard, or ARROW) that a nowler is ailing at in
order to get more consistent and accurate "shots" at the pins,

Turn--SPIN causes by a twisting or turning action of the wrist at the
release af the hll,

3D BOWLING == PLAYING THE GAME

¥ of Players--1 or 2 only.
Player Nases—-Use INITIALS or nicknames such as {RBC, TOM, JOE etc.).

LANE CONDITIONS:

olir A g B el Al A e A

Dil-Ranges from 0 to 9. A 0 means the lanes are lxtre1elr dry with no oil.
A 0 agans that the lanes are exiresely oily,wet or siippery,

0il Evaporation--Ranges froe 0 to 9. A 0 evaporation rate aeans that the
oil conditions will remain constant throughout the game,
A § seans an extresely rapid drying out ot the lanes,
This seans that the ball will hook increasingly during
the progress of the game,

3
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LANE TARBET: :
oval Marker--On the lane appears an oval movable object called the TARBET,
This simulates the board or ARRON that a real bowler would
look at throughout the delivery with the intent of achieving

Ereater consistency and accuracy by only having to "mt a
arget 13 feet anag instead of one 60 feet away. This TARGET

iy doved with the § (left) and D (right) keys s & means of

fine tuning the LINE to the POCKET.The ball 1s always aised
at that target.The progris uill_aluazl reset to the target
osition used on the previous first ball roll,Press ENTER to
ock in the sarker location,

MOVING THE BOMWLER!
The S(left) & Dright) keys are used to move the bowler
ta the desirad location on the approach,Standing on the
right side of the LANE and aiming at & TARGET alsa on
the right is called an outside LINE which usually
results in laraer sharp breaking hooks, Hawever standing
toward the siddle or left side of the LANE tends to
reduce the hooking action of the ball,The grogras will
ilﬂi‘i reset to the previous first ball lacation.Press
ENTER to lock in bowler position.

ADJUSTING SPIN AND SPEED:

Spin--Ranges from 0 to 9. A O puts no spin on the ball resu!ting in &
straight ball. A 9 puts aaxisum spin on the ball causing the ball to
HOOK eutr:lelT sharp. The progras is designed to sisulate real
bonling by selecting from the list of 1200 pin actions the ones
that are apgru riate for that type of hook. Just as in resl bowling
a straight ball will get strikes and splits of the "weak® ball type.
However high spin rolls will result in strikes and splits customary

to bowlers with extreaely powerful hooks,The program will aluars

reset spin to the value you used on the previous first ball roll,

Pressing ENTER locks in the spin value.

Speed--Ranges from O to 9. A O results in the slowest(not visually Eer-
ceived) speed of the ball. This causes the pall to start hooking at
the earliest possible point for those lane conditions, A 9 for
speed results in the maximum time delay hefore the ball will start
hooking. The progras will always reset speed to the value used on
your previous first ball.Pressing ENTER locks in the speed value.

PIN ACTION:

First Ball: Extreme care has been taken to attain about 98% a::ura:{
between ist ball pin action results in this program to that of
real bowling. This was based on 20 years of bow ing experience.

Second Ball: The design goal of keeping this grugral under 14k resulted in
a slight compromise in second ball visual effects. However,
at least a 904 accurgcr rate has been achieved. Only in rare
 instances is it possible to make a spare in an unrealistic
aanner, An example of this is the 4-10 which can e aade on
the right side of the 4 ?in. The user,however,can assuae that
the 4 bounced off the wall and rolled over to the 10
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" GAME OBJECTIVE:

The Egal ot the player is the same as in real bowling.It is to
1den‘1fl what type of lane conditions exist and figure out which
combination of gll,sgln,agegd and angle are required in arder to
find a “groove" into the strike pocket.This should be done as quick-
ly as possible in order to maxinjze scores.

USER RIGHTS AND OBLIGATIONS:

Purchase of this progras constitutes a license for the private, non-
comaercial use of this software to the purchaser individually,his/
her family and guests,on an as-is basis,Purchaser aay not copy this
Erngril,and spl:1+1ciilr g3y not give or sell copies of this prograas
0 others,allow others omqlhwdnﬂﬁumemugmwnur
2llow others to dis-asseable this ruﬂral.VIBLATIUN OF THE FURtEﬂINB
RESTRICTIONS WILL SUBJECT THE PURCHaSER T0 LIABILITY FOR DAMAGES,

For a period of 30 days from the date of purchase,NATURAL SOFTNARE
nill replacelor re-record) a disk or cassette prograa which is un-
readable PROVIDED that the original disk is returned to NATURAL
SOFTWARE ,and that the defective condition is not the result of
abuse or aisuse of the disk or cassetie,or the progras contained
thereon. Any use not in accordance with the previous paragraph is

bisuse,3s also is attespting to write to this disk or record on this
cassette,

Rs long as NATURAL SOFTNARE holds this software available for sale
NATURAL SOFTNARE will replace or re-record any disk or cassette which
becomes unreadable for a nominal charge of $2,00 for rerecording, or
$3.00 for a regliceltnt disk or cassette PROVIDED that the priginal
disk or cassette and manual are returned to NATURAL SOF TWARE.

INPORTANT NOTICE OF DISCLAINER REGARDING THE PROGRANS,

NATURAL SOFTWARE does not warrant that the Prograss will be free fros
error or will seet the specific requiresents of the consumer, The COnsunsr
assuses cosplete responsibility for any decisions made or actions taken
based on information obtained using the Programs. Any statesents made con-
cerning the utility of the Prograss are not to be construed d5 Express or
isplied wmarranties,

NATURAL SOFTWARE MAKES NO WARRANTY,EITHER EXPRESS OR INPLIED. INCLUD-
[N6_BUT NOT LIMITED TO ANY INPLIED WARRANTIES OF MERCHANTABILITY AND FIT-
NESS FOR A PARTICULAR PURPOSE, REGARDING THE PROGRANS AND MAKES ALL PRO-
GRANS AVAILABLE SOLELY ON AN *AS 15* BASIS, IN ND EVENT SHALL

NATURAL SOFTKARE BE LIABLE T0 ANYONE FOR SPECIAL,COLLATERAL. INCIDENTAL. OR
CONSEQUENTIAL DAMAGES IN CONNECTION WITH OR ARISING GUT OF THE PURCHASE OR
USE OF THE PROGRAMS AND THE SOLE AND EXCLUSIVE LIABILITY OF NATLRAL SO1-
WARE, RESARDLESS OF THE FORM OF ACTION,SHALL NOT EXCEED THE PURCHASE PRICE
OF THE SOFTWARE MEDIA. MOREOVER, NATURAL SGFTHARE SHALL NOT BE LIABLE FOR
?HE Eﬁﬂéﬂngg ANY KIND WHATSOEVER BY ANY OTHER PARTY AEAINST THE USER GF

Sose states do not allow the exclusion or laitation of iaplied _
narranties or consequential damages,so the above limitatjons or exclusions
ndy not apply to you in those states,




