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- Mmum foﬂ«Ponl i['a en p "r Microdeal Eight-Ball from the comfort of your
#armehair. Lingup wur -ue, de hat strength shot you need and exactly where you
o hall. Supe: Il-colour graphics with realistic sound effects.
'-f?fwo-ﬂa'ver g&m wﬂh tion feliange turn of play. Choice of three colour screens.

’ ‘\rl:chh'ie. _anguage Cassette  Joysticks required
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MICRODEAL

SCREEN COLOLR
You will first be requested to choose which colour screen you wish to play on Press
“1™ 3" or “3" for Black. Buff or Green respectively The title page will then be displayed
and when the music has finished the plaving screen will appear
KREYBOARD CONTROLS
“Enter” keyv. This will start a new game dl[t.‘l" -;mﬂph.tmn ol 4 game
“R™" key. This will stop the current game, “rack” the balls and start a new game.
“Spacehar”, This will force a change of turn, which allows play by one plaver
'V Thas will turn on the projected path viewer line
ttqun.l]f:nf to Imlh.ng down the cuel
“Break”. This will restart any one shot 1t willallow a new selection of shot angle und
hall position. A new ball posLlion is \3[.]1 allowed tollow, iNng “scratch”
(cue-hall going into a pocket)
JOYSTICK CONTROLS The jovstuchs are used lor all other moses
Placing the (' ue Ball

For the initial break and shots tollowing i “scratch™ the cue hall s placed by using
the appropriate yoystuick. T he ball is then placed down hy pressing the Lire huttan
Selecting Angle of Shot

[ he solid hne radiating from the L'I.IL' ball represents the pasition of the cue-stick The
broken tlashing line 1s the projected path of the cue-ball if 1t 1s struck at the angle
indicated. Thisis provided 1o assist amming since a plaver cant sight along the
cue-stick Once the angle 1s selected. press the Fire Button to lock the angle

Setting Shot and Power of Shot

Once the angle s locked in, a cue-ball will be displaved at the top of the screen
together with a power-bar indicator. 1 he ball s used to put spin on the cue-bali by
posittaning the “dot™ at the desired point on the ball (Bottom for Reserse or Draw,
[op for forward or overspin, Left Side tor left spin and Right Side for right spin)
[his spinis transferred to the balls which the cue-ball strikes, as well as the hounce
the cue-hall makes atterstniking the hall

After the “spin™ has been selected, HOL D THE FIRE BUTTON DOWN 1o select
the desired striking torce, as indicated on the Power Bar alongsaide the ball at the top
of the screen. Only when the desired striking torce 1s reached should the plisscer
release the fire button, as this will send the cue-ball on ity was.

NOITE Insome instances, while holding the fire button down to obtain the
additional Htﬂhluni. force on the cue-stick, the cue-ball will be struck belore this s
reached. This s a random selecthion designed to semulate the plaser mus-hitting the cue-ball

RULES OF PLAY [t no balls are sunk (gontoa pocket) on the inttial break, plas will swaitch

over 1o the other plaver. Once a ball 1s sunk, the computer will identity this plaser with the 1 (W
(solid colour halls) and the other plaver as HIGH (striped ballsy During plas, a bar under the words
HIGH or LOW at the top of the screen will indicate which plaser’s turn it 1s to shoot.

[ he abject of the game then s to airm at yvour own balls “r‘h the cue-hall to make

them go 1nto the pockets [.he caomputer contrals plas as lollows

I A plaver loses his turn if he Lails ta sink a ball of any colour 1solid or striped)

during the intial break ot the racked balls. .

2 A plaver loses his turn af he tails 1o sink a ball of his own colour

1 A plaver loses his turn and one of his balls 1s returned to 1he table il he “scratches™

1 ¢ the cue-hall goes into the pocket

4 [hecurrent plaser automatncally loses the game it he sinks the eight-hall {the

hghter sohid-coloured balll betore sinking all his own balls

S The current plaver automatically loses the game it he “scratches™ while attempting

to sink the eight-ball atter sinking all his own balls

6 A plaver wins the game il he sinks all his own balls and then sinks the eight-bal! betore his opponent

COPYRIGHT This programme is copsright 1o Microdea! Cornwall and Anteco and s sold subject
to the condition that it is copied only for the purposes of the purchaser’s sole use andis not used In
any renting library or club system. freelv distributed or resold  © Microdeal 1983 Made in England
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'O LOOC 'vyDe CLOADN press ENTER, the gome will start automatically
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