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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 
BY SALE FOR USE ONLY WITH OTHER AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL NINTENDO SEAL OF QUALITY. 

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 AT 1-800-771-3772. 

LICENSED BY 

(Nintendo) 
NINTENDO. THE OFF1C1AL SEAL, NlNTENOO 64 AND 

THE 'H" LOGO ARE TRADEMARKS Of" NINffNDO OF AMERICA INC. 
C 11"16. 1999 NIN'TENDO OF AMERICA INC. 
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~ L-R Button 

C Buttons 

Control Stick 

Z Button 

Using the Control Pad 

Z trigger Button 

R Button 

B Button 

C Button 

Switches the view after throwing 

Moves the cursor 

Moves the cursor for adjustments 

Start or pause game 

Select button 

Select topic; go to the next screen 

Cancel: go back to the previous screen 

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

~By using the controller pack, you can save your data 
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CONTROL STICK FUNCTION 
The Nintendo® 64 Controller contains e Control Stick which uses an analog 
system to read the angles and direction of its movement. This allows subtle 
control Iha! 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 Slick is held at an angled position 
(as shown in the picture on the left) when the power 
i5 turned ON. this position will be set as neutral. 
This will cause games using the Control Stick to 
operate incorrectly. 

To reset the neutral position once the game has started. 
let go of the Control Stick so ii can retum to its center 
position (as shown in the picture on the left) then press 
START while holding the Land R Buttons. 

The Conlrol SUck 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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--·····-···· k GETTING __ STARTED Mf.ll ..... . 
1. Start Up 
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. 

3. Game Menu Screen 
Select one of the five game modes 
by pressing the A Button. 
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Variety Mode 

Stage Mode ·· 

!Practice Modej 

r ·@ 
Option 

A) Variety Mode 
1-4 players 

Open 

Golf 

---- Challenge 

......----1,Play Garn~: 

..__---t, CoUection: • 

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 

B) Stage Mode 
1 player only 
Collect characters and lanes for use in other modes 

See which characters are available to use 

'£) Practice Mode 
,_ 1 player only 
~,set up the pins as you like and practice 

i l 

... 2 players only 
.1.Players compete against each other 
.1.Move your opponent's dead lina back to the fault line, and you're the winner 

lBWU®• 
... com Level: Set the strength of the computer to beginner, amateur, or pro. 

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

.,credits: Shows credit scroll 

.t.Exit: Exit out of option screen 
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Single 

Team 

Double 

Stroke 

Match 



Game Menu 
Main menu. YoJJ can qo to all the modes from. here. You will auto­
matically come oacK ta this screen when you tIrnsn each mode. 

BWMenu 
From the BW Menu, you can choose from 
three options: 
... open 
... Golf 
... challenge 

Select Play 

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

♦Open al Single Play 
b Team Pla 
c Doubles ~ lay 

♦Golf 
a) Stroke Play 
b) Match Play 

♦Challenae 
a) PTay Game 
b) Collection 
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Entry Select 
You'll see this screen when you select the variety mode and follow 
the game menu. 
2. Computer Select _Jll!!!!!I!!_,.... ___ ~~~:!~~~-~ 

1. Number of players 

3. Name Entry _ __.... 

6. Playing Style 

Mode Number of Plavers Against Computer 

Single 1-4 players 0 
Open Team 2 or 4 players 0 

Variety Doubles 2 or 4 players 0 

Golf Stroke 1-4 players 0 
Match 2 players only 0 

Challenge 1-4 players X 

Stage 1 only 0 
Practice 1 only X 

Versus 1-2 players 0 
07 



1. Number of Players 
• Enter the number of players and press the A Button 
• The total number of players that can play depends 
on the mode 

2. Computer Select (If more than one person is playing) 
• Manual: Player controls actions 
• Computer: Computer controls actions 
• Make selection for additional players 

and press A Button 

3. Name Entry lmftJ"1 
• It you are not saving personal data, then ~. .. - ~!I 
you may want to play without entering a 
name. The name of the character that I 
you are using will be automatically 

entered f ~E~ .t. lf you are saving personal data then , . - . • 
enter a name, and you will see your score . • • • • 
during the game 

·How to Create a New Entry 
♦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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lf You Have Already Registered 
♦ 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 0 DEL" to delete that name 
♦Up to four names can be registered in one box •· O'K 
To change a name, simply delete one of the four t.o. c:Yf-:-._e 
names and re-enter the new name , _ 

Personal Data 

♦ 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 
• You can choose a handicap match only in Single 
play of Open Bowling 
• To 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) 
A Handicap can be from 0 to 95, but is usually set at 0 

5. Playing Style 
• Playing options change according the play style chosen 
from the Variety Mode. 
A.Single Play: available in Open Bowling, Golf Bowling, and 
Challenge Bowling. 
• Team Play: available only in Open Bowling 
A.Doubles Play: available only in Open Bowling 
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Select of {Double Lane) Mocle 
-----------' 

Blue Board 
Left lane player 

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 

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 
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Player Select 
♦ 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 ~ - ---~".E-~• c~- _. __ • 

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. 

Lane Select 
♦ Select which lane you are going 
to use. (You will only be allowed to ----"!"". -----
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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VARIET-V MODE 
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 

Open Bowling 

1-4 players, depending on the play mode. 
The rules and scoring are the same as for normal bowling. 
There are_ three play options available in open bowling: 

) S'11gle Play 
- 1-4 players. 
-- 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) Te ·m Play 
-- 2 or 4 players. 
-- Each player has a partner, and the partners' total scores 

are added up to equal team points. 

C D )Ubles 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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Golf Bowling 
1-4 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, 
you 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. 

Challenge Bowling 
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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STAGE MODE 
1 player only, 

Uses double lane only. 
There are two options available in the stage mode: Play Game, Collection Room 

Play Game 
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. 

If you use the Controller Pak, 
you can save your available char­
acters and lanes. 

Collection Room 
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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eRACTICE MODE 
1 player only 

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

How to Set the Pins 
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 
you have removed that pin. 

Once 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. 

Each time you throw the ball, you will see the "setting 
board". However, the pin position remains the same unless 
you change it. 

Move the cursor to 
"SET" and press 
the A Button 
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CD 

Set Button 

VERSUS MODE 
2 players 

Uses the double lane only 
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 lirsr loses 

How to Play 
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. 

Pin Formation 
If you hit all of the 1 o pins on your first try, it is called a "strike". 
If you strike twice in a row, it is called a "double". 
If 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. 

How to Look at the Screen 
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. 

1 (L ). Whenever the dead line moves, this shows exactly 
how much your life has increased or decreased.(+,-). 

This life indicator is your dead line. This shows the exact 
position of the dead line. Once the dead line reaches the fault line you 
lose the game. 

OPTION 
Allows you to change game settings. 
See page 5 for more details. 
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Score Board 
To see the scoreboard, press 

and hold down the up arrow on 
the Control Pad 

BGM 
. Can be switched on or off dur­

ing the game 

End 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 

. Exit the pause menu and go back to the game. 

** If you press the Start during the ~ame, the pause menu will be dis­
played. You may view each players 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. 
• Once you have decided on your target 
spot, press the A Button to select it. 

Release Spo1 
The release spot is represented by a 

red arrow, which is pointing down toward 
the front ot the lane. 
• Select your release spot by using the 
Control Stick. 
• Once you have decided on your 
release spot, press the A Button to select 
ii:. 

©8 ® 
:iP!:lUr~· 

• 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. 
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Gauge Adjustments 

• epresents how much curve the ball Is 
thrown with. 
•Move the Control Stick from side to side 
to adjust the curve of the ball. 

Curve Point 

•The meter gauge is in the left hand corner of the 
screen. 
•The ends are bluehand in the center it is yellow. 
The vefY middle of t e center ii bright yellow, and 
the ends darker yellow. 
•After you are in the throwing motion, a light blue 
line wilr rise up the meter gauge and begin to come 
down again. Press the A Button when me blue line 
lsc:in the center of the bright yellow space. 

• Represents the strength with 
which the character throws the ball. 
• Move the Control Stick up and 
down to adjust how hard the ball is 
thrown. 

• To start throwing the ball, 
press the A Button once. 
•Even If you are already in 
the throwing motion, you can 
still make aajustments before 
the forward swing. 
• Once you have begun the 
throwing motion, you cannot 
cancel fhe throw. 

.. Once you decide on your throwing position, your character will have the ball and be 
ready to start the throw. While the cnaracter 1s waiting, you can adjust the spin and 
power of the throw. -

i-,~- -
''.~~~ 

Before Throwing After !f:ltowing 
.Pfn Chart 
• This displays in the upper left hand corner of the screen in Open 

Bowling only. 
• If the circle 1s bright green, the pin is still standing. 
• If the circle is dark green, the pm was knocked down. 
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After the game, you will see the ~ame results menu. 
SH!ect which o~t1onffiou would hk to view sing th Control Stick 

DepenaJn n the o t1on ick . you w1 I ee a cgart simTI r to the ne below. 
When you ari 3one vie 1ng e ~ta, oress t~e A Button, an!f decide if you want to 

ex t or continue. 

Bowling R11les 
• 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. 
• lriple or Turkey: Three consecutive 
strikes. The score for the first strike is 
30. 
•Split: When there is distance between 
t11n pins left over after the first ball is 
thrown. 
•Gutter: When no pins are knocked 
down with by the first throw in a frame. 
•Error: When none of the standing pins 
are knocked down by the second throw 
In a frame. 

onn 
• Basically, your score is the number of 
pins you knock down. When you get a . 
~~pare, the score is 10, plus the number of· -- _ __ 
pms knocked down by the player's next throw. If you get a 
:~trike, the score is 10 plus the number of pins knocked 
down on the player's next two throws. In order to obtain the 
rnaximum score of 300 and bowl a perfect game, the player 
must bowl 12 consecutive strikes. 
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ont1nue or Ext 
• 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. 
• If 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. 
e lf you select "Continue," you may not go back to the Game 
Menu, even if you press B Button in the player select 
screen. 
• If you select "Exit", after the data is saved, the screen will 
go back to the Game Menu. 
'Data Chart 

Number Average High/Low Strike/Shike% Spare/Spare°/c Spilt'Spilt% 
of Games Score Score 

Played 

Player 1 2 155.8 178 38 40 53 
140 33.3% 23.8% 40.9% 

Player 2 1 131.0 151 39 7 48 
131 25.0% 18.0% 35.3% 

,, .· . . 
' 

Player3 

' ' 
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SAVING 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 
• Before 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 

~i Wbt·liiliU=l:S·UUZ•1;t91 =w,111 
Personal data and scores are saved while playing in the 

Open Bowling Single option under the Variety Mode 
•Additional characters and lanes that you acquire in the 
Stage Mode are also saved 
•In order to save data, a name must be entered in data 
entry. Data can be saved for up to four players 

Lit• )'¢1 t·i •BGcfl •roe, 
•Sot the Controller Pak to 1 player 
•Turn the N64 Control Deck on while pressing Start, and 
ti 1t1 Controller Pak Menu will appear 
• You can delete the data in the Controller Pak Menu 
•Using the Control Stick, move the cursor to "delete note", 
111d pross the A Button 
• Then choose the file that you want to delete and press the 
A Button 
• You will then see the delete confirmation. Select "Yes", 
.md 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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There are 8 characters available in this game. 
Howeve..i:, at the beginning of the game you may use only two characters. 

10 access me resl of lhe characlers, use the stage mode. 

Character Data 

Right-handed 

l'Q Ballused: 
13 pounds 
Lane used: 
Normal Lane 

Left-handed 
Ball used: 
12 pounds 
Lane used: 
China Lane 

PEGGY. Right-handed 
Ball used: 
15 pounds 
Lane used: 
Ice Lane 

KA n T n Left-handed 
Ball used: 
10 pounds 
Lane used: 
River Lane 
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llPIII Left-handed 
Ball used: 
12 pounds 
Lane used: 
Garage Lane 

rnnnY Right-handed 

ffllKO 

Ball used: 
6 pounds 
Lane used: 
Forest Lane 

Right-handed 
. Ball used: 
16 pounds 
Lane used: 
Dark Lane 

Right-handed 
Ball used: 
13 pounds 
Lane used: 
Nippon Lane 

Power 

8 

Characters' Ability Rankings 

Dot 

[ 
Hiro 

- Peggy 

Alpha 

1 Miko 

L.Rin 

[ Kanta 

- Fanny 

Spin 

L Rin 
Fanny 

Miko 

Alpha 

L Hiro 
Peggy 

Kanta 

Dot 

Sense 

s 

Lanes & Wax Conditions 

Dot 

[ :::~a 
Rin 

Miko 

L Kanta 
Peggy 

Fanny 

There i;lre 8 lans_s available in this game. 
How0v1H, at the beQ1nning of the .Qame only two Tanes .are available. 

To access tne resf of the 1anes, use the Stage Mode. 

No.-rnal Wax Zone: ordinary wax 
Mt11 rnnl Lane 
i .111nn l.uno 

I li.11f-wax Zone: waxed on half of lhe lane 
Flivm lane 
Nippon Lane 
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All Wax Zone: fully waxed 
Ice Lane 
Dark Lane 

Wax Free Zone: no waxed 
·Garage Lane 
Forest Lane 



NOTES 



WARRANTY AND SERVICE INFORMATION 

UFO Interactive, Inc. warrants to the original purchaser that this UFO Interactive, Inc. game 
pack sl1all be free from defects in material and workmanship for a period of ninety (90) days 
h otn the date of purchase. If a detect coveted by this limited warranty occurs during this 90-
d,,y limited warranty period, UFO Interactive Inc. will repair or replace the defective game pack 
or component part. at its option, free of charge. 

r his limited warranty does not apply it the defects have been caused by negligence, accident, 
1111reasonable use, modification, tampering, or any other cause not related to defective material 
or workmanship. • 

A11y applicable implied warranties of merchantability and fitness for a particular purpose, are 
hnreby limited to ninety (90) days from the date of purchase and are subject to the conditions 
• , 1 1orth herin. In no event shal UFO Interactive, Inc. be liable for· consequential or incidental 
r1.11nages resulting from the possession or use of this product. 

11,,, provisions of the limited warranty are valid in the United _States only. Some states do not 
,llnw limitations on how long an impffed warranty lasts, or exclusion of consequential or inci-

' 1, ·1,tc1I damages, so the above limitation or exclusion may not apply to you. This 
11111,tod warranty provides you with specific legal rights. You may have other rights which vary 
•1, ,m state to state. 

For questions and information 
please write to: 

UFO Interactive, Inc. 
One Park Plaza, 6th Floor 

Irvine, CA 92614 

UFO Interactive, Inc. Online: http://Www.ufointeractive.com 
Vlsit our Website to get information about our new titles. 


