


Wc11-.-1i11g: 
Read ·before using your PlayStation® Game Console 
A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to these patterns or 
backgrounds on a television screen, or while playing video games, including 
games played on the PlayStation® game console, may induce an epileptic seizure 
or epilepsy. If you, or anyone in your family, has an epileptic condition, consult 
your physician prior to playing. If you experience any of the following symptoms 
while playing video games - dizziness, altered vision, eye or muscle twitches, loss 
of awareness, disorientation, any involuntary movement, or convulsions -
IMMEDIATELY discontinue use and consult your physician before resuming play. 

Warning to owners of projection televisions 
Still pictures or images may cause permanent picture-tube damage or mark the 
phosphor or the CRT. Avoid repeated use of video games on large screen 
projection televisions. Refer to your projection TV instruction manual for details. 

Handling your PlayStation® disc 

This compact disc is intended for use only with the PlayStation® game console. 
Do not bend it, crush it, or submerge it in liquids. 
Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 
Keep this compact disc clean. Always hold the disc by the edges and keep it in 
its protective case when not in use. 
Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center 
to outer edge. Never use solvents or abrasive cleaners. 
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"fbank you for purchasing "Bapkstreet Billiar9Fi;', ~xrntlsively for the 
#**'PfaySta.tion® game console. Please readJ.~ls m'arTui'.al carefully before 

:playing and onl this product accorijtng" to its instructions. Keep this 
• 

0 .::::m~11µal .lrl ~ e f~~ your refef_~nce. 
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, Controfler Port 

T OJ) Vlt3w: 111 •:1i'li 
1,tf.i: ~~s&fit~'fii:-w'.H-1 

This section explains th.eibasic game controls. 
Control" for more det~lf~t!Tr13~mation. 

l!'>J Direction: 
' ' 

·~:Button: 

@Button: 

: '' '"JJ,BuYt?,n: 
t■i'8~•fon: ,. --'~ 

f'ro11t View: 

111
'''"¼"* ~~art :Sutton: 

Select Button: 

L 1 Button: 

L2 Button: 

R1 Button:'', 

R2 Butttm:'' 

Move cursor/Change 
Viewing Angles,,, 

Sele 

A • w ere cue stdkes the!lii' 
cu f;t'k , 11/Adjust''shot j\[fngtQ 
Sta'tt"Game/Open melilil" • 

swlfc;l, to top viey,;,, 
'<¢,<?· 
S:"9J;¾ 
,,, ;t 

i)it-;, 

Zooln:in 

Indicate numbers of all 
,# J, 

+ ... ]:<, ·' 

Zooln out 

Turn camera On/Off 



11"1) ll"l7 ".-.t • .-..M.;i ..., ..., <111g~ ...,,, ~-l\'!it©'"il .· 

The player has the Oi\i~,~ilisten to an audio CD of their cho~in~ 
playing Backstreet Bil\!ards.~ A'ffer ~egi~ning a_ game, press th'e S,tcft , u 3 * , 
button and select the CD Change option. With the CD Change rrl,tlnl.lii!i!i. ;i;;;;a'lf!,I: 
open, swap the Backstreet Billiards CD with the desired Audio CD in order 
1o play. Reinsert the Backstreet*Billiards CD when prompted. 



Accessing the different modes of p1a,-~~d!trtM~r1~the Start 
B~tton at the title screen. Use the Directional bu~nJ~;Jfl~ ~sired 
gfme/mode confirm by pressing e1thf~the~f~i!tor .~ .~tt~ns. 

iwr;.\;t·. - w . 

Challengeindi;idual characters to a vari&t~of billiard~ames. To move 
the ~f~yrfGtvvEij",d,., your character mus1J$tilffk~ ffit:l~Qple ttfirappear and 
chi!ffie~:11.em: ~ pool matches:· ~~t$n~ lhe"""lllast~ari;lcter completes 
the story mode and reveals the eneting. " • 

Wt=~,:,~ ,{f< 1/ :"ti 

vctfe(~G~rne: .-.. 
9 d+fferant Qili]i;!rd games are avail~ble on the FloGket table~~ti(jl.J;lS such 
as~e:hawbei;,51,J players, choice between CPU or human opponents, 
gaml ,~tit!~ ;f'ii number of sets rnc:ry '5t:?l'a~elsted. • 

:·::::. «~• 
Cctmdi "(?hrne: 

,,,t½'.1'.';';il'% ~¾:;:~¥ #" 

5 ~ltfcftd ~<'V:/'l~~.can be played 
'tr J"f,'ff;J -'i\ 4.v,1 

~f :i~,¼\!lrt}il}1tan~e:~ent, pra~il~e ~it~~~t~t~rf;~ince. A: 
gr~at f?~:e ~ ~~"11;.!i&~ Iiji/:1!'.;Ji<;aesi oi .'the @UBibal!ls,,mov~r;it , 

<lt'<itJ< "'* ,( 

iveecl: H//@i 

The object of this motii~if',~*c,e'lr"':11 the balls on the table as guiclly as 
possible. Pocketing tiJ!l•@~wt:!!gy order will clear the stage. ScratttJ,iQ~1lPHell , 
Cue ball adds a time penalty. •• 

()J)ti()ll: 
Access/Adjust the various features within this menu by highlighfing thE;J 
desired feature usinQlfh1lJ Directional buttons and then pressing thJi)■t)) 

·Button. Press the ~- Button to. exit. • • • 

Stereo/Mono Settirig 
Listen to the in-game music 
Listen to the in-gaffle sound 
effects . -· ·• :.;;;· 
View recc;i,ds 
S<!.vin~. afid Loading data 

,;;; 

• 



13cHi£ Jtc1ts: 
II) Story Mode the player has three basic stats ±A,i;:m,ll7!!- to 
improve their.rformance, these are: , 

;;'; :~~WEA,. Strti;gth with which the"'cu;• Ball
1 

'•¼•¼•".;, •• ,, is hit· .""''"'· 
- % • • .. i 

14 
T tw,~,the Cue Ball 

• ! ene.nding 011 Cue angle 
i d where ·on the Cue!lall 
the Cue hits 

.. 1 ~E!ed·of the shot power 

;i,Zt} ••; .. ~,. gauge changes« 

Le~ lJ(): , ,iiu 
The P~J.G;r: ... arded with addi'biit~~oi~pora,~~i~ an 1 

opp· i;. winning; the levelJ.lltff)~~~ffi~1@:IJ~Jffi.r\1!1l th~ player .. 

;wal'de(H\s Ai~:points to arir,;:i::~~.;4l&~i~~!i1iFJ~illPoints are 

£17c111~i11~ Cues: H/'4 

After acquiring additi~rr~~~ll~~/i:f'i~"'player 
can select the one thli&,,ft~llt11to use by 
choosing "Cue" from the Co'i'iv~tsation 
screen. The currently equipped Cue is 
designated by an "E" on it's pic;tyre. The 
ireen color on the stat bar indicates the 
selected Cue's effect tf ~t~f\ stat. 

:.~::l:(IUi()()ill~ ltel"ls:· 
. To view and select acq~ed item~ficcess 

P•nhe "Item" option from"'~il!~O~l48rsation 
screen. The orange <11pl~Wt't·1tf'le stat bar 
indicates the item's effEta:l'lldn that stat. 



IBR 
AMERA:~ 

t 
GUIDE BALL: 
J;Q.Cl:lANee:· 
BGFvl VOhl,JFvll::: ... •••··.·. 

;!3EVOL0ME: • • 
•QUIT 
exit" 

'.s~f~/.1Bi{:i~1ay,itr;e j}:f~cinfshdt '. . ·;.·,;· '.~ .lt,i}l·.te1°. 
, •• 'furn backgr9undgrc:1gNPs91':1(9Fcf 

Tllrnyibl'~li~rffe~tiire.qf'JXPFF . . £ 
~~~1]9~.tt,e\<Jim~f,.t~tew used:after l 
asn.ot• 1 • • . •• • 

• • CJ-range trajeg!oryJJUide/tum ON/OFF 
Play c:1 \11usic co•ctutiRQ,c:l,9"!\11e . ._<f'YfWP•• , • ., •• 

·•· ··•·•·•.· ~hl:!'19.~ ~l:!<ikSr.oll!]cl .. 111usic vc>ll!lme;,., < 
\..;;,''\~tl'.aq~e~<>l;ln<Jef~E!~tsvoJ.u111.e • 
• • • ': R~ti:lt!] tQ1i~!1(icr.een ••· · •.· • · • • 

Return•t<>iian;i~ · • • • • 

13e1111<:iri<J Screeri: 
Before starting a game it must be decided 
who will go first. This is accomplished by 
having both players shoot a ball from the head 
cushion (cushion at the bottom of the scre~n}.~ ... 
towards the foot cushion (cushion at the toj:i''of:' .. 
the screJlD}-.Jhei3layervVho get~t¥teii:,.ba.U

0
t~ 

··1::ros-~- • · · · · · · -· · 
•• 11lis.~ostt~ ·o .. 

tne'16reaR shot. If the b*U. • 
cushion, it is a foul. If both players shooUh.e 
same distance, or foul, both of them must 
shoot again. If two players are using the 
same controller, or there are more than three 
players, banki11gis'•not necessary. 

Cue Oct 11 Arrc1ri<1ernerit: 
After banking, the player who goes first needs 
to place the cue ball. It can be ~earranged as 
often as you•like. Placing the cue ball is 
achieved QY moving the Qirectional buttons 
while holdiri'g down the ~· Button. 



·~ 
, ___________________________ ""',.. _______________________ _ 

\':';,>,, 

,1•1 Direction'.;\''v,;,:;;;~;~; 

R1 Button: 

R2 Button: 

Zoom in 

Indicates ball number 

Zoom out 

Open/Exit free 
camera mode 



Th~ ... \:lame will automatically 
line up the hit straight on. 
Hit the ball straight on for the 
most power and a direct hit. 

Use the directional buttons 
to adjust for angled shots. 
The more you adjust the shot 
to the left or right, the more 
angle you will give your shot. 

You can also make shots that 
need to angle off a cushion 
to get to the ball you want to 
hit. Use the ghost trail fo see 
where the ball will go. 

Jll()t l)()Wf:ll" it:l"flflll: 
Indicates the strength with which the cue balk. .•. 
will be hit. The further to the right the met.er 
is, the more powerful the shot. Pressthe Q· 
Button to confirm power. Press the i~i Buttar:t.~;~ 
to switch between the low/high powe(shot • 

~·.Qpli.ons, .• Am.or~pt, ~••"· Win°b'e'Vef·Y•··· '"' 
usefulifL$j • • • 

0 
Power Exchange: 
Press 1~/.•to change between the 
blue meter (normal) and the red 
meter (power). 



while hol . >. , . • utton 
where on the iLie tiall, ~\ 
player rnay c1¢J.L1st the l~ 

'will strike t~~:C@Gc3.IJ ·•····•·•.· '{ 
.. Q.9WJJ},Dir.eGlterrarbuffoi7s while h.oL .. .. • "•1.y;y;: .... 
the •~ Bµ,tt • • • • •• ,. 

' ·•id tf~,, •• i"ftiji~iiJii\,u1 • 
•· c.enter I-IJt~ lft~ffil • ·\\iJ1~:~t~t~,jt~J l"!iJif th~iW~~t~rte;tif1 

·901:itin1.1etom<>vef . ~•,., ••.. ,: ;;\\; .. ;·• .. •\. 
;:. . . •>Left Sf:)in: Aft:et"hitlinga 91JJ~hie>~ ~hfl:i:i;/El ~a.fl>WilJ;ttaVfll tQ the left. • 
i'l;{ .. ; •.·Rit1htSP;_it1: •• Aner~ittin~a;~1J~hjQl;ljm~.P,L1e,b~Jl'~ilt~lfl'.1:t,)'el to the right. 

• , '•~ Ba9kSpm: A.fter l't•ttin1t~ t~rt1et,tl'te91J~ ballYlillrolEb~i:~towards you 
the target CQllti:n1Jei,Jo~~t~?I•···•••••·•.••· ···.•••·•·•• <·.· .. ·••••···.·••· 
• g:. Make tl;le 9ue baILjOITlf:) (?Ver an obstacl~to hit'it:..target ; 

ply a very str~>1lQ sf:)in to 1he ball, allo\/1/ingJt to i:nove ton.var;d ·• ,...,,,.; 
, -, ' -: ~, - <", - ,_ , " '.-" -- - "" ': '.' " :0'.- )~::,;;,L~\{;;5,:-;:.~u,Jr-

*Coinbining c .. J£qon and angle allows for a "'1ff/,fl"Ml!trle'fy'?J6:~7::~efn"ent. 
Training in the pradt{ce mode will allow youtcl'p$rfect many different techniques. 

Top Spin 

Right Spin 

The larger' fl;l-e·angle you. give 
cue stick, the larger the amount • 
of spin you'll get when you hit 
the ball. Give the cue stick 
enough angle and it will jump 
over other balls. 

The smaller the angle you give 
the cue stick, the less spin and 
more power you will get when 
you hit the ball. 



18()!.II: •. ,, . . . . •• . . . . . • .. .,, .• . .. . ... , •..... .. ? ····•• •• 
• If the first ball hitls not the smallest nuJ'.l'fl5erbh m¥ ta61e:··:J3•\ 
• Scratching the cue ball. (ex. hitting it into a pocketer oJt.ceflhe table) 
• When the cue ball hits the lowest numbered object ball: ·an(j neither of 

these, nor any other balls hit a cushion. (Except Novice) ; 
• If, on the break, no object balls are pocketed, at le,a~t four balls must 

make contact with a cushion .. (Except Novice) • •• 
• Either three fouls or scratches in a row,•(ij,xce,pt Novice) 

~ll.•.t) s~iltJ1~=·~ • . I • < 
• Novice: No no-cushlon.toijl~;~~~OJ~ th'an 

three fouls. •... ""> • 
• Regulation: On a foulthe cue ball is returned 

to its original spot. 
• Texas: On a foul the cue ball is played where it 

lies after'the shot. 

bctU 

g 
l m b 
~a . . • 
r of players: 2.i!.4Fi•\}:t~ •... 

;%'6'.f'!-(~~ 

·•.,lr'~bcfl 
r of the object ball 

ring the game, the 
he table., but if is 

een hit. 

f ... Ji· .. ·. ft: .• •t? ..... v\.•.z 
•t\)fahe smallest numbered obje~.J)all onJhe taple is not h1t. . 
• OIHhecue ball is pocketed (scra,ch), orc:Jfops.bff of the tal5te: 

• .After .the cue ball strikes the target, and ho balls come in contact with a 
cushion. (Except Novice) . 

• If on the break,§>oot, an 01:?jectball is,not pocketed and at least four 
balls do ntit"~iMheccushioo,,.4EJ£f;,.l;lPlJ:!2~tc2t . ··•· . . ..•• •.• Ult!r 

• If called ball 1s not pocketed 1n called pocl<ef.1e·al'f"'Shatzoo!¥1•<••t,,"."''''~'"''"''"'';""'" 

Ball-in-Hand. 
• House: After fouling, the cue bc:11! will be set behind toe,j,jead line. An 

object ball behi11d the head line canbe,hit directly .. • \ . . .• 
• Regulation: After fouling, the cue bali is•~et 15ehind the head line. An 

object balLbe,hind the head line cannot be shot directly. 
~. Call Shot: Regulation rules apply. All shots, excluding the break, must 

15e<called .. 



, .. ll')i'2$ 

Ir,c;t}~;lf {:¼Lther t 
'~iL;,t~; ·~~;a i~shion: t Novi9~ , . 
':~ tc~3;!

1
l>not pocke!Ei,a in called p~~ket \ < 

~fayer:will lose the game in tht3 following' ses: . \. .· •·····• '! 
. ~):!ocketing the 8-ball prior ~o pocketing all of yourg{~up ballj. 

• 8st>al[ grn:J player'sJgst QbJect ball cannot be pocke1!,)d on th"€ 
same>slJot.· .,.·: >,. > ...• 

• Missing theJh 
• Placing th 

tc • ThreeJou 
~ .: i~.;L> '~ '.~,.-· • ''< ~:~-;~,:~ ~<,::-,~<"A'ic 

the game 
ocket where .bEJI i~ tg,.be placed mus e ca e r o . 



• If at lea~t Qf]g qc1II if ~tit]:i~~~e 
doesri'.t·nit1ne•cf.1shiOr:t ??:~; .•. • 

•. If the.cµE3 ball is poqketed(s'Graf 
• After hittif]g the target,• no palls h 
• If called ~lh1l~•~.ot,ijQfol~el~d in c 

\'¼,tC:>.,:, ,,,,-' '> ,-, , __ --,-->- -, <-...""' 
-:v-,--, - ",J. 

i2ttil7~: 
• Novice: No no-cushion foul. 
• Regulation: Cue ball is returned to the spot 

where it was prior to fouling. 
• Call Shot: Regulation rules apply. All shots, 

excluding the break, musf be called. 

•• game is pl ject balls #1 2sJJ.11 Iii ;q'£1Qfhe ,ir,.i:::r· •1,r-:l11,•••"'"'•~• 
er who first, .'€: agreed upon~Jn1)6f"'p5ifltf ns 
e; Playerif' 'e point per qall, an~J.i:nay begin by shooting at 

ball. f , ·• < •••.. · ... ·· //.f')l+;:t•"t'~ 
ly for this f}tJme, does the playfjr who l@s'esi!t FJ'B.nking go first. 

.11.1¥\mll->or of Players: 2 

(( 
called ball is not pocketed in called pocket. (Call Shot only) 

If.the c_ue ball is pocketed (scratch), or drops off the t§lble. -1 pt 
• After h1tt1ng the target, no obJect balls make contact with a cushion. 

-1 pt (Call Shot only) 
• After the brec1.kshot, if at least one ball is not pocketed and at least twp 

balls make conlatt With·?•eMshian: .,2 .. pJsw .. ~QalL~Q.ot only) .. • .! t. ! 
• Three fouls or scratches In a row Is a loss. -15 pfs • {cxtept•'Naviee~••,., 

• Novice: No call shot. No three fouls rule. 
• Call Shot: All shots must be called. Three 

foul rule applies. 



Novice: No calishof .• BalHn°HancL 
• House: No. call shot. Afti::rfouling~Jhe,cue,,M1 · ,n 

head line. II b~hi11g,th~J)eaclF:lt1Je irnctly. 
• Slop: No • ···•···• •• ". neball l .·theM 

,;;.,1.r•-'c::~;ii.!J~.,1.&Al'f0 • l'!?J;).i,i!,Q • irectly. 
, .... •• Regulatio . l<c;;e •. ak shot. 

fouling, the cu e, hea l~E=l • 
ad lin!:lJ~inno ly. 

'/;/.;':",),>--<'< 

ball is pockete 
make contact 
se) 
-,~t 

h 
"!¥1~ 



one of the two p 
the other. 

fit>1.J.I::••··•···• 

·ttfno b 
••·(Except 
•~<t!f you fou or scratch three·. 1rnes I .. }yollwn . __ , ,,,,' . ';?:; 

J2ul€ i€ttlrig: 
• Novice: Ball-in-hand, an object ball behind the head line can be hit 

directly. . ... . • . > .. • .· •• 

• House: After scra1ching, the cue ball wil!J:ie:set behind the head line. 
An object 1'a.l1•:IDehind thehead-lfrie;cc1n he hit directly. . • 

• Begy!atJpn: •Aitefsctafohi the cue.baJUs set behind the head line. 
'Affoo}ect ball behi • ... • annot be shotdirectly. 

*When you foul, the game cont1hies without movm~t•l!iJ§,.QUB ball. 

9 mi~9ea, tt 
•· greed ypon nymber 
ties .theagreedupon 
ust score the agreed . 
·cco"rnplf~necr, ine: •• •• 

·c·~,a~ers~\2 ' ·x·•~J~{. 

Jeifh:erJhe cue ball or object ball(s) drop off of the table. 3-..:<------, ''-'<-'-- ~ ~ 

• Regulation: When more than two balls 
;:.ac~ ~tru91(withyour cue ball in one shot, 
:cone point is scored. • 
• Local: When hitting object balls in an . / 

order such as White to Red, Red to \i\ffiite; 
two points willbe scored: Tfi"reepoi11tsc ; 

.. will be awarded for Red 10 Rec:f hits, am:c•~ 
strlkihg all three .. balls in one shot will be . 

••tlewarded with five•points. 



:n%:rr+b ft~~b~ll~ oth 
\!,:,,< •~ '' • .,.~c~~ts all 
w.;;, ~i1.:, • "'fli:>ubled. 

Number of players: 3 -4 J 
:~,l~>\~. 
'!] :,_\ t ;il 

• If the~i'ri~n;s( nu~berea ~bj~cl.b'~Jl',or1,t~,.~API 
• If the. cue JAtct:i ; QJ;.Idtii!jSiO 
• If no ball~ •······ er hi 

,fu:;c• ~lff&'~f~~r ··· 
cushion after the , .... 

• If the c.ue.t11c:1t.lJS;t1ot• d the h 
, [sitne:,(1txcept 'Novice) 

,<~>',:'~ 



•Regulation:. Hitl:ingmore 
the cue bait in one turn • 

rded 
r U1en'has)h"~ir 
a row,· so onthe 

1
(·o~uto~~W~frriih tQ~.~· 
n. s., 

g .. 

;R~gulation: Hitting more than two bal.l$With!he§t.1~A~Bi~~neshot 
will score one point. • . ...... •• ... . . .. i,, . •• > .(~'.}}•··••< . • 

• Local: When hitting .object balls ii} 8.1'!:}0r,Q~~tit?t:l<a$ \NhJt~;tq Red; Red 
"· .to\'Vhite, two. points will. be score.a. lnree•pqifJt$ 'A,lill be awarded for 

Red1o Red,l:iit:$,.and striking all three baUsinone shot.will be r'ewarded 
, it,\li;;¾:if,:ii:lli.'poi nts. •<'\cc, 



~]1j i§'n()rhiton 
.. Jhe cue ba]I or 5>,bject ball(s) drop ·off of the table. 

u hit m 
cu~baf 



,. 

The white ball used in ~dst pool & billiard games, typically th'e one that 
the player must hit with the cue. 

Ol>Jf;C~l3jJI . 
An¼ ball use<:l; i!1 srg,ame, except for the cue ball. In pocket games these 
~re bfllls #1 f.#:15i;1!7 carom games the object balls are Red and White 
{YO!Jr cippon]:J:O:t}:' ;}:;: 

,p;,>f-"""-''\',&°""1'" 

f;t1sllio11: . . 
Felfcciver:ecfaiibo.iil:t;,.'§.1ifrro.u.fldtnga'pbol or billiard table. 

Any opening or hole on a billiard table, there are typically six pockets on 
a bitliard table: four located at each of the corners of the table (corner 
pockets) and on~ each centered on the side of the two tonger cushions 
(side pockets). 

The initial shot in a Pocket game. In a Carom g,ame it is referred to as a 
"serve." 

A foul that occurs when the cue ball is pocketed unintentionally. 

i 
The cue b·a11 may be placed anywhere on the table. 

A regular customer at the fast foda resliuranff 
"Litfte'~fl¥il Overall. he is an El'ferage pool/ 
plarer. But·w.i,:en he is hot, he plars a good • • 
QElme. 

She and Renaldo have known each .other since 
ther were children. At the present time, she is a 
better plarer than Renaldo. She has a good 
reputation as a stable player. 

She works at the miscellaneous goods store, 
"CochaBamba." Her billiard skills are improving as 
her store manager has spent time training her. 



Diagram of a billiard table'.' 
? ,', 

Side Pocket 

-Center Spot Side Pocket 

Corner Pocket 

ASCII Entertainment Software, Inc. (AES) warrants to the original purchaser of this (AES) product that 
the medium on which this software program is recorded is free from defects in materials and work­
manship for a period of ninety (90) days from the date of purchase. AES agrees for a period of ninety 
(90) days to either repair or replace, at its option, the AES product. You must call (650) 780-0166 to 
receive instructions to obtain repair/replace services. 

This warranty shall not be applicable and shall be void if the defect in the AES product has arisen 
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE 
SHALL BE BINDING ON OR OBLIGATE AES. ANY IMPLIED WARRANTIES APPLICABLE TO THIS 
SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A. 
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. 
IN NO EVENT WILL AES BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THE AES SOFTWARE PROD­
UCT. 

Some states do not allow limitations as to how long an implied warranty lasts and/or e;clusions or 
itations of consequential dai'Qages, so the above limitations and/or exclusions of liability may not 
to you. This warranty gives you specific legal rights, and you may also have other rights which vary 
from state to state. 

Repair/Service After Expiration of Warranty - If your game disc requires repair/service after expiration­
of the 90-day Limited Warranty period, you may contact the Customer Service Department at the . 
number listed below. You will be advised of the estimated cost of repair and the shipping instructions: 

ASCII Customer Service Department/Technical Support Line (650) 780-0166 - Call this number for 
help in installing or operating our products or for general product questions. Representatives are av 

le Monday-Friday, 9 a.m.- 4 p.m. Pacific Standard Time. There is no charge for this service. Toll 
harges may apply. 

Hint Line - Game hints are available within the US at 1-900-288-ASCII (1-900-288-2724). The cost is 
$0.95 per minute, and automated support is available 24 hours per day, 7 days a week. This hint line 
supports games produced by ASCII Entertainment Software,_ Inc. No hints will be given on our 
Customer Service Line. Long distance charges are included in the above rates. Callers under 18 
years of age must obtain permission from a parent or guardian before calling. A touch-tone phone is 
required. 

ASCII Online at http://www.asciient.com - Our news is always cool I Visit our website and find out 
what's happening at ASCII - new titles, new products, and fresh tidbits about the new gaming worldL 

ASCII Entertainment Software, Inc. 
P.O. Box 6639 

San Mateo, CA 94403 
www.ascii.com 




