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Use your Joystick Controllers with this Game Program™.
For one-player games use the left controller. Hold the
controller with the red button to your upper left toward the
television screen.

BOWLING
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BOWLING

Use your Joystick Controllers with this
Game Program™. Be sure the Con-
trollers are firmly connected to your
Video Computer System™. For one-
player games use the left controller.
Hold the controller with the red button
to your upper left toward the television
screen. See section 3 of your owners
manual for further details.

NOTE: To prolong the life and protect the electronic com-
ponents of your Atari®Video Computer System, the console
unit should be “off” when inserting or removing a Game
Program.
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Your objective is to roll as high a score as possible,
whether you’re playing a one-player or a two-player game.
There are ten “pins” to knock down. You have two tries (or
rolls) to knock down the pins each time you’re up. Each
game consists of ten “frames” (or turns).

If you succeed in knocking down all the pins on
=i your first roll, it’s called a “strike”. A strike is
marked with an “x” on the TV screen.

If you leave pins standing, but “pick them up” on
— your second try, it’s called a “spare”. Spares are
marked with a “~/ " on the screen.

An “open frame” occurs when you fail to knock

====m=m= down all ten pins in two rolls. Open frames are in-
dicated with a straight horizontal line (—) on the
screen.

The ultimate goal in BOWLING is to roll 12 consecutive
strikes for a “perfect” score of 300. See the SCORING sec-
tion for a more detailed breakdown of point scoring.

To start the action:

® Press the game select switch to choose the game you
wish to play. The number of each game appears in the
upper left corner of the screen. A 1 or a 2 is displayed
in the upper right corner of the screen to indicate
whether the game is for one or two players.

® Press the game reset switch to begin play.

During game play the number of each frame is displayed in
the upper left corner of the screen for one-player and two-
player games. In two-player games the number of the
player who is currently up is shown in the upper right cor-
ner of the screen. (Player number 1 is blue; Player number
2 is green.)

Move your Joystick forward (away from you), and back
(toward you), to position the Bowler. Press the red button
on your Joystick Controller to release the ball.
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NOTE: Before pressing the red button to release the ball,
the Joystick controls the positioning of the Bowler. After
pressing the red button, the Joystick controls the direction
of the ball as it moves down the “ailey”.

In GAMES 1 and 2 the ball stays in a steady curve pattern
once the Joystick is moved in either direction. The ball
does not come out of this pattern until that roll is com-
pleted.

® Push the Joystick forward to
curve the ball up toward the
top of the screen.

@ Pull the Joystick back to
curve the ball down toward
the bottom of the screen.

To Curve ball up

}

- [ NEUTRAL

In GAMES 3 and 4 you can steer
the ball up and/or down while it

it i is moving down the alley. If the
} - Joystick is returned to its
neutral position the ball
straightens out.

To Cuwe bali down

GAMES 5 and 6 are straight ball games. In these games
the direction of the ball cannot be altered after it is re-
leased. Positioning the Bowler is the most important move.

GAMES 1, 3, and 5 are one-player games. GAMES 2, 4, and
6 are two-player games.

STRIKE

—r
SPARE

OPEN FRAME

You have the possibility of scoring from 0 to 30 points in
each frame. However, the difference in your score depends
on whether you strike, spare, or leave an open frame.

For instance, in an open frame the number of pins you pick
up (for both rolls) is simply added to your running score.

However, when you pick up all the pins on the second roll
for a spare, your running score is not totalled immediately.
Instead, the score for that frame remains empty until your



next roll. At that time, 10 is added to the number of pins
you pick up. This subtotal is then added to your total run-
ning score.

Whenever you roll a strike your running score is not totalled
until after the next TWO rolls. Ten points are then added to
the total number of pins you pick up for those rolls.
Therefore, if you roll three consecutive strikes, you score 30
points for the frame in which the first strike occured.

® |n two-player games, the score for the left player is dis-
played at the top left corner of the screen; the right
player’s score is shown on the right.

® |n one-player games the score is on the left.

The following is an example of how a game might be scored.
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Tenth Frame Bonus

If you spare in the tenth frame, you are allowed one more
roll. The number of pins you pick up, plus 10 (because of
the spare), is then added to your total score.

If you strike in the tenth frame, the pins you pick up for the
next TWO rolls are added to your total score.

When the difficulty switch is in the a position the com-
puter makes it more difficult for you to roll strikes and
spares. (Use the left difficulty switch for one player games.)

For the beginning player, it is easier to obtain high scores
when the difficulty switch is in the b position.
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BOWLING

Use your Joystick Controllers with this
ATARI® Game Program.™ Be sure the
Controllers are firmly plugged into the
LEFT and RIGHT CONTROLLER jacks
at the rear of your ATARI Video Com-
puter System.™ Hold the Controller
with the red button to your upper left
toward the television screen.

Use a Joystick plugged into the LEFT CONTROLLER jack
for one player games.

Note: Always turn the console power switch OFF when in-
serting or removing an ATARI Game Program. This will pro-
tect the electronic components and prolong the life of your
ATARI Video Computer System.

Your objective is to roll as high a score as possible,
whether you're playing a one-player or a two-player game.
There are ten “pins” to knock down. You have two tries (or
rolls) to knock down the pins each time you're up. Each
game consists of ten “frames” (or turns).

If you succeed in knocking down all the pins on
your first roll, it's called a “strike”. A strike is
marked with an “x” on the TV screen.

—
If you leave pins standing, but “pick them up” on

_f—- your second try, it's called a “spare”. Spares are
marked with a “/" on the screen.

Eeeoec———f

An “open frame” occurs when you fail to knock
down all ten pins in two rolls. Open frames are in-
dicated with a straight horizontal line (—) on the
screen.



The ultimate goal in BOWLING is to roll 12 consecutive
strikes for a “perfect” score of 300. See the SCORING sec-
tion for a more detailed breakdown of point scoring.

To start the action:

® Press the game select switch to choose the game you
wish to play. The number of each game appears in the
upper left corner of the screen. A 1 or a 2 is displayed
in the upper right corner of the screen to indicate
whether the game is for one or two players.

® Press the game reset switch to begin play.

During game play the number of each frame is displayed in
the upper left corner of the screen for one-player and two-
player games. In two-player games the number of the
player who is currently up is shown in the upper right cor-
ner of the screen. (Player number 1 is blue; Player number
2 is green.)

Move your Joystick forward (away from you), and back
(toward you), to position the Bowler. Press the red button
on your Joystick Controller to release the ball.




NOTE: Before pressing the red button to release the ball,
the Joystick controls the positioning of the Bowler. After
pressing the red button, the Joystick controls the direction
of the ball as it moves down the “alley”.

In GAMES 1 and 2 the ball stays in a steady curve pattern
once the Joystick is moved in either direction. The ball
does not come out of this pattern until that roll is com-

pleted.

® Push the Joystick forward to
curve the ball up toward the
top of the screen.

@ Pull the Joystick back to
curve the ball down toward
the bottom of the screen.

In GAMES 3 and 4 you can steer
the ball up and/or down while it
is moving down the alley. If the
Joystick is returned to its
neutral position the ball
straightens out.




GAMES 5 and 6 are straight ball games. In these games
the direction of the ball cannot be altered after it is re-
leased. Positioning the Bowler is the most important move.

GAMES 1, 3, and 5 are one-player games. GAMES 2, 4, and
6 are two-player games.

OPEN FRAME

You have the possibility of scoring from 0 to 30 points in
each frame. However, the difference in your score depends
on whether you strike, spare, or leave an open frame.

For instance, in an open frame the number of pins you pick
up (for both rolls) is simply added to your running score.

However, when you pick up all the pins on the second roll
for a spare, your running score is not totalled immediately.
Instead, the score for that frame remains empty until your



next roll. At that time, 10 is added to the number of pins
you pick up. This subtotal is then added to your total run-
ning score.

Whenever you roll a strike your running score is not totalled
until after the next TWO rolls. Ten points are then added to
the total number of pins you pick up for those rolls.
Therefore, if you roll three consecutive strikes, you score 30
points for the frame in which the first strike occured.

® In two-player games, the score for the left player is dis-
played at the top left corner of the screen; the right
player’'s score is shown on the right.

® In one-player games the score is on the left.

The following is an example of how a game might be scored.




Tenth Frame Bonus

If you spare in the tenth frame, you are allowed one more
roll. The number of pins you pick up, plus 10 (because of
the spare), is then added to your total score.

If you strike in the tenth frame, the pins you pick up for the
next TWO rolls are added to your total score.

When the difficulty switch is in the a position the com-
puter makes it more difficult for you to roll strikes and
spares. (Use the left difficulty switch for one player games.)

For the beginning player, it is easier to obtain high scores
when the difficulty switch is in the b position.



Use your Joystick Controllers with this Game Program™.
For one-player games use the left controller. Hold the
controller with the red button to your upper left toward the

television screen.

GAME NUMBER
NUMBER OF PLAYERS

STEERABLE BALL
STRAIGHT BALL

CURVE BALL

BOWLING

C011402-28 Rev.2

Printed in USA
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ATARI® GAME PROGRAM™ INSTRUCTIONS

COMPLETE ONE AND TWO- GAME SELECT
GAME PLAY PLAYER MATRIX
INSTRUCTIONS GAMES Section 6



ATARI® GAME PROGRAM™ INSTRUCTIONS
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NOTE: Always turn the console power swilch off when inserting or removing
an ATARI* Game Program™ cartridge. This will protect the electronic com:-
ponents and prolong the life of your ATARI Video Computer System™ game.
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ATARI® GAME PROGRAM™ INSTRUCTIONS

1. GAME PLAY

Your objective is to roll as high a
score as possible, whether you're
playing a one-player or a two-player
game. There are ten "pins™ 10
knock down. You have two tries (or
rolls) to knock down the pins each
ime youre up. Each game consists
of ten "frames™ (or turns).

It you succeed in knocking down all
the pins on your first roll, it's called
a "'strike’’. A strike is marked with
an “'x” on the TV screen.

g

It you leave pins standing, but "'pick
them up'’ on your second try, it's

called a "spare’ . Spares are mark-
ed with a '/ on the screen

—

An “‘open frame” occurs when you
fail 1o knock down all ten pins in
two rolls. Open frames are in-
dicated with a straight honzontal
line (—) on the screen.

The ultimate goal in BOWLING is
to roll 12 conseculive strikes for a
“perfect’” score of 300. Sge the
SCORING section for a more
detailed breakdown of point
scoring.

2. USING THE CONTROLLERS

Use your Joystick Controllers with
the ATARI* Game Program™ car-
iridge. Be sure the Joystick Con-
troller cables are firmly plugged
into the CONTROLLER jacks at the
back of your ATARI Video Com-
puter System™ game. For one-
player games, use the Joystick
Controller plugged into the LEFT
CONTROLLER jack. Hold the

Joyslick wilh the red button to your
upper left, toward the television
screen. See Section 3 of your
owner's manual for further details.

Move your Joystick forward (away
from you), and back (toward you),

Forward

vl

+—NEUTHAL —»

5

Back

ATARI® GAME PROGRAM™ INSTRUCTIONS

10 position the Bowler. Press the
red button on your Joystick Con-
froller to release the ball.

NOTE: Before pressing the red but-
ton 10 release the ball, the Joystick

3. CONSOLE

GAME SELECT AND GAME
RESET

To start the action:

* Press the game select switch Lo
choose the game you wish 10
play. The number of each game
appears at the upper left corner
of the screen. A1 ora2is
displayed at the upper nght cor-
ner of the screen 1o indicate
whether the game is for one or
two players.

» Press the game reset swilch 10
pbegin play.

During game play the number of
each frame is displayed at the up-
per left corner of the screen for
one-player and Iwo-player games,
In two-player games the number of
the player who 15 currently up is
shown at the upper right corner of

controls the posiioning of the
Bowler. Afler pressing the red bul:
1on, the Joystick controls the direc-
lion of the ball as it moves down
the “alley”

CONTROLS

the screen. (Player number 1 is
blue, Player number 2 1s green.)

DIFFICULTY SWITCHES

When the difficulty switch is in
the a position, the computer
makes it more difficult for you to
roll strikes and spares. (Use the
left difficulty switch is in the b
position.

For the beginning player, it is easier
io obtain high scores when the
difficulty switch isin the b
position,

TV TYPE SWITCH

Set this swilch to color if you have
a color television set. Set it to b-w
If you are playing the game in black
and white

4. GAME VARIATIONS

In GAMES 1 and 2 the ball stays in
a sleady curve patlern once the
Joystick is moved in either direc-

tion. The ball does not come out of
this pattern until that roll is com-
pleted.



To Curve ball up

~ L

*—NEUTRAL —»

/T\

To Curve ball down

* Push the Joystick forward 10
curve the ball up toward the top
of the screen,

* Pull the Joystick back 10 curve

the ball down toward the bottom
of the screen

In GAMES 3 and 4 you can steer
the ball up and/or down while it is
moving down the alley. If the
JOystick 15 returned to its neutral
posiion the ball straightens out.

ATARI® GAME PROGRAM™ INSTRUCTIONS

GAMES 5 and 6 are straight ball
games. In these games the direc-
tion of the ball cannot be altered
after it 1s released. Positioning the
Bowler is the mos! importanl move.

GAMES 1, 3, and 5 are one-player
games. GAMES 2, 4, and 6 are
lwo-player games.

5. SCORING

B
—

You have the possibility of scoring
trom O 1o 30 points in each frame.
However, the difference in your
score depends on whether you
strike, spare, or leave an open
frame.

For instance, in an open frame the
number ol pins you pick up (lor
both rolls) is simply added 1o your
running score

However, when you pick up all the
pins on the second roll for a spare,
Your running score i1s nolt tolalled
immediately. Instead, the score for
that frame remains empty until your
next roll. At that time. 10 1s added
o the number of pins you pick up
This subtotal is then added to your
1otal running score.

Whenewver you roll a strike your run-
ning score 1S not totalled until alter
the next TWO rolls. Ten points are
then added 1o the total number of
pins you pick up for those rolls
Therefore, if you roll three con-
secutive strikes, you score 30
points tor the frame in which the
first strike occurred

¢ In two-player games, the score
for the left player is displayed at
the top lefl corner of the screen;
the right player's score 1s shown
on the right

ATARI® GAME PROGRAM™ INSTRUCTIONS

* |n one-player games the score is
an the lefl

The following is an example of how
a game might be scored

p— — — —
— -_

20 | 40 | 60 | 80

T o

100 | 117 | 126 | 135

155 1185

TENTH FRAME BONUS

If you spare in the tenth frame, you
are allowed one maore roll. The
number of pins you pick up, plus 10
(because of the spare), is then adad-
ed 1o your 1otal score,

If you strike in the tenth frame, the
pins you pick up for the next TWQO
rolls are added to your 1olal score

6. GAME SELECT MATRIX

Game Number

STEERABLE BALL

STRAIGHT BALL

CURVE BALL




GAME PROGRAM™ CARTRIDGE
LIMITED NINETY DAY WARRANTY

ATARI, INC.("'Atari") warrants to the original consumer purchaser that your ATARI® Game Program cartridge
is free from any defects inmaterial or workmanship fora period of ninély days from the date of purchasa_Ifany
such defect is discovered within the warraniy period, Atari's sole obligation will be 1o replace the cartndge
free of charge on receipt of the cartridge (charges prepaid, it mailed o s hippad) with proof ol dateof purchase
at !rllh;r the retail store where the canridge was purchased or at one of the Atari Regional Service Centers
listed Below:

Alan, Inc, Atan, Ing.

3099 Orchard Dr 43 Belmonit Dr,

San Jose, CA 95134 Somersel, NJ 0BBT3
Alari, ing. Arar, Ine

5400 Newpor! Dr 2109 East Division St.
Suite 1 Artington, TX 76001

Rolling Meadows, IL 60008

This warranty shall not apply il the canridge (i) has been misused or sShows signs of excessive wear; (ii) has
been damaged by being used with nntl products not supplied by ATARI, or (iil) has been damaged by being
serviced or modified by anyone other than an ATARI Regional Service Center,

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND
FITHESS, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE. CONSEQUENTIAL
OR INCIDENTAL DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED
WARRANTIES ARE HEREBY EXCLUDED

Some states do not allow limitations on how long an implied warranty lasts or do not allow the exclusion of
limitations of incidental or consequential damages. so the above limitations or exclusions may nol apply 1o
you

This warranty gives you specific legal rights and you may also have other rights which vary from state 1o

N\

ATARI®

& Warner Communications Company @

ATARI INC.. Consumer Division
P.C Box 427, Sunnyvale, CA 94086
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