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WARNING: 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 certain 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 in these individuals. Certain conditions may
induce previously undetected epileptic symptoms even in persons who have no history of
prior seizures 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
a video game — 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:

Do not connect your PlayStation game console to a projection TV without first consulting the
user manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently
damage your TV screen.

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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Set up your PlayStation™ game console according to the instructions in its Instruction Manual.
Make sure the power is off before inserting or removing a compact disc. Insert the Virtual
Pool™ disc and close the Disc Cover. Insert game controllers and turn on the PlayStation™
game console. Follow on-screen instructions to start the game.

Virtual Pool™
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Note: See page 4 for controller functionality.




CONTROLS QUICK REFERENCE DIAGRAMS

PRIMARY
BUTTON
MAP

R4 Hold To Move Bal

R2 Hold To Mov
View Point

Directional Buttons

SELECT Enter/Exit Menus

START Pause Game/Resume
Display Default Controller Setup

L1 Flip To Alternate Button Map
L2 Toggle Fine Tune/Amplity

A Hold To Move cuetip (English)
O Hold To Zoom

X Hold To Shoot/Zip During Shot
0 Aim Mode/Snap To Overhead

ALTERNATE
BUTTON
MAP

R1 Select Different
Ball To Move

R2 Undo/Replay Last shot

Directional Buttons

SELECT Enter/Exit Menus

START Pause Game/Resume
Display Default Controller Setup

L1 Flip To Primary Button Map
L2 Cycle Replay Rate

A Hold To Adjust Cue Angle
O Hold To Move Center Of View

X Shoot With Tracking Force

O Hold To Adjust Tracking Force

MOVIE
PLAYER
CONTROLS

Directional Buttons

START Exit Movie Player

A Replay Current Movie
O Play Next Movie

X Attempt Trick Shot

O Play Previous Movie

Virtual Pool™

STARTING THE GAME

To play Virtual Pool on your PlayStation:

1. Set up your PlayStation in accordance
with the instruction manual supplied
with the system.

2. Follow your system directions to open
the Disc Cover and place the CD on the
bed of the drive, making sure the printed
side faces upwards.

3. Close the Disc Cover and press the Power
button to load and play the game.

PLAYING VIRTUAL POOL

SCREEN LAYOUT

The top corners of the screen display the game
information for each player. Player One’s name and score are listed on the left side of the screen, Player
Two's on the right. A ball icon will appear by the player who is currently shooting. If you are playing Eight
Ball, the icon will be either striped or solid depending on which side you are. If you are playing Rotation or
Nine Ball, the icon will be the ball you are supposed to hit next.

The middle of the screen is reserved for the game itself. At the bottom of the screen, information concern-
ing the Shot Mode, the current type of action being made, and the status of the shot are shown.

SHOT MODE

There are 3 different Shot Modes in Virtual Pool: Shoot, Aim, and View. In Shoot Mode, you cannot aim or
move the cue from its current position, but you can move around the table and take your shot. In Aim
Mode, you are free to adjust English, change your aim, and do a number of other things to set up your shot.
In View Mode you can move around the table and change perspectives.

All of these options are explained fully under Game Controls.

ACTION

Your current action is shown underneath the Shot mode. This quick reference tool tells you what your cur-
rent action is. For example, if you are in Shoot Mode this will display ‘Stroke Cue’. By holding the Shoot
button and using the pad (or moving the Sony Mouse) the game will take a shot.
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STATUS

This will only be displayed under certain situations. If you choose to Amplify or Fine Tune a shot, this will
be displayed here. Also, if you raise the butt of your cue to attempt a Masse’ shot, the angle of the cue will
be shown here.

GAME CONTROLS

There are many options and controls that you can use to perform nearly any action in Virtual Pool that

could be performed in a real pool hall.

Aim: Directional Buttons

Go to Aim Mode: []

Every shot will start in Aim Mode. By pressing the Directional Buttons, you can line up your cue in the

direction you wish to shoot. When you are satisfied with your aim, you can push the Shoot button to take

the shot. If you change the Shot Mode to either View or Shoot and decide you want to re-aim your shot

you can go back to Aim Mode by pushing [].

Snap to Overhead View: [] (while in Aim mode or while shot is playing)

To go to an overhead view of the table, push []. If it is your shot and you are in Aim Mode, or if the shot

is playing, the camera will remain above the table as long as you hold [].

Shoot or go to Shoot Mode: X

When you have lined up your shot, push the X button to enter Shoot Mode. While holding the X button,

the action of your cue stick is controlled by pushing up and down on the Directional Buttons. Pushing

down will move your cue stick farther away from the cue ball. Pushing up will accelerate the speed of the

cue stick as it moves towards the cue ball. The speed of the cue stick when it strikes the cue ball will deter-

mine the actual force used to make the shot. Therefore to make a soft hit, you will only need to pull back

the cue a short distance or not at all before pushing and holding up because the cue will need only a short

distance to accelerate. To make a very hard shot, the cue stick will need more time to accelerate, so you will

need to pull back on the cue farther. If you stop pushing up on the controller before the stick strikes the

ball, the stick will continue forward with the current force.

Zip to the End of the Shot: X (while shot is playing)

After hitting the cue ball, you can zip to the end of the shot at any time by pushing X. This will move all

the balls on the table to the places they would have ended up if the shot had continued to play.

Move Cue Tip (Apply English): /\

To apply English to the cue ball, push and hold the /\ button while moving the Directional Buttons. A

small dot, which indicates the contact point on the cue ball, will move in response to movement of the
Directional Buttons.

o Virtual Pool™
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Zoom: O Button or Sony Mouse Button 1
To zoom closer or farther away, push the Directional Buttons up or down while holding the O Button.

Move Cue Ball: R1

After a foul or before a break, you may be able to move around the cue ball. In some cases you will only be
able to move the ball behind the head string, in others you may be able to place it anywhere on the table.
To move the cue ball, use the Directional Buttons while holding R1.

Flip to Alternate Button Map: L1

Several less-frequently used controller options are available by pushing L1. This re-maps the buttons on
your controller to these other options. When you are in the Alternate Button Map, this is indicated by the
word ALT in the bottom right corner. In this manual, the alternate functions are listed with an ‘(Alt)" before
them. The controller will stay in the Alternate Button Map until a function is selected or the shot is taken.

Move View Point or go to View Mode: R2

You can enter view mode by pushing the R2 button. This view will allow you to move all around the table
by using the Directional Buttons and won't affect your aiming. While in View Mode, you can move the
viewpoint to a different place by pushing and holding the R2 button. A small X will appear in the center of
your current view which you can move around the table. This allows you to look at other balls on the table
without disturbing your current aiming.

Toggle Amplify/ Fine Tune: L2

You can adjust the sensitivity of your controller on the fly by toggling between Normal, Amplify, and Fine
Tune. The game defaults to normal mode after every shot, but you can exaggerate movements of the
Directional Buttons by toggling on Amplify, or decrease movements by turning on Fine Tune. Typically you
will use Amplify on breaks and other hard shots while using Fine Tune to carefully aim difficult shots.
Pushing the L2 will cycle through all these modes. If you are using Fine Tune or Amplify, it will be shown
in the bottom right corner.

Shoot with Tracking Force: (Alt) X

If you have the tracking lines turned on, you can complete the shot exactly as shown by the lines by push-
ing L1 and then pushing X. The shot will be taken with the exact amount of force shown by the tracking
lines.

Raise Butt: (Alt) /\

For some advanced shots you may wish to use Masse by raising the butt of the cue. To do this, flip to the
Alternate Button Map and then push and hold /\. Use the Directional Buttons to increase and decrease
the shot angle. An angle indicator will appear in the bottom right side of the screen showing you the cur-
rent angle of the shot.
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Move Center of View: (Alt) O

Push L1 to flip to the Alternate Button Map and push and hold O to move the Center of View. This will
allow the camera to move without changing the point which the camera rotates around.

Vary Force of Tracking Hit: (Alt) [J

If you have tracking lines on, you can adjust the force shown by flipping to the Alternate Button Map and
then pushing and holding ['] while moving the Directional Buttons up and down. Pushing up will
increase the force shown, pushing down will decrease the force.

Select a Different Ball to Move: (Alt) R1

This option is only available in Practice Mode. If wish to move a ball that is not the cue ball, push R1, an
indicator will appear over the currently selected ball. Now flip to alternate button map and push and hold
R1. Move the indicator to the ball you wish to move and release R1. The newly selected ball can now be
moved using R1.

Undo/Replay Shot: (Alt) R2

To undo a shot, flip to the alternate button map and push R2. The balls will move back to the positions
they were in before the shot. To replay the shot, use (Alt) R2 after undo-ing it, and the shot will play at the
current replay rate. Note: During the shot action, you can replay by pressing R2.

Cycle Replay Rate: (Alt) L2

If you wish to change the replay rate, flip to the Alternate Button Mapping and push L2. This will cycle
through replay rates of 1/8, 1/4, 1/2, and normal speed. Replay rate is displayed in the lower right hand
COomer.

Enter Menus: SELECT or Sony Mouse Button 2

A number of Virtual Pool options are available from the hidden menus. To enter the menus, push Select.
While you are in the menus, you can use your Directional Button to move around and X to select different
items.

Pause: START

You can Pause the game by pushing START at any time. This will also bring up the default controller config-
uration and a listing of how the dirrerent options are used. Push SELECT from the default controller config-
uration to reset to the title screen (this is only available when you are the active player).

CONTROLS IN THE MOVIE PLAYER

Attempt Trick Shot X
This will load the trick shot in Practice Mode for you to attempt yourself. This option is only available for
Trick Shot movies.

'o Virtual Pool™

Replay Movie: /\
Select to replay the movie that just finished playing.

Next Movie: O

Watch the next movie in the series. The ‘next’ movie is the one below the current movie in the movie

selection menus.
Previous Movie: [

Watch the previous movie in the series. The previous movie is the one above the current movie in the

movie selection menus.

Return to the game: START
Select to return to the game you were playing before you entered the Movie Player.

GAME MENU ITEMS

GAME RULES
This menu offers a quick overview of the rules for each type of game in Virtual Pool.

GAME SETUP

The Game Setup menu contains a number of areas that allow you to set up everything for your game:

Opponent
Another Player Play against a human opponent.

Computer Play against one of the computer opponents.
None/ Practice No opponents. Set up the balls however you like and practice.

Games (see Pool Rules for information on each of these games)
8-Ball, 9-Ball, Straight Pool and Rotation
Scoring

Number of Games per Match This option lets you set the number of games you want to play per

match.

Score for Straight Pool Use this option to set scoring goal for Straight Pool games.

GAME OPTIONS

Note: Options available depend on the Game Type being played.

Tracking Lines

This allows you to toggle tracking lines On and Off. Tracking lines will show the exact path of

Interplay Productions™
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the balls if the cue ball is hit with exact force shown.

Overhead View

This will move the camera to the Overhead View until it is moved by the player or the game auto-lines up for
the next shot.

Load Game/Position

This option allows you to load a previously saved game or load one of the trick shots that come with Virtual
Pool. Note: Loading trick shot is only available in practice mode.

Save Game

If you set up a really cool trick shot and want to save it, select this option. You will be able to save all of the

balls positions, the tracking force, and everything else necessary to 1pull off your shot again and again. This
will also allow you to save your game if you are in the middle of a long game against another player.

Change Player 1's Name
Use this option to change the name for Player One.

Change Player 2's Name

Use this option to change the name for Player Two. Only available when Opponent is set to Another Player.
Show Ball Status

This will bring up windows showing which balls are pocketed and which remain on the table.

Spot Balls

This option allows you to put pocketed balls back on the table. Move the cursor to the ball you want back on
the table and push X.

Pocket Balls

This will allow you to remove balls from the table. Move the cursor to the ball to be pocketed and push X.
Pick Computer Player

Use this option to select a different Computer Opponent. Only available when playing against a Computer Opponent.
Quit Match

Select this option to quit the current match.
Change Turn

If you want to play ‘push out’ rules, let your opponent try again, or want to switch turns for some other rea-
son, select this option and tpl.at will switch over to the other player. Note: this change will take place
following the movement of all the balls and without assessing fouls.

S t Shot
This option will tell the computer to figure out its best shot. Tracking lines will turn on auto-
matically so you can see what the computer has planned. Only available when Opponent is set

’ @ to Another Player. Virtual Pool™

Miscall

Virtual Pool uses the honor system for calling shots. If you pocket the wrong ball or a ball in the wrong
pocket, you can declare a miscall by using this option. Play then proceeds to the next player and in some
games, pocketed balls may come back onto the table.

End Game in Draw

This option ends the current game in a draw, re-racks the balls, and starts a new game.

Resign Game

This ends the current game and assigns the win to your opponent.

Rack For...
In practice mode options to rack for each type of game will be available to set up the next table.

PREFERENCES

This menu contains all of the options you can use to set up your game to your liking.

Graphi il

Background (on/off) This option will turn the pool room in the background on and off.

Table Color Choose from green, cyan and tan.

Auto Line Up

Aim To Next Ball (on/off) If you are playing a game such as 9-Ball, and you have this option on, the
game will automatically point you in the direction of the next ball you are supposed to hit.

Restore Distance (on/off) This option will return the cue to a preset distance from the cue ball after
every hit.

Sound

Music (on/off) This allows you to adjust the volume level of the music in the game.

Effects (on/off) Allows you to turn sound effects on and off.

Volume Control This option will take you to a sub-menu which allows you to independently adjust the
volumes of your left and right sound effects channels and the XA Audio music.

Input Sensitivit

This allows you to adjust the sensitivity of the Sony Mouse (if you are using one) or your PlayStation
Controller. The normal setting is 1.0, but you increase the sensitivity to 2 1/2 times this (2.5) or lower it to
1/4 of this (0.25).

BUTTON ASSIGNMENT
This menu allows you to re-map the buttons on your controller. To change a button, highlight the function you
want to re-map, and then press the button you want to use. The buttons will automatically be

swapped for you.
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MUSIC PLAYER
This will bring up a small menu allowing you to stop, play, pause, skip to the next track, or skip back to the
previous track.

MOVIE PLAYER

This will take you to the a movie player sub-menu with the following options:

History of Pool this starts the “Animated History of Pool” movie

Pool Techniques this will bring up a sub-menu of movies that will teach you some of the basic funda-
mentals of pool.

Trick Shots this will take you to a set of menus from which you can watch the different trick shot movies
included on your CD.

DEMO
Selecting this option will start up a demo mode. This demo will show two computer opponents playing out
a game of pool.

EXIT
This will take you back into the game of pool.

USING THE SONY MOUSE

If you have the Sony Mouse, you may find it will increase your play control in Virtual Pool. To use the
Sony Mouse, plug your standard PlayStation controller into Port 1 and your mouse into Port 2. The con-
troller will only be used for the buttons, the mouse will control cue aim, shot power, and allow you to move
around the table freely. All of the functions on the controller will work exactly as if no mouse was plugged
in. However, the Directional Buttons will no longer be used.

Note: The directional buttons will still function in the menus.

Aiming Moving the mouse forward and backward will tilt the table, while moving the mouse left to right
will move around the table and adjust your aim.

Shooting Hold the X button on the controller and move the mouse forward and backwards. Your mouse
is now connected to the cue stick. The speed with which you move the mouse will be the speed with which
you hit the cue ball.

Zoom Hold the left mouse button and move the mouse forward and backwards to zoom in and out.
Quick Menu Access Pushing the right mouse button will take you straight into the menus.

All other functions work just as they would with the controller, except your mouse works as a

completely fluid directional button. For example, to raise the butt of your cue with your controller, you

Virtual Pool™

push R2 and push up on the Directional Button. With the Sony Mouse you push R2 and roll the mouse for-
ward. You will find that since you can control the speed of the mouse, you can get around a little faster in
the game and make adjustments a bit easier.

COMPUTER OPPONENTS

You can play Virtual Pool against a variety of different computer opponents, each with his or her own skill
level and style of play. The computer opponents are (in ascending order of skill): Mrs. Offen, Eiza Crost,
Troy Zinvane, Wild Ball Hickok, Cautious Clay, Buster Cluster, Bram Stroker, Rail McCoy and
Dead-Eye Dan

The list of players is arranged in ascending order of skill. Computer players toward the beginning of the list
make good opponents for the average player; those near the end of the list will provide a challenging game
for the most seasoned professionals.

POOL FUNDAMENTALS

This section describes pool fundamentals that apply to both Virtual Pool and Pool in general. Studying this
section will improve both your real and virtual games. One major advantage you have in Virtual Pool is a
perfect pool stroke. Your cue stick is guaranteed to stroke straight and put spin on the cue ball just like a
championship-caliber player. To play well, edge and hone your speed control.

CUE TIP POSITION

Virtual Pool allows you to change the position of the

cue tip on the ball — and therefore the path of the ball Follow
— just like in the real game. Altering the position of Genterball

the cue tip with the English button (default /\) will
alter the path that the balls take.

The diagram to the right shows terminology for cue tip
positions on the side of the cue ball. Combinations of Left English
these are expressed as high right (follow and right)
English or low left (draw and left) English. Distances
from center of cue are usually expressed in cue tips as
in: “follow with half a cue tip of right.” Virtual Pool
allows you to be very precise with cue tip placement.
You might want to start out using center-ball hits only.
Then, when you feel confident enough with the game controls to add a little more flair to your shots,
practice using follow and draw to change cue ball paths. Follow and draw have the most effect on

Right English

Draw
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shots with less cut angles. English has its greatest effect on the cue ball’s CUE BALL PATH:
path when the ball ricochets off of a rail. The cue ball always starts on a path parallel to your cue aim. It will
AIMING SHOTS then curve forward or backward as the spin on the ball changes.

ight i 11 hit which fi d a bit.
Practice aiming shots initially using center ball hits. The diagram to the left Ith &?Snbzﬁltﬁisrlggtﬁ;rgg l;:ev{:gzld Slta;v Stlt(;ig;:ll.:rlvoislgg::;; ha“ tlhe

shows the place the cue ball must be when it contacts the object ball to end rail further from the pocket. If hit with a softer stroke, it
f;;i‘iﬂjihl;;’” lgi:ilé;c:rfg?rp?;klsitt. ggiﬁ:ljiﬁ?uebgglafﬂllﬂi il ¢ would scratch in the cerner‘pocket. Knowing which p_ath the cue
po y SATY : ball takes with center ball hits is the first step to learning how to

Virtual Pool Tip: control the cue ball.

As in real life, you can get a new perspective by raising your 9 s " .
head a foot or two for a better view of the angle between the | DRA“‘: AN.D FOLL”OW‘_ " e Center Ball
pocket, object ball, and cue ball. However, the amount of cut i For straight-in shots, “drawing” the cue ball by hitting it below-

between the cue ball and object ball can be seen more easily center will bring the cue ball back towards you. “Follow,” which is
with your head closer to the cue ) applied by hitting the cue ball above-center, will move the cue ball
ball. Tilting the table up and down forward, away from you. The farther away from center you hit the
will help you use the angle to cut cue ball, the more spin will be applied.
better. .

With shots at an angle,

BANK SHOT draw and follow affect
If you can hit the object ball with the cue how the cue ball curves

ball and bounce the object ball off one or off of the parallel line.
more rails then into a pocket, you've just Follow causes the cue ball
pulled off a bank shot. The basic tech- to curve forward more
nique for aiming bank shots is to first and move forward from
assume that the ball will rebound at the the line quicker. Draw
same angle that it hits the cushion. This can be used to estimate the angle; causes the cue ball to
however, you must be aware of the effect that ball speed has on rails. It curve back. As the angle

is a common misconception that a ball will always bounce off the rail at : . i of the shot increases, draw
exactly the same angle at which it hits the rail. This is close but not Follow and follow have less effect
quite true. The exact angle that a ball will bounce off the rail is based on on the cue ball path.

a combination of the angle the ball hits the rail, the speed at which the
ball is moving, and the amount and type of spin you've put on the ball.
As you can see, this is a little trickier than it looks! Shown here are two
bank shots which are lined up the same way...but whereas the one on
the bottom was hit softly, the one on the top was struck hard. As you
can see, the ball which was hit hard rebounds at a more shallow angle.

Shown above are two examples of how draw and follow can change the cue ball path.

#
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ENGLISH

You can apply English (side spin) by
hitting the cue ball off center to the
left (for left spin) or to the right (for
right spin). It's much easier in a preci-
sion computer environment than
with a real cue — this is your big
chance to try out all those shots and
tricks that the experts use. To put
English on the cue ball, hold the
English button (default: 2 ) and
move the mouse or Directional
Buttons. The blue dot on the cue ball will show where the cue tip will hit. English has its greatest effect on
cue ball path when a rail is hit, as it changes the angle at which the cue ball rebounds from the rail. Plus, it
can add or remove speed from the cue ball. Shown here is the effect of English on a cue ball path. Shown to
the right is a cue ball hit with a center ball hit and to the left is a cue ball hit with left English.

COMBINATIONS

A combination is a shot where two or more object balls are hit in
sequence to pocket an object ball. To line up a two-ball combina-
tion, first figure out the “contact point” on the second ball — the
spot on the ball where you must hit it so that it'll shoot into the
pocket. Then determine the contact point on the first ball that
will cause it to hit the second ball’s contact point. Now aim the
cue ball at the first ball’s contact point. A two-ball combination is
shown to the left.

Left English Center Ball

CAROM

A carom shot is where a ball (cue or object) hits off another ball.
The example to the right shows a nine ball shot played by caroming
the cue ball off the low ball on the table so that it pockets the nine
ball. Use the knowledge learned from the sections on cue ball path
and draw and follow to become proficient at caroms.

@ Virtual Pool™

KISS

In pool, a kiss is a carom shot where two object balls are frozen together
(touching each other) and a perpendicular line between them goes into a
pocket. Just hit the object ball on the side of the ball opposite the pocket
and it’s in. Shown to the right is a typical kiss shot.

ADVANCED TOPICS

Virtual Pool is so realistic that it accurately

models even the more obscure physical properties of a real pool table. This
section reveals some unusual details that are not general knowledge out-
side of the realm of professional pool players.

BALL THROW

Balls are thrown off-line by the friction between balls. Shown left is an
illustration of the actual target line based upon the contact point between
the cue ball and object ball. Note that the actual ball path has been
“thrown” off the target line.

SPIN TRANSFER

The same friction which makes an object ball “throw” also
transfers spin from ball to ball. It's a small difference, but if
you want to be a pro you've got to pay attention to every
detail; in other words, when you're using English, you should
remember to compensate for Spin Transfer when you're lining
up your shot.

Shown to the right are two bank shots aimed on the same
line and hit at the same speed. The left shot is hit with center
ball. The right shot is hit with left English.

The rebound angle of the shot on the right is increased
because of spin transfer from the cue ball to the object ball. . . :
Left spin on the cue ball is transferred to the object ball as Center Ball
right spin, causing the rebound angle to increase. Again,

play around with this type of shot to get comfortable with it before trying it in a big game.

You can use English to offset ball throw. A small amount of English can be applied to the cue ball to remove
the throw effect. This happens because the slight angular velocity as the ball revolves cancels out the fric-
tion effect between the cue ball and object ball.

Interplay Productions™
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MASSE

Hitting downward on the cue ball by raising the butt of the cue is called a massé shot. (This is the kind of
shot banned in many sets of house rules because inexperienced players are quite likely to miss the ball com-
pletely, stabbing down with the cue stick and tearing a gash in the table’s felt!) The cue ball will curve in the
direction of any English applied to the ball; therefore, a massé shot hit to the right side of the cue ball will
curve to the right and so on. How much the ball curves, how sharp the curve is, and how fast the cue ball
moves are of course determined by:

¢ The butt angle of the cue stick

¢ The cue tip position

¢ The speed of the stroke

Massé shots are difficult to master, but with some work they can be quite effective.

Virtual Pool Tip:

The butt angle readout in the status area makes it easicr to reproduce masse shots. Find out
which angles work for certain types of shots and you’ll find it much easier to pull them off
in game situations.

HELPFUL HINTS

¢ Use the Amplify feature when breaking (taking the first shot of the game).

»  Practice with Tracking on until you feel comfortable lining up shots yourself. Experiment with Tracking.
Line up difficult shots without Tracking, then turn Tracking on to see how close you were. Remember,
anything you learn here can be applied to a real pool table.

¢ Use the Replay feature to see how you can correct missed shots.

* The force with which you strike the cue ball has an effect on the path the cue ball will take, especially
when you add some draw, follow, or English. Use Tracking to experiment with varying force and differ-
ent cue tip positions.

POOL RULES

GENERAL POOL RULES

For a legal shot, the cue ball must hit a ball and then either a) the cue ball must hit a rail, b) an object ball
must hit a rail, or ¢) an object ball must be pocketed. If none of the above conditions are met, the shot is a
scratch, or foul. The penalty for a foul is ball-in-hand for the opponent. A turn ends when the player fails to
pocket a ball or fouls.

Virtual Pool™

ROTATION POOL

The object of the game is to be the first player to reach 61 points. The cue ball must hit the lowest-num-
bered ball first. Legally pocketed balls count as their numbered value — there are 120 points available on
the table. A foul results in ball-in-hand anywhere on table. Illegally pocketed balls are spotted.

STRAIGHT POOL

The object is to reach a point score determined at the beginning of the match. Any legally pocketed ball is
worth one point. Balls pocketed in addition to the called ball also count for one point. A turn goes until the
shooting player misses, commits a foul, or wins the game. A foul on the break is -2 points. Any foul after
the break is -1 point. Three consecutive fouls results in a loss of 15 points. A foul results in ball-in-hand
behind the head string. On the break, the cue ball and two other balls must hit a rail. Players must call a
ball and a pocket, but other than that there are no restrictions on the type of shot taken.

Fifteen balls are racked the first time. When only one ball remains, the other fourteen are racked. The balls
are racked with a space for the fifteenth ball on the foot spot. If the fifteenth ball interferes with the racking
of the other fourteen, it is placed at the foot spot. If the cue ball interferes with the rack, then the shooter
has ball-in-hand in the kitchen.

8-BALL

The object of 8-Ball is to either a) pocket all 7 stripes or all 7 solids then pocket the 8-ball, or b) to pocket
the 8-ball on the break without scratching. A foul on break results in ball-in-hand behind the head string.
Other fouls result in ball-in-hand anywhere on table. The first player to pocket a ball gets “ownership” of
that color for the rest of the game, be it stripes or solids. After ownership is determined, you must be careful
that the cue ball always hits one of your own balls first. When you're going for the 8-ball, the cue ball must
hit the 8-ball first. Pocketing the 8-ball prematurely loses. Fouling on the 8-ball loses. Players must call 8-
ball. Miscall on 8-ball loses.

9-BALL

Nine balls numbered one through nine are racked in a diamond shape with the 1-ball at the front and the
9-ball in the center. The lowest numbered ball must be hit first. Failure to do so results in ball-in-hand for
the opponent. The 9-ball can be pocketed at any time as long as the lowest numbered ball is hit first. An
illegally-pocketed 9-ball is spotted; others stay down.

Interplay Productions™ @




CREDITS

For Celeris:
Production Manager: STEVE CHAPLIN
Original Lead Programming: RAS'PUTIN'

Programmers: MATT SOARES, STEVE CHAPLIN, ALAN WHITE,
ROMESH PRAKASHPALAN

PlayStation Specific Programming: ROMESH PRAKASHPALAN
Simulation Modeling: RAS'PUTIN'

Game Sound: STEVE CHAPLIN

Program Design: STEVE CHAPLIN, RAS'PUTIN'

Multimedia Production Manager: ED RITCHIE

For | H
Producer: CHRIS PARKER
Line Producers: JEFF BARNHART AND BRANDON LANG

3D Background Graphics: CHRISTOPHER REGALADO, ROB NESLER,
MICHAEL SHERAK

Opening Animation Sequence: MICHAEL SHERAK, FRED KAPLAN
Original Manual Text: KELLY O'GUINN

Manual Graphic Design: SALMA ASADI

FMV Technician: BILL STOUDT

FMV Audio Mastering: SERGIO BUSTAMANTE

Director of Quality Assurance: CHAD ALLISON

Assistant Director of Quality Assurance: COLIN TOTMAN

Lead Testers: STEVE BALDONI AND DEREK BULLARD

Testers: RICHARD BARKER, MICHAEL KRUEGER, JAMES DUNN,
SHANNA SAN PAOLO, SEAN JOHNSON, DOUG FINCH, SAVINA GREENE,
ARLEN NYDAM

Special Thanks To:FEARGUS URQUHART, JOE O'BRIEN,

ALI ATABEK, PAUL KELLNER, AND SEAN CRAMER.

Music Credits

As Long As There's You
Lyrics and Music by RONALD VALDEZ
Lead Vocals by CHARLIE CLARK

Black Ball
Lyrics and Music by RONALD VALDEZ
Lead Vocals by DAVID EISLEY

How 'Bout You
Lyrics and Music by RONALD VALDEZ
Lead Vocals by ANDREA ROBINSON

Water's Edge
Lyrics and Music by BRIAN LUZIETTI
Lead Vocals by LIZ CONSTANTINE

Should Know By Now

Lyrics and Music by RONALD VALDEZ

Lead Vocals by DANTE MARCHI

Musicians Recorded by MILTON CHAN AT THE ENTERPRISE,
BURBANK, CA

Vocals Recorded by MILTON CHAN AT THE RECORD PLANT,
HOLLYWOOD, CA

Bass by CHARLIE EWING

Drums by JOHN WACKERMAN

Guitars by BRIAN LUZIETTI

Keyboards by RONALD VALDEZ

Background Vocals by ANDREA ROBINSON, ANGIE JARRE,
TOM FUNDERBURK AND ROGER FREELAND

Good Than,

Lyrics and Music by ANDRE EGANS

Produced by CHARLES DEENEN AND ANDRE EGANS

Vocals Recorded by JEAN ('].1.") SMIT AT THE RECORD PLANT,
HOLLYWOOD, CA

All Instruments by ANDRE EGANS

Lead Vocals by VALERIE DOBY

Background Vocals by ANDRE EGANS AND TASHA BARR

Virtual Pool™

CREDITS

VR Into the Night

Lyrics and Music by GREGORY R. ALLEN AND CHAZZ

Vocals Recorded by JEAN (']J.") SMIT AT THE RECORD PLANT,
HOLLYWOOD, CA

and by GREGORY R. ALLEN AT INTERPLAY PRODUCTIONS, IRVINE, CA

All Instruments by GREGORY R. ALLEN

Lead Vocals by DENETRIA CHAMPS

Background Vocals by GREGORY R. ALLEN AND CHAZZ

Lose My Way

Lyrics and Music by RONALD VALDEZ

Produced by CHARLES DEENEN AND RONALD VALDEZ

Vocals Recorded by JEAN (7)J.") SMIT AT THE RECORD PLANT,
HOLLYWOOD, CA

Keyboards by RONALD VALDEZ

Guitar by BRIAN LUZIETTI

Drum Programming BY RONALD VALDEZ AND CHARLES DEENEN
Lead Vocals by STACY DARIN

Background Vocals by Andre Egans and Stacy Darin

All songs Produced by CHARLES DEENEN, BRIAN LUZIETTI AND
RONALD VALDEZ, except where noted.

All songs Mixed BY JEAN ("].J.") SMIT AT THE RECORD PLANT,
HOLLYWOOD, CA AND SOUNDCASTLE, LOS ANGELES, CA, except Good
Thang and VR Into the Night Mixed by CHARLES DEENEN AT
INTERPLAY PRODUCTIONS, IRVINE, CA. LOSE MY WAY MIXED BY JEAN
SMIT AND CHARLES DEENEN AT THE RECORD PLANT.

All songs Mastered by STEVE HALL AT FUTURE DISC, except Lose My
Way Mastered by CHARLES DEENEN AT INTERPLAY PRODUCTIONS,
IRVINE, CA

Audio Director: CHARLES DEENEN

Music Supervisor: BRIAN LUZIETTI
Production Coordinator: RONALD VALDEZ
Vocal Contractor: ANDREA ROBINSON
Audio Assistant: CHERYL POSNER

Music Editing: DOUG RAPPAPORT

Interplay Productions™

Thanks to JAMES PEACOCK, ROSE MANN, AMY BURR, THE WON-
DERFUL STAFF AT THE RECORD PLANT, AUDIO AFFECTS AND
MIKE MORONGELL

For Rha ns:
MultiMedia Producer: DAN J. FOEGELLE

Video Production Team:

Director: MICHEL C. RESNICK

Production Manager: DAVID WOLFSON

Director of Photography: DAN CURTIS

Key Grip: TIM SORONEN

Key Grip: MARK PUTNAM

Camera Assistant: DINNIS BARTH

Production Assistant: PAUL WUNG

Continuity: DEBORAH FOEGELLE

Production Studio: RALEIGH STUDIOS, HOLLYWOOD, CA.
Camera Gear: BROADCAST PLUS

Billiard Table: AAA BILLIARDS OF BEVERLY HILLS
Voice of “History of Pool”: NICK TATE
Documentary Producer: KATE COE

Opening Animated Sequence: FRED KAPLAN

Post Production Facilities: RHAPSODY MEDIA LAB,
PACIFIC OCEAN POST

Special Thanks: MIKE SHAMOS, THE BILLIARD ARCHIVES,
BILLIARDS DIGEST, THE BILLIARDS CONGRESS OF AMERICA
References: THE SCIENCES OF POCKET BILLIARDS,

JACK H. KOEHLER, ROBERT BRYNE, STANDARD BOOK OF POOL
AND BILLIARDS




CUSTOMER SUPPORT

If you have any questions about this, or any other Interplay product, you can reach our Customer Service/Technical Support
Group at:

Interplay, 16815 Von Karman Avenue, Irvine, CA 92606 Attn: Customer Service. Customer Service is available 24 hours a
day through our Automated Customer Service system, with a Customer Service representative available during normal busi-
ness hours at (714) 553-6678.

Please have your system information available, or better yet, try to be at your Playstation. The more detailed information
you can provide our support personnel, the better service we can provide you.

If you have a modem, you can reach us at the following:

Internet: you can reach Interplay with “support@interplay.com”. Many Interplay demos and patches are available at
Internet FTP sites, To visit our World Wide Web site, point your browser to: “http://www.interplay.com™ or you may fip to
ftp.interplay.com.

The Interplay BBS: We have a 24-hour, 7-day a week multiline BBS available for customer questions, support
and fixes. The number is 714-252-2822. Modem settings are 300-28.8k Baud, V.32bis, V.42bis, 8-N-1. You also may con-
tact our BBS over the Internet. Telnet to bbs.interplay.com. This is a free service.

America Online: You can E-mail Interplay Customer Support at IPTECH. To reach our Customer Support board
in the Industry Connection, press CTRL-K for “Go To Keyword.” Then type INTERPLAY in the Keyword window. In
addition to reading and leaving messages, you can download fixes and demos from the “Software Libraries.”

CompUServe: We are available for IBM and compatible on-line support. We are located in the Game Publishers B
Forum, type GO GAMBPUB at any “!” prompt. Then select “Section 4” for Interplay Productions. You can leave technical
support questions there. You can also download fixes and demos from Library 4 in GAMBPUB. The best place for game
play hints about our games is in the GAMERS forum. If you are not already a CompuServe member, you can call
CompuServe toll-free at 1-800-524-3388 and ask Representative #354 for a free introductory membership and a $15 usage
credit. For game play hints look in the Gamer’s Forum (GO GAMERS). Besides technical support for Interplay products,
CompuServe offers many other services, including communications, reference libraries, hardware and software support, trav-
el, games and much more.

PRODIGY® Interactive Personal Service: You may send mail directly to us. Our ID is
“PLAY99B™.

Virtual Pool™

LIMITED WARRANTY
INTERPLAY LIMITED 90-DAY WARRANTY

Interplay warrants to the original purchaser of this Sony PlayStation™ product that the compact disc on which the software
programs are recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the com-
pact disc is found defective within 90 days of original purchase, Interplay agrees to replace, free of charge, any product dis-
covered to be defective within such period upon receipt at its factory service center of the product, postage paid, with proof of
the date of purchase. This warranty is limited to the compact disc containing the software program originally provided by
Interplay and is not applicable to normal wear and tear. This shall be void if the defect has arisen through abuse, mistreatment,
or neglect. Any implied warranties applicable to this product, including warranties of merchantability and fitness for a partic-
ular purpose are disclaimed. Interplay disclaims all responsibility for incidental or consequential damages.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental or
consequential damages so the above limitations and/or exclusions or liability may not apply to you. This warranty gives you
specific rights, and you may also have other rights which vary from state to state.

LIFETIME WARRANTY

If the compact disc should fail after the original 90-day warranty period has expired, you may return the software program to
Interplay at the address noted below with a check or money order for $15.00 (U.S. currency), which includes postage and han-
dling, and Interplay will mail a replacement to you. To receive a replacement, you need to enclose the original defective com-
pact disc in protective packaging accompanied by: (1) a $15.00 check or money order, (2) a brief statement describing the
defect, and (3) your return address. If you have a problem with your software, you may wish to call us first at (714) 553-6678.
If your compact disc is defective and a replacement is necessary, U.P.S. or registered mail is recommended for returns. Please
send the defective disc(s) only (not the box) with a description of the problem and $15.00 to:

WARRANTY REPLACEMENTS
Interplay Productions
16815 Von Karman Avenue
Irvine, CA 92606

COPYING PROHIBITED

This software product and the manual are copyrighted and all rights are reserved by Interplay Productions and are protected by
the copyright laws that pertain to computer software. You may not copy the software except that you may make one copy of
the software solely for backup or archival purposes. You may not loan, sell, rent, lease, give, sub license, or otherwise transfer
the software (or any copy). You may not modify, adapt, translate, create derivative works, decompile, disassemble, or other-
wise reverse engineer or derive source code from, all or any portion of the software or anything incorporated therein or permit
or encourage any third party to do so.

NOTICE: nterplay reserves the right to make modifications or improvements to the product described in this manual at
any time and without notice.
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WS- W: NS A WORLD WIDE WEB SITE

w elcome to the Interplay Web! As a company dedicated to providing innovative, high-
quality interactive entertainment software, we are always striving to stay as close as pos-
sible to the leading edge of technology. This Web site is the latest example of our ongoing
effort to provide a wealth of information and opportunities to you.
A s a company of fanatic gamers, we love the idea of gamers all over the world tapping into

cyberspace to see, touch and feel our latest games. No hype, no marketing campaign;
just great games. To make it work, our goal is to keep this site fresh and new, to make it a
place where you can tell US what you like about our games... and what you don't like about
them. So use the feedback options on these pages and sound off.

njoy your visit in our Web site, explore all the

different areas we have to offer. and come Welcome to Interplay Productions!
back soon. Check us out in the weeks and months
ahead:; we will be introducing new and exciting
areas for you to experience.

O nce again, welcome.

Brian Fargo

HOW TO GET THERE

Interplay’'s World Wide Web site is an
Internet service designed to give you the
latest information about Interplay and
our products.

The site features our demos, upgrades,
product information and ordering infor-
mation.

From your Internet account, point your
favorite browser to:
http://www.interplay.com




\IRGOLF 97

Pro-Pinball™, the Introducing VR Golf™’97, the next
ultimate and most generation of golf. We're talking realtime
realistic pinball 3-D Virtual FieldVision™ that lets you
game ever created play and view
for the PlayStation. any lie on the
Pro- Pinball is the course from any
only pinball game perspective
that lets you view instantly.
the entire table Plus, the fast

from six different angles. The state-of-the-art course set-up
graphics give the most awesome and realistic between shots
pinball environment around, with super-high means there’s

graphic resolution. Scrolling? With Pro-
Pinball, it's history. You see ALL the action
ALL of the time — pretty useful when you're
playing six balls simultaneously.

And thanks to twenty great audio tracks,
digitized speech, and realistic sound effects VR Golf '97. The Difference Is Real.
plus a host of play modes hidden features,
pinball novices will be just as
spellbound as pinball wizards.

no waiting on this course. So gauge your
distance, select your club, pick your
direction and park a 300-yard drive down
the middle of the fairway.

Pro-Pinball ©1996 Enlenamment International (UK) Limited. All rights reserved. Empire Interactive, Pro-Pinball and The Web (used in conjunction with Pro-Pinball) are
of ional VR Golf'97 ©1996 Gremlin Interactive, Ltd. All rights reserved. VR Golf, VR Sports, The Difference Is Real and Interplay are trademarks
of Interplay Productions. All rights reserved. Exclusively published and distributed by Interplay Productions. Licensed from and developed by Gremlin Interactive, Ltd.

Interplay Productions. 16815 Von Karman Irvine, CA 92606 (714) 553-6678
@ 1996 Celeris Inc. All rights reserved. Virtual Pool and Interplay are trademarks of Interplay Productions. All rights reserved. Exclusively

licensed and distributed by Interplay Productions. i

Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logo are

[ == trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association.
Manufactured and printed in the U.S.A. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES

e WITH THE NTSG U/G DESIGNATION. U.S. AND FOREIGN PATENTS PENDING.
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