


Warnings: '} CGetting Started ...
Read before using your PlayStation® Game Consolé . w8 REBSRER
A very smali percentage of individuals may experience epileptic seizures when - Using the Cm‘&@l €er
exposed to certain light patterns or flashing lights. Exposure to these patterns or : : T
backgrounds on a television screen, or while playing video games, including ; Features

games played on the PlayStation® game console, may induce an epileptic seizure {2

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, discrientation, any involuntary movement, or convulsions -
IMMEDIATELY discontinue use and consult your physician before resuming play.

 Starting thejea/mé%
Story Mode; Stats, and 1tems

. BERGES A
Warning to owners of projection televisions ‘Game Flow ag@gl C%ﬁﬁ'S
Still pictures or images may cause permanent picture-tube damage or mark the G .
phosphor or the CRT. Avoid repeated use of video games on large screen ames 2 M

projection televisions. Refer to your projection TV instruction manual for details.

.~ Terminology
" Characters
rA&dvice

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. : m # LR
Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center
o outer edge. Never use solvents or abrasive cleaners.
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Thank you for purchasing “Backstreet Billiards”, extlsively for the

“F*"'PlayStation® game console. Please read this mantal carefully before
playing and only userthis product accorélng”ito its instructions. Keep this

ual | e for your referénce.




Top View:

This section explains. th ,,basm game controls.. Please refer to H@w t%
Control” for more det&iféd Tnféemation.

:éiDISC Cover
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Direction: Move cursor/Ch{éngg;
Viewing Angles

& .

N Button:
~©7 Button:

*-_Open Button
- I

;Controfter Port
B,

Select Bmton:

”“\br Card Slot

L1 Button:
L2 Button:

) 2”06ﬁ1 out
Turn camera On/Off




: Analog Controller:

The Analog Gotroller's Dual Shock™ feature can be turﬁ*ec”if@n/Off from The player has the o & @gsten to an audio CD of their chog

149
the option menu. (Analog Controller only) «Please play With the LED off. playing Backstreet Bll{!ards*Aﬁer beginning a game, press the Staﬁ .
Thé%é)m p!aye(d Wlth%he Directional )t?uttons thg lgﬁ/ﬁ%ght Analog button and select the “CD Change” option. With the CD Change n},ﬁenu@m%gw
i sticks are n ‘”u%ed N open, swap the Backstreet Billiards CD with the desired-Audio CD in order

i fo play. Reinsert the Backstreet Billiards CD when prompted

b ,ﬁ@‘? ;, i '
E?‘?MLI“ZI Tap:: . ~ :
Thﬁﬁrﬁm@g@p rts up to 4 players using the Multi Tap Connect the
MultiTap fo.Controller Port 2 on.the, PlayStation® game gonsole’®
Cogtco;lgrs should then be attached to the Multi Tap beginsirig ;trom port
A ien p Ff% C and D..

Game pfégressacan be saved usmgaa:&i\&:e onyeCard:(sol , )in
the designated Memory Card slots.: Ghooses Memory:Card": sfromthe .
Option M@ﬁ%ﬁﬂd&@&mrm{MUbSé@C%%i‘*f{@'%%ve*%ﬁ?’b@EOQI’GS@S select,*
. “Save” ?rqm emgﬁu) Lhogsing “YES” saves the data. {f thisisnot = ~
. dope therdata will-nekbe-saved: “Turhing ?oWerWﬁﬁeﬁt saving will
causeall progress% be.lost, *
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Accessing the different modes of plawg

Button at the title screen. Use the Directlonal butfb S,.*é'@” the balls on the table as 4t ﬁ{ly 5e

wirFagy order will clear the stage. Scratch ¢ the
Cue ball adds a time penalty. .

Dption. .

Access/Adjust the various features within this menu by highlighting th
desired feature usingh#& Directional buttons and then press ngt
‘Button. Press the @Y Button to. ex&t ‘

sz”‘f

Chaileng’e dmdual characters to a varz&tw of b|Il|ardgames To move
the story: forward, your character muststatk+to e ?‘eople tHat* appear and
chaflengeiifie pool matches:Beating th “ﬁas ﬁﬁaracter completes.

d reveals the ending. .

9 dﬁfer&m qulard games are avallable on the Pocket table w‘“@bit@ns such
ghe nbm players, choice between CPU or human opponents,
L. number of sets mady Be'adjiisted.

solnp
Bou ¢

SE g1
RECLRDS
SEEORTL ARG

Stereo/Mono Setting

Listen to the in-game music ..

Listen to the in- ga”fﬁe sound
s effects

View reco

Savmg and Loading data

ix



—Sloryg Mode, Slals, & Jlema.|

B

Basic Stats: s

In: Story Mode_the player has three basic stats maé’f |
improve their gerformance, these are: s :

Changing Cues:

After acquiring additiéfa)l €iies RE" player
can select the one theysishdo use by

o iE choosing “Cue” from the Cohvéfsation
Strength with’ Whlch the éue Ball screen.. The currently equipped Cue is
is hit ¢hih designated by an *E” on if’'s pictyre. The

A Qé?@ %Q;g;the Cue Bal G

' ‘depending on Cue angle
and where on the CueBall .
the Cue hits

~: Speed-of the shot.power
gauge changess By

“green color on the stdt bar indicates the
selected Cue’s effect g?r;%tbga’g stat.

SRR

screen, The orange ¢o gﬁ*
indicates the item’s efféét®on that stat.




Before startlng a game |t 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
towards the foot cushion-{cushign at the top
the sc - Iheﬁmyerwho gets-thei

cushion, xt is a foul. If both players sh !
same dlstance or foul, both of them must
shoot again. If two players are using the
there are more than three
players, banking is'net:necessary.

Cue Ball Arrangement:

After banking; the player who:goesfirst needs
to place the cue ball. It can be rearranged as
often as you-ike. Placing the cue ball is
achieved by moving the Directional buttons
while holding down the @ /A Button.




and rules

Zoom in
Indicates ball number

R1 Button: Zoom out

R2 Button: Open/Exit free
camera mode

Move camera up

Exit free camera mode




Sho Dire ktion. . m i Shot Power Screen:.
' : . ! “Indicates the strength with which'the cue b
will be hit. The further to the right the mete
is, the more powerful the shot. Press the &4
Button to confirm power. Press the

_options.«A-more"pow
useful

s o 9
‘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.

blue meter (normal) and the red
meter (power). -

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 to see
where the ball will go.




Top Spin -

Right Spin

Bg k Spin

) The arger

cue stick, the Iarger the amotint:
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.

“perfect many different lechniques.



5 has k ; ‘ WES mber a7 4 jall on the table butitis
t al e’poc fter this ball has been hit.

e
& 1allest-numbered obje

. \ter the cue ball strikes the | r Is come in‘contactwithra
s Cushion (Except Novice)

' <lfonthe break:shot; an objec‘ball issnot pocketed and at lea
. balls do nothitthe-cushion

+ If called ball is not pocketed in called e’ﬁ“‘(@aﬁ”‘%he%eﬂ

Rule Settings:
Novice: Ball-in-Hand. .
» House: After fouling, the cue ball will-bg set behmd the head hne An ‘
object ball behind the head-line can be hit dit .
-+ Regulation: After fouling, the cue ball is sét behind ehead hne An
object ball. behind the head line cannot be shot directly. - ‘

kC))alI Shot:. Regil atton rules apply. All shots, excluding the break must
‘called..

four
Scratchmg the_eue ball. (ex. hnttmg itintoap '

When the cue ball hits the lowest numbered object bafl, ang
these, nor any other balls hit a cushion. (Except Novice) =
< 'If, on the break, no object balls are pocketed, at least four balls must
make contact with 2 ‘cushion.. (Except Novice) :
« Either three fouls or scratches in"a’rows{Except. Nowce)

S (o1 ) ongmal spot. :
~»TexXas: On a foul the cue ball is played where' it
lies after the shot.






Number of players

Fouls
. ifat Ieast‘one ball

 Rule Setting:

- ‘Novice: No ne-cushion foul.

+-Regulation: Cue ball is returned to the spot

:swhere it was prior to fouling.

+ Call.-Shot:. Regutation.rules apply. All shots,
excluding the:break; must be called:...

greed upon.ae ol
, and ay begm by shootmg at

Call Shot on ty)
ps off the table. =1 pt
Aﬁer hlttmg the target, no ob}ect balls make contact with a cushion.
-1.pt (Call Shot only)
kshot, if

Rule setting:

Nowce No call shot. No three fouls rule.
» Call Shot: All shots must be Cal!ed Three
foul rule appl:es :




pocketed (S b table.
with a cushion after the cue ball hits the target

“ball will be-réturned 10.ih
is.over may have a chance to g%?’ 2

ile Setting:

‘Novice:. No no-cushion oul
» House: Cushion foul applies.

fouling, the cue ball is : hing-the
ir ot'be shot dlrectly




-assignea pocks
onepoint will b [
one of thetwo pocke

; reed tpo
the other. must score the aqreed

hed, the

you foul-or scratch three ti

, IZQuIe Setting, - » ;;: . ; egulatior When mcre than two balls

B bail 1n ne shot,
o Novice:-Ball-in- hand an object bal! behmd the head line can be hit e
directly. S )




table is not

6b]
at-least.one ba
cushion aftet the
» If the cue-ball




ore less
0 Object balls

&r§§é§ §

arom table (M)

allzilv‘tﬁoeggs%gé%ﬁ
e

il be rewarded







- Cue Ball:
e whi ; tpool & billiard games, typical!y the onethat =
the player must hit with cue.

’ (}bject gyl iss
' ;except for the cue ball. In pocket games these
rom games the object balls are Red and White

el pool or billiard table. - : ‘
Pocket: AL . Bl

Any openirig ot hole on a billiard table; there are typically six pockets on
abilliard table: four located at each of the corners of the table (corner :
pockets) @nd one each centered on the sqde of the two longer cushions She and Renaldo have known each other since

(side pockets). v sl < they were children. At the present time, she is a
) : .1 - better player than Renaldo. She has a good
Break Shot: . : reputation as a stable player..... o

The |n|t|al shot in a Pocket game." in:a Carom game'itis referred fo as a ; = ;
“serve.” ; e

Scratchs - ~ ’ Carol:

. . . ‘She works at ?ﬁe miscellaneous goods store,
A foul that occurs when the cue ball is pocketed unintentionally. “CochaBamba” Her billiard skills are improving as
Ball in Hands

her store manager has spent time training her.
The cue ball may be placed anywhere on the table.

o



3 ASCH Entertainment Software, Inc. (AES) warrants to the original purchaser of this (AES) product that
| the megjium 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 )

: : e e R o : SHALL BE BINDING ON OR OBLIGATE AES. ANY IMPLIED WARRANTIES APPLICABLE TO THIS
Side Pocket w : SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR

; . : 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 exclusions o lim
itations of consequential daynages, so the above limitations and/or exclusions of liability may not appl

to you. This warranty gives you specific legal rights, and you may also have other rights which vary: .
from state to state. ) .

 Diagram of a billiard tab

Repair/Service After Expiration of Warranty - If your game disc requires repair/éervice 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 instruction

ASCIl 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:
able Monday-Friday, 9 a.m.- 4 p.m. Pacific Standard Time. There is no charge for this service. Toll :
charges may apply.

Hint Line - Game hints are available within the US at 1-900-288-ASCI! (1-900-288-2724). The cost
f $0.95 per minute, and automated support is available 24 hours per day, 7 days a week. This hint lin
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 i
required.

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

ASCII Entertainment Software, Inc.
P.O. Box 6639
San Mateo, CA 94403
www.ascii.com

Center Spot : Side Pocket

Corner Pocket





