MegaBowling v.2.1
Megasoft2000 Ltd.

Palm Software Division (PSD).

Platform: Palm OS 3.0, 3.1, 3.3, 3.5, 4.0, 4.1

Game description.

The MegaBowling game is an analogy with
one of the most popular and classical
Igame: Bowling!

Game installation.

Warning! Be sure to delete the old version
before you install version 2.1

To install this game you should synchronize
the "MegaBoulingColor/Gray.prc"

| application to your device.

Files can be installed by using the Desktop
S/W or just any other application.

« For color device (320x320) —
MegaBowlingHRColor.prc

e For color device (160x160) —
MegaBowlingColor.prc

¢ For mono device (160x160) —
MegaBowlingGray.prc

Game scoring.

It may seem to many of us that scoring a tenpin bowling game is about as difficult as hang
gliding backwards but never fear! Below is a guide to how to score a game of tenpin
bowling, including the meaning of the symbols used. By the way, a 300 (the highest score
possible) is achieved by bowling twelve strikes in a row in one game. From the information
below, you can work out how a 300 is achieved. Unfortunately, knowing how to score
doesn't make it any easier to score 300.

First, let's look at a game of tenpin bowling:
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The numbers in the top row are the frame number, the second row is the pins knocked

down (pinfall) and the third row is the actual score. Now, lets look at what all of the "x''s
and "/"'s mean:

1. A Strike (X) is worth 10 pins plus the number of pins knocked down on the next two
balls.


http://www.megasoft2000.com/manual/BackGammon.zip

2. A Spare (/) is worth 10 pins plus the number of pins knocked down on the next ball
(one ball only - not frame)

3. An Open Frame (one where not all pins are knocked down after both balls have been
bowled) has no bonus score.

4. If a Strike is bowled on the first ball of the tenth frame, the bowler receives two
extra balls.

5. If a Spare is bowled on the first two balls of the tenth frame, the bowler receives one
extra ball.

6. There is a maximum of three balls in the tenth frame so the score in the tenth frame
is simple totaled and added to the score from the ninth.

7. Note that the circle around the 7 in the sixth frame indicates a split. A split can also
be denoted by the letter "s" as in the examples below.

Note that scoresheets can come in a variety of display formats, but they all mean the same
thing.
Scoresheet Samples
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Scoresheet - one of the standard formats with triangles and squares to indicate spares and
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strikes. Note the circle around the 7 in the sixth frame denoting a Split.

49 66 86| 115 | 135| 155 174

and squares. Note the "s" next to the 7 in the 6th frame indicating a split.
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Scoresheet - again same as above, but just showing "marks" (Strikes, Spares, Miss only -
no pinfall). This is easy to read, but doesn't show pinfall, so a miss could be a one-miss or
a nine-miss.

Adding up the score
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Now looking at the game above, we can add up the scores frame by frame:

1. In the first frame, the score is 10 (because we got a spare) plus the next ball (8),
totaling 18.

2. Second Frame: Score from first frame (18) plus eight plus 1. Equals 27.

3. Third Frame. Score from second frame (27) plus ten (because we got a spare) plus
the next ball (4). Equals 41.

4. Fourth Frame. Score from 3rd (50) plus four plus five. Equals 50.

5. Fifth Frame. Score from 4th (50) plus ten (spare) plus next ball (X = 10). Equals 70.

6. Sixth Frame. Score from 5th (70) plus ten (X) plus next two balls (X and X = 10 +

10). Equals 100.

7. Seventh Frame. Score from 6th (100) plus ten (X) plus next two balls (X and 7 = 10
+ 7). Equals 127.

8. Eighth Frame. Score from 7th (127) plus ten (X) plus next two balls (7 and - = 7 and
0). Equals 144.



9. Ninth Frame. Score from 8th (144) plus seven plus O (- = miss = 0). Equals 151.
10. Tenth Frame. Score from 9th (151) plus ten (9/) plus ten (X). Equals 171.

Remember that in the tenth frame, simply total the frame and add it to the ninth to get the
final score. There is no extra bonuses. Sometimes you will see a circle around a number in
the score. This means a SPLIT has occurred. A split is when the head pin has been
knocked down and the pins remaining are separated by at least one pin. This sounds rather
confusing, but for example, it is possible to get a "nine split". This means that the head pin
(pin 1 - the closest to the bowler) was knocked over exposing the 2 and 3 pins (the next
row back after the head pin). Since the 2 and 3 pins are separated by more than one pin
(the head pin is no longer there), this is considered to be a split. The most common splits
are 4-6, 4-6-7-10, 7-10, 4-7-10, 6-7-10, 3-9, 2-7 but there are literally hundreds of
possible splits. One important thing to note is that it is not possible to have a split if the
head pin is present - if the head pin is present then no matter what other pins have been
knocked down, it is not called a split. Just because it is not called a split doesn't mean it
isn't difficult to get some spares when the head pin is left with other pins. For example, the
1-7-10 combination is not called a split but is also not an easy combination to spare. You
may also see some other marks, such as W, meaning washout. A Washout is basically the
same as a split, but the headpin is present. Not many scoring systems will show you a W,
but some do.

Play the Game.

New game - starting a new game (the current game is lost).
Options... - game parameters setting:

¢ Sound effects - sound effects on/off.

e Quick startup - splash screen dropping when launching
(available for only Grayscale and Hi-Res devices).

« Practice mode - to use training three-step throw method.

Registration
About

Palette - Palette adjustment (available for only Grayscale devices).
HighScore - review and game results control.

Registration - Registration of the MegaBowling application.

Once you have purchased the MegaBowling game, you'll get the registration
code, which is necessary to enter in the registration field to complete the
registration of the program.

Note: All the subsequent versions of this application are free for the
registered customers!

About - Information about the MegaBowling application
developers.

Practice game.

t end paoint

This mode includes 3 steps. To make a step you should tap any part of the screen and drop
at a required position.

Step 1. Select the start point of the stroke. Here you select the start point of the ball from
which it moves.

Step 2. Select the end point. Here you select the direction of the ball movement.



Step 3. Select twist. Due to the holding, you set the curvature of the twist, that is you can
select the curved stroke. The red line indicates the direction of the twisted movement of the
ball.

You've got only one chance. For precise and correct strokes you should in drop the stylus
from your device in time. In any case, you can use the following steps to correct the
mistakes made in Step 1 and 2.

Arcade game.

For pulling the ball touch and hold the stylus at any part of the

¥ screen (or instead of stylus you can use any key of your device).
Whether the ball achieves the target precisely or not, it depends on
the stylus hold time (or on the device key hold time respectively).

If you want to buy it address to:

httg://www.megasoft2000.com|

We will appreciate all your remarks and comments that can be addressed to:
Bupport@megasoft2000.com|

This program was written by: Boris WM Sozin and Arthur Asloyan.
All rights reserved.
Megasoft2000 Ltd 1999 - 2002
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