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Start Up

Switch on power @ and wait for
start up screen.

Choose the karaokeR (pg. 19) or

%

games &/—\J icon, using the

&

u) U direction arrows. Press the
button on the highlighted icon to
start that option.
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Games Menu Screen
(Use remote)

4 &
The games menu allows the operator to select which game to play. Use the <> direction buttons to
move the cursor between games. When the cursor moves down from the lower row then more games

are displayed, similarly moving up from the top row reveals previous rows of games. Alternatively
highlighting and selecting the up and down arrows will reveal the previous and next rows of games.

Pressing the button will start the game highlighted by the cursor.

If the cursor is inactive on the games menu screen for a period of time then a demo of the currently
selected game will start. Pressing any key will stop the demo and return to the games menu screen.
Leaving the cursor for a period of time will allow demos to be watched of each available game.

Alternatively highlighting the demo icon will start a rolling demo which loops through each available

game. Pressing the button during this rolling demo will advance to the next game, the @ button
will back to the previous game. Any other button will stop the demo and return to the game menu
screen.
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VoL
The music volume can be adjusted on the game menu screen using the \Z’ buttons.
12/RECL

The @ button will return to the main menu screen, as will selecting the main menu games icon
(confirmation is required).

Please choose a game




Football5ers Overview

Two teams of up to five players compete in a computerised version of table football. Players run
upscreen and downscreen to intercept the ball.

The player in possession can pass, shoot or lob the ball towards the goal or teammates. When the ball
is low down it bounces off the sides of the pitch as in 5 a side football and remains in play.

When the ball is kicked above the height of the hoarding then the appropriate goalkick, corner or throwin
is taken.

Computer controlled goalkeepers attempt to block any shots at goal. If the score is level at full time the
goalkeepers are removed and a golden goal (next goal wins) period is played to produce a winner.

FOOTBALL MENU SCREEN - use remote

A
Use the <¥> arrows to move to the desired option on the main menu screen.

Use the button to select the highlighted option.

12/RECL

Use the @ button to return to the main menu screen.

START GAME
Start a new game with the current set of players. The following controls are active during the game.

OPERATOR CONTROLS — use remote
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e T/ - Adjusts the music level during the game.

+

CH

o U/ - Adjusts volume of chanting sound effects.

° button - View an action replay of the last few seconds of play. button again to cancel.

12/RECL

. @ button — Eject/Quit the current game. (Confirmation is required)



TEAM SETUP — use remote
-

The team set-up screen allows customisation. Use the ©¥= arrows to highlight an item and the
button to change.

e Team colours - Change the colours used by the two teams during the game.
@
e Team names - Change the names used by the two teams during the game. Use <¥>arrows to
a8
[
move the next/previous character. Use the C) \5) arrows to move to the previous/next character in the

name. Press the button when done.

e Game length - Adjust how long games will last.

e Player positions - Change whether player positions are set according to pad number or positioned
randomly.

e Chant volume/frequency - Adjust frequency and volume of chanting sound effects during the game.

e Control button help - is designed to assist players to remember the game controls. Each active
button is indicated on screen along with the action that this button has. Each player must press the
indicated button to continue to the game.

PLAYER CONTROLS - use any one of ten pads

OFF THE BALL

e [DIRECTION ARROWS] - Hold up-arrow to run upscreen, Hold down-arrow to run downscreen.

ON THE BALL

e [RED] button - Pass the ball - hold down for more power.
(Also used to take a throwin and corner kick)

e [BLUE] button - Shoot — kick ball at maximum power.
e [YELLOW] button - Lob the ball - hold down for more power.
o [DIRECTION ARROWS] - Rotates with the ball towards held direction, runs upscreen when facing

upscreen, runs downscreen when facing downscreen
(Also used to direct a throw-in and corner kick).



PLAYER SETUP - use any one of ten pads

The player set-up screen allows players to enter their name. Confirmation is asked for when entering
this screen because the current name data is lost on entry. Its pad id number on its back identifies each
player control pad.

Name set-up allows up to ten players to enter their name simultaneously and is done with the following
buttons.

e [UP] arrow - Move to the next character.
e [DOWN] arrow - Move to the previous character.
e [LEFT] arrow or [BLUE] button - Delete current character.

¢ [RIGHT] arrow or [RED] button - Move to next character in the name.

Alternatively the operator can press the @ button and activate every pad, setting each player's name
to be the pad number (which can be located on the back of the pad). The operator can return to the main

12/RECL

menu screen at any time by pressing the @ button.

The game starts when the operator presses the button. Any control pads from which no key presses
were detected are assigned to CPU (computer control). Names are passed from game to game so once

name entry is complete the same set of players can play multiple games without having to re-enter their

names.

[DIRECTIOM ARROWS] Off the baill -
Hold uparrow to run upscreen,
Hold down arrow to run downscreen.

[YELLOW] button
Lob the ball -

hold down for more power.

RED] butten
Pass the ball- hold

down for more power
(Also used to take
a throwin and comer kick)

DIRECTION ARROWS] On the ball -
Rotates with the ball towards held
direction, runs upscreen when facing
upscreen, nuns downscreen when
facing downscreen (Alsc used to
direct a throwin and corner kick)

[BLUE] button
Shoot - kick ball
at maximum power



HOW TO PLAY
Displays a graphical representation of the buttons that are used during the game.
Press any key to end and return.

CONTROL BUTTON HELP

Control button help is designed to assist players to remember the game controls. Each active button is
indicated on screen along with the action that this button has. Each player must press the indicated
button to continue to the game.

CREDITS
Displays contact and copyright information.
Press any key to end and return.

TOURNAMENT - use remote
The tournament option allows multiple teams to enter tournaments. Set-up a new tournament by
7S

configuring the following options. Use the “¥= arrows to move and the button to change an option.
Note — The configuration screen only appears here if no tournament is set up or the previous tournament
is complete. If a tournament was started but not completed the last time football5ers was used then an
option is given to continue this tournament or create a new one.

TOURNAMENT CONFIGURATION — use remote
e Tournament type. Choose the type of tournament (knockout or mini-league)

Knockout Options

e Number of teams - Enter number of teams competing.

e Entry cost — Default set to free - or enter the price of entering the tournament. This is used to
determine prize money.

e Match length - Choose the length of each game in the tournament.
Between 1 and 4 match lengths can be configured depending on the number of teams in the
tournament.

e Continue - Select this when the tournament is configured.

Mini-league Options

Number of mini-leagues - Enter the number of mini-leagues required (4 teams per league.
Entry cost - this tournament is free.

Match length - Determine the game length of each group game and any playoff games.
Continue

TOURNAMENT NAME ENTRY - use 5 player pads

Name entry for tournaments is done through a single transponder- usually Al to A5. Each team takes it
in turns to enter the player names for the team using the same buttons as for the player set-up screen
on the main menu. The operator using the same method as team name entry in the team set-up screen
enters the team name. Again inactive players are set to CPU (computer control). The operator should

12/RECL
press the or @ button to complete the name entry. This process is performed for each team in the
tournament.

Note: There is no timeout on this function.

For knockout tournaments the name entry is repeated for each team prior to the start of the
tournament. For mini-league tournaments only the names for the first mini-league are required at the
start (4 teams). Names for any subsequent mini-leagues are entered just before their mini-league starts

TOURNAMENT MAIN MENU - use remote
a>

From the tournament main menu screen choose the desired option using the “¥=> arrows to highlight

an option and the button to select it.
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START NEXT GAME

Play the next game in the tournament. The two teams involved will be indicated. If all players are CPU

(computer controlled) the game can be skipped using the @ button and a score generated for the
result. Otherwise the players from the teams involved must press the [RED] button on the control pad
indicated next to their name to indicate they are ready. The [BLUE] button will cancel this ready status in

case the wrong player responded. When all players are ready press the button to begin the game.

FIXTURES

View the fixtures for the next round of the tournament.
Press any key to exit from this screen.

RESULTS
/\ ey
| “« | | >
View results from the tournament. Press the Y arrow to view results from an earlier round, the V arrow

to view the results from the next round or the button to return to the menu.

VIEW TABLES (mini-league only)

In mini-league tournaments the results from each match are used to generate a league table for the 4
teams in a group. The table shown shows the current order of the teams. An explanation underneath
0

<
gxplains why the top team leads the group. Press the (v) arrow to view tables from an previous group, the

>
v arrow to view the tables from later group or the @ button to exit.

STATISTICS
a>

View the top scores and top players in the current tournament. Use the “¥=> arrows to select statistics.

VIEW/EDIT DATA
View or edit the players in each team or modify the tournament settings. A new tournament can be set-

up from this screen or can be used to clear the information from the current tournament.
CAD

Use €¥2 arrows to select and modify tournament settings.

EXIT

Returns to the main game menu selection screen.
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Kwiz Overview

Up to ten players (or teams) can compete in a variety of quiz games. Questions are chosen from a
variety of categories with three levels of difficulty. All aspects of the quiz can be tailored to the player’s
preference.

CHOOSE GAME SCREEN — use remote
A
14\:\ (/:\;
Usethe “¥  arrows to move to highlight the desired quiz on this screen. Use the button to
select the highlighted quiz. The four options are:

e Pubquiz - Traditional quiz where each player answers a series of questions.

e 3 Strikes and you're out - Players have a number of lives, which are lost, when questions are
answered incorrectly.

e Qutcast - Players vote off a player at the end of each round based on their performance.

e Teambuilder - Groups of questions are asked for each selected category to encourage
specialist subjects from players competing in teams.

CHOOSE CATEGORIES SCREEN - use remote
A
“ B
Usethe “® arrows to highlight a category. Select or deselect each category with the button.

The @ button switches all categories on or off.

Press the button on 'CONTINUE' to move on (at least one category must be selected). The
categories are:

Sport

Music
History/Geography
Art/Literature
General Knowledge
Football

Food/Drink
Entertainment
Science/Technology

QUIZ MENU SCREEN - use remote
a>

Use the ©¥ arrows to highlight the desired option. Press the button to select an option. The
‘QUIZ’ option returns to the main games menu.

START GAME

Start a new game with the current set of players. Before the game starts the option of playing for prizes
is given. Select the desired option.
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OPERATOR CONTROLS — use remote
+

VoL
e T/ - Adjust the music level during the game

12/RECL

.« & button — Eject/Quit the current game (Confirmation required)

° button - Accept or continue

PLAYER CONTROLS - use any one of ten pads

[GREEN] [BLUE] [YELLOW] [RED] buttons — To choose colour-coded answer.
[RED] button - Confirm ready (teambuilder only)

[BLUE] button - Cancel ready (teambuilder only)

[RED] button - Vote to eliminate player (Outcast only)

Any top button (L1, L2, R1, R2) - Bank money (Outcast only)

[UP] [DOWN] arrows - Select player to nominate (3strikes only)

[RED] button - Nominate player (3strikes only)

—[R1, R2 buttons]

[L1, L2 buttons]

{GREEN] button

[YELLOW] button

[DIRECTION ARROWS]

[BLUE] button
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PLAYING THE GAME

PUBQUIZ

Press the coloured button corresponding to your selected answer to each question. The score of each
player is tracked to determine the winner, using the fastest response times if the scores are level
between two players. The winner may enter the jackpot game.

3 STRIKES AND YOU'RE OUT

The person answering the first question fastest begins the game. This person (nominator) chooses a
player to answer the next question (nominated). If the nominated player gets the question wrong then
they lose a strike and the nominator may choose another player for the next question. If the nominated
player gets the question correct then they become the nominator and may choose the next nominated
player. Players are eliminated when they have no strikes left. Play continues until a single player has
remaining strikes. The winning player may enter the jackpot game.

OUTCAST

Players are asked question in sequence until each has been asked the number of questions chosen for
a round. At the end of a round players may vote for a player they want eliminating from the game,
unless voting is turned off when the weakest player (based on number of correct/incorrect answers and
response times) is eliminated. This continues until two players remain.

The last two players enter a playoff. Each player is asked 5 questions - the player answering the most
correct wins the game. In the case of a draw further questions are asked until a winner is found. The
winner may enter the jackpot game.

TEAMBUILDER

At the start of the game the first category is shown. Teams select a player to answer questions on this
category. When players are ready a number of questions are asked on the current category. Once
complete a new category is chosen and the process is repeated for this category and until questions
have been asked about each chosen category. The winning team (based on correct answers and
response times) may enter the jackpot game.

JACKPOT

A winning player only from a quiz game may enter this game. Up to five questions are asked. A correct
answer allows the player to move to the next question. An incorrect answer ends the game and the
jackpot is not won. To win the jackpot the player must answer all five questions correctly.
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GAME SET-UP — use remote

The game set-up screen allows the following aspects of the quizzes to be changed. Use the

buttons to highlight an item and the
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