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PINBALL CONSTRUCTION SET ATARI

The manual {located inside the front cover of the package) contains a
complete description of the parts and game construction powers of
your Pinball Construction Set program. See the inside of this card
for a description of the game play commands and the features unique
to the Atari version,

BASIC PROGRAM CONTROL

To move the on-screen hand  Use the joystick.
To put a ball in play Activate PLAY icon (ball and flipper).

To return to the parts box Press SELECT.

continued inside

ELECTRONIC ARTS ™




BASIC PLAY COMMANDS

Play a single ball
Return to parts box
Play a full game
Select no. of players
Cock spring

Launch ball

Left flipper

Right flipper

Turn sound on/off

Activate PLAY icon (ball and flipper).
Press SELECT.

Activate DISK icon, then select PLAY GAME.
Press OPTION.

Joystick up and down.

Press joystick button.

Fress joystick button.

Move joystick right.

Press Control-5.




USING THE SAYE AND MAKE GAME COMMANDS

Both of these commands are available when you select the DISK icon.
Both require that you use another disk, one which has been formatted
with &tari DOS |1 version 2.0 S. To save games with the SAYE GAME
command, follow the instructions in the first column of page 11 of the
manual.

Use the MAKE GAME command when you want to make a copy of a game
for a friend who doesn't own Pinball Construction Set. First format a
disk, and then use the Atari DOS "wWrite DOS Files” command to make
the disk self-booting. Once you've built the game you want, activate
the disk icon and select MAKE GAME.

To play a game made with MAKE GAME, boot the disk (or boot DOS if
you didn't make the disk self-booting), then select the “Load Binary
File" command, tupe in the name of your game and (with your game
disk inthe drive} press Return,
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LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this computer software product that the
recording medium on which the software programs are recorded will be free from defects in
materials and workmanship for ninety days from the date of purchase. Defective media
returned by the purchaser during that ninety day period will be replaced without charge,
provided that the returned media have not been subject to misuse, damage or excessive wear.

Following the initial ninety day warranty period, defective media will be replaced for a
replacement fee of $7.50.

Defective media should be returned to:

Electronic Arts
390 Swift Avenue
South San Francisco, CA 94080

Enclose it in protective packaging, accompanied by [1] proof of purchase, [2] a brief
statement describing the defect, [3] a $7.50 check [if beyond the initial ninety day warranty
period], and [4] your return address.

WHAT IS NOT COVERED BY THIS WARRANTY

This warranty does not apply to the software programs themselves. The programs are
provided “as is”.

This warranty is in lieu of all other warranties, whether oral or written, express or implied. Any
implied warranties, including implied warranties of merchantability and fitness for a
particular purpose, are limited in duration to ninety days from the date of purchase.
Electronic Arts shall not be liable for incidental or consequential damages for breach of any
express or implied warranty.

Some states do not allow the exclusion or limitation of incidental or consequential damages
or limitations on how long an implied warranty lasts, so the above limitation or exclusion may
not apply to you. This warranty gives you specific legal rights, and you may also have other
rights which vary from state to state. Address all correspondence to: Electronic Arts, 2755
Campus Drive, San Mateo, CA 94403. Or call us at (415) 572-ARTS.

Unless identified otherwise, all programs and documentation are @ 1985 Electronic Arts.
Printed in US.A.
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