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CCOMMODORE AMIGA

To enjoy this product o the full you will need a Compatible
Mouse and a Disk of Little Consequence for the sole
purpose of the storage of scores and games.

If your Amiga is turned on, tumn it off. After at least 30
seconds, tum on your Amiga. This will remove any virus
which may be present and so minimi sk of nfecting
and possibly destroying your Jimmy White's Whirlwind
Snooker disk. Insert the Jimmy
disk into the internal disk drive. The program wil load and
un automatically. If the mouse is to be used to play Jimmy
White's Whirhwind Snooker it must be plugged into its usual
hole - e, the port marked *1 JOYSTICK'. Otherwise, you
can use the keyboard.

1BM PC
fore you can play Jimmy Whites' Whirlwind Snooker
you will need to install the game onto your hard disk
according to the instructions at the beginning of this Award
Winners-Gold manual, entitied Hard Disk Installation.

ENGLISH

COMMODORE AMIGA

Pour profiter pleinement de ce produt, il vous faudra
une Souris compatible et une Disquette de sauvegarde
pour mettre en mémoire vos scores et vos parties.

Si votre Amiga est allumé, éteignez-le. Attendez au
moins 30 secondes avant de la réallumer. Ceci supprimera
toutvirus potentiel et diminuera donc le risque dinfecter et
peut-stre de dAlmlvs votre disquette “Jimmy White's
Whirwind Snoot

nrocizes s dvsquana “Jimmy White's Whirlwind
Snooker" dans le lecteur interne de disquettes. Le
programme se chargera et se mettra en route
automatiquement. Si vous utiisez une souris pour jouer a
immy White's Whirtwind Snooker, il faut la brancher sur
Tentrée habituelle, c.a.d. lentrée ‘1 JOYSTICK'. Sinon,
Vous pouvez utliser le clavier.

1BM PC

Avant de pouvoir jouer & Jimmy White's Whirlwind
‘Snooker, vous devez installer ce jeu sur votre disque dur
en suivantles instructions se trouvant au début du manuel
Award Winners-Gold Edition et portant le tire “Disque Dur
et Installation.

3-35
FRANCAIS 36 - 68
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THE TITLE SEQUENCE

e N

WHIRLHIND
SNOOKE

When you see this title sequence you will know that Jimmy White's Whirlwind Snooker &

loaded successfully. To pas any of the
any key other than “Cirl", ‘Caps Lock"or either of the two, ‘SHIFT”, *AlL” or *A” keys.

I the title sequence has not been passed after approximately one minute, the program enter
10different typesof sh

key 10 quit this demonstration.

iply press the °E:
When the itle sequence is passed for the first time you will be asked to enter a password

he page number, the linc on which the word will be fou
and the number of the word itself along the line are given — for cxample, PAGE 4, LINE
WORD 1 i appropriately enough, JIMMY . Use the keyboard to type the password then pr
RETURN.
Ifyouenterth
incorrect, will failto work, in 4 offy foll
the loading procedure from scratch again. I the password s orrect you will be presenied
the GAME CONTROL menu from which play can begin.

| @immy White’s Whirlwind Snooker has many options. Most of them are displayed in panl
or ‘windows’ ~ thus

its window is pla
on top of the previous one. Voucan emove - or close” - this ew window and reur (0
previous one by sclecting CANCEL

1o key is pressed and the mouse sn't moved in any way for approximately one minute -



GAME CONTROL

that's during any
shown below the Game Control window will be reset 100, Press th
GAME CONTROL menu from any of its related option windows.

. START TWO PLAYER GAME

. SET UP TRICK SHOT

. ENTER DEMO MODE

. DISK FEATURES

. OPTIONS

. RETURN TO TABLE

Award Winners - Gold Edition

sclection, oo the ttle sequence is replayed. Note that the table arrangement

sc” key 10 retum 1o the

START ONE PLAYER GAME
Play for real against onc of four computer-controlled opponents including Jimmy himself.

Play for real

TWO PLAYER PRACTICE
Play for laughs against a human-controlled opponent.

-controlled opponcnt,

Arrange the balls (o setup tick shots or solve problems from any other game mode. You can
aksocreate and play the situation of your choice as this option doubles up s a handy single
player practice.

Watch two computer opponents play 10 see how it's done
Save games to disk for later use or load games, scores and breaks from disk.

s and scores from disks. You can also return to the tie screen

Remove all saved g
sequence from here.

Resume play from the table set-up shown below the Game Control pancl,
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CHOOSING AN
OPTION

START ONE
PLAYER GAME

WITH THE MOUSE
Move the arrow so that it points (o the desired option. Press the left-hand mouse button
< highlight the option in question thus

Pressing the right-hand button selects the highlighted option.

WITH THE KEYBOARD
—or ‘cursor’ highlight up and do [
npuom Press the RETURN key 1o select the highlighicd option.

CANCEL

your mind. Either way, highligh
A séloct CANCEL when it's available 0 retan 1o the previous menu of opions and ga
state.

You cannot UNDO the last shot played (sec PLAYING SNOOKER). You cannot use th
computer 10 determine the best w».m shot (sec PLAYING SNOOKER). You can save
‘game 1o disk for later use (sce DISK FEATURES). Any worthwhile human-produced scores
and breaks will be saved 1o disk once the game reaches a conclusion (see SAVING SCORES
AND BREAKS).

ENTER NAME 1

enter your

26lettersof

are available. Wel,other than the backspace key for delting the characte 10 the left of the
cursor. If you attempt to begin play without entering your name the highlight will return to

ENTER NAME and you will have to enter something. The name is considered entered when
the RETURN key is pressed.
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PLAY AGAINST ...

Satisfied with your name? Good (as youcansee, y levels
are shown 10 the right of the names). Highlight and select the desired opponent o begin a one
Player game (scc THE COMPUTER OPPONENTS).

HEAD OR TAILS
4 Having started a One Player Game, a ‘coin’ is *tossed” 1o determine who will break. The result
is shown thus

o begin play, select OK  either by pointing 1o it and pressing the right-hand mouse bution or
by simply pressing the ‘RETURN" key. See PLAYING SNOOKER for detais of how to play

You cannot UNDO the last shot played (sce PLAYING SNOOKER). You cannot use the
computer o determine the best possible shot (see PLAYING SNOOKER). You can save the
game to disk for laer use (see DISK FEATURES). Any worthwhile human-produced scores
and breaks will be saved 1o disk once the game reaches a conclusion (sce SAVING SCORES
AND BREAKS).

ENTER NAME 1

Both players must first registr their names. If Player 1 has entered a name previously, then it
is retained. The procedure for entering a new name is the same as detailed in START ONE
PLAYER GAME, S X

ENTER NAME 2
Aname for Player 2

entered as detailed above.

GAMI
Highlight and select to begin.
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TWO PLAYER
PRACTICE

HEAD OR TAILS ..
|« Having started a Two Player Game, a ‘coin’ s ‘tossed to determine who will break. The resul
is shown thus ..

To begin play, select OK — cither by pointing 1o it and pressing the right-hand mouse button of
by simply pressing the ‘RETURN” key. See PLAYING SNOOKER for details of how to play

You can UNDO the last shot played (see PLAYING SNOOKER). You can use the computer
10 pot any ball for you or (o determine the best possible shot. You can save the pratice game 10
disk for later use (see DISK FEATURES). Any worthwhile scores and breaks are NOT saved
o disk once the practice game reaches a conclusion.

ENTER NAME
Two names must be entered (unless they already have been via the two player game option).

START PRACTICE GAME
Highlight and select this o begin the practice session.

HEAD OR TAILS ...
< Two Player game,acoin’ s ‘tossed” The
result is shown thus ...

To begin play, select OK — cither by pointing 10 it and pressing the right-hand mouse bution or
by simply pressing the ‘RETURN” key. See PLAYING SNOOKER for details of how to play.




SET UP TRICK SHOT

You can UNDO mc m shot layed (sce PLAYING SNOOKER). You can use the computer
possible shot. the trick shot o disk for later use (se¢ DISK
FEATURES). Y\mc at scores are not kept in Trick Shot mode.

START TRICK SHOT EDITOR
Highlight and select to enter the Trick Shot Editor.

See USING THE TRICK SHOT EDITOR for details of how 1o use it

and cducational. Press the “Esc’ key during the demonstration 10 retum 1o the GAME
CCONTROL menu. Note that while the cue is in motion the ‘Esc” key has no immediate effect.

BEGIN DEMO GAME FROM THE START
Select this 10 see a complete game unfold before your very eyes

START DEMO GAME FROM CURRENT LAYOUT
Select this 10 begin play from the layout shown below the GAME CONTROL window. Now
the game that wa ly in play unfol
‘ou can also use this feature in conjunction with previously saved games 1o see how the
computer would handle them (certain trick shots can also be used). Load the saved game then
quit 0 the GAME CONTROL menu. Now select ENTER DEMO MODE and choose to begin
it from the current layout,
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DISK FEATURES

LOAD AN OLD GAME FROM DISK
Selecting this option presents you with a choice of 15 “slots’ on the disk, cach containing|
previously saved game. Slots with no tile are empty. To load the saved game of your choid

simply select it (using cither the mouse or keyboard). Once the sa
resume play from it.

ed game has loaded y0

1 )
title in question (o view the table arrangement below the panel. Holding down the left-han
mouse button allows you to move the highlight up and down the selection of saved games an
view

CANNOT LOAD AN EMPTY FILE

I« You cannot load an empty file, so don't ry. This is what you are shown if you do.

SAVE CURRENT GAME TO DISK
Selecting this option presents you with a choice of 15 *slots” on the disk to which games can b
saved, Presing he RETURN key rturns you ot Game Conirol menu. Otherwis, slec th

desired sl sh line of 27 dots) or :
asyou wouidan option. Now usethe keyboardlocner  name for th saved game, The nan
may beup 027 h.U names CAN includ

spaces, numbers, full stops and fashes. The BACKSPACE key removes the last characte
entered. Press RETURN 1o register the name and save the game. You will then be retumned
the GAME CONTROL menu.

To allow you to distinguish between the four possible saved game types a three-letter code i
added 10 the title of the game saved. You can see these in a column o the far right of the DISK
FEATURES panel



MMY WHIT

One Player Games are saved with the extension 1PG.
Two Player Games are saved with the extension 2PG,
“Trick Shots are saved with the extension TRK..

Practice Games are saved with the extension PRC.

the RETURN
saved game.

One Player Games will be saved as ONE V [COMPUTER PLAYER NAME] [SCORE].
‘Two Player Games will be saved as ONE V TWO [SCORE].

“Trick Shots will be saved as TRICK SHOT.

Pratice Games will be saved as ONE V TWO [SCORE].

SAVING SCORES AND BREAKS
Whena Oneor g clusion, the best human-produced scor

10 disk. Note that this ded is in the computer's internal
drive-ic, adisk
‘White's Whirlwind Snooker disk) ~ and that the scores and breaks are high enough to merit
saving in the first place.

VIEW BEST BREAKS 1PG AND 2PG
«Calls up this display of best breaks ...




VIEW BEST SCORES
|« Calls up this display of best scores. There is a separate table for each of the four levels of
computer opponent and the two player game.

COPYING SAVED GAMES

Here’s a useful means of copying saved games to another disk. Take your save disk and insert
itinto the computer’sinternal drive. Use the SAVE option to call up the saved games or scores
actually loads every saved game from disk). Remove this save disk and insert the disk to
‘which the games are Lo be copied (cmun, that it is formatted). Now usc the SAVE option —
will save notonly t

OPTIONS
|« The two options which cater for disk management are both used in the same way. If there's
problem crasing data, you will be warned with a ‘CLUNK!” sound and this window ...

Select CANCEL 1o return to the GAME CONTROL menu

ERASE ALL SAVED GAMES ON DISK
4 Selecting this option calls up this window

Select YES (0 remove any saved games on the disk. You will then be retarned 1o the GAME
CONTROL menu. Note that this does not affect the rest of the disk.

sed
for saving games. Ensure that the write-protect tb is cnabled, ie, the hole s closed. Insert the
disk into the internal drive then selcct the ERASE option 1o create the save game slots on the
disk.
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RETURN TO TABLE

ERASE ALL SCORE DATA ON DISK
< Sclcclmg this option calls up this window ...

Youwill then
(‘A\ﬂ: CONTROL menu. Note that this does not affect the rest of the disk.

QUIT TO TITLE SCREEN SEQUENCE
I you have a hankering to see that pretty swirling whirlwind pattern again, select this option.

Selecting this option from the outset will take you straight into the TRICK SHOT mode.
Otherwise, play will resume from the point at which it was abandoned ~ even if the computer
was thinking.
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PLAYING
SNOOKER

CONTROL
DURING PLAY

the focl poin is he middle of his bell

There are IJvrw ‘means to this end — wo of them are mouse orientated, the other is via Ul
By

board. A

pointing uusarrow atanicon and pressing or pressing and holding down the left-hand or rights
hand mouse button (or both even) the icon‘s function is activated. This arow can also be used
directly on the table and balls to activate certain functions.

Amixof nou and keyboard control i recommended. Author Archer Maclean prefers 10 usé
only the icons for applying cha takinga shot. g
he docs by using the mouse dircctly on the table and balls.

The tble s viewed from almost every possible angle viaa remote camera which s effectively
attached to the end of the cue. The camera ‘focuses’ on the central point shown here and its)
movement is relative to this point.

Atthe top of the screen is a control panel packed with small descriptive picturs of available
funcions - or‘cons'. Theseicons re slccid by pointing at them with the mouse- ~controlled

orboth at once.
pressed. Others behave the same regardiess of which button is used o activate them. Note that
this panel can also be placed down the left-hand side of the screen,




WHAT YOU CAN

EXPECT TO SEE

PLAYER 1 NAME

PLAYER 1 SCORE

PLAYER 1 BREAK

craw cud 1or sel_mrosmaTior

e sl Taxe sriol sioe sk

BACK P

SeT POwER

PLAYER 2 BREAK. CUE LEFT CUE RIGHT

PLAYER 2 NAME

THE BALLS ARE IN MOTION
Toshow thata he
asmall xmmmmuuun to look like this.

‘Some functions are understandably not available whilc the shot is being played. The functions
that can be used are detailed in CONTROLS.
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THE BREAK

POTTING A BALL

CHOOSING A COLOUR

THE COMPUTER
1S THINKING ...

‘The winner of the 10ss gets 1o break first. This player also gets to move the cue ball around (g
D' atthe opol tetabl.Simp atthe cue bal
heleft
wbb«i You can now move the cue ball around the ‘D' — but NOT ausideitor through (g
D i

break — all you have to o i set the power and spin as you sce fit
When a ball is potied in real snooker it hardly makes a sound. When a ball is potied in Jimmy
Whites Whirlwind Snooker, a ‘popping’ sound is heard, just 1o let you know that it has gong
in, and this small table appears in the control pancl

Use the mouse o move the arrow 0 oint o the desired coour ball on the abl the press
left-hand mouse button. Altematively, press the equivalent number key (but NOT on the
keypad) to choose, cg, key 2" for yellow, key 7' for black.

This clock symbol is shown whenever the computer is thinking. It could be the computer
opponent considering its next move or maybe you asked for help with the best possible shot
available. Whatever the reason, the mouse poiner is not available while the computer thinks,
Press the ‘Esc’ key if you wish 1o quit to the GAME CONTROL menu.
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ICON CONTROLS

FouL

|« Any playe: With the s from the
foul awarded 10 the * mnoccm ;\hycr this window is displayed ..
“The ‘innocent’ p s play tomakethe ‘guilty”
player play again. Point left-hand

mouse button to make a choice. Alternatively, press either *A’ or B on the keyboard.

TINK!
Ifa function cannot be performed, it won't be and a “TINK!" sound will be heard.

Simply use the mouse to move the arrow so it points to the desired function icon then prss a
mouse bution 10 activate it

VIEW Q BALL

4 You have to'be ‘on’ the cue ball to take a shot. If the TAKE SHOT cue ball icon has a cross on
it, youare ‘on’ the cue ball. Otherwise, press the left-hand mouse button to go straight in close.
10 the cue ball thus ...

«A sccond press of the lefi-hand mouse bution will rotate the view through 180 degrees. Press
the right-hand mouse button 10 g0 1o the cue ball thus .

180 degrees. If you
arcalrcady on’ the cue bal, the view will be rotated through 180 degrcs.
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VIEW LINE

ball will wavel if it is
Note that activating this function takes you to the cue ball if you weren't already ‘o

of the cue ball.

s o line. T
shows the angle at which an uninterrupted cue ball without any spin applied will rebound
acushion.

CONTROL
Press the left-hand mouse bution 1o return 10 the GAME CONTROL menu.
4Press the right-hand mouse button (0 call up this HELP menu ...

CHALK CUE

Press either the left-hand or right-hand button to apply chalk (o the tip of the cuc. Thisis us

toimprove the cue tip's ‘grip’ and so minimise the possiblity of miscueing. Notc that when
o e greater the spin

applied, the more chalk is required (there is still a remote chance of miscucing however).




TOP SPIN
Press either the left-hand or right-hand mouse button to move the hit point on the cue ball up

Top spin is also used o swerve the cue ball. Note
that using this function takes you 10 the cue ball if you weren'talready ‘on’ it

SIDE SPIN (left)

othe
et from the centre. The further the it point i 0 the e of the cue bal,the greater the rlghl-
hand side spin. Side spin is also used to swerve the cuc ball.
Note that using this function akes you 10 the cue ball if you weren'talready ‘on’

it
SIDE SPIN (right)
Press either the h Lon the cue ball o the
right “The further the the cu bal, the -
hand side spin. Side spin is also used 10 swerve the cue ball.

Note that using this function takes you 10 the cue ball if you weren'talready ‘on”

it

BACK SPIN

Pres ball down
{rom the centre 0 the top. The lower the it poini on the cue bal, th greate the back spin
applicd. Back spin s also used toswerve the cue ball,

Note that using this function takes you (o the cue ball if you weren't already ‘on’ it

TAKE SHOT
< Presscither theLeft-hand o right-hand mouse button to cal the cue into view and ke the shot
ball > be ‘on’ the cue ballin order
kY e TAKE SHOT.
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rekia Shet o The cross shows the point of impact of the cuc on the cue ball. If you are not “on” the
4010 it by selecting the TAKE SHOT, VIEW LINE, VIEW Q BALL or SPIN

1 you are ‘o’ the cue ball but the shot is blocked from a particular angle, s2y. by an
or a cushion, then *NO s displayed in the centre of the TAKE SHOT cue ball icor

You cannot take a shot while “NO s displayed so move around and up and over
unti the cross reappears. Whenever the cue ball is up against a cushion or behind an
the range of possible impact points is automatically calculated and displayed on |
SHOT cue ball icon as you move around the cue ball. Note that by pressing and hol
onc or both of the mouse buttons as the shot s taken you can actally follow the cu
the first bl it hits (sce FOLLOWING THE SHOT). You canalso manipulate the tab
“on’ 10 balls whilc the balls are in motion.

SCREEN TYPE
Drass either the left-hand or right-hand mouse button 1o toggle the positioning of the

cither above the table or o the side. 1 advisable 1o position the panel a the side wh
up or down the table. Place the panel at the top of the srcen when playing across

PLAN VIEW
$iow the able from above. There are eight different views available. With the co
positioned at the top of the screen, the table is . When the co
is positioned to the left of the screen, the table is viewed from the top and botiom

Pross the left-hand mouse button 1o call up the first plan view thus ..

<A second press of the left-hand mouse button calls up a plan view from the other cn
the table

A third press of the lefi-hand mouse button calls up a closer look at one end or sid
able .

A fourth press of the lefi-hand mouse button calls up a closer look of the other cn
the other end of the table ..




A fifth press of the left-hand mouse bution would call up the first plan view again, and so on.

Pressing the right-hand mouse button will ke you back to the original ‘in-play’ view of the
table. Pressing the right-hand tm i
selected with the left-hand mouse button. So, if you find a plan view o your liking and don't
wish 10 siep through time and time again with the left-hand mouse bution, simply call up the
desired plan view (using the lefi-hand mouse buton of course) then press the right-hand
mousebulion (o ‘remember” it. If you end up getting stuck between two plan views, select the
TAKE SHOT icon (0 return 1o the original ‘in-play’ view.

“Increase the angle between the camera and the table, i, the end or side of the table displaycd
atthe top of the screen is lified up’ 5o that the camera looks ‘over” the table thus ..

“bridge” over balls
is blocked.
4Decrease the angle between the camera and the ble, i, the end or side of the table displayed
atthe top of the screen is “pushed down’ so that the camera looks ‘along” the table thus ...

Pressand hold down the left-hand mouse button to slowly affect the view angle.

a‘medium’ speed.
Press and hold down BOTH mouse buttons to quickly affect the view angle.

CUE LEFT
Rotates the table anticlockwise.

Press and hold the left-hand mouse bution 10 rotate the table at a slow speed.




bress and hold the right-hand mouse button 10 fotate the table ata ‘medium’ specd.

Press and hold BOTH mouse buttons 1o rotate the table a high specd.
CUE RIGHT

Rotates the table clockwise.

Press and hold the left-hand mouse button (o rotate the table at slow specd.

and mouse button (o rotate the table at a ‘medium’” speed.

Press and hold the right
Press and hold BOTH mouse buttons 10 rotate the table & high speed.

SET POWER

) f the shot Ich Power 10 Lots Of Power. Pressand I
own cither the lefi-hand or right-hand mouse button then move the mouse up and dowr
ecrease and increase the cue power. The length of the cue i its box acts as a rough indical
o the arengih of te shot, The shorter the cue, the more powerfulthe shol. There are 88
Srengths in total (and with 23,040 possible angles and 81 different spin points, that
staggering 164 million p hots). o ion

cue poy
ncounters no other balls on ts travels, and that no form spin i applied 10 the cue ball),



4ZILCH POWER
The cue ball wil travel approximately half its diameer.
4LOW POWER
The cue ball will travel the distance of approximately two balls.
< MEDIUM POWER
‘The cue ball will ravel approximately three quarters the length of the table.
4LOTS OF POWER
“The cue ball will ravel the length of the table approximately four and quarter times.

INFORMATION
TnaOncor g actice game,
calls up this score information window.

This window \huw\ from the top, the maximunm points available from the balls remaining,
whether cither play . the bestbreak sofa

and uadiional shdor form - Playe 13 a1 the. 10p, Player 2 s below. Shown above and below
the players” scores are the quantitics of balls potied. At the bottom of this window the type of
game in play is shown.




o5 i R A

Press and hold down the left-hand mouse button to keep this window on screen.

Y L F G S BB N
AR ¥ i eR | AR s
TRICCHHGT turommaIowk

«In Trick Shot mode, pressing the lefi-hand mouse bution calls p this Trick Shot ¢
summary window .

ASK COMPUTER FOR BEST SHOT ‘
Pressing the right-hand button asks the computer to calculate and sct up the best possible
cithera potor safety. Note that TwoPla 1
Shot options.

UNDO

However, if you pointto this window
playinga Two Player Practice or Trick Shot, the word ‘UNDO” is shown. Pressing the left|
or right-hand button cancels the last shot taken (or in action) and resets the table 10
arrangement prior (o the shot.

ZOOM IN
Take a closer look at the action, The camera can zoom in this close

ZOOM out
Take a step back from the action. The camera can zoom out this far ...




USING THE
KEYBOARD

¥ View Line 4 Nomirnate Brown (During Game)

" Side Spin (Lef) s Nominate Blue (During Game)

3 Side Spin (Righ) 6 Nominate Pink (During Game)

N Back Spin 7 Nominate Black (During Game)

u Top Spin 1 Place Red (Trick Shot Only)

M Centalise Hit Point 2 Place Yellow (Trick Shot Only)

z Zoomn 3 Place Green (Trick Shot Only)

X Zoom Out 4 Place Brown (Trick Shot Only)

Q View Q Ball s Place Blue (Trick Shot Only)

» Plan View 6 Place Pink (Trick Shot Only)

c Chalk Cue 7 Place Black (Trick Shot Only)

w Sercen type o Clear Table (Trick Shot Only)

2 Information Relay Tabie (Trick Shot Only)

s Compute Best Shot (If Available) Game Contol

A Answer Question + e um.m J

B Answer Question Set Cue Power (Dec

CRSRUP  View Angle (Decrease) Take Shot ol To o Ba)

CRSR DOWN View Angle (Increase) UNDO (1f Available)

CRSRLEFT Gy Repeat Previous Key Command

CRSRRIGHT Cue Right Key Command

( Cue Left Fine Comw\) Cor

) Cue Right Repeat Previous Key Commnd

2 Naras Yaiow munng Game) Repeat Previous Key Command

3 Nominate Green (During Game) A Repeat Previous Key Command
the shot. The point or

are removed. he Esc” Whilst

balls are moving, and the game waits unt the current shot has ended.
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JiMmy WHITES

T 7 o IBM PC KEYCARD

LK g s e
o W Bt Gt hiditramints

ICON FUNCTIONS USING LE 'MOUSE BUTTON

SDESPIN VIEW ANGLE
s (sLow speeD)

cu L

IGHT FUNCTION MESSAGE
(stow speeo)

WINDOW OF UNDO

CALCULATE  SIDE SPIN  VIEW ANGLE SET POWER
BisTsHOT () (MEDIUM 5PEED)

TAKE SDESPIN  SCREEN  BACK REMEMBER  ZOOM OUT ZOOM IN

CUE LEFT/RIGHT FUNCTION MESSAGE
ot (wehm _rvee o PLAN ViEW (MEDIUM SPEED) ___ WINDOW OF UNDO.




—
CTION MAN

USING THE MOUSE | Thisis robuby the most‘natural method of playing Jimmy Whit's Whirbwind Sracker. As

ON THE TABLE being pressed or pressed and

held down produces Giteron [umlvonx, Here, however, the functions depend on whether the
amow is pointed at a ball or an empty ara of table.

nts o any area of icon p.mtlorxba]l Press

and hold down only e i mouss buton - he artow will um i s

¢ the mouse
1o *draw” acircle around the camera’s focal point (see WHAT YOU CANE. XPFCT TO SEE).

ofthe camera'sfocal point, h Tastr the table roates.

the right-hand mouse by il gatthe table  the arrow

will wm into this

ina in on the table. Moving the
mouse in a reverse direction makes the camera zoom out from the table (see ZOOM IN and

ZOOM OUT in the ICON CONTROLS section).

thi




— yopemte o ool e e

FOLLOWING THE SHOT

“draw”acirclear

the camera’s focal point (s WHAT YOU CAN EXPECT TOSEE). Th fastr the nnmu
moved, the.
focal point, ‘e faster th tbleroates an .

Use the mouse to point the arrow at any ball cn the table. Pressing the: Icﬁ -hand mouse bull
puts you ‘on” that ball. atthe b
in question rotates the table through 180 degrees. Note that this has a different effect in T
Shot mode (see TRICK SHOT). If the ball touched by the arrow is not the cue ball, pressing i
right-hand button lins up the centre of the ball in question with the centre of the cuc ball
the view is adjusted accordingly.

Ifcith pressing
the right-hand button has a different effect. In a One or Two Player Game, this action lines uj

he view the bal

docs not necessarily set up a perfect shot). Ina Two Player Practice game or Trick Shot mode,

the computs 1l you have
t ‘with the UNDO functi

of angles.

As soon as the shot has been taken you may wish o follow the action. You could use the four
plan views. Alternatively, you can enjoy a super-fast and impressive viewpoint as the camera
swoops around the table following the cue ball. This is done by immediately holding down one
orboth of ycn\urmb that the arrow poi TAKE SHOT icon and
the mouse buttons are used as follow:

the first isachieved
by pressing and holding down the ‘RETURN' key.




WSING THE TRICK
SHOT EDITOR

Pressing and holding down the right-h follow the angle of
the cue ball from the point at which the shot was taken.

Pressing and holding down both mouse buttons makes the camera follow the the angle of the
first ball hit by the cue ball from the point at which the shot was taken.

Pointing o the VIEW Q BALL
‘makes the camera follow the cue ball from behind. Alternatively, point to the VIEW Q BALL
icon and first hand bution the table. Now press and hold
down the left-hand bution 1o follow the cue ball from behind but at a higher viewpoint.

Almost all of the functions available in a One or Two Player Game or Two Player Practice are
available within this option. Those which are behave differently or simply do not work are
detailed here.

The major difference between Trick Shot mode and the Game and Practice options is that the
balls can be arranged at your leisure. To move any ball on the table, use the mouse o point the
amow at the desired ball and press the lefi-hand mouse button to move 1o it (pressing the right-
hand button takes you 1o the ball but also lines up its centre with that of the cue ball in the
process). Press and hold down the left-hand mouse button while pointing 1o the ball and move
the “The arrow will 10 show that the
ball has been ‘grabbed”

Itshouldn’t come asany great surprise to learn that you cannot place one ball on top of another.
'You cannot place balls outside of the table, on the cushions or in the pockets either.




“To remove any ball other than the cue ball from the table, grab it (so the arrow becomes
then press the ‘DEL key.

|« You will notic that there are a few additions to the panel of icons - the collection of ol
balls in particular. These are used to place the balls on the table in one of two ways - cilh
circular form around the camera’s focal point (scc WHAT YOU CAN EXPECT TO §
thos ..

-
and so the focal point is altered. Altematively, the balls can be placed in a sraight line in
of the camera’s focal point thus

i

s focal point.

the ball in a straight linc ahead of the camera’s focal point, Pressing the number keys (not o

the keypad) — cg, key 1" for ared, key ‘7’ fora black —also places the corresponding balls
faulti pattern).

if it already exists on the table.
CR

: s icon. Press the et the table:
of every ball except the cue ball (the same effect is achieved by pressing the ‘0" key — but not
on the keypad). Press the right-hand button 1o relay the table from scratch. The same cffect s
achieved by pressing the BACKSPACE key.
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UNDO
Select this function with the lefi-hand mouse button 1o reset the table to the layout used prior
10 CLRing the table or playing a shot. Pressing the ‘F10" key has the same effect,
Exiing from the Trick Shot mode to the Game Control menu UNDOs the previous shot or
CLRance.

4 Use the left-hand mouse bution to select the INFO icon or press the 2" key to call up this
summary of controls ...

I you need a it help potiing a ball simply ask the computer to do it for you. First, activate
a view line. Now point 1o the ball you wish to pot. Press the right-hand mouse button to make
the computer set the approximate angle and power settings necessary to pot the ball

THE COMPUTER
7O TAKE SHOTS

I€you find yourself stumped when it comes to playing a shot within a game situation, try this
SOUVIRGIAME | (o s o oo o plying a shot ilin e
toplay the shot —ie, you can use iputer to show you how
the shot should be taken (see USING THE COMPUTER TO TAKE SHOTS AND ASK
COMPUTER FOR BESR SHOT). You can also use the Trick Shot ©option in the same way to
solve saved games.




Peoplearen’s table s open o a very small
of error. This is reproduced here. The pack of reds is relaid with every new game. To se6
effect in action, follow these simple steps from within the Trick Shot option ..
Relay the table by pointing to *CLR” and pressing the right-hand mouse bution. Zoom in
| red ball and adjust the view so that the pack is seen thus

Now replay the table. With cach press of the right-hand mouse button you will sce the.
shuffle slightly as they are relaid. The program never produces the same layout twice.

Ifth ispr
Same Control menu.

the Tri
in the Trick Shot mode.
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GETTING
STARTING

Welcome this brief guide to geting sard wit inmy Whic's Whittwind Snooker Bc[om
youatiemptto play for real we you geta feel for hat

the balls work by using the Tk Shot option.

0, selectthe SET UP TRICK SHOT from the ONTROL menu. You will be presented
4 with this view of the table .

This is actually a perfect break position - but more of that later. There are three main methods
of playing Jimmy White's Whirlwind Snooker. The first is by using the panel of small boxes
(‘icons’)at the top of the screen. Each icon has its own function (some have more than one)
whichis activated by using the mauscconvollcd arrow you see on screen. Mcvc mcarmw so
hat it
mouse buton,the rightand mouse button or both mouse buton wil et the fumllum

‘The second method of control is the keyboard. The functions are simply activated by pressing
the respeciive key (see the KEYBOARD SUMMARY).

Method Three s
then used o activate certain functions, such as actually mkmg lln. shot ATl tree methods of
control are available at once, so feel firee touse any blend you see fit

Right, your st shot. And sceing as the table’s all et for a break, this might as well be it. When
you first enter the Trick Shot option (or, indeed, any other option which involves actual play),
the cue ballis always positioned fora perfect break. All that’s required of the player is 1o sct the
strength of the shot.

i i TYPE icon.

hand or right-hand mouse button to move the panel of icons at the top of the screen 1o the left-




hand side. (Aliernatively, press the ‘W ke). Thu mm seing e cue powcr 3 Tt cas

's shown whu\
panel’spl ly.
hi-hand m
wrmd | bution. Move the mouse upand down 0 adjustthe power s patho cue's p s next othel
- & |4 of the icon description window thus
(Alienatively, you could use the *+° and - keys), This s {he a near-perfect power setting

a hwl\.hy break 50 1et's doit. Point o the TAKE SHOT icon and press cither the left-hand
nd 10 take the shot. (4 ly, pressing the ‘RETURN” key has
e ety The arrow will change 0 show tha the shot i being zken and will stay that wi
i the balls are no longer in motion. The cue ball should end up ‘somewhere around here
|« the baulk region ..

1 the cue ball hi the blue on the way back, that’sjus bad luck. Now et's take that shot agai
bt witha difference. Point o the UNDO icon (which salso heicon desciption ‘window)
press the left-hand mouse button (0 feturn the able layout 10 before the shot (you should

2 popping sound 100)-

Point to the TAKE SHOT icon again and this time press and hold down the left-hand mouse
vt 1o take th shot. The camera view will follow the cue ball and the first ball it it. Select;
UNDO:! youplay
the shot. fihe cuc|

the sho s taken makes the camera follow the angle u(ljw hm ball hit by the cue ball. Try it

A fourth meansof ollowing the shottakes you rightnto the heartof the 2c00% By pointing 10
the VIEW QBALL 4
you can follow the cue bl from dircely behind. (Altematively, press and hold the ‘Q” key of
hold down the ‘RETURN” key while the shot is playcd).




With a few practice breaks under your belt, lets try potting a ball - any ball. How about the

yellow in the top comner pocket? First, move the brown ball out of the way. Point 10 the brown

ball and press the left-hand mouse bution. You should be ‘taken’ (o the brown ball 5o that it is

now the focus of your attention. Still pointing to the brown ball, press and hokddown he lft
(T

that the ball is ‘grabbed"): Use the mouse to move the brown ball out of the way. (This method
is used to move any ball around the table in Trick Shot mode).

Select the VIEW Q BALL icon (or press the ‘Q" key) to go to the cue ball. To find the yellow
ball younced tomove the table rounda bit. Point to the CUE LEFT/CUE RIGHT icon and press
the left-hand mouse button or use the left and right arrow keys on the keyboard to perform the.
same function

se th i area of the table. Press
theleft-hand Noww
use the mouse 1o *draw” The faster the mou

is moved, the faster the table rotates.

(the arrow pointer should have changed shape again). Now the mouse can be used to trn the
icon

form and via the keyboard - ie, the up and down arrow keys).

Release both thearrow 1o
aclear area of able. Moving the mouse will take you closer 1o or further from the table. (For
further details of using the mouse on the table s USING THE MOUSE ON THE TABLE).
(This function is also available in icon form on the vertical panel and via the keyboard - ic, the
2" and “X” key




Anyway, back (o the yellow ball ... With the yellow ball in sight ‘grab’ the cuc bal
it slightly further down the table to make the shot alitle casier o take. To help line
point o the yellow ball and press the left-hand mouse bution. This will ine up the ¢
yellow ball with that of the cuc ball. Now point 1o the cuc ball and press the right-t
button to view the yellow ball again. When lining up a shot it pays (o make usc o
LINE icon. Point 10 it and press the left-hand mouse button. A single broken view
<appear thus ...

This view linc shows where the shot will send the cue ball. Now you can adjust |
angle of contact between the cue ball and the yellow ball by moving the table as beft
Then take the shot

Sothe yellowdidn’t goin, ch? Fortunately in Trick Shot mode (and Two Player Pra
matter) you can ask the computer for help. Select the VIEW LINE option but pre:
hand instead of the left-hand onc. Th double view line, the
showing the angle at which the cue ball will rebound from a cushion - provided
normal onc (ic, no spin is applicd). Now point to the yellow ball and press the right-
button, If it's possible 1 the pot the ball the computer will sct up the approximat
power necessary 10 do so. All you have 10 do is take the shot. Note that the compy
actually check 1o sce if the ball will definitely g0 in - more often than not it does,
guaranteed.

You can also use the computer to find the best available shot, be it a safety shot or
tothe information INFORMATION icon and press the right-hand mouse button. !
will think for as long as s necessary. When the computer’s finished thinking, you
shot

S it: s Jimmy White':
Snooker is 1o play. There’s plenty more for you 1o discover - just don’t be afraid to
(remember the UNDO function) and above all have fun!
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