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Getting Started

System Requirements
WINDOWS®95 / Windows®3.x

Suggested Minimum

* Windows 95 / Windows 3.x * 486 - 6OMHZ processor

® Pentium 75MHz e SMB RAM

* |OMB RAM o |MB SVGA

* |MB SVGA e 20 MB Iree hard drive space
* 200 MB free hard drive space

MACINTOSH®

Suggested Minimum

e System 7.X or better e System 7.x or belter

* PowerPC CPU * (BK CPU

* |6ME RAM * § MB RAM

* Sound Manager 3.0 * Sound Manager 3.0

e 20 MB free hard drive space * 200 MB free hard drive space

Altention: Macintosh Users

The network multi-play portions of the AIR HOCKEY® game were nonfunctional at the date of
release, Qur programmers will remedy this problem in the near future. Please check our
websites www.pmenterprises.com or www.patchproducts.com for more mnlormation. We
apologize for any inconvenience this may cause the Macintosh users. For additional technical

support, contact PM.E. at: (919) 462-000]1 extension 111



Installing Play This, Play That™

Windows 95

1.

Start Windows 95 and place the Play This, Play That CD in the CD Drive,
label side up. Close the drive tray.

2. The installation program will automatically load unless you have Autorun off.

If this is the case, double-click the My Computer icon on the desktop. Then
double-click the Play This, Play That icon.

. Click the Install button. Then follow the on-screen instructions to complete

the installation.

Once the installation is complete click on the Start menu. Go into the
Programs submenu. Go into the Play This, Play That submenu and click on
Play This, Play That.

Windows 3.x

1. Start Windows 3.x and place the Play This, Play That CD in the CD Drive,
label side up. Close the drive tray.

2. From the File menu, select Run.

3. In the dialog box type D:\setupl.exe and click OK. Use the actual letter ot
your CD-ROM drive in place of the "D".

4. Follow the on-screen instructions to complete the installation

5. Once the installation is complete, double-click on the Play This, Play That
icon to play.

Macintosh

1. Place the Play This, Play That CD in the CD Drive, label side up. Close the
drive tray.

2. Drag either the Minimum Play This, Play That Install or the Full Play This,
Play That Install folder to your hard drive.

3. Open the [older on your hard drive.

4. Double-click on Play This, Play That.exe.



Autorun

To install Play This, Play That click on the Install button located on the Autorun
screen and follow the on screen directions. Each game can also be installed
individually by clicking on the Individual Install buttons.

To start the Play This, Play That click on the icon placed in your start menu or
click on Play located on the Autorun screen. Once the opening sequence has played
through the Arcade screen will appear.

The Demos button will open up the folder containing all of the demos supplied
with the game pack. To install a particular demo open up its folder and run its setup
program.

If you need to install DirectX click on the DirectX button. This will run the
DirectX setup program.

Links to PM.E. Inc’s and Patch Products’ web sites are available by clicking on
either Link button. You will need an Internet connection before you can connect to
our web pages.

The Exit button will close the Autorun screen.

Arcade screen

The Arcade screen has a button to represent each of the games included, a text
area to display a description of each game, and an exit button to quit out and return

you to your operating system.
Moving over a particular game button will highlight it and display a description of

the game in the text area at the bottom of the screen. Clicking on one of the
buttons will load that game.

Main Interface

Each game has the same basic interface that borders the screen. Moving your
cursor over the buttons on the bottom left and right sides of the screen will pop
out what each button represents. The buttons on the left side of the screen are:
New/End Game, Load/Save Game, Options, and Quit. The buttons on the right
hand side of the screen are: High Scores, Pause, Help, and About. Here is a
description of what each button does:



New Game (Shortcut key - N)
Displays any setup menus or options for starting a new game. This option is
only available when no games are active.

End Game (Shortcut key - E)
This button is available only during an active game. This will end any game
currently in progress.

Load Game (Shortcut key - L)
Loads previously saved games for the current game only.

Save Game (Shortcut key - S)
Saves the current game only.

Options (Shortcut key - 0)
Displays a menu with settings that can be modified pertaining to the currently
selected game.

Quit (Shortcut key - Q)
Ends the current game and returns you to the Arcade screen.

High Scores (Shortcut key - H)
In all games but AIR HOCKEY" this button will display the High Scores menu
for that particular game.,

Pause (Shortcut key - P)
Pauses the game and displays options for Intermission or continuing the
current game.

Help (Shortcut key - 2)
Displays helpful information for each game.

About (Shortcut key - A)
Displays information about P.M.E. Inc. and Patch Products, Inc. including
current and future titles in development.



Air Hockey®

The classic table top game you plaved as a kid can be played either against the
computer or against another human player via a local area network for the PC. To
begin the game, click on the New Game button at the bottom of the screen.

Game Play

To control the paddle move your mouse
around and watch as the paddle
corresponds to your mouse movement. You
control the paddle at the bottom of the
screen. You can not cross over the center
line, nor can your opponent. The player thal
reaches the Total Points first, wins. The
bottom of the board displays the player’s AR
name, current score, and number of games 3 ———
won (if needed). The Main Interface is
hidden during game play. To pause the game
and reveal it, press the space bar on vour keyboard. The Options menu will allow
you to change the physics of the game to play more toward your style.

Single Player

There are five levels of Artificially Intelligent players to play against during a
Single Player game: Beginner, Novice, Amateur, Pro and Champion. Each level
contains 16 different players. In all modes of play (except Round Robin) you can
specify the level of skill for yvour A.l. Opponent. There are different paddles and
pucks from which to choose, allowing you to customize any game. The point total
for each game can be set from 5 to 30. There are three different modes of single
play from which to choose. Click on the tabs at the top of the new game menu o
cycle through them. One on One mode is you playing against a computer opponent
in a single game or in a Best Out Of series. The Tournament mode places you in a
single elimination four round tournament with 15 other computer players. Finally,
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a Round Robin tournament places you and 31 or 63 computer opponents into 8
different groups. Each player is required to play every player in his or her group.
The top 50% of each group moves up to the next round where they repeat the
process from the first round. The player with the most wins in the final round is
the winner. After each game there is a summary screen to see how well you did in
the previous games. During tournaments a standings screen is available at the
game summary to keep track of your record and how you are progressing through
the tournament.

Rating System

As you are setting up your game to play, typing in a name in the Create Player
edit box can create a new player. A rating system has been devised to track your
skill level as compared to your A.l. Opponents. Each A.I skill level is assigned a
number: 1 through 5, with 1 being for the Beginner and 5 for the Champion. With
each win you receive a number based on the skill level of your A.L. Opponent. If
you lose you receive a 0. These numbers are added together and then averaged
against the number of games you have played. That average determines your
average skill level and is displaved as Beginner, Novice, Amateur, Pro or Champion.
The more games you play, and the tougher the opponents you beat, the better you
will see yoursell become.

Multi-player

Setting up for a Local Area Network game is similar to that of a single player
game. You can enter your name or load a previously created player. Depending on
whether you host or join a game will determine what options you can set. 1f you
Host a game then all of the game play settings will be handled by you: paddle
selection, puck selection, score total, type of game, and what board on which to

play.
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Skeet Shooter

Skeet Shooting is a test of skill. Your objective is to shoot the clay pigeons as
they fly across the target board. Where you hit the targets will determine how
many points you are rewarded. There are five target areas going from bottom to
top: 50 points, 40 points, 30 points, 20 points and 10 points. Any clay pigeons shot
outside the board are awarded zero points. To begin the game, click on the New
Game button at the bottom of the screen.

There are three distinct types of play in Skeet Shooter. Click on the tabs at the
top of the new game menu to select a game. The object in Championship is Lo
score the most points by the end of the last round. The object in Timer is (o score
the most points before time expires. In 25 Shot the object is to be the plaver with
the highest score after firing only 25 shells.

Each type of game can be set up for your style of play (target speed, auto
reload, number of rounds) and every game can have up to four other people
playing at your computer. There are three gun types to use: 12-gauge Shotgun
(easy), 20-gauge Shotgun (medium), and .22 Rifle (extremely hard).

Once the game has begun, use your mouse to aim the gun. To release the clay
pigeons and begin each round, either click on the engraved wood Pull button on
the interface or press the Space bar on your keyboard. To fire your gun use the
left button on your mouse. The Reload button on the interface or your right
mouse button will reload the gun. If Auto
Reload is selected during the game setup
then the computer will handle the reloading
of your gun for you. The bottom of the
screen displays how many players are
playing, their score, what round it currently
is or how much time is remaining, and how
much ammunition is left in your gun.

At the end of each game an overview
screen will appear with information on total
score, hit percentage, and best streak for
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hitting the clay pigeons. From here you can even see a graphic representation of
where your shots landed on the target board by round, or display all of your shots
together. To view this, click on the Shot Summary button on the Game Scores
menu and use the engraved wooden buttons on the interface to cycle through the
ditferent summaries. Be sure to check the high scores to see how well you are
doing in each of the three different games.

Saloon Shootout

The objective is to score the most points in the time given. Not everything that
can be shot has a bulls-eye, some of the most interesting targets in the game are
hidden! To begin the game, click on the New Game button at the bottom of the
SCTeen.

When starting a new game you can enter in your name and set the time limit
(30 seconds to 4 minutes). There are three different modes of play. The Standard
Game is as it sounds. This plays like most shooting galleries. Items will appear and
disappear and as you hit them vou earn points. The Hectic Game has many more
targets appearing and disappearing. This game is more fast-pasted than the
Standard Game and is not for the beginner. The No Timer game, or practice mode,
allows you to take your time and shoot at everything in the saloon. However, in
this mode you won’t score points or even earn a place in the High Scores.

Once the game has begun, use your
mouse to aim the gun. To fire vour gun use
the left or right button on your mouse. The
gun has unlimited ammo, all vou need is
good aim. The interface at the bottom of the
screen will display your name, the point
values for hit bull’s-eyes and hidden targets,
your total score, and the time remaining. At
the end of the game a summary screen will
appear with an overview of your previous
game. Be sure to check the high scores to
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see how well vou have done in the Standard Game and the Hectic Game.

Odd Man Out

Like the name suggests, the idea of this game is to end up with one chip left.
To begin the game click on the New Game button at the left of the screen. There
are three different boards to play on (Tri-A-Jump, Jump-A-Cross, Jump-A-Round)
and six different chips from which to choose. To start a game select the board and
chip and press the OK button,

The game is played by “picking up” a chip and jumping over an adjacent chip.
This removes the chip that was jumped over from play and earns one point.
“Picking up™ or “putting down™ a chip is accomplished by moving the cursor over
the desired chip and clicking. This will select the chip and place it as your cursor.
Clicking again will place it in the desired location. If it can not be placed it will
return to its original location. A bonus of one point is awarded if only one chip
remains and it is in the original blank spot.

At the top of the screen are the displays
tor how much time has passed and how
many points have been scored in the
current game. Once all of the available
moves have been made or the board is
cleared the game will end and the High
Scores menu will be displayed. From here
you can enter in a name and view all ol
the previous high scores in any of the other
Odd Man Out games.
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To select the type of memory game to play, move your cursor over one of the
tiles in the new game menu. The box at the bottom of the screen displays the
name and a small description of the game. To play the game click on the game tile
of your choice. There are eight different forms of the memory game: Short Stuff,
Enuff Stuff, Tuff Stuff, Tile Mania, Tile Zania and Tile Insania.

These games play like the classic memory game. The basic idea Is to find two
tiles that match by “flipping” them over. To flip a tile over, simply click on it. As in
the classic game, only two tiles can be face up at a time. A score is accumulated
for every pair of tiles flipped over. The goal is to try and get the lowest score in
the least amount of time. The different games vary in difficulty by the number of
tiles that must match.

Face Up and Face Off

These games provide a slight twist in the
classic memory game. The basic idea is the
same, in which you must find pairs of tiles
that match. Initially, the game seems easier
since all the tiles are face up. The catch is
that tiles can be stacked on top of one
another and the fact that you can’t always
click on a particular tile! A tile is eligible to
be clicked on if there is at least one blank
space either to the left or right of the tile on
the same level. Each eligible tile highlights
when the cursor is moved over it. The game is over when either all the tiles have
been cleared, or when there are no more matches left. The latter can happen if
two matching tiles are stacked on top of one another. Pressing "M"” on your
kevboard will reveal all current matches, but makes your score ineligible for the
high score lists. The goal is to get the highest score in the least amount ol lime.
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At the top of the screen are displays for how much time has passed, your score,
what game you are playing and how many matches are left. Once all of the tiles
have been flipped over or all of the matches have been made, the High Scores menu
is displayed. From here you can enter in your name and view all of the high scores
from the other Memory games by clicking on the tile for the scores you want to
view. The OK button at the bottom of the screen will close out the High Scores and
return you to the Memory game.

Walk the Plank

Walk the Plank is another twist in playing the classic word game, hangman. To begin
the game, click on the New Game button at the bottom of the screen. The new game
menu is displaved with options for easy or hard game play and easy or hard phrases. On
the easy game play, you get six misses per puzzle. On the hard game play you are
allowed six misses in total before the game ends. If you select easy phrases you will be
given a category clue at the bottom of the screen. Once you have selected the settings for
vour game, click on the OK button to begin a game.

You are given blank spaces representing a word or a phrase from the category
displayed. As you click on letters, (represented by coins on the top and right hand side of
the screen) either letters appear in their appropriate spaces in the blanks or you lose
footing on the plank. You are displayed as the pirate on the right. If you get your choices
wrong you come closer to falling into the
shark-infested waters. Your nemesis is on the left DED &8 9000Q@ &0

of the screen and is trying to fight you back. If : :
yvou solve the puzzle then you cause him to fall = - m
in and win the game. = !

At the right hand side of the screen is your
current score and how much time has elapsed.
Every time you win you can continue on to fight
some more. The High Scores menu will appear
and vou can enter in your name. The more
phrases you get, the higher your scores becomes,




and the longer you live. If you lose, well, the game is over, and into the water you go!

Un-Installing Play This, Play That™

To remove Play This, Play That from your Windows system:

1. Start Windows 95 / Windows 3.x.

. Within the folder containing Play This, Play That.exe is a program
called unwise.exe.

3. Double-click the unwise.exe icon.

[

4. Follow the on-screen instructions to complete the removal

Troubleshooting

GENERAL

Problem: Running Play This, Play That presents a black
SCIeernl.

1. WINDOWS 3.1 / 3.11 & MACINTOSH: Make sure your monitor 15 set
to use 256 colors.

3. WINDOWS 95: Make sure your monitor is set to use 256 colors or
more.

2. Make sure your screen resolution is 640 x 480 or greater

Problem (Macintosh only): Running Play This, Play That presents a dialog box
that says “Error allocating memory.” On the desktop, select the Play This, Play
That icon, then go to the File menu and select Get Info. Increase the Minimum
and Preferred memory sizes by 1000 K at a time, and restart Play This, Play That.
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FILE NOT FOUND

Problem:

When starting Play This, Play That, | get the message
“A required .DLL lile, Wingde.dll, was not found.”

® Re-Install Play This, Play That.

Problem:

When starting Play This, Play That, 1 get the message
“A required .DLL file, Wing32.dll, was not found.”

* Re-Install Play This, Play That.

Problem:

When starting Play This, Play That, | get the message
“A required .DLL file, Wing.dll, was not found.”

¢ Re-Install Play This, Play That.

Problem:

When starting Play This, Play That, 1 get the message
“A required .DLL file, Msvcrtd.dll, was not found.”

¢ Re-Install Play This, Play That.

Problem:

When starting Play This, Play That, |1 get the message
“A required .DLL file, Wsock32.dll, was not found.”

® Re-Install Play This, Play That.

Problem:

When starting Play This, Play That, I get the message
“A required .DLL file, Winsock.dll, was not found.”

® Re-Install Play This, Play That.
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Problem:

When starting Play This, Play That, 1 get the message

“A required .DLL file, Dsound.dll, was not found.”

e Install Direct X 5. We have supplied the latest version of Direct X on the CD-Rom. It
can be accessed through the Autorun screen or going directly to the root of the CD-Rom.

Technical Service and Support

P.M.E., Inc., 202 New Edition Ct., Cary, NC 27511
Telephone: (919) 462-0001 extension 111, FAX: (919) 462-0051
Hours: Monday through Friday 8:00 a.m. to 5:00 p.m. (EST)

Check the “Troubleshooting” section on pages 16-18 for specific questions
regarding hardware or software compatibility and other potential solutions.

You may call TECHNICAL SERVICE AND SUPPORT with additional questions.
If you choose to write or fax us your inquiry, please provide detailed information
about both yvour computer software and the nature of your system.

Please include your address and telephone number,

Customer Service

If you have a problem, a question or a suggestion regarding this Software, please call
our Technical Service and Support Department, (919) 462-0001 extension 111.
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P & P INTERPLAY

End User License Agreement

IMPORTANT -~ READ CAREFULLY - This
Licerse Agreement & 4 legal agreement between
you |either an mndevidual of a singhe eatity) and

P & P interplay for the software product
software, whether on disk or compact disc, in
read only memory, of on any other media, the
related documentation and fonts (the
“Software”). By mstalling copying, or otherwise
wsing the Software, you agree 1o be bound by the
terrmes of this License.
SINGLE, END USER LICENSE - This & a license;
this product & not sobd. P & P Imterplay grants you
& nonexchusive fiense 1o se the Software
acoording to the terms and conditions henein. This
Licerrse Agreement penmits a singhe user to mstall
ihe Software on only one mputer al one
lncation at amy one time, This License permits you
to make one copy of the Saftwase in
machine-readable form for badkup purposes only.
This Software may contain a prnted manual and
accompanying documentaton (the TDocumertation”)
or elertronic Docurmentation. If the Documentation
& in printed form, it may not be copied. If the
Documentation is electronic form, you may print
out one (1) copy, which may not be coped,
OTHER RESTRICTIONS -« This Licanse & your
proaf of purchase 1o exercse the rights granted
herean and must be retained by you. You may not
rent or kease the Software. but you may transfer
¥our nghts undey this Licerse on @ permanent
basts provided you transfer this License, the
Software, and all accompanying Documentation

and fonts, retain no copies, and the recigient
agrees to the terms of this License.

trade secrets and other proprietary matenal. in
oeder o protect them, and except as permitted by
applicable legrslation, you may not decompile,
reverse engineer, disassemble or otherwre
reduce the Software to a human-perceivable
form. You may not modify, network, loan,
destribute or create derivative works based upon
the Software in whole or in part. You may not
electronically transmit the Software from one
uemputer (o anathet.

IT15 ILLEGAL TO MAKE UNAUTHORIZED
COPIES OF THIS SOFTWARE. - This Software is
protected under federal copyright w1t & illegal
to make or destribute copies of this Software
except to make a backup copy for archival
purposes only. Unauthorized duplication of this
Software comstitutes copynghl infringement.
Federal civil penalties allow the recovery of actal
damages based on the number of copees
produced, or statutory damages of up to
§100,000 for willful copynght infringement.

LIMITED WARRANTY NOTICE - P & P interplay
warrants the compact disc on which the Software
s recorded fo be free from defects in materiaks
and workmarship under normal ise for a period
of ninety (90) days from the date of purchase &
evidenced by a copy of the receipt.

P & P interplay’s entire liability and your
enchusive remedy will be replacement of the
compact disc not meeting P & P interplay’s

limited warranty with a copy of the receipt P & P
Interplay will have no resposibility to replace
disc damaged by accident, abuse or
misapplcation. Please retum the defiective
compact disc with a copy of the receipt to- Patch
Interactive /o Interactive Division, PO. Box 268,
Beloit, W1 53511, This policy applies 1o the
original purchaser only.

ANY IMPLIED WARRANTIES O THE (OMPACT
DISC, INCLUDING THE IMPLIED WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE. ARE LIMITED IN DURATION
TONINETY (90 DAYS FROM THEE DATE OF
DELIVERY. THIS WARRANTY GIVES YOU SPECIFIC
LEGAL RIGHTS, AND YOU MAY ALSD HAVE OTHER
RIGHTS WHICH VARY BY JURISDICTION.

MO OTHER WARRANTIES. TO THE MAXIMUM
EXTENT PERMITTED BY APPLICABLE LAW.P & P
INTERPLAY AND ITS SUPPLIERS DISCLAIM ALL
OTHER WARRANTIES, ITHER EXPRESSED O/
IMPLIED, INCLUIDENG, BUT NOT LIMITED T0,
IMPLIED WARRANTIES OF MERCHANTABILITY AND
FITMESS FOR A PARTICULAR PURPOSE, WITH
REGARD TO THE SOFTWARE P & P INTERPLAY
DOES NOT WARRANT, GLARANTEE OR MAKE ANY
REPRESENTATIONS REGARDING THE USE OR THE
RESULTS OF THE USE OF THE SOFTWARE IN TERMS
OF ITS CORRECTMESS, ACCURALY, RELIABRITY,
CURRENTMESS OR OTHERWISE. THE ENTIRE RISK
AS TO THE RESULTS AND PERFORMANCE OF THE
SOFTWARE 15 ASSUMED BY YOU. THE EXCLESION
(OF MAPLIED WARRANTIES IS NOT PERMITTED BY
SOME JURFSDICTIONS. THE ABOVE EXCLUSION MY
NOT APPLY TO YOU.
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A e e e o — - - ——— -

-

WO LIABELITY FOR COMSEQUENTIAL
DAMAGES. TO THE MAXIMUM EXTENT PERMITTED
BY APPLICABLE LAW, IN NO EVENT SHALL P& P
INTERPLAY OR ITS DIRECTORS, OFFICERS,
EMPLOYEES, AGENTS OR SUPPLIERS BE LIABLE FOR
ANY SPECIAL, INCIDENTAL, INDIRECT, OR
(DNSEQUENTIAL DAMAGES WHATSOEVER
(IMCLUDIMG, WITHOUT LINITATION, DAMAGES FOR
LOSS OF BUSINESS PROFITS, BUISINESS
INTERRUPTION, LOSS OF BUSINESS INFORMATION
OR ANY OTHER PECUNIARY LOS5) ARISING OUT OF
THE UFSE OF OR INABILITY TO LISE THE SOFTWARE,
EVEN IF P & P INTERPLAY HAS BEEN ADWISED OF
THE POSSIBILITY OF SUCH DAMAMGES. BECALSE
SOME STATES AND JURISDICTIONS DO NOT ALLOW
THE EXCLUSHDN OR LIMITATION OF LIABILITY FOR
(ONSEQUENTIAL OR INCIDENTAL DAMAGES, THE
ABOVE LIMITATION MAY NOT APPLY TO YOU,

in na event shall P & P Interplay’s total
hability 10 you for all damages, losses, and causes
of action (whether i contract, tort, inchuding
negligence or otherwise) exceed the amount paid
by you for the Software and fomis.

TERMINATION « This License is effecthe untd
terrmanated. You may ermingte this License at any
time by destroying the Software. related
Documentation and fonts and all copies thereof
natice fom P & P Interplay if you ksl to comply
with any provision of this License. Upon
t=mination, you mast destroy the Sofrware, eiated
Documentation and fonts and all copies thereof

20

EXPORT LAW ASSURANCES - You ageee and
certify that neither the Software nar amy ather
techinical data received from P & P Interplay, nor
the direct peoduct thereof, will be exported
outside the United Sates except 3t suthonzed
and as permitted by the laws and requlations of
the United States, If the Software has been
nghtfully abtained by you outsede of the United
States, you agree that you will not re-export the
Softwase nor any other technical data received
from P & P Interplay nor the direct product
thereol except a5 permitted by the laws and
requlations of the United States and the kaws and
requlations of the jursdictan in which you
obtained the Software,

GOVERNMENT END USERS « i you are
acquining the Software and fonts on behalf of any
unil or agency of the United States Government,
the following provisiom apply. The Govemment
AP

a) if the Softwase and fonts are supplied o
the Department of Defense (DoD), the Software
and fonts are dassified a5 “Tommerdial Computer
Saftware” and the Government is acquiring oaly
“restricted rights” in the Software, its
Documentation and fonts a5 that term & defined
m Clause 252 227-7013(ch(1) of the DRARS; and

bj if the Software and fonts are supplied to
amy unit or agency of the Umited States
Government other than DaD, the Government's
nights in the Software. its Documentation and
fonts will be as defined in Clause 52.227-19ci(2)

of the FAR or in the case of NASA, i Clause
18-52.227-B64d) of the NASA Supplement to the
FAR.

TRADEMARNKS - PLAY THIS, PLAY THAT™ is a
trademark of Patch Products, Inc., Beloit, W
535171 USA PATCH® & a requstered trademark of
Fatch Praducts, Inc.

WINDOWS® 15 4 registenad trademank of
Micresoft Corporation. MACINTOSH® and MA(®
are registered trademarks of Apple Computer, inc.
IBM® 15 3 registered trademark of International
Butinets Machnes (orporation, AIR HOCKEY® & a
registered trademark of Brumswick Bowding &
Billiards Corporation and is used under ficense.
COPYRIGHT - Al title and copyrights in and to
the Software (mchuding, but not limited to any
images, graphicy, photographs, drawings,
ammations, characters, video, audio, musac. text.
and “applets,” incorporated mto the Software),
the accompanying Documentation, and amy
copies of the Software, are owned by Patch
Produscts, inc. All rights not specifically granted
under the bnd User License Agreement e
reserved by Patch Products, inc. You may nat copy
the Docwmentation accompanying the Software.
Mo part of the enclosed materials o the Software
may be copied, reproduced, transkated o reduced
to any electronic medium or machne-readable
tarm without the prior writien comsent of P & P
Interplay, ¢'o Patch Products, Inc. PO. Box 268,
Beeloit, W1 53511,
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P & P Interplay is a joint venture between Patch Products, Inc. and EM.E., Inc.
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is on CD-ROM!

Your choice of four 3-D play environments
* New Picture Threesome™ questions

» 5 selectable cyber-opponents with ascending skill levels =

* Four different “hosts” present over 1,400 Threesome questions ,-‘::' -

* Play at home, over a local area network, or worldwide over e

the Internet

* Hundreds of sound effects and thousands of audio files
create a virtual party game atmosphere

!!!!!

. Play the new game that’s

4 part quiz-show, part

., strategy game and all FUN!
>t TriBond" on CD-ROM.

C 1998 Patch Products, Inc. TriBond, What Do These 3 Have
% i Common? and Threesome are trademarks of TriBond
. Enterprises, Inc. All copyright and designs are used under

] X
r L £
brthys

{SSCH | license by Patch Products, Inc, Beloit, W1 53511 USA
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Lopyright 1998 Patch Products. Kuba is a trademark of Patch Products, Inc. Manufactured and distibuted under
hicense from Serge Cahu and Jan Travers, France. INTERNET GAMING TONE is sither a registered trademark of Microsaft
Corporation in the United States and/or other countries. WINDOWS is a registered trademark of Microsoft Corporation.
MACINTOSH and MAL are registered trademarks of Apple Compater, Ine. IBM i 4 registered trademark of International
Basiness Machines Corporation. Play This Play That is a trademark of Patch Products, Inc. Air Hockey i a registered
trademark of Brunswick Bawling & Biliards. Used under Bicense by Patch Products, Inc, Beloit, W1 53511 USA
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leverly "'nique,
rutally ~ddictive -

* Win by forcing seven neutral marbles off the board by
pushing vertically or horizontally

® Choose remote play (featuring chat) over a LAN,
modem to modem or go global on the Internet and
Microsoft’s Internet Gaming Zone™

* Go up against the Kuba Artificial Intelligence featuring
four selectable levels of difficulty

* Incredible sound effects, animations and over 45

121-1i
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