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INTRODUCTION

You must take control of 8 Pong and battle your way through mulliple challenges in the PONG
waorld. If you win through, you will be declared a PONG Masler.

To win, you must tackle each successive challenge by battiing against the wildly different
environments and taking on the PONG Gladiators. Each victory you score will earn you a

number of Golden Bars that will let you progress to tougher (and sneakier) challenges. You must
complete all the Zones, all the Levels and all the different variations in the Levels to be a frue
PONG Master.

Remember that PONG is about having fun and, of course, showing off your quick reactions, skill,
superior taclics and new Levels fo your friends.

Scattered and hidden throughout PONG are many Secrets and Bonuses that will lef you change
the way you play and give you many “special powers.” Look out for these and happy PONGingl

STARTING PONG
Each lime you run PONG you will see this dialog box.

Enter your name here. \

Continue or Exit - Start the game or
refum to the Desklop.

Load Previous Game - Choose
whether to conlinue your game
where you last finished or restart
from scralch; note that choosing NO
will permanentiy undo all the
progress you have made in PONC.

Select a previously-entered name here.

Once you enter or select a name and click CONTINUE, PONG will start.



THE GAME CONTROLS

Cancel Oplion/Pause game
and access Options

/

Move/Aim Bat

Choose a Power Up
(if there are more than one)

PONG also supports Mouse and Joystick controllers. Please see the “Configuring Controls”
seclion of this manual for infarmalion on how to set these up.

BEGINNING A GAME

Once you've signed in you will find yourself at the World Menu.

THE ZONES

PONG is made up of different Zones from around the World. As you progress through the game
you will discover more and more of these Zones. From this World screen you will be able to
select which Zone you wish to enter by using the amow keys.

Zone The Atari Logo

Golden Bars Collected

Press RETURN fo enter Zone 1 Numbesr of Players

When you first begin the game, only Zone 1 is available to you (we've all got ta start
somewherel].

INSIDE A ZONE
Once you enter a Zone you will see the following screen:
The Level Name
Level Guardian
Help Menu

Note: The Atari logo will slowly change to gold as you complete the many Levels in the game. If
you fill in one bar of the Atari logo you will get a reward (accessible on the Oplions screen). If you
fill in all three bars of the logo you will have completed the game and be a PONG Master.

Once inside a Zone, the first things you will see will be the Level Cuardians.




LEVEL GUARDIANS

THE GAME

eI WIS 50 animated Guardian represents a different challenge in the
Zone.These Guardians also have a particular number embossed on
their stands. This number refers to the amount of Golden Bars that
you must win before that Guardian will let you enter that challenge

‘ “ , : M or exif to the next Zone in the sequence.
=

At the starl of the game most Guardians are covered by sheetls -
these are unavailable to you until you have gathered enough
Colden Bars.

SEAL JUGGLE

As you progress through the PONG world, these Guardians will give you access ta strange and
twisted varialions of their initial challenges. The challenge will be BIGGER, but the rewards will
be GREATER towards becoming a true PONG Master.

PONG Special Tip: If you get stuck on a specific level, fry searching the other Zones to
find a new variation ta play - you may win enough Golden Bars to skip a tough level
until you're confident enough fo face if.

Note: Each level (or varialion) that you open in Single-Player mode may then be playable in
Multiplayer mode. Not all single player levels are playable with mulliple players.

Now lel's gel to the game itself.

@ Press RETURN to enter the currentiy-selected level.

@ Selecta Level Type using the amow keus and press RETURN (if you've just started you won't
be able to choose more than the first Level Type).

You will now enter your first game. Remember to press the ESC key fo Pause the game and take
a breather (if it's all getting too hot for you!) and to access the Game Oplions.

Score Pawer Up

[Type/Number of Uses)

The Pong

Remember o move the Pong using the amow keys and “aim” the ball by moving the Pong as the
ball hits it - the faster you move the Pong the more you will angle the ball.




POWER UPS

When you begin plauing PONG, you'll soon realize that Power Ups are very important to your
success in the game. Power Ups give you special powers that enable you fo change your Pong,
or even change the game enviranment. Most of these special powers are temporary, or for a
limited number of uses - so be careful not fo waste them!

’,. Power Ups inifially appear as Spinning Tops on the game arena.

® Toaccess a Power Up, you must first hit it with the ball: The spinning Power Up Top will begin
ta move towards your Pong.

@ To collect the Power Up, you need to move the Pong inta its path. But beware, if's sfill
possible for your opponent to hit the Top and bring it back fowards him.

Some challenges may give unlimited powers to a Pong (enabling unlimited use of Power Ups),
alwaus check the screen display to see whal's available to you.

In the more advanced challenges you will sometimes be able to collect more than one tupe of
Power Up.

e Use the Right Shift key to cycle through your Power Ups, and press RETURN fo aclivate itl

Each Power Up has a different icon on its top surface and, with experience, you will learn what
each Power Up does. We could tell you here but it's mare fun finding out for yourselfl Watch out
for the lips that appear on the screen - these may help you work out the best way to use a
specific Power Up.

POWER EXAMPLES

Unlimited Use

A « symbol shows you have an unlimited number of uses
of the Power Up.

There are many Power Ups to be collected in the game, here are just a couple with fips on how
to use them:

GRAB

@ Hold down RETURN to prime your Pong to grab the ball. The ball will be” grabbed”
by the Pong.

® Aim using the arrow keys.

@ Release RETURN fo release the ball

WHACK

Ifyou are using the "whack” Power Up, the fiming of release will affect where the ball
goes and how fast it ravels.

Now that we've got you started, lel's look at some of the many Oplions available in the game.




THE PAUSE MENU SAVING YOUR GAME

PONG will automalically s lay th 5
Throughout the game pressing the ESC key will open the PONG Pause Menu. The actual 4V e P e aeme

contents of the Pause Menu will change according fo where you are in the game. Here are the

> Each fime you start PONG ill be asked if you want to load the last game. If you select YES,
Oplions screens you might encounter during the game. J gou W A g Y

you are able to pick up where you left off.

If more than one person wants fo play PONG, or if you want fo go back to an earlier paintin your
game, You can access previously saved games by selecting “Load Previous Game” from the
Pause Menu.

To select a previous game, simply move up and down through previous Saves (using the arraw
keys), and press RETURN fo load. You will be able to identify the game you want by its litle; this
will show the player's name, the date and lime of the game and the number of Golden Bars
collected.

PONG Pause Oplions

OFPTIOoNS

FACHK

PONG Oplions Menu
e Select any Option by highlighting it with the Up/Down amow keys and pressing RETURN.




CONFIGURING CONTROLS

PONG can be played on the Keyboard, with a Mouse or a Joyslick. In @ one-player game you are
able to use any of these connected devices as controllers.

If you are playing a multiplayer game (one to four players) you will need to sef up the controls for
each person.

® Enter the Pause Menu and select OPTIONS then CONTROLLERS.

® Choose CHANGE DEFAULTS if you want to remap the Controller buttons, alternalively select
CHANGE CONTROLLERS.

@ Nex! choose the player whose controls you want to configure. You will then see this screen:

Use the LEFT and RIGHT arrow keus fo scroll through all available confraols.
Press RETURN to confirm the changes.

Note: Only two people may play via the keyboard at any one fime. A warning will appear on
screen if you select to use the same control device for more than one player. You should ensure
that players have their own individual control device selected before conlinuing with the game.

If using the keybaoard, the default keys [as shown in THE GAME CONTROLS) will be selected when
you first run the game. You are able to change these default keus by chanaing the keyboard
oplion for Player 1 as described above.

GETTING STARTED
You can change the number of players at any fime by pressing the ESC key to open the Pause
Menu Oplions [shown on page 13).

NUMDER OF PLAYERS

@ Select the number of plauers with the arrow keys and press RETURN to select.

Note: If you do not have enough controllers connected to your PC, some of the Options will be
“ghosted out.” Only two people are permitted to use the keyboard at the same fime.

Nate that, at the start of the Mulliplauer game, you can only play all of the Levels and variations
contained within Zone 1.

@ Choose a Zone, environment and type variation as you would in the Single Player game.
@ To play other Levels you must first gain access to them through the Single Player game.

MULTIPLAYER SCORING
The game will keep score of each player’s successes.

Two-Player Scoring
This works in the same way as the Single Player game.




MULTIPLAYER NETWORK OPTIONS

Three and Four-Player Scoring

When a three o four plauer game begins you will be told ta how many points you are playing. You
will score points by being the Last Pong Standing - preventing the ball from going into your color-
coded goal. Mulliplayer Pongs can bash into each other, or bash oppanents inta the wall. This will
stun them for a brief period of fime.

The first Pong ta let a goal past gels zero points, the next Pong to let a goal in gefs 1 point and
so an.

If you let a ball drop into your goal, it will seal up and your game colour will dim down. A goal
cannot be scored against you for the remainder of that round, but be aware that you can sfill
influence the game (see below).

Once a Pong has been knocked out of the scoring, the player can facus his/her attention more
intently on obstructing his/her opponent(s] - this makes him/her more powerful than before.
You may have missed out on points this round, but you can make sure your arch-rival doesn't
gel a good score either [sneakyl).

When all but one of the goals are closed, the last active Pong is the winner of that round and is
awarded full points, then a new round begins. Watch carefully when a new round begins as
Pong positions will change between the game rounds.

The first Pong to achieve the target score (declared at the beginning of the game) is declared the
winnerl

PONG allows you to play mulliplayer games in a number of different ways: On one computer, Local
Area Network [LANJ, or via the Internel.

To choose which opfion you would like fo use:

Enter the Pause Menu.

Select Network Game.

Choose which network mode you would like to use.

Choose whether you wish to “Host” @ new game, or join one that someone else is hosling.
Select (or tupe in) @ session name.

Enter the Lobby and wait for other players to join.

In the Lobby you can chat to the other players by sending messages. All players will receive the
message thal you send.

CHAT

Neither MacSoft nor Hasbro Interactive monitors, controls, endorses, or accepts
responsibility for the content of text or voice chat messages ransmitted through the use
of this product. Use of the chat function is at your own risk. Users are sirongly
encouraged not to give out personal informalion through chat fransmissions.

Kids, check with your parent or guardian befare using the chat funclion or if you are
concerned about any chaf you receive

The host of the session chooses when to begin the game, and what Level Type you will play.

During play, the game can be paused as normal by pressing the ESC key. This will fake the players
back to the Lobby. Only the player who paused the game may restart it again.

Players can leave network games via the Lobbu.




Warning! PONG requires a fast and lag-free connection ta the other computers. If you do not have
this the game may become very “jumpy.”If this happens the only oplions are to:

@ Tryanather Level;

e Try atanather ime of day (Internet traffic varies according to where you live and the
lime of dau};

@ Find someone else to play against o,

@ Invite them over to your house for 3 game on the same computer (Hotseat play).

Note: A limited set of Level Types are available over the various network modes. For more
informalion on mulfiplayer play and for froubleshooting see the ReadMe file.

How o Find Your IP Address

To find your IP address so that you can communicate it fo ofher players, follow the steps
detailed below:

1) IFyou are going o play via the Internet, you will first need to connect to your ISP (Internet
Service Provider).

2) Open the TCP/IP control Panel, found in the Apple Menu in your Menu Bar.
3) Your IP Address will be listed in the Conirol Panel.
4

If you are hosting the game, you must communicate your current IP address to the other

players wishing to join the game. You can do this via Emall, Phone, or Chat or Instant Message
Programs.

Manually Configuring IP Addresses

If you are plauing a network game and are nof connected to a TCP/IP network, your computer
may not be connected ta an IP network or the Internet, and you will need to manually assign an
IP address to your computer. The following instructions are to be used ONLY if you are
attempling to start @ LAN game and your computer does not have an IP address.

Open the TCP/IP control panel (open the Apple menu, then select the Conlrol Panels item, then
select TCP/IP). Choose to configure Manually, and enter an IP address in the IP Address field.
Once you have set an IP Address, you will be able to host or join a LAN game. IP Addresses are
a series of numbers between O (zero) and 255 separated by periods which allow other
computers to connect to yours and vice versa. An example of an IP Address is
205.205.205.01. Every computer needs a unique IP Address, or you will have difficulty
connecting. We recommend that you choose a standard series for the first three numbers in the
address [such as 205.205.205 in the above example) with each computer having a different
final number.

As a detailed example, imagine that Nate, Al, and Cindy are all going o play a game of PONG
against each other over a LAN. Each goes inta the TCP/IP control panel and chooses to
configure the IP Address Manually. Nate will be hosting, and he enters the IP Address
205.205.205.01. Al enters the address 205.205.205.02, and Cindy enters the address
205.205.205.03. Each of them then closes his or her TCP/IP control panel and chooses to
save the new configuralion. When they start PONG, Al and Cindy will connect to Nate's computer
using the address 205.205.205.01 for the Host.




PONG - A BRIEF HISTORY

Arcade Debuk: 1972

In this historical classic game, you must try to get your opponent to
miss the ball by simply hitting it back with cleverly angled shots.

Other Happenings That Year:

Marlon Brando is Don Corleone in The Godfather.

Governor George Wallace is shot by @ gunman and left paralyzed.
Mark Spitz wins a record seven gold medals at the summer Olympics in Munich;
terrorists kill 11 Israeli athletes.

Seven people are indicted for the Waltergate break-in.

M*A*S*H begins an 11-year television run.

U.S. baseball greal, Jackie Robinson, dies.

Bobby Fischer wins the world chess fitle from Baris Spassky.

The military draft is phased out in the U.S.

The Dow-Jones Index closes above the 1,000 mark for the first fime.
Don McLean takes a ride to the top of the charts with "American Pie."
The movie Deliverance shakes up audiences.

We hope you enjoy our brand new version of this classic game.

TECHNICAL SUPPORT

Assistance Via World Wide Web
Get up-to-the-minute technical informalion at the MacSoft web-site, ak:

http:/ /www.wizardworks.com/macsoft/
twenty-four hours a day, seven days a week. Through this site you'll have access to our FAQ
documents, [FrequenHy Asked Questions) which contain our latest roubleshooling infarmation.
You'll have access to our FTP (File Transfer Protocol) area where you can download palches
and new enhancements as soon as they become available, and an E-Mail area where you can
leave us your tech support prablems and questions if you do not find your answers within the
FAQ.

Help Via Telephone/Fax Or Mail In The US & Canada

For phone assistance, call MacSoft Tech Support at 425-398-3085. We have an Interaclive
Voice Response and Faxback system thal is available fwenty-four hours a day, seven daus a
week. If you should need live support, we are available Monday through Friday, 8 AM until 6
PM (PST). Please note that live Tech Support may be closed on major holidays. We ask thal you
do the following when calling: be at your computer; have your system infarmalion ready for our
technicians including sustem make and model and processor tupe; MAC/0S version number;
RAM; and any screen or effor messages you've encountered and where (if not currenty
displayed on your screen). It will expedite your handling significantiy. You may also fax in your
Technical Support questions or prablems to: (425) B06-0480, or write in to the address on the
next page.




WARRANTY POLICY

Product Retumn Procedures In The US & Canada
In the event our technicians at 425-398-3085 determine that you will need to forward materials
directly ta us, please include a brief letter explaining what is enclosed and why. Make sure you
include the Return Merchandise Autharizalion Number (RMA#) supplied you by the technician
and your telephone number in case we need to call you. Any materials not containing tis RMA#
will be returned ta you unprocessed. Your mail should be sent fo the following address:
MacSoft
13110 NE 177th Place
Suite # B101, Box 180
Woodinville, WA 88072-3965
Altn: Technical Support
RMA#: (include your RMA# here]

Warranty Palicy In The US & Canada

If our technicians determine that the praduct storage medium is found to be defective within
ninety (90) days of original purchase, (unless otherwise provided by applicable law), MacSoft
will replace the item free of charge, to the ariginal purchaser, if the item is accompanied by the
original dated receipt and packaging. If you do not have the original receipt, or if the warranfy
period has expired, MacSoft will replace the product storage medium for @ nominal fee.

LICENSE AGREEMENT

PLEASE READ CAREFULLY. BY USING OR INSTALLING THIS SOFTWARE, OR BY PLACING OR COPYING THIS
SOFTWARE ON YOUR COMPUTER HARDWARE, COMPUTER RAM OR OTHER STORAGE MEDIUM, YOU ARE
AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THESE TERMS,
PROMPTLY RETURN THE PRODUCT IN ITS PACKAGING TO THE PLACE WHERE YOU OBTAINED IT.

1. License. The software accompanying this license (the “Software”) and the related documentation are
licensed to you by us and are subject to tis license. If the Software is configured for loading onfo 8 hard
drive, you may so load the Software only onto the hard drive of a single computer and run the Software off
only that hard drive. You may not delete the copyright notices or any other proprietary legends on the original
copy of the Software. If there is an editor incorporated into the Software, this license is also subject fo Seclion
8 below. You agree that the Software will not be shipped, lransferred or exported into any country in violation
of the U.S. Export Administration Act (or any other law governing such matters) by you or anyone at your
direction and that will not ulilize and will not authorize anyone to ulilize, in any other manner, the Software in
violation of any applicable law. The Software may not be downloaded or otherwise expaorted or reexported
into [or to @ national or resident of) any country to which the U.S. has embargoed goods or to anyone or into
any country who/which are prohibited by applicable law, from receiving such property.

2. Restrictions. The Software contains copurighted material, irade secrels and other proprietary material. You
may not decompile, modify, reverse engineer, publicly display, prepare derivalive works based on the
Software [except as permitted in Section 7, below), disassemble or otherwise reproduce the Software. You
may nat rent, sell, lease, sublicense or distribute the Software. You may not offer the Software on a pay-per-
play basis or otherwise commercially exploit the Software or use the Software for any commercial purpose.
You may not electronically transmit the Software from one computer fa another or over a network.

3. Termination. This license is effective unlil terminated. You may terminate this license at any lime be
destroying the Software and related documentation. This license will terminate immediately without nofice
from us if you fail ta comply with any pravision of this license. Upon terminalion, you must destroy the
Software and related documentalion.

4. Disclaimer of Warranty on Software. You are aware and agree that use of the Software and the media on
which it is recorded is at your sole risk. The Software, related documentation and the media are provided “AS
IS". Unless otherwise provided by applicable law, WizardWorks, a division of Infogrames, Inc. [“WizardWorks”]
warrants o the original purchaser of this product that the Software storage medium will be free from defects in
material and workmanship under normal use for ninety (90) days from the date of purchase. This warranty is
void if the defect has arisen through accident, abuse, neglect or misapplication. WIZARDWORKS EXPRESSLY
DISCLAIMS ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, INCLUBING BUT NOT LIMITED TO, THE IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. WE DO NOT WARRANT
THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS. NO ORAL OR




WRITTEN INFORMATION OR ADVICE GIVEN BY US OR ANY OF OUR AUTHORIZED REPRESENTATIVES SHALL
CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS DO

NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS MAY NOT APPLY TO YOU.

S. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL WIZARDWORKS OR
ANY OF ITS OFFICERS, EMPLOYEES, DIRECTORYS, AGENTS,LICENSORS, LICENSEES, SUBLICENSEE OR
ASSIGNS BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES THAT RESULT FROM THE
USE OF OR INABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION, EVEN IF SUCH PARTIES HAVE
BEEN ADVISED OF THE POSSIBILITY OF THOSE DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE
LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE

LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. In no event shall our total liability to you for all damages,

losses, and causes of action (whether in contract, tort or otherwise| exceed the amount paid by you for the
Software.

6. Controlling Law, Merger and Severability. This license constitutes the enlire agreement between the parties
with respect to the use of the Software and the related documentation and shall be governed by Minnesola
law. Should any portion of this license be held void, illegal or otherwise unenforceable, such portion shall be
severed from the license and the remainder of the license shall be enforced to the maximum extent possible.
7. Editor and End-user Varialions.

(a) The Software may include an “Editor”. An “Editor” is a feature that allows you to modify the Software or ta
construct new variations for use with it. These modifications and variations can be both playable and non-
playable. An Editor includes its associated tools and utilities. An Editor is NOT shareware. You may not freely
distribute it to any BBS, CO, floppy or any other media. You may not sell it or repackage it for sale.

(b) Using the Editor, you may create modifications or enhancements to the Software, including the
construction of new levels (collectively referred to as “Variations”), subject to the following restrictions:

i. Your Variations must only work with the full, registered copy of the Software, not independently or with any
other software.

il. Your Variations must not contain modifications to any executable file.

iii Your variations must not cantain any libelous, defamatary, or other illegal material, material that is
scandalous or invades the rights of privacy or publicity of any third party, or contains any trademarks,
copyright-protected work, or other recognizable property of third paries.

iv. At least once in every online description and with reasonable duralion on the opening screen, your
Variation must prominently identify (i) the names and email addresses of its creators, and (ii] the words, “THIS
LEVEL IS NOT MADE BY OR SUPPORTED BY Infogrames, Inc., The WizardWorks Group, Inc., or any of such
parties affiliates and subsidiaries.”

v. Your Varialions must be distributed solely for free. Neither you nor any other person or party may sell them
to anyone, commercially exploit them in any way, or charge anyone for using them. You may exchange them
at no charge among other end-users.

vi. By distributing or permilting the distributor of any of your Variations, you hereby grant back to WizardWorks
an irrevacable, worldwide, royalty-free right to use and distribute them by any means.

vii. The prohibitions and reskhictions in this seclion apply to anyone in possession of the Software or any of
your Variations.

8. Copyright. The Software and all copurights, rademarks and all other conceivable intellectual property rights
related to the Software are owned by Infogrames, Inc. or its licensors and are protected by United States
copuright laws, international treaty provisions and all applicable law, such as the Lanham Acl. You must treat
the Software like any other copyrighted material, as required by 17 US.C. section 101 et seq. and other
applicable law. You agree that you are receiving a copy of the Software by license only and nof by sale and
that the “first sale” doctrine of 17 U.S.C. section 108 does not apply to your receipt or use of the Software.
Please do not make unauthorized copies. The program you've purchased was produced through the efforts of
many people who earn their livelihood from its lawful use. Don't make copies for others who have not paid for
the right to use it. Ta report copyright violations to the Software Publishers Associalion, call 1-B00-388-PIR8 or
write: Software Publishers Association, 1101 Conneclicut Ave., Suite 801, NW, Washington, DC 20036

This program is protected by United States federal and internalional copyright laws.

All rademarks mentioned in this manual are property of their respeclive owners.

YOU MAY NOT DISTRIBUTE THIS VERSION OF THE SOFTWARE.

©2001 Atari Interactive, Inc. ©2001 Infogrames Interactive, Inc. All Rights Reserved. All rademarks and
registered trademarks are the property of their respective owners. Manufactured and marketed by Infogrames,
Inc., New York, New York.
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