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Installing Pocket Bar Billiards

Parys Technografx’ Pocket Bar Billiards is a faithful adaptation of the traditional English pub game. The installer file is “InstallPocketBarBilliards.exe”.

To install Pocket Bar Billiards to your Pocket PC you need to connect your Pocket PC to your PC via ActiveSync and then run “InstallPocketBarBilliards.exe” on your PC.

After retrieving information from your Pocket PC the installer will allow you the option of installing to the default download location (Program Files in your normal Pocket PC memory) or to select an alternative location eg. a storage card or other directory.

Simply follow the instructions to install.

The Main Menu

The Main Menu (pictured below) consists of four choices, “New Game”, “Options”, “Scores”, and “Exit”.  To select an option you must either tap the screen twice with the stylus, or move the ball with the D-Pad and then press Button 2 on the device.
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New Game

Choose this option if you would like to replay a saved shot, or start a new game.  This will take you to the Game Select menu.

Options

This will take you to the Options menu, where you can customise various settings for the game.  For further details see page 8.

Scores

This takes you to the scoreboard, where the current highest scores and highest breaks are displayed.  The high scores are displayed first for 10 seconds, followed by the highest breaks.

Exit

Select this to exit the game.

Starting a game

To start a game, you must first select New Game from the main menu.  Once selected, you will be presented with the following screen.
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For a one player game, simply select “Single Player”, whereas “Multi Player” should be selected if there are two players.

Multi Player

To play over a network or Infra-red, select “LAN” from the menu pictured below, however if the both players are playing on the same device, then “Dual Player” must be selected.  
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If playing over a network or via Infra-Red, you must then select either “Player 1” or “Player 2”.  Player 1 acts as a server, therefore it is imperative that if Player 1 is selected, then the remote user must select Player 2.  Likewise, if Player 2 is selected, then the remote user must select Player 1.  
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Entering a name

Once you have selected the type of game you wish to play, each player must then enter a name for themselves.  
This is done by aiming the stylus at the appropriate key on the keyboard displayed.  Alternatively, an external Pocket PC keyboard can be used to enter each players name.

If a high score or high break is achieved then this name will be also transferred to the scoreboard.  When playing a LAN game, only the name of the local player will be entered (as the other player’s name will be entered on the remote device).  

You must tap the enter button on the virtual keyboard once the name has been entered.  If in dual player mode, both players’ names are required.

Starting a LAN game

It is possible to play against an opponent on another Pocket PC or Windows Smartphone.  This can be achieved through a Wi-Fi network , TCP/IP protocol, or Infra-Red, this is set by the user in the options menu.  For further details of each type of connection method, please refer to the options section below.

If a LAN game is selected then the device will search for another player over the network.  Once a player is found, then the player’s name will be displayed.  Meanwhile the remote device will also display the name which you have entered.  It is important to note, that the game will automatically connect to the FIRST available player found.  Therefore it is imperative that a name is given so each player knows who they are connecting to if several games are attempting to connect over the same network.

Playing the game
Rules of the Game

Bar billiards is a timed game, whereby the aim is to achieve the highest score within the designated time.  After the designated time is played out, all the remaining balls must then be potted.  If it is a two player game, then the winner is the player with the highest score.

It is the objective of each shot to hit another ball with the cue ball and pot one or more balls (can include cue-ball).  When a ball is potted then points are added to the player’s score.  Scores vary depending on the pocket which the ball is potted into (see diagram below).  However, if it is the red ball which is potted, then the score is double.
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If after playing a shot there is no ball potted and no foul, then the current break score is added to the players total, play then switches to the next player (if in two player mode).  If however a foul is committed, then the break score is lost, and no score is added to the total before switching play to the opposing player (in two player mode).

Unless a ball lands in the D or behind the baulk line, then a white ball is taken off the rack (shown to the right of the screen), and used as the cue-ball.  If there are no other balls remaining on the table, then the red ball is placed on the red position.  If there are no balls left on the rack, then the lowest ball is taken and used as a cue-ball.  If there are no balls on the rack and no white balls left on the table, then the rack is reset, and a white ball is taken.

Foul Shots

A foul is committed if the following occurs:

· No balls are hit

· A ball hits a skittle.  If the ball hits the black rimmed skittle then the player’s whole score is reset to zero.

· A ball lands behind the baulk line, or in the D.  In this instance the ball is used as the cue ball for the next shot.  If there is more than one ball behind the baulk or D, then the other ball/s is/are returned to the rack.

· If on the first shot of the game both the white and the red ball are potted, and this occurs three times in a row then on the fourth occurrence a foul will be committed.

Last Shot

When the time runs out, all the remaining balls on the rack are played with.  Once there is only one ball remaining, the Last Shot scenario comes into play.  The two middle pockets are blocked by mushroom shapes, and only the black skittle remains.  The cue-ball must then be played off the side cushions into one of the two middle pockets.  

A foul is committed if

· The ball does not hit the side cushion

· The ball is potted into a pocket other than the two centre pockets

· The black skittle is knocked down

The last shot scenario can be switched off in the options menu.  Further explanation of this can be found in the Options Menu section of this document.
Playing a shot

When starting the game you will see the ball in the centre of the D.  The cue ball must always be played from the D, and you cannot shoot down the table.  If you wish to move the cue-ball to any other position in the D then simply click the ball with the stylus and drag to the appropriate position.  However, this cannot be done on either the first shot, or the last.  

To play a shot you must first either press Button 2, or click on the cue icon in the bottom left corner of the screen.

This brings the cue up on the screen.  To aim the shot simply click and drag the cue with the stylus to the direction which you wish to aim.  To aim more precisely, fine movement can be achieved by moving the D-Pad either left or right.  Depending on the difficulty level, a line may appear to assist the player.

Once aimed simply click on the cue icon again (or press Button B), this will bring up a ball so that you can specify the point on the ball at which you wish to strike.  Simply click with the stylus on the point of the ball where you wish the cue to hit, or alternatively (assuming difficulty is not on hard), you can move the point using the D-Pad.  As a result spin can be put on the cue ball to determine its movement after a collision has been made.  Strike the cue to the top of the cue-ball to provide for the ball to move forwards more after a collision.  Hitting the bottom of the ball creates backspin, which can drag the cue-ball back after colliding with another ball.  Whereas hitting the cue to the left or the right of the cue-ball will provide movement to the left or the right respectively after a collision.  It must be noted though, that (unless difficulty setting is set to easy) attempting to put too much spin on the cue-ball will result in a miscue.

Tapping the cue icon again (or pressing Button B) will bring up the power bar.  This determines the power with which the shot is to be played.  The bar moves from left to right, the further right indicating the most power.  To then take the shot at the desired speed simply tap the cue icon (or press Button B).

The Options Menu

The options menu can be accessed from the title screen (by selecting “Options”), or from the game (by clicking on the spanner).  To change an option simply tap the option with the stylus.

Music/FX Volume

Here the music, and sound effects volume can be modified, simply click and drag the bar (the further right, the higher the volume).

Difficulty

This determines the difficulty of the game.  When set to “Easy”, there is a line to show exactly where the ball will go, when set to “Medium” the line is only visible on the cushion, whereas “Hard”, there is no line.  The difficulty setting also determines whether a miscue is possible.  On “Easy” there will never be a miscue. 

Lastshot

This can be set to “Always” (default), “Required”, or “Never”.  If set to never the game will end and when the timer is zero and all the balls on the rack are potted in the usual way.  “Required” will only play a last shot providing there are balls on the table.  If the player pots more than one ball thus leaving no balls on the table, then the game will end with no last shot to be played.

Game Time

This selects the length of the timed game, can either be 5, 10, 15, or 20 minutes.  This option cannot be modified from within the game.

Replay Last Shot

When playing a game, this will replay back the last shot taken.

Save Last Shot

This takes you to the save shot menu.  From here you can save a shot to be replayed back at a later date.  To save the shot click on the disc icon the virtual keyboard will then appear.  Enter the name of the shot, and click on the enter button.

Connection
This determines the connection method to use when playing an opponent on a different device.  

TCP/IP

This is the option to use if you wish to play an opponent over the internet, or a local area network.  Both devices must have an IP address, which is specified before the game starts.  A port number (0-65535) must also be entered.  It is important that both users enter the same port number for a connection to be made.

Wi-Fi

This uses a multicast method to search for the nearest available player over a Wi-Fi network.  This is a simple way to connect two Wi-fi devices as no IP or Port is required.

Infra-Red

This is a quick, easy way to play against an opponent who is nearby.  On connection, and after each shot, you must align both Infra-Red ports (usually located at the top of the device) to send the data.

Common Problems

Why can’t I connect when the device is connected to my PC through Activesync?

Depending on the connection method Activesync can cause connection issues.

If the Wi-Fi connection option is selected, then to date this method is usually not compatible whilst the device is connected through Activesync.  

When using TCP/IP, then ensure that the Activesync device is not Player 1.

Can a connect through Bluetooth?

Only through Bluetooth ActiveSync, when NOT Player 1, and when using TCP/IP connection method. 

I can’t connect over the Internet

If you have a router, check which ports are blocked, and choose a port which is not blocked to connect through.  Also ensure that the router traffic on that specific port is routed to the local IP of your device.

Also check with your internet provider as to which (if any) ports are blocked by them.

I have a Pocket PC version of the game and would like to play it on my Windows Smartphone.

The Pocket PC and Windows Smartphone versions are two separate versions; however they are both available from Handango, and Pocketgear.  It is quite possible however to play an opponent on the Smartphone version from the Pocket PC version.

I want to play over the internet, but don’t know my IP address

Visit the website www.whatismyip.com and there you go.

I want to find the local IP of my Pocket PC
Go to the properties of your PPC’s network card (usually located in ‘Settings’, ‘Connections’) and ensure an IP is specified, as opposed to dynamically allocated.

If you have access to a PC on the network, you can check that the specified IP is being used by going to Command Prompt, and typing:

ping 192.168.x.x

If a reply is received, then the PPC is connected to the network.

I keep getting “Insufficient memory” message
Pocket Bar Billiards requires that the device has 10 megabytes of free program memory to run.  To find out how much memory is available on your device simply go to Start Menu-Settings.  On the ‘System’ tab click on ‘Memory’.  You can move the slider to ensure that 10 megabytes of program memory is allocated by the system.  As Windows CE uses the same memory to run and store applications, then we advise that where possible a Storage Card is used to store any installed applications (including this one).

Support
If you have any comments or queries, please do not hesitate to contact us:

Email: feedback@parystec.demon.co.uk
Alternatively, if you require any further assistance with Pocket Bar Billiards, then contact us on:

Email: support@parystec.demon.co.uk
Updates, and information on other Parys Technografx products are available on our website:

http://www.parystec.demon.co.uk
Thank you for playing Pocket Bar Billiards, we hope you enjoy it!
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