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Wirgin Games, foc. Limited Warramy:

Virgin Gavmes, Ing. warrants fo the orging! purchaser
af this saffueare arodied that the madkw on which
this compuler arogram & recarded, /5 frae fram
diefects i matenals and workmansivg for & g of
rimirty (901 days from the date of purchase, This
soffware program is solt “as 57, wallhout axpressed
o iy warrandy of any kind, o & ol Bable for
iy hasses or damages of any kind resbag fran use
of s program. Vingin Games, inc. agrees for 8
period of mnely (30 days In edfer repa or replace, at
its aptian, free of change any Virgin Games, Inc
softeare producy, postage paid with proaf of dee of
purehase ar s Faclony Senvice Corttiar

This warranty (5 mol appdcabile to aormal wea snd
fear. This warranly shad nof he agplicabie snd shail
ba void if the defact i e Virgn Games, inc. sofware
product has ansen Hrowgh abice, wrgasaralis use,
mestreatment or neplact THIS WARRANTY I8 IN LIEL/
(F ALL OTHER WARRANTIES AND ND OTHER
REPRESENTATIONS DR CLAIME OF ANY NATIARE
SHALL BE BINDING ON OR OBLIGATE VIRGIN GAMES,
INC. ANY WIPLIED WARRANTIES APPLICABLE

T THIS SOFTWARE PRODLIET, INCLUTHNG
WARRANTIES OF MERCHANTARILITY AND FITNESS
FOR A PARTICULAR PUIRFOISE, ARE LWITED T THE
MINETY (907 DAY PERIDD DESCRIBED ABOVE N KO
EVENT WILL WIRGIW GAMES, INC. BE LIABLE RO

ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL
DAMAGES RESULTING FROM POSSESSION USE OF
MALFUWCTION OF THIS SOFTWARE PRODUCT,
Somg siales oo nol aliow Fritations as to fow long an
e WaITAT las andfor giecivsions or imitatons
af imciienfal ar consaguentia! damages so the above
imtatians andiar exciusans of Sabity may nof aoply
b o Thes warranty gives you specific rights, and
you may alss have other ghts which vany fram state
o sate.

Wirgin Gamaes, irc.

18067 Frich Avenue,

Irvine, California 32714 (714] E33-8710
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Hu:gemaalrm by Niarenda® . Nantends® anid
Nimtende Entertainarant System® are trademanks of
Mirttardo of Amevica Ine. This oficial seal is your
asswance that Mnlwado has spproved the qualty of
ffus product. Advays Dok for this seal whir g
Qs and SeCessmans bo answe completa
Compattaly wah your Mo Enferainmant Systet
Al Nenfendo products are beensed by sale for e only
Wl ot aulivaried provincts beanng the Oificial
Mimtendn Sea of ety

COMPLIANCE WITH FCC REGULATIONS

This eguipment generatas and uses radio frequency energy and ¥ not installed and used properly,
that s, in strict accordance with the manufacturer's instructions, may cause interferance o radio
and television reception. It has been type tested and found fo comply with the limits for a Clags B
computing device in accardance with the specifications in Subpart J of Part 15 of FCC Rules, which
are designed fo provide reasongble profection against such intarfarance in a residential instalfation,
However, there is no guarantee thal interference will net occur in a particular installabion. I this
aguipment dogs cause interference to radio or television reception, which can be determined by
turning the equipment off and on, the user is encouraged fo try to correct the interference by one
or more of the follgwing measures.

*Reorment the recehing antenna

*Relocate the NES with respect to the receiver

*Move the NES away from the receiver

Piug the NES into a different outlet 5o that Control Deck and receiver are on different circuils.

i necessary, the user showld consull the dealer or an experienced radin/elevision technician for
additional suggestions. The user may find the following booklet prepared by the Federal Communica-
tions Commission helpful: How to identify and Resolve Radio-TV Interference Problems. This bookler
& avindabie from the UL 5. Government Printing Office. Washmgron, D.C. 20402 Stock No. 004-000-00345-4.
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Rear Projection Television Warning

WARNING

DO NOT USE WITH FRONT OR
REAR PROJECTION TV

Do not use a front or rear projection television with your Nintendo Entertain-
ment System {“NES"} or your Super Nintendo Entertainment System (“Super
NES”) and NES or Super NES games. Your projection television screen may
be permanently damaged if video games with stationary scenes or patterns
are played on your projection television. Similar damage may occur if you
place avideo game on hold or pause. If you use your projection television with
NES or Super NES games, neither Nintendo nor any of Nintendo's licensees
will be hable for any damage. This situation is not caused by a defect in the
NES, Super NES, NES games or Super NES games; other fixed or repetitive
images may cause similar damage to a projection television. Please contact
your TV manufacturer for further information.

Epilepsy Warning
WARNING

READ BEFORE USING YOUR NES
OR SUPER NES

A very small portion of the population may experience epileptic seizures when
viewing certain kinds of flashing lights or patterns that are commonly present
in our daily environment. These persons may experience seizures while
watching some kinds of television pictures or playing certain video games.
FPlayers who have not had any previous seizures may nonetheless have an
undetected epileptic condition. Consult your physician befare playing video
games if you have an epileptic condition. Consult your physician if you
experience any of the following symptoms while playing video games: altered
vision, muscle twitching, other invaluntary movements, loss of awareness of
your surroundings, mental confusion, andfor convuisions.




Thavak you for purchasing Grog Norman ‘s GOLF
POWER.

At the nsk of appeanng immodast, we'd have fo
gay that playing GOLF POWER iz better than real
GOl BBLRUER WOU CAT1 S8VE YOUT Jama in memary
and respme if whangvar you ke, Too bad you
can't do that-on 8 resl course and pop off o the
ehrbhgvse far @ drink!

Ni otfar goif game affers you the play variaty of
GOLF POWER,

S pull on thasg wgly plakds, ool an the cap, and
fav up the cart - if's rae mar

Pracaurtions:

1. i you play for long pariads, fake a 10 fo 15
minute break gviry howr or so

2 This equipment is precisian-buit. Do nof use or
stove # pnder conddions of extreme emparatuve,
or spbyect it fo rough handiing or shock, Adso do nat
disassamible it w

X Don't lowch Bhe ferminals or bt tham eome i
COMRRET Wallr waltar a3 Mhis can cause mafunction

4. Don't wipe fus aqupment with volatie sofvents
such as paint thinner, bensene, o alcphol

GOLF NES CREINTS
Doveloped by: Gramin Graphics
Prbhizhed by: Virgin Games, Ing

GREMLIN GRAPHICS DEVELOPER'S CREDNTS
Whithew by Simow Biake, Obvis Hareey,
Seont Guest
Grmplvica by Tim Aday
FPamres by: Rab Bowman
Mirecied by: James North Heam
Prodwction Assistant: Sean Kaly

VIRGIN GAMES PUBLISHER'S CREDITS
Execmtive Predocer: . Srephen Clarke- Willsan
Provdlinct Managers: Tommy Tallarics,
Sl Mundalsoin
Produciien Assistaml £rik Teo
Manpal written by {52 Marcinko
Assistawt Manmal Editar: Tommy Tallarico,
Loeh Mandalsahn
Owality Asserance: Noah Tool Mike Gater,
Ran Friesdman, Tim Wiliams
Speciel thamks fe: Dave Lughmanr, Lple o Halt i
Carhip Bariz. Mike Talarico, Sally Beacham,
Kanry and Knisty Holcomb. Edove Van Halen
ang Syfvestor Sradone.

CONTENTS

R e Page B
BETTING STARTED ... Page &
SELECTING OPTIONS ......oeiiciccienn .Page &
OPTIONS AT MAIN MENU................. Page 7
55 S AR L e - Page 8
WEATHER . Page 8
GAME TYPE ... cerensermssmssssimsaviness PEGE S
COUNISE ... ..o eriememesaemrsimssmsrasis s PR T
7oL R SRR 4 Page 11
CREATING YOUR DWN DESIGN ....... Pagald
STARTING THEGAME ................. Page15
SETTING UP THE SHOT ...........c...... Page 16
TAKINNG THE SHOT ..o i Page 17
o T ey Page 18

SOORNIE. Page 19
PAUSING THE GAME ............coocare. PIQE 13
SAVING THE BAME .......cocciciaimaiaise Page 13
B L el Page 20
RERE i Page 20
TECHNIQUES, STRATEGIES

ANDRULES ..ot Page 20
BN s PR
STRATEGIES ..o i .Page 22
HANDICAPS AND PARS .................. Page 22
WORKING OUT YOUR HANDICAP .., Page 23
HANDICAPPING WITH

OTHERPEIPLE Page 24
GREG NMOAMAN .........ocmmicirssmssmnns Page 25



& GETTING STARTED
fnsart the Golf Power Game Pak and furm an
pour NES. You will see the follovwing screen:

If you are alone and want fo play the
compiter, just press the START butfon and
poir wal sufomatcalty play on the LISA course
wath suniny weather,

I FaTTON
A EWTTON

.| SELECTING OPTIONS

{n Inading the game, pou wall be faced with
the main menu. The information window af
tha hatfom of the screen will show the
ophons currently selected. As you change
opiions, your newly selected oplion{s) will
appear in the information window,

To select an option, you will move the cursor
with the arrow keys on the control pad to the
opion you wish fo change, Next, once the
cursor is resting on the oplion you wish fo
change, pressing the A button will complete
VOUT SEieCion.

i
iy

OPTIONS AT MAIN MENU

PLAYERS:

After you hawve sefected this option, you will
ses the PLAYER INFO manu. From this ment,
you can select the number of players, player
handicap levels, the players names and the
layer fypes.

NUMBER OF PLAYERS:

You may choose One, Two, Three or Four
players. Once pou have selected the mamber of
players, pressing the A button will take you
back to the main PLAVER INFO menyu.

ADJUST HANDICAP:

Once you have selected this option, the
ALTER PLAYER menu will appear. Seiect
which player’s handicap level you would ke
to adjust (ONE, TWQ, THREE, or FOUR.) Use
the up and down arrows to adjust the
handicap level that appears over the
piayer’s picture, Press the A button when

you are sabshed with the handicap level,
{Please see the HANDICAPPING sechon
fater ih this manual for further mformatian on
hendicapping. )

PLAYER NAMES:

When this aption is selected, the computer
will ask pou which player’s name you wish fo
alter: Player One, Twa, Three or Four, Once &
player has been selected, use the arrow
keys to move the cursor sround the alphabetic
chart to the letters of the name you wish o
use for that particular player. Select DEL if
you wish o delete the last letter you selected.
Whan you have fimished altering a name,
move the cursor fo the END and press A,

PLAYER T¥PES:

This aption allows you fo select one af a tme
if a player wall be human or computer-
controlied (club pros). After you have altered
& player, pressing the A button will take you




back o the maim ALTER PLAYER manu so
that you may alter another piayer. Once you
are through selecting player types, select
(UIT. Now, you may start the game or select
oifver opiions.

This option will aliow the player fo choose
betwean NOVICE, AMATEUR and PROFES-
SIONAL levels. On NOVICE, there is no wind
and the player will never hook or shce the bail
On AMATEUR hook and siice are effective
and on PROFESSIONAL everything takes
effect. When you have fimished selecting the
skl level pou desire, you wall sutomaticaly be
returned to the MAIN OPTIONS MENLL

This aption allows you to choose behween the
following weather conditions; SHOWERS,
DOWNPOUR, WINDY or SUNNY.

Showers will create rain &t random on any of
the holes, while downpour will make it rainy
on every hole. The rain will cause the player
to fit the ball with less power, and aiso
reduce the bounce when the ball lands. Windy
will increase the wand interference, and sunny
wall reduce the wind and weather factor to an
BOE0IUTE MUTINTILNTL.

You may only choose one of the weather
conditions. if you haven't chosen a westher
condition, it will be sunny. When you have
finished selecting the weathar condition,
pressing the A butfon wil take you back to
the MAIN OPTIONS MENUL.

& GAME TYPE
Depending on how many players you have
salected, you will be shown whichever game
types are svailable fo you,

DNE PLAYER: You will select prachice gama
types such as, PUTTING GREEN, PRACTICE
HOLE.

if the PUTTING GREEN option is chosen, you
wall than be able to chose from a number of
differant types of greens to pracoce on. Once
you have made a selection at the SELECT
GREEN menu, you will b able fo practice
putting on thal particular green.

If PRACTICE HOLE is selected, you will be
ghie to choose any hole on the course that
you are currently playing (ULS.A, SCOTLAND,
ETC. ) to prachee on.

MULTIPLE PLAYERS: If the player is in
muitiple player mode, the options offered
from this menu will be MATCHPLAY and
STROKEPLAY.

STROKE PLAY (2 3, or 4 Individual or Team
Players) In STROKEPLAY, players compele
for the lowast overall score for the course
which iz calcufated from the number of shots
taken for each individual hole.

MATCHPLAY (2 or 4 Individval or Team
Players): Like STROKEPLAY, this is a scoring
methad. The difference is that instead of
scoring being basad on the number of shots
taken for the course it is the winning (or losing/
of individuwal holes that counts.

in other words, the player or leam with the
lowest score (e, least shots taken fo make

an individual hola] wins the hola.

For each hole won, the player or team receives & +1.
For each hale iost, the player or team receives a -1.

At the end of the game, the player or feam
with the greatest number of holes won for the

whole Course is victorous.

D>




If four players have been chosen, you may
selpct from four types of games: FOURBALL
FOURSOME, GREENSOME and SINGLES:

FOURBALL (STROKE PLAY/MATCH FLAY] -
I FOURBALL STROKE PLAY, hwo competi-
tors play as pariners, each playing his own
ball. The lower score of the partners is the
score for the hole. If one partner fails to
completa the play on the hole, there is no
penalty. In FOURBALL MATCH PLAY, two
play their better ball against the better ball of
o other players.

FOURSOME- A malch in which two play
against two, and each side plays ang bail
You and your partner hit the same ball
giternating back and forth between shots.
Teaing off also alternates.

GREENSOME- Like Foursome, excepl each
of the four players teas off ong ball, and then

each team of two chooses the beast of thedr
two hits and plays that bal from then on.

The omly important difference to normal
gameplay when playing & Greensome is that
after pach team has teed off, and each of the
four players has played & shot, 8 decision
must be made as fo which ball is going fo be
used fo continge the hole. A decision box for
each ball will appear, giving their respective
distances from the hole. Selecting either A
or B will choose the player's ball you wish o
play.

SINGLES - A match between two or more
players in which the player who completes
the course with the lowest nimber of hils wins,
This option i available to you when you have
alroady safected 4 players and STROKE PLAY.
NOTE: Singles will appear on the MATCH
PLAY menu as well, bot you will not be able
o select it,

D>
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selecting this option will give you 8 list of

the ten cowrses avalable: USA, JAPAN,

ENGLAND, SCOTLAND, GERMANY, SPAIN,

FRANCE, AUSTRALIA, HAWAT and the
USER COURSE.

Only the USER COURSE can be modifyed
hiode by hole.

& DESIGNER

i
[ s e e |

To create your 0wn COWse, you must design
it hole by hole using the powerful DESIGNER
option.

OFTIONS AT THE MAIN DESIGN MENU

At the top of the main DESIGNER menu, you
will sea the following options wiich will all
be explaingd in further detad fater: QUIT,
CLEAR, HOLE, TEST and DEFAULT.

At the bottom of the main DESIGNER menu,
wou wall see the following tems which may
be psed lo design your course: BUNKER,
WATER HOLE, TEE, FAIRWAY and TREES.

QUIT: Selecting QUIT takes you out of the
DESIGNER menu and returns you fo the
MAIN OPENING menu.

CLEAR: This aption clears the current default
haote a5 shown on the map on the right of the
ECrEen.




TEST: If you have desighed & course with af
least one hole containing 8 tee and & hole,
the TEST option will allow you to piay the
hote and will then return you to the main
DESIGNER rmanu. if you don't ke that paricular
hole, pressing clear will clear the entire map
if the hole has not been saved. If you do not
wish to clear the entire map, please refar to
the HOW TO SAVE secton [ater in this manual

DEFALLT: You may moddy or Select DEFAULT
far each of the 18 HOLES. If you choose not
to create your own HOLE and if you do not

wish to make any changes to that particular
DEFALILT HOLE, move the poanter fo the amow
to the right of the word HOLE and press A to
advance to 8 HOLE you do wish to change.

If you have designed your own HOLE, birt
then decide you are unhappy with it, sefecting
DEFAULT will allow you to return to and play
the original DEFAULT HOLE,

When you are happy with your course,
selecting QUIT wall return you to the MAIN
OPTION MENU.

HOLE: The number befow the word HOLE
indicates the hole you are currently desigming.
You may change the number of the hole you
are designing by selecting the left or night
arrows which appear on either side of the
word HOLE and pressing the A button,
Selpcting the iaft armow will cycle backwards
through the holes ail the way to Hole #1,
while seleching the night arrow wall advance
through the holas.

BLOCKS LEFT: This refars to the number of
meces of the cowrse [for example, trees,
fainway, bunker, arc.] that remain availabie
to pse. There are a maximum of 20 pieces
availabie. You can place any member of Wocks
up to the maximenm.

>

& CREATING YOUR OWN COURSE

When you first enter the Designar manu, you
will see the original USER's course on the
right side of the screen. You may modify this
course hole by hole fo create your own course
from scrafch by setecting CLEAR at each HOLE

Oniy the USER course can be modified hole
by hale.

First, select CLEAR. This clears only the cument
hole for defaukt hole). To retrieve the default
hiole, salect DEFAULT. This only retrieves the
currevel DEFAULT hods, not the entive DEFALLT
coursa, Undermeath BLOCKS LEFT iz a large
window and undernaath the window thers
are six keys labeled BUNKER, HOLE, FAIRWAY,
WATER, TEE and TREES. NOTE: Only one tee
and one hole by be placed at each HOLE
You must include 8 hole and & loe at each
HOLE in your course or you will not be able
to play the course,

Whan you select NOLE, you can select from
& variely of greens [o play on.

WARBNING: [f course, you are free fo create
any type of outlandish HOLE or entire course
vou desire. Howaver, the computer player
may find it ilogical fo play a HOLE that is
composed of only a lee and a hole for all
water, or all hunkers, atc.)

The easiest way to build a HOLE is to bagin
with the fainwvay, add the hole and fee next
and then the trees, water and bunkers.
Everything can be overfapped. Far exampie,
& section of water can cross the fainvay. This
il be further described in the OVERLAPPING
section later in this manual,

Second, select whichever item you wish fo
use in designing your course by moving tha
cursor over it and pressing the A button. This
will create a “pointer” in the window on the




laft. A varfety of shapas will appear for the
partieular item pou have selectad (excopt for
the tee, which there is only one of, and tha
hale, which will be explained iater]

Mowve the “pointer " to the shape you wish lo
use and press the A button. The shape wiill
then become “active” (it wil start flashing)
and will appear in the green area on the nght
side of the screen, Use the arrow keys to
move the scbve shape and press the B butiton,
if you want fo rotate it. When the shape is
where you want it to be, press A. The shape
will change to 8 darker color,

OVERLAPPING

Piacos of simitar items may be overlapped o
create whalpver shape you desia. For nstance,
once you have positioned & shape and de-
actvatod it by pressing the A button, you may
place the pointer over any object, even the
shape you have just place, and re-press the

B>
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A burton and move the shape around the
screan, svarapoing it wherever you choose.
NOTE: Any prace, with the axcepiion of lees
and holes, can be overlapped.

RE-SELECTING

I you decide you wowid prefer fo wse another
shape of that particular iferm, move the cursor
fwhich appears as the Rashing acivated
shape on the right side of the screen) back
to the middle of the main screen and press A,
ar: If you decide not to use the currently
active shape, pressing SELECT will return
the shape to the left screen and the cursor
will again appear a5 & pointer.

Ra-sefgct the shape you wish o use and
follow the procedure described above.

The shapa will rermain active wbl pou: conter i
on the right screen and press A; RE-SELECT
& new shape as described previously. or EXIT
the course designer.

It you wish to delete any portion of the hole
pou are currently creating - press SELECT
&nd move the pointer over the portion you
wish to delete Fress the B button and the
portion will magically disappesr.

Once you are happy with the HOLES you
hawve created, sefect QUIT and you will be
refurned to the main opaning meanu.

SAVING YOUR CUSTOM-DESIGNED COURSE
You must furn off your game af the MAIN
OPTION MENU, or you may lpse your beautiful
and unique custom-designed coursa, If you
ara in the middle of a game and you don't
wigh fo plgy amymare, you may gut to the
MAIN OPTION MENU by pressing START
and selecting QUIT. The Designer Course
will automatically be saved andy if you follow
this procedure.

@;«.S'rm THE GAME

Once you have selected ail of the oplions
you desirg from the opening menu and have
created or chosen & pre-sel cowse fo play,
pressing START wall fake you fo the man
PLAY screan.

At this screan, you will be shown 8 FLAY
WINDOW in the center, 8 HOLE MAF o the
right and an INFORMATION WINDOW at the
hattom.




INFORMATION WINDOW: Here you will see
the following information: hole number, par
{par of that particular hole), shots (number of
shots taken so far), distance (distance from
fee to hole), club (cwrently sefected ciuhl,
wang g'iracﬂ'm and waind speed.

If you wish fo use & different cieb, pressing
SELECT well cyrle through fhe clubs avanabie
o you. You may sefect any club at any point
before pour shot NOTE: You may only use a
putier witan you are on the green.

& SETTING UP THE SHOT

The shot you piay wall be dependent on where
and how hard you hit the bail, in wivch direction
you hit it and the hook or slice yeu put on
the bail

AIMING THE SHOT
The first thing you do is choose the direction.

Mowve the arrow keys left and right and a line
will show up. Wherever you place tha line is
the direction the shot will fravel in. The fine
willdisappear in a few seconds if neither
key s pressed.

FORESPINS AND BACKSPINS

Move the arrow keys up or down to effect
tire spin of the bell. The closer pou move the
sgin armow fo the top of the ball, the more of
8 fopspin, or forespin you I put on the bal
which will keap the ball closar to the ground,
The lower you move the spin arrow on the
ball, the more of & backspin you It put on the
ball wanich wall aim it higher in the air,

POWER OF SHOT/DIRECTION OF BALL
After you've selected the club you warnt,
ete., it s tme to make that shot

Press A to make the power meter appear,
Pressing the A button will activate the power

meter. You will see the power needle move
rapidiy to the right. The further to the right it
fravels along the power meter, the more
powerful the shot. When the power needie
has reached your desired level of power,
release the A butfon.

At this point, the power nagdle will rapialy
travel to the ieft.” If you press the A button
when the power needle has reached the 5
area, your shot will slice to the nght. If you
press the A button when the power needle has
reached the C area, your shot wall go straight
and if you release the A button when the
power needle had reached the H area, your
shat will hook to the left

proximity to efther the H, C, or § areas. In
other words, the clossr the power neadie is
the the 5 area, the more the shot wall tend to
shice and the closer the power neadie is to
the H area, the more the shot will hook and
S0 0n.

if the power needle is allowed to travel past
the H area, into the farthest left point of the
povvar mater, the player's shot will be forfaited
because, although the on-screen golfer wall
attampt the shot, no yardage will be gained. ™

Don't forget fo check the speed and direction
of the wind fo halp you deferming the best
way lo divect your shot

NOTE: When you are playing at novice TAKING THE SHOT

Teval, the ball won t hook or slice.

How much & shot will Hook, Slice or fravel
siraight is defermined by the power needle’s

After you have determined the direction of
your shal you will see the ball travelling in
the diraction you aimed in on the map on the
right side of the screemn.




Once the ball has landed the leader board
screen will be updared to Jet you know how
close you are to the hole, how many shots
your've ftaken, what kind of elub you showld
use now, and 5o on.

WHAT IF MY BALL GOES DUT OF BOUNDS?
Sorry, bt if the ball goes out of bounds, you'l
hawve o replay the shot with the loss of one
Elroks

WHAT [F MY BALL GOES IN THE WATER?

I the ball is hit into the water, you will lose a
stroke. You may aither:

Pross B - to drop the bal on the shore
closest fo where i landed in the waier

or Press A - [o replay the shot

Repeat the process of preparing for a shot
wnfil the ball has reached the green, At this
pont, you will be ready to pult

When your ball has reached the green, you
will e ready to putt. You wall be presemted
with a blow-up of the green with arrows
indicating slope direction.

Tha hook and siice option { H and S) does
not apply wihven you are putting. A “Top down”™
v screen will appear o alfow you o
juage the best direction to hit the ball i,

Uize the armow keys Io move e cursor
fwhich appesars as 8 black cross) to aim your
shat. Holding down the A button will
gctivate the power mater, Whan youwr shot
has reached the power level you desire,
redeasa the A bulton. Press the A button
again to fake pour shot.

After you make the HOLE, you will spa 5
scovecard. No matter what HOLE yvow are on
you wall ba able fo rewiew your scores on the
front nine HOLES (1-8). The back nine HOLES
[10-18) woill appear wiven you press A

FPress START to continue to mext hole.

& Scoane

After the last player has made his final shot
fovr that particilar hole, 8 score cand will
appear complete with all pertinent
infarmation {i.e. player scores, par for each
hole, ete.)

& PAUSING THE GAME

You may pause the game at any time by
prassing START. You will see a PAUSE
MODE many with four choices: RESUME,
SAVE. SCORECARD and QUIT.

& SAVING THE GAME

¥ou may save your game by pressing START,
select SAVE and re-press START. You must
exit the game al this point by holding down
the RESET Button on your NES and switching
off the power. Following this procedure will
aifiow you fo save your game at this paint.

When you turn the game on again, you wil
be asked to either prass the A butlon to
confinue the saved game or press the B
buttom to start & new game.

You may save the game arf amy point EXCEFPT
whean at the PUTTING GREEN or the
SCORECARD screen.
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Always axit the gama by selecting QUIT ar
the PAUSE menuw. If you shut off the power in
the midale of a shot, or at the DESIGNER
MENU you'll lose your custom-designed

COUWFSE.
& aur

If you want to quit your game and start a
Mew one WIthout Saving pour current game,
press START, select QUIT and then re-prass
START. This will returm you fo the MAIN
OPTION MENLI

& RESUME

To resume your current game from the PAUSE
manu, just select RESUME and press START.

. TECHNIQUES, STRATEGIES AND

RULES

Now that you've learned the mechanics of
Maying GOLF POWER, thare are a few things
wa think you should bear in mind, whether
Maying golf on the computer or on the golf
CONIrse.

@mr

When you are teeing off, your basic aim is to
get to the green with a5 little fuss 85 possibie.
As Greg Norman says, "To my mind, the
maost impartant shot in golf is the drive. Hit i#
well, and you have a fjump on the hole, an
goge on pour opponent Hit it poorty, and you i
be scramiing all the way to the green.”

When playing from a bunker, you must use 8
high-lofted club or the ball will go nowhere.
Usually, 8 sand wedge is the bast choice,
aithough in certain circumstances - for

instance, when you want the bail to rol
further an the green - a high iron such as an
8 or § cowld be used. Rermember that shots
from the bunker need extra power,

In windy conditions, it is ikely that the ball

will be deflected off course. The amount of
COMpEnsation Necessary is something you
will pick up through experience.

In ganeral, you should fry not fo overpower
the club. If you have to wse 100% or more of
the club’s power to attain & certain distance,
you are probably using the wrong club, and
should select one higher than the current
ane, This may sound rather obwious, but very
often the terdency is to pick a club whose
distance matches the distance to the haie.
Bearing in mind the earfier adwice about
playing tovwards the green, it is usually betfer
to play & more controfled shot with a longer
cluk than to teke the risk of overpowening a

shot, or hitting it fust below maximum power,
and than landing in & hazard

If extra distance is necessary, however, ong
way of achigving it i by hooking the shot. A
hooked shot fravels further than a straight
shot. But make sure that you compensate for
the curve with your swing, or you will find
yourseff in 8 stickier situation than if you had
just played a short straight shot

Heoking gnd slicing can aiso be used to
minimize your losses when playing onfo the
groan. if you mis-hit a straight shot, the result
could be & ball that lands anywhere, whergas
mis-hitting & deliberately curved shot resulls
in & ball wihecih, although in the wrong place,
iz still moving in thyge direction of the hole,
thus giving you 8 smaller rror margin.




. STRATEGIES

Depending on the game fype you are playing,
different strategies will be necessary when
in competition with other players. In Strokeplay
James, avavy single shot counts, o your
bagic plan showid be to play as simply and
efficiently as possible. If for instance, your
ball iz hing in heavy rough guite a way from
the haole, it wouwld be better to play a simple
shot onio the fainwvay so 85 to give yourself
an easy shot to the green rather than aiming
for the green straight away, a5 2 bad shot
then may cost you another hwo or three sirokes.

in Matchplay games & lost hole is & lost hole,
irrespecive of the number of shots taken; sven
if you take 100 shots to get to the green, you
will ponly be one point down, Soif an atfempt
&t the green is necessary fo win the hole,
then go for ! You can'tipse anything by fnang,
and it cowld be the shot that snatches the
hole from under your opponent’s nose,

OF course you should use your common
sense in these situalions, and attemgpt to
avoid the obwious pitfails of the course. On
the whole, you will fare better if you take fwo
safe shots round an obstruction rather than
one sketchy ane over it.

& HANDICAPS AND PARS

The handicapping system is 8 method of
allowing for the skill and exparence of
differant golfers, 50 85 o ansura & degree of
fairmess in competiion. A novice player with
a high handicap will be given a ‘stroke
allowance’ on & golf course, anabling him o
compete more affectively with an expert
player with a vary low handicap.

Handicaps start at 28 and gradually work
their way down to 0 {'scratch’]. Every tme a
golfer plays in a compelition, his handicap is
alterad depending upon s score for the

course. If the score is lower than the
‘allowed” score for his handicap level, then
the handicap is reduced. Conversaly, if the
scora is higher than allowed, then the
handicap is raised.

PARS are the expected average score for
each hole. Basically, a paris calculated
from the hole’s distance. Two shols are
aliowed for the pufl, and when this is added
to the amount of strokes needed fo get fo the
green, the resuft is the hole’s par. I the
dvstance from tee to hole is (roughlyl under
210 yards, then one shot is allowed fo get o
the green, and the hole has a par of . Holes
between 210 yards and 400 yards are
marmaly par 4, while anything over 400 yards
is usually a par 5 giving you three shols fo
reach the green from the tee. Holes with 8
par of § do exist, byt are very rare,

& WORKING OUT YOUR HANDICAP

If you are inferested in working ouf your
handicap accurately, you will nead to keep a
record of your score each time you play.
Wihen you first play, you should give yourself
& handicap of 28 Then, every time you finish
& course, the number of strokes over or under
par you are determines how far up and down
your handicap showld go.

There are four categonies of handicap —each
with their own adjiustments, isted below,

HANDICAFO-5  Category 1 = 0.1 strokes
HANDICAP G - 12 Category 2 = 0.2 strokes
HANDICAP 13- 20 Category 3 = 0.3 strokes
HANDICAP 21 - 28 Category 4 = 0.4 sirokes

So, if you are in categony 3, every stroke
under or over par at the end of the course is

muftiplied by 0.3 to give you the adjustment
to your handicap. Similanly, if your handicap

P>




is 4, each shot over or under par adiusis
your hamdicap &y 0.1 enther up or down.

Although decimal points are stored for further
adjustments, you marmally talk sbout pour
hendicap as being the mearest whole figure
to it. So a handicap of 15.5 is treated as 8
handicap of 15, whereas 15.6 is treated a5 8
handicap of 16. Simitarly, a handicap of 12
could refar to anpwhere batwean 116 and
125

After a few games, your handicap showld
leval out, &5 it gets harder to move down the
lower you go.

HANDICAPPING WITH OTHER
PEOPLE

The handicapping system applies in & sfightly

differant way if you are playing in & competiion.

In & singles game using strokeplay sconing,

each person’s handicap aowance applies
85 uswal with the extra shots beung included
if your handicap is at or above the leve! of
the 5.1, In Matchplay sconing, however, each
player’s handicap is set at 75% of the difference
benvesn thew handicap and the top handi-
capped player, who has his handicap sel to 0.
5o if 4 players of handicaps 3, 7. 12 and 11
decide fo play & fourball game, their handicaps
would be treated as 0, 2 6 and & for the
duration of the game. Team games also have
different handicapping systems, Felod befow:

GREENSOME

Matchplay 78% of the difference bebween
the handicap fotals of each team is allowed
for the highast handicapped team; the other
team being 0.

Strokeplay Each team has a handicap of
40% of the top handicap in that team and
60% of the lowest handicap.

FOURSOME

Marchplay 37.5% of the difference between
the combined total for each side is allowed
far the higher team, the lower team again
being treated as scratch.

Strokeplay Each team has its average
handicap, ie. 50% (player T + player 2).

FOURBALL

Matchplay As in singles, each player is
givan 75% of the difference between his
score and that of the lowest handicapped
player, who is treated a5 8 handicap 0.

Strokeplay As in singles, each player is
given his full handicap alfowsance.

Clubs  Average Distance

Wosds No. 7. 250 pds
[ 1 FRR——— . L

frons  No.T.....cmnice 195 p08
I BT S 185 pds
NS e 175 pds
i R 165 yals
L TR S 155 yals
NG i 145 yols
N F e, TR S
1. AR £ 1 AL 125 yds
N R e T15 s
Pitching Wedge ...... 105 yds
Sand Wedge ........... 95 yils
PRITON o B s S0t

The givan distance refers to ful-power shols
takan under ideal condilions on & SUNY,
windigss day from a perfect level tee with
10 S,
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& GREG NORMAN

EXEMPT STATUS: 1589 towrmament winner
FULL NAME: Gregory John Naerman
HEIGHT: §° 1"

WEIGHT: 185 [bs.

BIRTH DATE: Feb. 10, 1955

BIRTH PLACE: Queensland, Australia
RESIDENCE: Lost Tree Village, Florida;
Plays out of Grand Cypress, Florida
FAMILY: Wife, Laura; Morgan-Leigh | 10/5/
82); Gregory [9/'%/85)

SPECIAL INTERESTS: fishing, hunting,
snogker

TURNED PROFESSIONAL: 1576

JOINED TOUR: 1983

CAREER EARNINGS: £3.085,754
PLAY OFF RECORD: 1-3

TOUR VICTORIES: 1384-Kemper Open,
Canadian Open; 1986-Panasonic-Las Vegas
Imvitational, Kemper Open; 1988—-MEI
Heritage Classic; 1988-The Infernational,
Groater Mitwaukee Open

MONEY & POSITION: 1583-871,411 {74thl:
1984-$310.230 (9th); 1985-$165,458 (42nd);
1986-$553.298 (sl 1987-5535.450 (7th);
1985-$514,854 (17th); 1389-8835,095 (4th).
BEST 1989 FAINISHES: 1-The International;
I-Greater Miwaukee Open; T2-USF&G
Classic; T3-The Masters; 4— MONY
Towrnament of Champions; 4-NEC Woarld
Series of Golt: T4-THE PLAYERS Champion-
ship; TH-K-Mart Greater Greensboro Upen
1989 SUMMARY: Tournaments entered -
I7: in money = 10 fop fen finishes - 8
stroke average - 5340

BEST 1989 NABRISCO STATS: 1-par
breakers [ 224} 2-scoring (69,401 15 -
driving distance (27321 17 - greens in
regulation |.887)

1989 NABISCO INDIVIDUAL COMPETITION:
547,000

1990 NABISCO TEAM CHARITY
COMPETITION: Team Championship

OTHER ACHIEVEMENTS: Winmer of 58
towrnaments around the world, such as 1986
British Open; 1979 and 1383 Hong Kong
Open; 1980 French Open; 1980 and 1987
Australian Open; 1980 Scandinavian Open;
1950, 1983 and 1985 Suntory World Match
Play: 1981, 1983, 1984, 1987 and 1589
Australign Masters; 1981 and 1982 Dunlop
Masters; 1983 Kapuals International; 1583
gnd 1995 Queensiand Open; 1983 and 1386
New South Wales Open; 1983 Cannes
tnvitational, 1984 Victaria Open, Australia;
1989 Australian Tournament Players
Championship; 1989 Chunichi Crowns,
Japan; Leader, European Tour Order of
Merit: 1986 Amold Paimer Award recipient
for leading money winrer; Leo TOUR
putting and par-breakers in 1996, and par-
hraakers in 1589

NATIONAL TEAMS: Australian Mssan Cup
§2), 1983 and 1988; Australian Kirin Cup,

1987: Austrafian Dunhill Cup (5) 1385, 1386,
1967, 1968, 1989 Austrafian Four Tours, 1589

Greg Morman may well be the most charsmatic
player in the game today; with his incredible
skill he certainly does generale excilement.
He has posted many viclories worldwide and
most of them have been impressive. Indeed,
even when he doesn’t win, Greg Norman
makas the game excifing.

L ast year he waon two more on the PGA TOUR -
Tha Intarnational and, two weeks [atar, the
Greatar Milwsukee Open, in all, he had
eight top 10 finishes in just 17 starts. One
that got away, however, was the British
Open at Troon, but, true to his nature, he did
make it exciting: he lostin & playoff to Mark
Calcavecchia after shooting a brilliant round
of 64 to gain the tie. He missed nearly twa
months of 1988 with an injured wrist. In the
second reund of the US Open. on the ninth
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hole, he strained it severely when hitling a
ball off a tight lie and the club hit a bowlder.
He did win the MCI Heritage Classic that
year but he siso lost another pair of TOUR
events in playofls,

In 1286 he tridy was incredible. He won
hwice on the TOUR, was second four mes
and 10 top 10 firishes in 19 US starts, (verseas,
he won the British Open, Evropean Open,
Suntory World March Play and then three in
a row in his native Australia.

tn all four of the more significant 1986
championships he was in the lead going into
the final round, He led by one stroke going
wnto the last day of the Masters Tournamaeni,
and finished bed for second. He led by one
alter three days at the US Open and fnally
ted for 1.2th place.
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