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:and btmke the ball. The Io ger you ha}d the left mouse button, th
harder the putt and the far e ball will go. All putts are _
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The Rocket - Par 2

Timing, timing, timing. If you can’t
sneak past both lasers, you may try to
lay up short of the second one.










-Par2
to the center cannon

“Walk the plank” _
a better chance at par.
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The Haunted House - Par 3
There are a few “bumps in the night” on this hole.
But, hey, don’t be afraid. It's just a game.
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The Lost Mine - Par 3
A treacherous hole with hazards .
everywhere, including a bottomless pit.










saurs - Par e o
‘s true. flymg gaii baﬂs made










'50°s Drive In'Monster Movie- Par 4
Hit your ball through the drive-in screen for some
monstrous fun. Watch the scenes to time*your shot.
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I'eehnical -; Support

in this guide or the README file, oontact the
may call, wnte, fax, or contact us on

Even More Incredible Machine - Par 5
' hole is a snap. Just hit it off the
dynamite, through the trap door.




