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Overview 

Overview of Computer Score Center Command 

 
The Center Command Navigation Menu has 4 main areas: 

¶ Main Menu Area - Located on the left-hand side, which relate to different modules of the Center 
Command Software. Selecting the League Secretary Menu Item, for example, will display all the relevant 
icons relating to league secretarial work. 

¶ Utility Area ï Located on the top of the program and includes a button that opens a league to work with 
(Open League), a shortcut to launch Control Lanes, and an Unattended button that should be pressed 
when you leave your workstation. This prevents the cash drawer from being opened without password 
entry. Additional buttons include Backup and Restore and a Repair button that can be seen from the 
System Management main menu.  

¶ Work Area ï Located in the central section of Center Command and its buttons will enable access to 
every area of a specific module, for example, from League Secretary you can set-up, add or edit 
information for any Leagues, Teams, Bowlers and Game Scores. 

¶ Print Area ï Located on the bottom of the screen and has various buttons for printing reports relating to a 
specific module, such as Standing Sheets, Bowler and Team Record Cards from the League Secretary 
module. 

 
The Center Command menu has been designed for easy navigation and can be accessed by using a mouse 
or the keyboard (and touch screen if supplied). When using the keyboard, the operator is able to press the 
underlined letter in the Main Menu and Utility Area. Additionally, an operator can press the corresponding 
function keys (F1, F2 etc) to operate a function in the Work Area or by pressing a numerical key to operate 
the corresponding button in the Print Area.  

Main Menu 

Print Area 

Work Area 

Utility Area 
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Main Menu functions (if modules installed) 

 
The Control Lanes Main Menu allows the operator to Open and Close Shifts, 
Enter Banking and print Shift or End of Day Reports. Additional report types 
include meter readings or audit reports 
 
The League Secretary Menu allows an operator to create a new League or 
manage an existing League. The operator is able to modify the League Setup, 
Team Details and Bowlerôs Names and Addresses as well as editing Game 
Scores. The operator is also able to view and print a List of Leagues, League 
Recap and Record sheets, Team and Individual Record Cards as well as 
Standing Sheets. 
 
The Address Book Menu allows the operator to manage the address book, 
add or edit Mailing Lists and contain Brackets and Sweepers. Other various 
report options include viewing Absent Bowlers for chosen weeks, Bowler 
Notes that allow staff to communicate about bowler information. 
 
The Point of Sale Menu allows the operator to set-up or change prices for 
items, edit previous dayôs transactions (General Manager access only), and 
manage Lockers and Deposits. The various print options include Financial 
Reports, Macro Reports, Pro Shop Stock and Deposit Information. 
 
The Food, Bar and Misc Menu allows the operator to access various report 
types that are also seen in the Point of Sale Menu. All buttons in this Menu 
act in the same manner as can be seen from Control Lanes Menu or Point of 
Sale Menu. To launch the Café, Bar or Misc program, simply click on the 
Café, Bar or Misc button in the Utility Area. 
 
The System Management Menu is used to enter Employee Details including 
Password and Security levels. The set-up and configuration of Computer 
Command and Lane Scoring is modified in the Control Setup option. The 
operator is also able to modify and set-up Awards for their particular country 
or congress. 

 
Note: These menus will only be available if the relevant software modules have been installed on your 
system. 
 
This manual will assume that all modules and buttons have been enabled on the system. The operator may 
notice that some modules or buttons are not visible on the screen, this is because that these features have 
become disabled. 

Center Command Task Management 

The Center Command Menu works in a similar way to the Windows Desktop. The operator will notice when 
Computer Score has been launched that                                              is displayed on the taskbar at the 
bottom of the screen. The program can be minimised and maximised just like any other Windows application.  
 
Launching a menu item from Center Command such as F2 Team Details from the League Secretary Menu 
will create a new Windows task. When launching F2 Team Details the operator will notice that                     
will appear on the task bar at the bottom of the screen. This function can also be minimised and maximised 
like any other Windows application.  
 
By minimising F2 Team Details, Center Command is revealed again and will allow for any other menu option, 
such as F4 League Schedule to be run. An operator is able to switch between these two tasks by selecting 
the appropriate caption on the task bar. 
 
It is recommended that when operating multiple tasks that the operator checks the task bar to see if a task 
has already been opened instead of opening the same task a second time. The operator is still able to run 
the same task multiple times, however, Computer Score does not recommend using this method as a 
database may become corrupted in the process.  
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Enable Modules 

 
The Enable features screen allows the operator to simplify the appearance of Control Lanes and Computer 
Score by hiding features that arenôt used by the centre. This will decrease confusion of unnecessary buttons 
and will allow operators to operate Control Lanes with greater ease. 
 
By default, all modules and buttons are enabled. To disable (or re-enable) a feature, simply follow these 
easy steps:  
 
1. In Computer Score, under the System Management menu, select F4 Register Software 

2. Press the Enable Features button from the bottom of the screen 
3. Enter a 4 digit PIN number provided to the operator by Computer Score support staff and press enter on 

the keyboard 
4. Enter the 4 digit number beside the each required option to re-enable or disable the feature 
5. Select OK when finished 
6. The operator will now have to close down Control Lanes and Computer Score on all computers and re-

launch both computers to apply the changes. 
 
Note: All pin numbers will change based on the current date. A pin number that is provided to the operator 
today would not enable access for tomorrow.  
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Center Command Help System 

 
Center Command includes an extensive on-line help system that is easily activated from anywhere within the 
software modules. There are 3 methods to activate the Help system. 
 
Method 1: By using your mouse, click on Help that is located on the Menu Bar at 
the top of the screen and then click Computer Score Help. The help system is 
now available for use. Alternatively, the operator can press Alt+H on the keyboard 
and select Computer Score Help by using the down arrow on your keypad and 
hitting enter when selected.  
 
Method 2: Help can be found on the bottom of the screen of each software module with Center 
Command,  such as F1 League Set-up that can be found in the League Secretary Menu. By 
pressing on the Help menu, the system will automatically take the operator to the corresponding 
section relating to the specific module. 
 
Method 3: The Help system can also be launched when the operator has 
opened any task. When pressing F1, the help system will be launched 
directing the operator to the corresponding section relating to the specific 
module or data field that an operator may be in.  
 
If for some reason the system does not take the operator to the 
information that they required help on, then the operator should click on 
the index tab from within the Help menu and type in a keyword that relates 
to the topic that help is required. If the operator is still unable to locate the 
required information then the operator should select the search tab and 
type in a keyword relating to the information that is required. If both 
searches do not show any matches, then the operator should select 
another keyword.  
 
If the operator finds particular information useful then bookmark the 
particular topic for future references. By selecting the Favourites tab and then selecting Add from the bottom 
of the screen, the system will automatically add the particular search criteria to the Favourites tab; this will 
allow quick reference by any operator to locate the required information.  
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System Start Up and Shut down Procedure 

Start up Procedure 

The following procedure outlines how to properly start up a centerôs system based on the hardware 
available. Skip the step if the hardware is not available in the center. 
 

1. Switch on the UPS 

(Uninterrupted Power Supply)  

Supplies battery backup power to a NAS Drive and the master computer. 
The UPS can also supply power for the master computerôs monitor, 
receipt printer and the scoresheet network printer. If the UPS is not 
turned on, the items connected to it will not turn on. 

 
 
 

2. Switch on the NAS Device  
(Network Attached Storage)  

Contains all networking and center command software in 
order to operate the system. The operator should wait for 
the NAS to fully load before continuing the next step.  

(Wait for the NAS to switch to its óReadyô Mode) 
 

 
 
 

3. Turn on the master computer 

 The system loads any programs in order to run 
additional modules such as automatic bumpers or 
AMF 82-90 Interface. This is where the main operation 
of Control Lanes occurs. 
 
 
 
 
 
 

 

4. Turn on additional computers located 
throughout the center. 
Additional computers include backup, café or bar etc. 

 
 
 

 

5. Turn on the 
upper monitors and machines 

The upper monitors control the scoring hardware and 
the display the automatic scoring. The scoring 
hardware will have also acquired an IP Address, which 
is needed for the hardware to be fully responsive from 
commands initiated from control. 
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Shut down procedure 

The following procedure outlines how to properly shut down a centerôs system based on the hardware 
available. Skip the step if the hardware is not available in the center. 
 

1. Turn off the upper monitors and 
machines 

The machines should now be non-responsive to any 
commands initiated by control. Additionally, there 
should be no display on the upper monitors 

 
 
 
 

2. Turn off all computers except the 
master computer 

Additional computers include the café, bar, backup 
or office computers. 
 
 
 
 
 

 

3. Turn off the master computer 
The master computer controls additional modules that 
arenôt located in the Computer Score Command Center. 
 
 
 

 
 

4. Turn off the NAS 

As soon as the light on the NAS turns off, it will then be safe 
to continue the next step. 
 
Important: Do not continue the next step unless the blue 
light on the NAS has been turned off. 
 
 
 

5. Turn off the UPS 

Once the UPS is off it will then be completely safe to switch off the circuit 
breakers that control any computers or networked printers. 
 



 

On the Lanes   7 

On the Lanes 

Lane Monitor Icons 

On the top of each lane monitor grids there are little icons informing bowlers and staff the current status of 
the machine operation. Below are explanations of each icon and at what times the icons will appear. 
 

No Tap 

These icons will be displayed 
beside the name of each player. 

Play Mode 
These icons are displayed at the top 

left of the grid. 

Machine Status 
Only one of these icons can be 

displayed at any one time. 

 

Indicates that the bowler is 
playing 6 No Tap. 

 

Indicates that the machine is 
turned off but the grids are 
displayed ready for names to 
be entered 

 

Indicates that the machine is 
turned off. Commonly seen 
when grids only have been 
enabled. 

 

Indicates that the bowler is 
playing 7 No Tap. 

 

Indicates that the lane is in 
practice mode. Automatic 
scoring will not be triggered 

 

Indicates that the machine is 
turned on. 

 

Indicates that the bowler is 
playing 8 No Tap. 

 

Indicates that the lane is 
bowling on the left lane only  

Indicates that the machine is 
cycling. Only seen on a 10

th
 

frame cycle or in diagnostics 
mode 

 

Indicates that the bowler is 
playing 9 No Tap. 

 

Indicates that the lane is 
bowling on the right lane only 

Game Packages 

Only one of these icons can be 
displayed at any one time. 

 

Indicates that the bowler is 
playing 7 Exact No Tap. 

 

Indicates that a lane is bowling 
on both lanes in a pair  

Indicates that the lane is 
playing Odds and Evens 

 

Indicates that the bowler is 
playing 8 Exact No Tap. 

 

Indicates that a lane has had 
itôs cross lane arrows reversed  

Indicates that the lane is 
playing 3-6-9  

Miscellaneous Icons: 
These icons do not fit into the other 

categories 

Diagnostics Icons: 
These icons will only appear if 

diagnostics mode has been enabled 
 

Indicates that the lane is 
playing red pin. 

 

Indicates that the bowler 
has automatic bumpers 
enabled 

 

Indicates that the machine is 
currently stable  

Indicates that the lane is 
playing casino bowling 

 

Indicates a lane has 
requested a café call  

Indicates that the machineôs 
sweep has moved  

Indicates that the lane is 
playing bingo bowling 

 

Indicates that the lane is in 
time bowling mode.  

Indicates that the machineôs 
sweep has been grounded  

Indicates that the lane is 
playing 11

th
 frame. 

Network Icons: 

These icons are displayed briefly to 
indicate the network connection 

 

Indicates that a score has 
been registered.  

Indicates that the lane is 
playing pick-a-card 

 

Indicates that the lane is 
not connected to the 
network 

 

 

Indicates that the lane is 
connected to the network 
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Stand Alone Play 

 
Computer Score scoring systems are designed to be fully operational in stand-alone mode, even when the 
lanes arenôt networked to the optional system management computers.   
 
Note: Stand Alone mode is where the scoring unit is not connected to control via the network. These steps 
are not applicable when the system is connected to control. 
 
To start bowling in stand-alone mode, simply follow these easy steps: 
 
1. At the initial screen, enter the amount of players wanting to bowl on the lane. 
2. If the lane would like to bowl on a single lane with no competition format, press Play on the playerôs 

keypad. If the group would like to play in a competition format, press Enter on the playerôs keypad. 
For this example, the lane has selected to play in competition format with 4 people on a lane. 

3. Simply press the corresponding letter on the playerôs keypad to initiate the competition format required. 
4. Press Play once the format required has been 

specified. 
 
Note: Notice how the óNot Networkedô Icon has 
appeared at the top left of the grid. This will mean 
that there is no communication between the lanes and 
control. The scoring unit will not receive any commands 
sent from control. 
 
5. Enter the names by pressing the corresponding keys on 
the playerôs keypad. The first name entered will 
overwrite the number 1; press the enter key to progress 
to the next name to overwrite the number 2. Repeat the 
step or press clear to overwrite the remaining grids and 
press play when complete. 

6. Bowling will continue as per normal and the game will 
ended in the same fashion as a óPay Afterô with no 
games specified. 

 
Note: If the game is required to be ended during the middle 
of the game press Help on the playerôs keypad, then press 
End of Game followed by Clear. 
 
Note: Once a lane has been ended, that lane cannot be recovered or a scoresheet printed. It is crucial that 
scores are written down by an independent source to verify scores have been bowled (if a competition). 
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Control Lanes 

Overview of Control Lanes 

Control Lanes consist of two sections: 
 
Lane Status: The lane status section uses most of the display and consists of all lanes displayed in pairs. 
From this display, the operator can tell if a lane is in use, how many games has been purchased for a 
particular lane, how many frames have been bowled so far, and what time a particular lane is due to finish. 
 
Control Buttons: These buttons are located at the bottom of Control Lanes. There are up to 8 groups of 
buttons that can be seen depending on the modules installed on your system. 

 
 

Lane Status 

Control Buttons 
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F1 START  
 

The F1 Start tab is the default tab of the Control Buttons. When Control Lanes has been launched the 
operator will notice that the F1 Start tab will already be displayed. Most operations relating to lane operation 
will refer to the F1 Start tab. The F1 Start tab consists of 3 groups:  
 

Start Lanes 
¶ Start Open Play ï Allows the operator to start bowlers in óPre-Paid Modeô 

¶ Start Pay After ï Allows the operator to start bowlers in óPost-Paid Modeô 

¶ Start League ï Allows the operator to start a League 
 

Other Transactions 
¶ Booking Sheet ï Where the main operation of taking bookings occur 

¶ Other Trans ï Where miscellaneous transactions can occur 

¶ League Transact ï Where the operator transacts games played for league 

¶ Pay After Transact ï Where the operator transacts games for óPost-Paid Modeô 
 

Lane Action 
¶ End Lane ï Allows the operator to abandon a particular lane or lanes 

¶ Recover Lane ï Allows the operator to órecoverô a particular lane or lanes for reuse 

¶ Work Shop ï Allows the operator to place a particular lane or lanes as out of use 

¶ Print Scores ï Allows the operator to print out scores for a particular lane or bowler 

¶ Name Entry ï Allows the operator to enter names for a particular lane 

¶ View Lanes ï Allows the operator to edit scores for a particular lane 
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F2 PLAY MODE  

 
The F2 Play Mode tab is where the operator controls the laneôs behaviour. Additional features are allocating 
handicap boxes or displaying a teamôs scoregrid. The F2 Play Mode tab consists of 3 groups 
 

Play Mode 
¶ Single Lane ï The selected lane will turn on the machine when names have been entered and allow the 

group to bowl on their allocated lane only 

¶ Cross Lane ï The selected lane or pair of lanes will turn on the machines when names have been 
entered and allow the group to bowl on the allocated pair of lanes only 

¶ Auto Start ï Enables the selected lane or pair of lanes onto practice and after a set amount of time, 
turns the machines onto Cross Lane play mode 

¶ Practice ï Turns the selected laneôs machines on but will not generate a score 

¶ Grids Only ï The selected laneôs machine will not be turned on and scoring will be enabled 
 

Print Scoresheets 
¶ Yes Print ï The selected lane will automatically print a scoresheet after play has finished 

¶ No Print ï The selected lane will not automatically print a scoresheet after play has finished 
 

Grid Format 
¶ Singles Grid ï Separates each grid so each player is a single 

¶ Doubles Grid ï Places a group of 2 bowlersô grid together and displays the total for the two players 

¶ Teams Grids ï Groups the bowlers on the lanes together and displays the total pinfall for all bowlers 

¶ Scratch ï The bowlers do not have an option of entering a handicap 

¶ HCP ï Allows the operator or bowler to enter handicaps for those bowlers on the lane. 

¶ Default Lineup ï Allows the operator to enter names in one button press from Control 
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F3 GAMES 

 
The F3 Games tab allows the operator to specify a particular game package to be played on the lanes. A No 
Tap game may be played at the same time as a Games Package. The games tab consists of 1 group, 
however can be separated into 2 sections: 
 

No Tap 
¶ None ï Turns off all No Tap and Games Packages 

¶ 6 No Tap ï Bowl 6 or more and score a strike! 

¶ 7 No Tap ï Bowl 7 or more and score a strike! 

¶ 7 Exact No Tap ï Bowl 7 pins down only and score a strike! 

¶ 8 No Tap ï Bowl 8 or more and score a strike! 

¶ 8 Exact No Tap ï Bowl 8 pins down only and score a strike! 

¶ 9 No Tap ï Bowl 9 pins down and score a strike! 
 

Games 
¶ Odds & Evens ï Bowl an odd number of pins and score a spare, bowl an even amount of pins and 

score a strike 

¶ 3 6 9 ï In the 3
rd

, 6
th
 and 9

th
 frame the system will automatically score a strike 

¶ Red Pin ï Bowl a strike on the frame where red pin appears to win a prize 

¶ Casino ï Bowl a strike (or a spare) and have a chance of winning a prize 

¶ Bingo ï Match 9 numbers on the first ball over 2 games to win a prize 

¶ 11
th

 Frame ï Improve your score by rebowling you worst frame from frames 1 ï 9. 

¶ Pick A Card ï Bowl a strike (or spare) and pick a card. A 1 in 3 chance of winning! 
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F4 MOVE 

 
The F4 Move tab relates to specific functions of moving games or lanes. The F4 Move tab consists of 3 
groups: 
 

Move / Transfer Games. 
¶ Lanes Move ï Allows the operator to move one group of bowlers from one lane to another 

¶ Games Transfer ï Allows the operator to move games from one lane to another 

¶ Bowlers Transfer ï Allows the operator to transfer bowlers from one lane to another 
 

Shuffle Lanes 
¶ Odd & Even ï Ability to move a group of lanes in the following manner ï odd lanes move to the left, 

even lanes move to the right 

¶ Next Pair ï Ability to move a group of lanes to the next pair on the right hand side 
 

Change Arrows 
¶ Change Arrow ï Allows the operator to change the arrow direction for lanes that are in cross lane mode 
 

F5 MESSAGES 

 
The F5 Messages tab relates to what is displayed on the upper monitors or the operatorôs workstation. The 
F5 Messages tab consists of 4 groups: 
 

Change Monitor Display 
¶ All Video ï Sets the display of the selected lanes to display Video or TV 

¶ All Message ï Sets the display of the selected lanes to display stored messages 

¶ Odd Video ï Sets the display of the selected lanes to display Video or TV on the Odd Lanes only 

¶ Even Video ï Sets the display of the selected lanes to display Video or TV on the Even Lanes only 
 

Lane Monitor Message 
¶ Lane Message ï Sends an animated message to the selected lane 

¶ Lane Cafe Call ï Alerts a lane that a café order is ready and waiting at the café 

¶ Casino Wins ï Displays on control the winners (and losers) of any games package played 
 

View Results 
¶ High Games ï Displays the High Game for each lane as well as any 200 games bowled 

¶ All Games ï Displays All Games for selected lanes as well as any 200 games bowled 
 

Language 
¶ Change Language ï Sets the language of the help menus on the lanes for the current group only. The 

default language is set from the configuration screen on the lanes. 
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F6 POS 

 
The F6 POS tab relates to specific functions that will create Point of Sale transactions. The F6 POS tab can 
be separated into 3 different groups: 
 

Other POS Functions 
¶ Cash Paid Out ï Ability to make a transaction to pay for items using the money in the cash draw 

¶ Pay Account ï Used when bowlers are wanting to pay for any amounts owing on their account 

¶ Other Trans ï Where miscellaneous transactions can occur 

¶ View Trans ï Ability to view previous transactions for the current day 

¶ Cash Drop ï Allows the user to make a cash banking entry in the middle of a shift 

¶ EFTPOS Cash Out ï Used when a customer requests to withdraw cash from their debit card (optional) 
 

Lockers & Deposits 
¶ Rent Locker ï Where renting, re-renting and vacating lockers takes place 

¶ Deposits ï Allows the operator to enter a deposit for a lane booking or pro shop orders 

¶ Enter Meters ï Where the operator enters the current or previous days meter readings 

¶ Sell Stock ï Where the ability to sell stock and place pro-shop stock on lay away 
 

Shift Functions 
¶ Open Shift ï Where the operator is able to open a shift 

¶ Banking Entry ï Where the operator is able to enter the shiftôs takings 

¶ Close Shift ï Where the operator is able to close a shift 

¶ End Of Day ï Where the operator is able to close the day and prevent further transactions 
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F7 OVERRIDES 
 

 
The F7 Overrides tab relates to functions and operations of the lanes that can be overridden. The F7 
Overrides tab can be separated into 5 sections: 
 

Keyboards 
¶ Lock Keyboard ï Restrict bowlerôs area keypad entry 

¶ Keyboard Unlock ï Allows fulls access to the players area keypad  
 

Ball Speed 
¶ Ball Speed On ï Enables ball speed for open play bowling (will not be enabled if it has been 

permanently disabled in Center Setup) 

¶ Ball Speed Off ï Disables ball speed display for open bowling 
 

Bumper Lanes 
¶ Lower Bumpers ï Lowers bumpers and prevents automatic raising of the bumpers 

¶ Raise Bumpers ï Raises bumpers and prevents automatic lowering of the bumpers 

¶ Bumpers Auto ï Allows the bumpers to automatically lower and raise  

¶ Bumper Entry ï Ability to enable automatic bumpers for particular bowlers 
 

Cycle Lane 
¶ Cycle Lane ï Ability to cycle a lane from control 

¶ Machines On & Off ï Ability to turn a lane on and off from control 
 

Shutdown 
¶ Shut Down Machines and Bumpers ï Turns off all machines in the center (based on machine settings) 

and raises all bumpers. 
 
 

F8 GSX 

 
The F8 GSX tab will only be visible if the centerôs machine type is Brunswick GS-X 
 

Reset Pins 
Reset Pins ï Allows the operator to respot pins easily without mechanic assistance 
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Icons located on Control Lanes 

If óDisplay Booking Icons on Control Lanesô have been enabled in the Control Setup screen, the operator will 
notice that there will be small icons located on each lane when applicable. These icons will appear for 
various reasons as explained below: 

Booking Icons League Icons Waiting Icons 

 
A booking is due to start 
in 45 ï 60 minutes  

A league is due to start 
in 45 ï 60 minutes  

A paid booking is due to 
start on an available lane. 
This icon will remain on Control 
Lanes until this booking has 
been placed on the lanes or the 
booking has become voided  

 
A booking is due to start 
in 30 ï 45 minutes  

A league is due to start 
in 30 ï 45 minutes  

A paid booking is waiting 
to be placed on the next 
available lane 

 
A booking is due to start 
in 10 ï 30 minutes  

A league is due to start 
in 10 ï 30 minutes 

 

 
A booking is due to start 
in less than 10 minutes  

A league is due to start 
in less than 10 minutes 

 
A booking is due to start 
This icon will remain on Control 
Lanes until the booking has 
been started or the booking has 
become voided 

 
A league is due to start 
This icon will remain on Control 
Lanes up to 30 minutes after 
the league was due to start or 
when more than half the 
league has been placed on the 
lanes 

 
A booking has been 
delayed by less than 10 
minutes 

 
A league has been 
delayed by less than 10 
minutes 

 
A booking has been 
delayed by more than 10 
minutes 

 
A league has been 
delayed by more than 10 
minutes 

Additionally, other various icons can also be seen on the booking sheet. These icons are listed in priority on 
how they will appear on the booking sheet. These icons are placed on the booking sheet for various reasons 
as explained below: 

Booking Icons 

 Bookings are over booked  Booking can start now  Birthday Party Type Booking 

 Booking is being delayed  Booking cannot start yet  Corporate Type Booking 

 Booking is running late  Walk-in  Disabled Type Booking 

 Booking has lane specified  League  Group Type Booking 

 Booking has comments  Recurring Booking  Phone Type Booking 

 Booking uses multiple lanes  Booking has a deposit  Schools Type Booking 

Control Lane Colors 

The are several standard colors that can be seen on the Control Lanes status screen. These colors indicate 
to the operator the current mode of which the lane is operating in. Any color not displayed below indicates 
that the lane has a league placed on it. As league colors can be changed in League Set-up, the color 
description will not be explained below. 

 
Blue colored lanes 

indicates that the pair 
of lanes is currently in 

Single Lane Mode Only 
and has been pre-paid. 

           
Tan colored lanes 

indicate that the pair 
of lanes is in a form 
of league mode for 

open play. 

 
Orange colored lanes 

indicate that the lane is 
in To Pay mode ï 

(Games have not yet 
been paid for) 

 
Purple colored lanes 
indicate that the lane 

is in Time Bowling 
Mode 

 
Red colored lanes 

indicate that a 
machine technician is 

using the lanes. 
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Shift and End of Day Procedures 
 
The following procedures are recommendations and are used by most centers. However, procedures may 
be changed to suit a centerôs policy. 
 
All steps presume that the operator has launched Control Lanes. 

Opening Shift 1 ï Day Shift 

 
In order for any Point of Sale transactions to be made a shift must first be opened.  
 
Note: If a shift is not opened, the system will not allow any transactions to occur. 
 
To open a shift, simply follow these easy steps: 
 
1. Select Open Shift from the F6 POS tab or press F6 then the letter óIô (eye) on the keyboard 
  

2. Enter a password as prompted and then press OK 
 
The shift has now been opened and transactions can now be made 

Transition between shifts ï Closing Shift 1 and Opening Shift 2 (Night Shift) 

 
The transitions between shifts should be made as quickly as possible. 
 
To close a shift, simply follow these easy steps: 
 
1. Select Close Shift from the F6 POS tab or press F6 then the letter óCô on the keyboard 

 
2. Enter a password as prompted and then press OK 
3. Now open the shift by following the Open Shift procedure above. 
 
Remember: Transactions cannot be made if a shift is not open! 
 
Hint: To make the transition between shifts as smooth as possible, it is recommended that Shift 1 operators 
prepare a cash float for shift 2. The float should have enough cash and notes to allow Shift 2 to operate 
normally from the moment the shift has been opened. The float should be counted towards shift 1ôs banking, 
as shift 2 operators should replace this float as soon as sufficient cash has been taken. For example, 10 x 
$50 should replace a $500 float. 
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Entering Banking ï For Shift 1 

 
Banking for Shift 1 can be entered at any time while Shift 2 is opened. Computer Score recommends 
entering banking as soon as the banking for Shift 1 is known. 
 
Note: Remember to include the float provided for Shift 2 in Shift 1ôs banking. 
 
Note: Do not include any cash drop amounts in this banking figure. Banking is what is in the cash drawer 
now. 
 
To enter banking for Shift 1, simply follow these easy steps: 
 
1. Select Banking Entry from the F6 POS tab or press F6 then the letter óBô on your keyboard 

2. Enter a password as prompted 
3. Enter the cash and/or card banking for Shift 1 and then select OK 
4. If the banking has been entered incorrectly select Retry or select Yes if correct 
 
Note: The system will now print off a shift report for Shift 1ôs trading. However, if the operatorôs security level 
does not fulfil the level required to view a Previous Shift Report then the system will not print Shift 1ôs report.  

Close Shift 2 

Shift 2 is generally the last shift before end of trading for the day. 
 
1. Select Close Shift from F6 POS tab. 
2. Enter a password as prompted and select OK 
 
Remember: Transactions can no longer be made, as a shift is no longer open! 

Enter Banking ï Shift 2 

 
1. Select Banking Entry from F6 POS tab.  
2. Enter a password as prompted and select OK 
3. Enter the cash and/or card takings for Shift 2 and then 

select OK 
4. If the banking has been entered incorrectly select Retry or 

select Yes if correct 
 
Note: The system will now print off a shift report for Shift 2ôs 
trading. However, if the operatorôs security level does not fulfil 
the level required to view a Previous Shift Report then the 
system will not print Shift 2ôs report. 
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Enter Meter Readings (if module installed) 

 
To Enter Meter Readings for the day, simply follow these easy steps: 
 
1. Select Enter Meters from the F6 POS tab or select F6 then the letter óMô on the keyboard 

 
2. Ensure that the Meter Reading Date is correct 
3. Now select Edit from the buttons located at the bottom of the screen 
4. Enter the last 4 digits of the meters for the corresponding lane 
5. Select OK when all meters have been entered for each lane 
 
To view or print out a Meter Reading Report, 
simply follow these easy steps:  
 
1. Select Reports then Meter Reading Report 

from the menu bar at the top of screen  
2. Select the day that requires being viewed 

or printed then select View or Print 
 
 
Note: By entering the Control Lanes main menu in the Computer Score program, 
the operator can perform the entire End of Shift and Day procedures. 
 
Note: It is recommended to enter meters before an End of Day Close has been 
performed. This allows the system to report metered games and percentage 
against paid games on the End of Day Report. 

End of Day Close ï End of Trading 

 
Once Shifts 1 and 2 have been completed, banking has been entered for all shifts and the dayôs trading has 
been completed, the operator will now need to finalise the day by performing an End of Day Close. 
 
To perform an End of Day close, simply follow these easy steps: 
 
1. Select End of Day from F6 POS tab or select F6 then the letter óEô on the keyboard 

 
Enter a password as prompted and select OK 
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Getting Started 

Setting up Employees and System Access 

The first task in operating the system after initial set-up is to create the centerôs employees and their access 
level. 
 
The operator can enter the centerôs employeesô details by entering F1 Employee Details that is located in the 
System Management Menu. The system may ask the operator for a password, if this is the case, contact the 
centerôs Computer Score representative for a temporary password. 

 
Note: By default, no employees are entered into the system. When there are no employees set, then all 
system security will be turned off until an employee is entered. 
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Adding an Employee 
To add an employee, click on the Add button. The data entry fields are now blank and the screen has turned 
blue to indicate that the current screen is now able to have data edited. 
 
Note: The operator will notice that when the Edit button on any screen is pressed, the current screen will 
turn blue. This indicates that most fields on the current screen can now be modified. This is so screens are 
not accidentally changed when using a touch screen. 

 
The operator should enter as many details that they have on hand relating to the employee. When entering a 
password for the new employee and the employee is not available, Computer Score recommends entering 
the employeeôs birth date or initials. This password should be changed when the employee is available to 
select his or her own password.  
 
Once the operator has entered all employeesô details including a password and has selected appropriate 
system access, then the operator should save these details by clicking on OK. The operator will now see that 
the screen is now no longer blue and all buttons have become enabled.  
 
To make any changes to an employee, the operator should select Edit and the operator will notice that the 
screen will now turn blue, which will allow the ability to edit any details as required. To edit an employee that 
is not seen on the screen, the operator should select the Find button first and select OK when selected. 
 
Note: Computer Score and Control Lanes have been designed so that using a touch screen, a mouse or a 
keyboard can easily operate them. If any one of these three peripherals break down, both programs can still 
be used, however it is recommended to replace the broken item as soon as possible to allow for easier 
operation. 
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System Access Levels 
When nominating a level of access of an employee, the operator should decide what role the new employee 
will play in the center. There are six levels of access that an employee can have:  
 

No Access 
 
A No Access level employee is only able to create transactions. The 
employee will be able to Log On to Control Lanes, however the 
employee will not be able to log in to any part of Computer Score. The 
only part of Computer Score that a No Access employee will be able to 
access will be those modules within a work area of which another 
employee has logged into. This level of access is useful as a staff 
directory for those employees who may be employed in other areas of 
the centerôs operation, such as Technical or Building Maintenance.  
 

Console Operator 
 
A Console Operator is classed as an assistant to the Shift Manager 
and handles basic Center Command functions in Control Lanes and 
the League Secretary Menu. A console operator employee does not 
usually open or close shifts, nor handles delicate cash control 
functions, such as voids. 
 

Shift Manager 
 
A Shift Manager is responsible for opening or closing shifts, entering 
banking figures and all Control Lanesô operation. A Shift Manager does 
not generally have any access to any cash management reports or 
access to System Management options. A Shift Manager also has 
greater access to additional programs than a Console Operator will. 
 

Office Attendant 
 

An Office Attendant is the employee who generally assists the General 
Manager in editing Point of Sale figures or is able to view critical 
Financial Reports such as Macro and Transaction Reports.  
 

General Manager 
 
A General Manager has access to all activated programs in Control 
Lanes and Computer Score unless a programôs access level has been modified to System Access. 
 

System Access 
 
System Access should only be assigned to the employee named as óComputer Scoreô. Computer Score 
technical staff will create this user to assist in the initial training stages. It is recommended that a General 
Manager delete this employee once training has ceased. 

 
Unattended Mode:  
 
Employees should press the Unattended button at any stage when leaving the workstation for any period of 
time. This will log out the current operator and a password must be entered before additional work can be 
done. 

Unattended Mode prevents unauthorised access to the selected programs and 
the cash draw.  

Change Password:  
An employee does have the option of 
changing their password once they 
have correctly typed their password in 
the field. 
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Setting Program Access Levels 

 

Individual Modules 
 
Each module in Computer Score, with the exception of most modules in Control Laneôs menu, has an option 
to change the security level of each module. As an example, League Setup (League Secretary > F1) 
requires a Shift Manager access level to view and edit league settings. 
 
To edit a security level, follow these easy steps:  
 
1. Click the Unattended button located in Computer Score and enter a 

password that has a General Manager or System Access level 
2. Hover the mouse over the desired module and right-click the mouse 
3. Select Security 
4. Select the desired access level for the selected module and click OK 
5. The system has now set the desired security access level for the 

module 
 
Note: When reinstalling or upgrading the Center Command software, any changes made to the access 
levels will be reset back to the default settings. If any changes are made to the access levels, it is 
recommended to take note and repeat the above steps after reinstalling or upgrading. 
 

Control Lane Operations 
 
There are several modules in Control Lanes that have password levels set within Control Setup screen that 
is located in the System Management Menu. 
 
To modify these settings set within Control Setup, follow these easy steps: 
 
1. Select F2 Control Setup that is located in the System Management Menu 
2. Select the Menu Security tab 
3. Click Edit 
4. Select a drop down arrow to change a security level of a particular action and select the desired security 

level 
5. Click OK then Exit when finished 
 
Note: Only an operator who has a 
system access level of General 
Manager or higher will be able to 
enter the Menu Security tab. 
 
There are other settings in this tab 
that can also be modified if required. 
The functions of these settings can 
be explained in Computer Scoreôs 
Online Help.  
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Letôs Bowl! 

Open Play Bowling (Point of Sale Module Disabled) 

 
Launch Control Lanes from the Computer Score Utility Menu to start bowling by selecting Go Control Lanes 
or by simply pressing óCô or óGô on the keyboard. 
 
In this example, a group of 4 bowlers have entered the center wanting to play 2 games each. 
 
1. Select the desired lane that the group would like to start on 
2. Now select Start Open Play, which is located under the F1 Start tab  

3. As there are 4 people playing 2 games each; the total will equal 8 games. Enter ó8ô next to the gamesô 
field and then press OK when finished 

4. Enter a postcode for the group and select OK when entered (optional) 
5. The Name Entry field will now appear. Enter the requested names for the group. As there are only four 

people then only 4 names should be entered (optional) 
6. If Automatic bumpers have been enabled, then select which individual bowlers will have automatic 

bumpers enabled for them. Select OK when finished (optional)  
7. You will now notice that the Lane Status screen will indicate the lane is due to finish 

in approximately 80 minutes. The screen will also show the current amount of 
frames bowled against the amount of frames that have been purchased. 
Additionally, the screen will also show that the lane has been placed as Single 
Lane and will also show that this lane has been started as OPEN play 
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Adding Extra Games to a Lane that has already commenced bowling 
 
The group of 4 on the previous page would like to play an additional game each, simply follow these easy 
steps to easily add extra games to this lane. 
 
Follow these easy steps to add extra games to a lane that has commenced bowling: 
 
1. Select the lane that extra games will be added to and then select Start Open Play 
2. Enter 4 in the games field as there are 4 people playing an extra game each 

3. The operator will now notice that the amount of frames added has now been increased accordingly and 
the percentage completed has been adjusted.  

 

Removing Games after a Refund 
 
A bowler from the previous group has decided that they no longer want to bowl their third game and would 
like a refund. The operator has completed a refund from a separate Point of Sale program, so the games will 
now have to be removed from Control Lanes. 
 
Simply follow these easy steps to remove games after a refund has been completed: 
 
1. Select the lane that a game will be refunded from and then select Start Open Play 
2. In the gamesô field, enter ó-ófollowed by the amount of games that are to be removed. Press OK when 

finished 

3. The operator will now notice that the amount of frames removed has been decreased accordingly and 
the percentage completed has been adjusted 
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Open Play Bowling (Point of Sale Module Enabled) 

 
Launch Control Lanes from the Computer Score Utility Menu to start bowling by selecting Go Control Lanes 
or by simply pressing óGô on the keyboard. 
 
In this example, a group of 4 bowlers have entered the center wanting to play 2 games each. 
 
To start this group on the lanes, simply follow these easy steps: 
 
1. Select the desired lane that the group would like to start on 
2. Now select Start Open Play, which is located under the F1 Start tab  

 
This will now open the main Point of Sale screen relating to Open Play. At this stage, all macros and 
departments should already be set up and all staff should be familiar with the centerôs pricing 
structure. 
 
3. Select the appropriate macro 

or macros on the left-hand 
side to tally the amount of 
games required for the group 

4. The total cost of bowling for 
this group can be seen near 
the bottom right of the screen 

5. Click on the Payment button 
or press the enter key to enter 
the amount tendered 

6. Enter the amount tendered 
and then select the Finish 
button. On the keyboard the 
operator may also press the 
enter button twice to get the 
desired result 

7. Enter a postcode from where 
the group has come from 
(optional) 

8. The Name Entry field will now 
appear. Enter the requested names for the group. As there are only four people then only 4 names 
should be entered (optional) 

9. If Automatic bumpers have been enabled then select which individual bowlers will have automatic 
bumpers enabled for them. Select OK when finished (optional) 

10. You will now notice that the Lane Status screen will indicate the lane is due to finish 
in approximately 80 minutes. The screen will also show the current amount of frames 
bowled against the amount of frames that have been purchased. Additionally, the 
screen will also show that the lane has been placed as Single Lane and will also 
show that this lane has been started as OPEN play 
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In this example, 4 people have entered the center and would like to play 2 games but pay separately. 
 
To start this group, simply follow these easy steps: 
 
1. Select a lane that the group would like to start on 
2. Now select Start Open Play, which is located under the F1 Start Tab 
3. Select the appropriate macro or macros on the left-hand side to tally the required amount of games for a 

single person.  
4. Click on the payment button or press the enter key to enter the amount tendered 
5. Enter the amount tendered and then select the Add More button. On the keyboard the operator may also 

press the letter M to get the desired result 

6. The system will remain in the same screen, but will place ó=ô characters underneath the last transaction 
made. Repeat the above steps to perform additional transactions 

7. When all transactions have been completed, press the Finish button where the screen displays the 
transaction summary 

8. Enter a postcode from where the group has come from (optional) 
9. The Name Entry field will now appear. (optional) Enter the requested names for the group. As there are 

only four people, then only 4 names should be entered (optional) 
10. If future transactions need to be made after bowling has commenced then follow the instructions below 

in Adding Games to a lane that has already commenced bowling 
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Adding Extra Games to a lane that has already commenced bowling 
 
The group of 4 on the previous page would like to play an additional game each.  
 
Simply follow these easy steps to easily add extra games to this lane: 
 
1. Select the lane that extra games will be added to and then select Start Open Play 

 
Note: This screen will list all previous transactions added to this group 
 
2. In the main Point of Sale screen select Add Games, which is located on the top right 

side of the screen 
3. The operator will now notice that the macros and departments on the left-hand side have 

now become visible and therefore another transaction can now be made. Select the 
appropriate macro to transact the amount of games required 

4. Click on the payment button or press the enter key to enter the amount tendered  
5. Enter the amount tendered and then select the Finish button. On the keyboard the 

operator may also press the enter button twice to get the desired result. 
 
 

Refunding a purchased game 
 
A bowler from the previous group has decided that they no longer want to bowl their third 
game and would like a refund. 
 
Simply follow these easy steps to easily refund a game from a lane: 
 
1. Select the lane that a game will be refunded from and then select Start Open Play 
2. In the main Point of Sale screen select the transaction that will be refunded and then 

select Refund Transaction 
3. The operator will notice that the system has now automatically filled in the transaction as 

per the selected transaction but with negative values. 
4. The operator can now choose to add a replacement game to 

that transaction or process the refund. In this example we 
will process the refund. 

5. Click the Payment button or press the enter key to complete 
the transaction 

Note: The system would have automatically filled out the 
transaction that the refund is referencing to. 
6. The system will now prompt for a password. Based on the 

security level for Refund Transactions, the operator may or 
may not have access to refund the transaction. Enter a 
password and then select OK 

7. The operator must type a reason for the refund of at least 
two words, once the reason has been typed then press OK. 

8. Select whether the refund will be refunded by cash, card or 
an account. The operator will also have the option to print a number of receipts and then finish the 
transaction. For the purpose of this example, select Finish 

9. The operator will now notice that the amount of frames purchased has now been decreased accordingly 
and the percentage completed has been adjusted 

 
Note: If the operator were to view the previous transaction where the refund occurred, the operator will 
notice that the operatorôs name and the reason entered have appeared. This remark is to inform other 
operators who has made the refund and for what reason. 
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In this example, a group of 8 bowlers have entered the center wanting to play 2 games each. 
 
Computer Score recommends that any more than 6 bowlers in a group are split over 2 
lanes, as this will prevent the bowlers from becoming bored while waiting for their next 
frame to commence 
 
To start this group of 8 bowlers on the lanes, simply follow these easy steps: 
 
1. Select the desired pair of lanes that the group would like to start on by selecting the 

starting lane of the group and then the lane that is at the end of the desired group of 
lanes. 

 
Note: Any number of lanes can be selected by the above method 
 
2. Now select Start Open Play from under the F1 Start tab 
3. The main Point of Sale screen will now be displayed. Select the appropriate macro or macros to tally the 

amount of games required for this group. The total amount of games transacted should tally 16 (8 people 
x 2 games each) 

4. Click the Payment button or press the enter key to complete the transaction 
5. A new form will now appear displaying a summary from the previous transaction. 

This will provide the user with additional options to print an amount of receipts, or 
finish the transaction. For the purpose of this example, select Finish 

 
The operator will now notice that the 16 games (160 frames) have been split evenly 
across the two selected lanes to give 80 frames on each lane. 
 
The group is now ready to start bowling; however the bowler name entry screen has not 
appeared. As this group is split across 2 lanes, the Name Entry Screen will not 
automatically appear (if enabled). 

 

Entering Names from Control Lanes 

 
To enter names for a group, simply follow these easy steps:  
 
1. Select the lane that names are to be entered and then select Name Entry that is located under the F1 

Start tab 
2. Notice that the cursor is currently located in Player 1. 

The operator can now immediately enter a name for 
Player 1 

3. To enter a name for Player 2 move the mouse and 
click in the field corresponding to Player 2 or simply 
press either the tab or enter key on the keyboard 

4. The operator can also specify which players will have 
automatic bumpers enabled. Select the 
corresponding playerôs button or press the 
corresponding function key relating to the bowler that 
would like bumpers enabled 

5. Once all names have been entered for the particular 
lane then click OK or press the enter key 

6. The operator will now notice that the names entered 
will be displayed on the upper monitors 

 
Hint: The operator can also use the above method to 
change names from a particular lane for social play 
bowling. 
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In this example, a group of 9 bowlers have entered the center wanting to bowl 2 games each. 
 
To start this group of 9 bowlers on the lanes, simply follow these easy steps: 
 
1. Select the desired pair of lanes that the group would like to start. Select the starting lane of the group 

and then select the lane that is at the end of the desired group of lanes ensuring that both lanes are 
highlighted 

2. Now select Start Open Play which is located under the F1 Start tab 
3. The main Point of Sale screen will now be displayed. Select the appropriate macro or macros to tally the 

amount of games required for this group. The total amount of games transacted should tally 18 (9 people 
x 2 games each) 

4. Click the Payment button or press the enter key to complete the transaction 
5. A new form will now appear displaying a summary from the previous transaction. This 

will provide the user with additional options to print an amount of receipts, add another 
transaction or finish the transaction. For the purpose of this example, select Finish 

 
The operator will now notice that the 18 games (180 frames) have been split across the 
two selected lanes to give 90 frames on each lane. 
 
As the system only knows that there are a total of 18 games purchased and do not know 
the amount of players bowling, the above calculation is presumed correct. The operator 
will now need to move one game from a lane to another. 
 

Moving games from one lane to another lane 

 
To move games from one lane to another lane, simply follow these easy steps: 
 
1. Select the lane that a game will be removed from 
2. Now select the F4 Move tab and then the Games Transfer button or simply press óF4 then Gô on the 

keyboard 

3. Enter the destination lane of where the required amount of games will be transferred 
4. Enter the amount of games that will be moved from the selected lane and transferred to the destination 

lane 
5. Select OK when all details have been entered 
 
The operator will now notice that an amount of frames have been removed 
from the selected lane and moved to the destination lane. The estimated 
finishing times and percentages completed has been adjusted 
accordingly.  
 
Note: In most screens of this nature though out the system, you can 
advance to the next entry field by pressing the 
enter key on the keyboard 
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Start Group Bowling (Point of Sale Module Disabled) 

 
In this example, a group of roughly 12 ï 15 people has entered the center wanting to play 2 ï 3 games 
each. 
 
As the group is not entirely sure of the amount of people bowling or the amount of games they want to bowl, 
the operator should select to start this group. This group has requested that they have a maximum of 4 
players per lane over a maximum of 4 lanes. 
 
To start a group, simply follow these easy steps: 
 
1. Select the group of lanes that the group will bowl ensuring that 4 lanes are highlighted. Do this by 

selecting the lane at the beginning of the group and then selecting the lane at the end of the desired 
group of lanes.  

2. Now select Start Group that is located under the F1 Start tab 

3. Enter the maximum amount of players that 
will be bowling on each lane 

4. Enter the amount of games that each player 
will be bowling. If it the amount of games 
that each player is bowling is unknown then 
leave this field blank 

5. Select OK when finished  
6. The operator will now notice that the amount 

of games purchased is marked as 0. This is 
because the system is unsure of the amount 
of games that will be bowled. This figure will 
be changed when a specific amount of 
games has been entered for each lane  
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Pay After Bowling (Point of Sale Module Enabled) 

 
In this example, a group of roughly 12 ï 15 people has entered the center wanting to play 2 ï 3 games 
each.  
 
As the group is not entirely sure of the amount of people bowling or the amount of games they want to bowl, 
the operator should select to start this group as Pay After. This group has requested that they have a 
maximum of 4 players per lane over a maximum of 4 lanes. 
 
To start a group as Pay After, simply follow these easy steps: 
 
1. Select the group of lanes that the group will bowl ensuring that 4 lanes are highlighted. Do this by 

selecting the lane at the beginning of the group and then selecting the lane at the end of the desired 
group of lanes 

2. Now select Start Pay After that is located under the F1 Start tab 

3. Enter the maximum amount of players that 
will be bowling on each lane 

4. Enter the amount of games that each 
person will be bowling. If the amount of 
games that each player is bowling is 
unknown then leave this field blank  

5. Select OK when finished 
6. The operator will now notice that the amount 

of games purchased is marked as 0. This is 
because the system is unsure of the amount 
of games that will be bowled. This figure will 
be changed when the group has made a full 
payment 

 
 



 

Letôs Bowl! ï Using Control Lanes   33 

Making a Full Payment for a Pay After Group 
 
The group has finished bowling and now have to pay for their games bowled. The group 
has decided to pay in full in one transaction. The operator would have noticed on Control 
Lanes that the lanes that have completed bowling have now turned red. 
 
The red colored lanes indicate that a lane have completed bowling and are yet to be paid 
for.  
 
To make a full payment for Pay After group, simply follow these easy steps: 
 
1. Select the group of lanes that now want to pay for their bowling. Ensuring that all 

lanes in the group are highlighted 
2. Now select Pay After Transact, which is located under the F1 Start Tab 

 
3. Select the Full Payment button 
4. The main Point of Sale screen will now be launched and the amount of games bowled will display under 

the QTY field 
5. Select the appropriate macro or macros to tally the amount of games required for this group.  

 
Note: The amount of games must be equal to or greater than the amount of games bowled for a Full 
Payment to be made. If the amount of games transacted is greater than the amount of games bowled then 
additional games will be added to the lane available to be bowled. 
 
6. Click the Payment button or press the enter key to complete the transaction 
7. A new form will now appear displaying a summary from the previous transaction. This will provide the 

user with additional options to print an amount of 
receipts, add another transaction or finish the 
transaction. For the purpose of this example, select 
Finish 

8. The operator will now notice that the control color of 
the pay after group has now turned blue and the 
name of the group of changed to PAID to indicate to 
the operator and other staff that the group has now 
been paid for.  

 
Note: A group may also pay while they are bowling and 
not just at the end of play. The above procedures are the 
same, but ensure that the operator enters the correct quantity of games that will be played. The status of the 
control screen will display the same as a Standard Open Play transaction after a Full Transaction has been 
made. 
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Making Part Payments for a Pay After Group 
 
The group has finished bowling and now have to pay for their games bowled. The group has decided to pay 
for their games separately. The operator would have noticed on Control Lanes that the lanes that have 
completed bowling have now turned red. 
 
To make part payments for pay after group, simply follow these easy steps: 
 
1. Select the group of lanes that now want to pay 

for their bowling, ensuring that all lanes have 
been highlighted. 

2. Now select Pay After Transact, which is located 
under the F1 Start tab 

3. Now select Part Payment  
4. Enter the amount of games that will be paid for 

this single transaction and then press OK 
5. The main Point of Sale screen will now open 

and will display the number of games in the QTY 
field that the operator entered in the previous 
screen 

6. Select the appropriate macro or macros to tally 
the amount of games required to complete the 
single transaction 

7. Click the Payment button or press the enter key 
to complete the transaction 

8. A new form will now appear displaying a 
summary from the previous transaction. This will 
provide the user with additional options to print 
an amount of receipts, add another transaction 
or finish the transaction. For the purpose of this 
example, select Finish after the amount tendered 
has been entered 

9. The operator will notice that there has been no change at all to the control status screen 
10. Repeat the above steps to complete future transactions. The operator will also notice that the amount of 

games that have been paid previously will be displayed in the corresponding field.  
11. When enough games have been specified to transact a full payment the 

system will prompt the operator to make a full payment. If the 
operator is sure that enough games will be transacted to 
complete a full payment then select yes. If the operator believes 
the system is incorrect and additional games will need to be 
transacted, then select no 

  
Note: If, after selecting no, no more additional games are transacted, 
then the pay after lane grid will remain on Control Lanes until the 
lanes have been abandoned. 


