rntﬁﬁy_;“




WARNING TO OWNERS
Still pictures or images may cause permanent picture-
tube damage or mark the phosphor of the CRT
(television screen). Avoid repeated or extended use of
video cames on large-screen projection televisions.
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Mike Abbot cfront righty and Tay Zimmermann (el hail
Irom “America’™s Finest Ciiy,” San Dieso, where thes
hoth graduated from the University of California in
I9RT. Mike. a veteran EA developer. created such
blochbuster hits as Kings o the Beach. Skior Die, and
Hard Hat Mack. Jav. who has been o musician tor the
last few years, has gotten back into cume designing
tollowing o 5 vear hiatus, When not programming and
destgming gcames, they like 1o hit the road on thed
Harleys, shred the mountins while snow boarding. o
hang ot the beach in Del Mar. ust soaking in the
riy s
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CONTROLLING THE GAME

Before the Game

START: Toexit oplins screcn amd st the game,

D-PAD up/down: o cyele through options an
Option screei. CFor more itormation on Game
Options, o p 7

Az To cvele through choices withim an oplion.

One on One—0Offense

START: To pause came.

A tonee the game has been paused iy To call Time-out,
B (onee the mune has been pauseds Toostart Instant
Replay.

D-Pad + Acholdy To

A tguick pross & releuse s To i wrownd.

B: o shoou/pump For rebounds

C: Lo =hoot *-|;‘l-._*-,_'h||1jn shois.

AtariGuide




-ll-ll.l-lIl!l'l'l-l-l-'l'l-liiilll-*l'-ll'lllll

One on One—Defense
START: To pause wame

START + A To call Time-ou
START + B: To st Instant Replay
-Pad + A choldy: Toorun

A tuick press & relesise ) To steal.
B: To block @ shot/jump for o rebound

Silam Dunk Contest

A To TLERN
Hipiessand hold): Te feap.
B oreleaser To releuse the bl

F-FPoint Contest

A To grab i Ball from o bin
BB 1o st the ~ha,
Ce To releuse the ball
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SUPER ONE ON ONE:
JORDAN VS. BIRD

.ll i III Wity

AIR & BIRD

Michael “Arr™ Jordan. Hisoaerial show makes vou
question the Taows of physics, Bot don't tnnk Tor
e that hes moves aronned the basker are himied w
Aol s windmal s, einy Kissine amd ather gl
virsatons of the sk and jame He's also oo stealing,
rehounding and scorme waonder Jordan s tust Bands,
devastating drives tothe hoop and wll-around
ageressive playv make him one of this era’s sl

res it ted amd I:Il!llllll;l;l_il]_'_' N A pluriers.

Larry Bird. His turnaround wnd Tadeaway jump shiots
leave a blur of rambows in your eves, In o pro cireer
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that spans 4 decade. he his become an eterml flame
of excellence. demonstrating agam and agam his
ability 10 work the court i oa calm and culeulated
manmer. Soar he wins e wipe the botoms of s

wicakers with hies hands. et homn.,

STARTING THE GAME

1. Turn OFF the power ssviteh on vouw :":;L'_!Ll:“
Genesis
Never inserl or remoeve a game cartridge when
the power is on.

2. Make sure o Controller is plugsed into the pon

labeled Control 1 on the Genesis Console,

3 losert the game cartridge into the slot on the
Grenests. To lock the canrdge i place, press
hirmly.

4. Turn ON the power swateh

The EASN [ogo appears GF vou dony Usee 1 hegin

agiin ol step 1y

Priess START to play,

#
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GAME OPTIONS

OFTIONS

CAME TVPE aME M PNE -SCDRED
FLAYERS 2 FLAYERS
FLAY MDE hRCADE

FLAY LEVEL RECREATIOMAL
FOS5SES5 10N LOSER"S DUTS
FLAY To 11 PFRINTS

INSTAMT EEFLAY AUTO
MsIc oM

FRESS START T8 [ONTIMNUE

(R e e

Fhe Oiptions sereen 15 where WAL ST U vour gamee,
whether s One on Ome. the Slam Dunk Contdest ar
e 3-Poamt Contesd,

Forchoose from the Orptions screen. D=Pad up o
dewn tormove the green luehlieht throueh the lisg of
Ll opuions, Press A to ovele throueh the choices

For the selected | JRISERIY

Uhnee vou choose. P=Pad down w the nesa OPLICH,
W |h_L1'| VLl like whatl v ser geroess i he el LSS

START
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Whenr we
mreed o
the
COFT,
we Rave
a lot of
v fad
Fespect
far each
ather.””
Machael
Jordam
o Larry

Bird

9 8 9 9 9 9 9089 00 S e e S0 eRE e R

The tollowing s a4 hist of aptions:

Game Type
ONE ON ONF=TIMED: Four timed perods of 20508
ar 12 munmtes.

ONE ON ONE—SCORED: A e up o T 15 or 21
points {sce PLAY TO)

THREE POINT CONTEST: Shoot agaimst the clock
trom Nve locations on the three |'I||i|1[ e, Tieim ter
Prdge 33 o decrn e,

SLAMIUNK CONTEST: Choose three of Your
favorine dunks and put on a shiow . A |*-:|n-:| ul'cqwru_a
judees vour torme D fo pege 25 1o leam nrore,

NOTE: The following options apply o ONE ON
ONE— TIMED andfor ONE ON ONE-—SCORED,

SUPER ONE ON ONE

T ver werst ter eeced imere abvont the Three HPowr
CeWpre sy T dir g AN T e vontd Tev P ced I

aifrennt tliee Steavir ook Cvanate st Fiernd fos fredi'e 25,

ONE ON ONE OPTIONS

Adier vou choose the kind of One on One AN Yo

want o plas, vou I need Woset the folloswing teatures.
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NOTE: Not all of the One on One scenarios have of|

ol these Teatures, The Teatures Yo st set depend on

what type ol game vou choose,

Players (NI ONONE - SCORED, 0N (N
ONE-—TIMELY

You can play against o fnenc, or you can play acains

Crenies)s.

IPEAYERS: You and g Frwenad pliy agamst each othe
The plaver hooked mro comrol pad 1 coptrols Jordan.
Fhe plaver with conmtrol pad 2 controls Bind,

| PLAY ER—JORDAN: You control Jordan:
Cienests controds Hird

I PLAYER—BIRD: You controd Bird: Gienesis
controls Jordan.

Play Mode i )NF O ONL O TINMED. ON]
ONONE- SCORELY

Jordkien and Hird can play Iike the bomns hew sare. o

they can be e supershape amd never tre.

VROADE: Fast paced baskethall. The pliasers never

tree, amdd the shooting 15 more consistent,
SIVIULATION: The plavers are more like b

When they re Tatigued they foul more and they miss
e shiots
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O the wall behid the basket, near the plivers
ML e S, e |;||i:_'L||; Pars, These mdicare the CTICTES

levels of cach plaver. When the green hghts are bt the

plaver 1 strong. When only the eed lights are it the

plaver is tred. slower, amd Tess steady with his shots.

HINT: I vou' e tredd, get as much rest between play s
as you can, Calling time-out will repuy enate both
plavers. Avord runming: work the ball toward the hoop
with finesse moves ruther than with physically
||'1l||1i'-n.|'tilh_:{ drives. Jordan and Bird will cawch then

Prewth aoom.

e Tocall Time-out: press START. then press A
e plaver who waes st in possession of the ball
will “Bring in™ the Ball after a tmme-oun period.
Fach player zets two time-ouls per SCORED
e and 1w o tme-outs per guarter im

CIMEY pane.

Pilay Level (OxF 0N ONE TIMED. ONE ON
ONE-—SCORED]

Choose any one of Tour levels ol play:

RECKFEATIONAL: Remember the play ground !
Netloss s, m._“;||i||g_' ..L'1.|'lh;1||_ wrestlery—that s red.
Delense isn'tas tight. so shots are casier oo mahe,
Don’t toreet w pack up some Ben-Chay on the wak

RO,

VARSITY: Defense heats up a hittle here, You' H have
W tme your shots singd blocks better or you' [T end up
faubimge or grabbmg air,
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COLLEGE: The SAnige 20 sertots, Cone e the L‘|1L”i,||1-
shots and free Touls,

PROFESSIONAL: The by time. Taking on Genesis il
this level bs Dike takamg on the chamip ar his home courd,
DY s tght and ¢lean.

Possession (N ONONI TIMED ONE
ON ONE—SCORD)

Wha takes the Ball out alter o buckel,

LOSER'S OUTS: The ball s aben out by the play e
who qust wave up o basked

'i.'*l-\i\l'.ut:"i{”“]'.“:: | IIL' ['llll'_'L e o scores the h.‘thL_‘L
gets 1o ke the bBall o aean

Play To ((ONF ON ON] SCORFD

Fhe winner 18 the first o seore the number ol pulins
vou destemate: 17115 o 21

Period Length ()Nl ON ONLE-— TIMEDY

Instant Replay (NI ON ONE - TINVIED.
ONE ON ONL - SCORED):

AUTO: The EASN commentators determine what plays
mentasecond look, Occastionally they Tl intesrupt the
ot 1o take o closer Took ar greatness, (Y ou can still
review any pliy you wamt by pressing START w0 pause
the gaime, then B )
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MANUAL: I vow want o play stemght theowgh withoul

ERLETTLEPIe L I;.'|“I|.|'L JLEs L actaomy yvortr Wil Loy s

IlllI ViR WS I_|'lllllI |.r' " I'1| ' ||'|II hlllil' Wi I-Illl:-I IIlllll |I I'II L] |Ir Irlllil" i, frrdd Fed

i - =5
.|.|r-;|'.'i|||,h'-' ||ll'|"-|r||'l'|'|I III\II-_|.'1I||"I [ I|",'l,_ll_'| IR

Music: Cluowese O8N 0 vou salmt o jam ok 1 Z1
and inspivational Hremee fremr EASN while vou wit 1ol

the st 1 beean.,

= |'I.1 NI T A .rl'll"ll'l'. T ad Wy, YEME i st LR

I.I.I-|'|II-!- y' Il;l I‘Ill:l:lllllll Wi Illr'.':':i'l A I‘:III.'I |l.:-.|lill".||lhI :J -b‘ I u t{ I ]

PLAYING ONE ON ONE

O o Ome poits the shooter and the sTammer aznst
one another tnan all ot had-court battle, Y ou can be
cither Larry or Michael and vouw can play agaimst i

rend or sgamst Gicnesis
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[ he basic rules!

*  LFuach basket insaide the theee-ponm hine 1= worth
one point; anyvithimg outside s worth tao,

«  When the detensive phiver iebounds. he must
dribble 1o a poime behind an imaginary ling
textemding fromm either <side of the reethros lie
o the theee-poim Ine) hetore be can shoot. Onee
Lhe I'Flil._"r er clears the |i11|," |I|._" el shoaol Tronm
whereser he wants

*  After choosimg the oprions you want. press
START. Bing Cordon and K Co Darty . FASN S
courtside commentinors, welcome you 1o the
COTIPCTITIG,

*  Pross Ao advance theaugh the text Ty ow wan
W bypass Bing and K .C.and skip right (o the
rame. just press START

Y ou' I see Jordan and Bird all ser 1o play ball,

The referee appedrs i bosx and stenals the start of
the game, When the box disappears the gamg begms,

OFFENSE

Perhips the mest mmportint common chaacterisiic ol
Lhe ercal One-on-0ne "'I'|.il:l. SERL :_|||i-,_-k||._u~., R TRAS PR
they move with the ball. react (o the defemder s
stk s, and release the shot. To be 2 domam
pPhivver m Jordan v Bird. vou have toomgster the basic
sholls dmad Tearn 1o execute them with speed

« 1o Dribble: D-Pad m the direciion o cour choice.
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Y our plaver automatically dribbles the hall as he

B LS

NOTE: When vou press the D-Pad yvour plaver will
shultle along with caution. I yow want vour plaver w
run see Tee Deive te the Hooep below,

»  To Turm Your Back to the Detender: Quickly
press and release Al and vour man wall wirn B
Lnless you're hightenmye quick st s a good idea Lo
LEa VoL bk to the detender, T makes it harder

for home 1o steal the ball.

Feintmg, or jabbimg, s aowechngue often used inone
on one controntations, Fxecuted wwhen brimging the
ball in. the successiul jab will fake the detender right
ot of his shorts

«  To Jab: press and release the D-Pad guickly o
one direction, Usually your opponent will iry 1o
cut vou obf soovou don't deve around hime Tt he
follomwys vour .ml:"- Press and hold the D=Pad in the

vppostte direenon and drive around him,
= To Drve w the Hoop: You I want some speed as

voi drive: so press and hold A waife vou press the
D-Pad. This makes vour nn run amd not shuttle.
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Shooting: There are three types of shols vou can tike:

«  The jump shot: Press Boto ump. then release B o
refease the ball

= The hook shor: Press O Your man automatics
completes the shot,

*  The dunk: Ustlly when doving to the hoop
tpressing the D-Pad ) Press C) The plaver must he
moving toward the hoop and (n SIMULATION
made only ) his fatigue bur must be inthe green
£0NE.

|y

HINT: Hﬂ'lﬂ'il'*-ilhé_‘ the ball ot the top ol thy mp will
icrease the hikelihood of a suceessiul shot,

NOTE: When vou press C Geneses decides whether

vour player hooks or dunks bised on oy our distance

roan the hoop. hose fast vou re movime. and how wel|

Vo re e iaided

¢ Totake a jump shot press and release B quickly
IF your opponent goes up in the air ter block the
shot. dreve around b or seep o the side and
shioal

*  Togoup torthe rebouml, press and release B,

* Lo tip the ball s press and release B,

*  Topaose the game ot any time: press START,

*  Toresume the pame: press START agn,
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o A var find vow e fregaenily bemg called for
v feetion s, vere priedrl vl B recd the section

TURNOVERS/VIOIATHINS on poge 25

OFFENSIVE NOTEBOOK

Michael s Tips
Ao betier sheoter connng off the deibfle thoan o
e ek sleraiad-xrell .falﬁirlrf shoorer. P cr hetrer sirewater
if 1 oam fane the drihdale B way or ihaf Wty ard

g g for e T st

“The jab ix o weapoii [se i keep the defenye
fompest. fF he's phaving e for ife diorve—he s
plaving me close ap—1F uxe the jafr step ax ff 1'm
wonie fo fike forr o drive, If e rerears, hie opens
nie g e the jamp shed aid gives 0e Ruwe oo
it .'rllllr.l'{fh 4 .lr,lI ! ,I'[H'J e _,LHHIH.I'. T speivs, thar's mv key

L I|'-||r|'.'||'.

M Lerry 'y plaving e, hed peokhalbiy play e off
erf thre dfrove ser Bad fahe Bl paemp) sdrond, TN aiy Juisiegy
vient tvm r fedfine, B olose i oo e qomed Back frim
i el fre 'y chose feooames Dhem D oam sse mey

et kmeas fek get prasd i,

e te crossover steps i comhincitienn wirle ven
feche jurmper. 1 Loy plavy up fou the rnrge Block,
wprat etioriid Bl endd dfeive fer ol fenn. I dre plavs
for the deive, advance witle vorer Dok to Trinie angd
proasationt ventirself io either pse the tierraraonnd
frarippe s I fre ploavy ol e, or steps e slairt I Qe

f'.lrl'."nr'.
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UM comerse, Fooeld alwevs steas i
aerrder! 3600

Larry's Tips
“The ;‘;".f',ﬂ":’f'r‘.l'h'u’ hetvween o shiewofer cived «f Seerer iy
this: a shoorer prcs the bald wpe every time he o
et et skt e seorer puty roup only when e B
the Dest shed. Tovbecoe g geood shooter, v e
ter lov three gy, Procince lone 1o shwacar, feeirn
where the gaad shors ave, and Teara when e
St

“Wertch ann for Micheel s guredness. Tev ro go
feiem off Babviirce with paby aad ferkes andd gt in
proseiiony g shoor from e topy cf the 8ev | lke to
FeSE I Jrratereatitied pennipa shor as cn affensive
wewtpon e plaes om e, Pod Dok i, i
crrotentel, cend shroot gaick i,

“Ch mcovhe U8 st went! inee .

* Hapich apenree pednress, e o (OFfensive Tips
ol petgie 38,

DEFENSE

Reaction, Assertion. Agan, quickness is the ke
B d seamless detense. When o block, when 1o
stedd. when to hold vour groum —ihese dare the
clememts of stvle. And the more vou ve studiedd
the moyes of VUM H‘ITF"IHI'IL'Hl. ihe mwore confidence
yed I have as a defendes
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«  ToGuard your oppoients D-Pad inany direction
[0 TG VO B

. Fo Run: D=Pad and hold A at the same time.

s To Steal: Press and release A gquichly tatey 1o
steal the ball.

e To Block: Press Bouwo ey 1o block a shot.

HINT: Somctunes when your opponent drives tosward
the basket you can draw an olfensive foul simply by
holding vour ground.

+  To Pause the same at any time: press START,
s To Resume the game: press START G,

DEFENSIVE NOTEBOOK

Michael™s Tipy
Ly car sboot iF fromn ciny stgerce. He s gent ane
of these fake shors wheve he can foke i bt fook
ke T 'y coinee tov slroen dt, Tl goty me off mrv feer
wir hee o) pise Hadd guiiek seeve oof fies e ge paast,
Wiien voue thind fee veenr 't shoet i, Joe woefl sheod i,
Wihrens v thind he il whioor, he worr't slement . Id
ferce Brine 1o drive By, plaving hine close and
dlemavrme diis piingy shie,

“Home des Felectele wheo 1o vieedd er wedrenr pior Bilese b7
F's o wamble, IF Laery gowes for e sieal, e
ofne fopgy for i0if e doesn’y get the ball, Ao bf
he steads i, 1'me the ome i bod shape. § think 1o
reitier Ly fer Mo steal when the badl oy o feariy m
v veston, ke wilen te offensive plaver lias o
megital forprse coned prats Bt i ooy faces 500 don T get
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the sieal bun make the black. lopegiolly 1l pich
£ g,

s between ocking and rebomndisie, 1m
BOIg i s fuce I Larey 05 open, there won't be
o rebennd. If he ddoes ver a shot ol e vonr oo
have der o ferr the vebognd, vour' W reve 1o Box him
ol ser he cam n ger pe the el Eanckilv (0 dme om
Cre, Nertd deni F ficnve feooworey aleat qrothe v e
vetftny po the bl ™

Larry’s Tipy
“Fundamentally, defenyve (v il skl Ty
amenarts 1o keoprere vour Bocdy positioned Detneen
v appengent amndd the Basket. 01y ailrenit as vimpife
ax et But amencally defonse i iemede You e g
b wse veurr migontal rersefiress Jo consiantly fHtsh
verar Dod v around the conrt so 08 savs 1o’ 1o vonr
IO,

SE g ot fienp shooiers, Tmeve inon jump
shooters wtid we're it tor shivt, [ use o widde
Saired sogf e shooter dectdes to foreer the shot
e 1y et dvive avonnd me, el lave toowork ai
i With Mucleaed, 18y different. He's so griich f
femed 1o glery off Iawe oy stop liis dreve, IF P see D
seprectre wpr I anence (i Cioteee fror a steel aeainst
Micteeed is ddaregerinmy, I voud comtmit el sy,

T "s By vone i er flast—amed i thie v for the vian,,

"Mt ereking iy a specracilar defensive ply,

Tts e adefeneder s Precile st ibeasbient, 17y ar vitonnger
werrst Whenever vom see vore can bleek o vl
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At the end of each One on One game (and at haliinme
ina TIMED game). the EASN STATISTLCS sereen
appears. This screea shows all of the vital stits

You' Il see the inal score and numbers tor fouls. shots

blocked, steals. rebounds, onc- and two-pointers, dand
shiol AL CUTERY When :I.Llll-l'L_' dome v e iI]ll_" the stils.,
pross STA KT 1o retorn to the OPTIONS screen

Instant Replay

Jordan v. Bird tcamres an exclusive EASN instant
replay feature. making it possible wo watch o play
DN AN MANY TINes 48 VO Want.

Fhe AUTO REPLAY option lets Genesis choose the
plays o review, When Genesis ad the commentators
b m.':|||s_'f|]1l1hl:: they ke, they Dk (o0 s 1 agann’ Plus
VO Can review your Bivorite pliays on y our own,

o
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.
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But o vou don™t care much o Bing amd KO or fe
Uherr dea ol @ grean play, vou can replay only the
action verr want tor see by using the MANUAL
REPLAY option

Fo see o play again:

Pross START. The "GAME PAUSED bos
Appears on the sereen

Fhen press By and watch the plav unfold
Fress START 10 resume the CUIme,

TURNOVERS /VIOLATIONS

The oltensive F1]L|_'-. ¢ loses the ball 1l he LU LS

of the Tollowing violations,

= Delay of Game  You make no aiempt 1o bring
the ball inta play within the ren-second lmi
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o Travelling —You make a shot attempt where vour
feet leave the ground but the ball doesn'
vour hands, Or you dribble . stop (o Take @ LT

] R I

shost, and start i-l"lhhl-'l:_" ;h;lsl'lhl

o Offensive Foul—You lve the ball and run mio
defensive plaver whao is in postton istanding sulh,

o 24 second Violation—Y ou don’t el a shot ol
hefore the 24 second Clock runs ol

«  Failure to Clear the Ball — You get o defensive
rehound or steal while i the kev, and vou shoot
Betore le"ihhlﬂlg the ball back o the “clear™ hne
(Imagine that the free throw hne extends to the
three pomt line.) You must dribble behind this
line: however. you don’t have to stay behind the
line. Onee you've cleared the ball you can shool
rom wherever you Iike,

¢ Reaching In  The defender reaches around the
oftensive plaver Tor the ball.

Michael “Larey fouls all the time, b iv's nor ths
cbvronss, He gives a little bueip cond falls awery.

Larry, "Mt fouls are comumitted becanse plavers
e canehit by sprprise. Either they laven ™t
wichied Heetr opponent s affeasive dves, o ey
aren’t cancentraime,”

_RtariGuide
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AIR JORDAN'S SLAM DUNK CONTEST

I|I|'.'I'|||I.

:d'!.'-'u.u_.l".r_i_'|--_- g Wy T
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F”Il.' Slam Dunk features Machae! Jordan., imd Lan n__llul.,.|
reason. IF you think he's called A just because he
breathes the staff, vou'd better think acain. Michael
wan the NBA AL-Star Sk Dunk Contest two
Consecunve yeurs before i was ime. as he suid. 1o
vy thee YOMITECT 2Uvs A chance. The |||||1|-|31|;-_‘».|
authority on im bending and e walking, noosinele
plaver s more sdmired tor his mad Might slow than
Michael Jordan. His acrohatic exhibitions ol sl
el griee are as imnovatve as they are astonishing: b
haes virtually rewriten the ac il e

This <lam dunk contest s e wrily gy LS OCT SO
critera and standards used m the official N HA Al
SEar contest.
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Michael! ~You 're judeed an thiree asprecis of vour
aerk s take off, creadiveiy 12 the criv, aud Jome
e Teake caff iy where vore legve e grond

tefepending on the dunk von perform, there s a
sirafegicallv kev place an the (Foor from wheedl
voore shiomdd teke oL Creativiiy i K air iy
feergrer conpegory, et '« e vor iy Volir legrs,
wilreed vour der wich voer hands—what vou do Wit
vour ey, Jaen poveer (s the last part of te dunk.
Iia feme meosed caa ety yvoue heve wWlien i Corrres
rer putsing the ball right theeued the koop, ™

SLAM DUNK OPTIONS
MUSTC: ON or OFF.

PLAYERS: 1, 2, 3, or 4. Go it alone or compete with
fricnds, When you dunk with more than one player
everyone uses the same controller tcontroller 1)

The first player chooses three dunks. executes theny
and recerves a score total. Then the next player goes
through the same process until all players have
dunked.

AtariGuide
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I A L”rp‘ BRESHL IS Lln[rﬂ-ﬂ

PLAYER 1 45 PTS
FLAYER 7 S PTS

PLAYER 3 | PTS

CONT [ NUE

Ater the scores lave been otlled and ¢ orpared, he
player wath thie lowest score 1s elimmated from e
competition. The remaining plivers so on o @ second
rowmd. after which another plaver is elimimated . The

|m|HqugnﬂHrﬂtu'u|HllJLWL|Hq=huu:«lerrn|nhnl

HINT: Evervone has their tivorite jams—ithe
H-L.'il.'i'u:. the Hula -1 LH and the alimishty Streteh A
are some of Michael s Best. Make the ournament
iIIIL‘F'L'kH'J'lj:' h." fL'[IIIIF._' YOUr apponcnt setect the dunk s
ver Wl perform, You, m turn, choose his dunks. This
Wiy you won talwavs hive the advantage of
performimge vorr best dunk s

Ynothe vabriatiomy o the Comttest s the Follos the
Leader LHnpetien, e |'-|,|'u-r Chowoses three dunks

TTHJH;hIFﬂunl|Hualnrhm|.nhluxrghh‘ﬁu'xuuu'
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three dunks. With the same “rules™ tor gach player,
this COmMpPELLon is pure.

Dunking

Now vou're ready to execulte that Altonzo Gonzo,
Eagle Soaring. Lion Roaring. Fan Floonng, Rim
|'!.,|.,1'~,|5|]ll_l__ Gilass- To-Dust-Burn- The-W hole House
Down-Jam — KABOOM!

e Alter choosing SLAM DUNK CONTEST trom
ihe Options menu, press START. The EASN
commentators say their piece; then vour 1 see o
gereen of slam dunk wons. Each won represents
one OF Mawchael s magmbicent pams

fﬁﬂ

[ domvie ociee Mvacd

e Toselect o dunk: DP=Pad 1o the won ol you
cholce, When the ripphing blue and w e border
frames the dunk vou want. press A A blase
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arange brachet frames the dunk you’ve just
selected.

NOVTE: 1 womn chowose o dunk and Lier decide o sw ap
Lo another, simply Teome (e dunk o Wt Lo
delete and pross A

* Seleet three dunks and press START.,

(Onee you press START, vou can't return 1o the
dunk menu, )

Here s Michael afew feet outside the three-pomnt line
wiiting or you to pull the rigger, The name of the
dunk you're about 1o execute appears in o box in e
upper left of the sereen,

*  Todunk:

. Press A o hegim running.

Fod

When Jordan™s foor sieps on the areen centgy
portaion of the Take-Off

Ciange. press and hold B o leap.

A Release B too sl the ball when the ball s on
the rim.

HINT: Just before a player leaps. he =planis™ his ool
on the court. Tome your plant Tor the green center
|I~|'I'I'"l.l'ﬂ ol the Take (O I:_;I.I:II[.,'L" When Jowdan s Tl
hats 1. jump. Release the ball just as il reaches the

hnnp,
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A black arrow appears over the Take-OFF Gauge at the
point where Jordan fetn the wround. Use ths as o
reference Tor your nest dunks, In other words, it you
jumped too soon on your first dunk, jumip afide Later

on your second,

If wou miss the green part of the Take-OH Guage you
anieht still make the dunk. You just stand o betres
chance of bringing the house down b you begin your
orbit from the best spot! And remember. you get
more points Tor a great take-oft.

If vou miss the mark and the ball hounees ot the rin

vou ve probably released B oo e, And if the ball
B oo

st Thies up m the air vou”ve probably released

S,

¢« Topawse the came: Press START (I8 vou e m
midilizht, hold B or else Jordan wall re
ball when vou resume the game. b,

cise the

e Toresume the vame: Piess START.

Afer cuch dunk the panel of five judges scores yout
p::rli TR

Press START (o dunk agan,
Fach judge awards up 1o ten pomnts per shum, so it s

possihle to score 130 points tor your three slam arand
Lotal.

AtariGuide




SLAaM oM BRESELTS

WELICOPTER

REVERSE JAM 1S PRINTS
FHFRER &5 PHINTsS

F“ Fir Wil - S &3 Filﬂ'l}_

ia g P
L]

FRESS START 10 COMTIMNUE

A othe end ol o e dunks the SEAM IDIUNK
I‘{I'"\E I I"'I AT ..|"|'".'I|' '.".F!II ||-' (R0 = Hil‘il;,", [ 110

each sham and the erand tota

*  Toewtthe SLAM DUNK RESULTS <o

= =k

[N, "'il 'lHl I-'-. *”'I " ]‘\"ﬁ- SO ,|'||'|.‘.|I‘-

The Evolution of Jordan’'s Dunk

TEAest dunked when T was 5 or 6—1 dunked (rash

CAns O my knees

Ty my I|:_'|!__'|'|.'||u.iunnl woer ad eoals that swere
o thiam 1O Feet, 1 vou comnld reach the basher
then vou could st setting the timine down
that"s when creativity became a part of 1L You sel
Lhe tmny domer and 117s ol lome helowe v s
lowokaane oo
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I was barely dunking i 9th arpde and T wasn |
torcetully dunking unul | lth, My fiest dunk was
i o hieh sehool JW game and inwas o mistake! 1
didn 1 think T was high enough, but 1 found oul
that | was. | was actually going for a lay up. The
Uy called it "the baby dunk’. T couldnt clow o
durmnge practice. In the gane situation the mwensity
wars so hieh I was able todio it Dwias happy aboul
the dunk. bt we stall bost the canic,

“How do 1 ereate the dunks Tdo? T0s sorcof ke
the First ane it just happens when U the wr |
don't know 1 ean do it el Pye done i, 1 ercale
most of my dunks as o doang them m i gamg

“When 1 dunk during o game. it s osaally when
detense isn't puttimg as much pressure on me. 1
the guy wuarding me s playvmg offa fittke it then
it aakes it a loteasier 1o dunk the ball”

AtariGuide



LARRY BIRD’S 3-POINT CONTEST

Even with talk about Larry Bard bemg the best all
around plaver i biskethall history. ies hurd o i
thiat the Foundation of the lecend has been built on his
shootng gecaracy . And No Man's Land is | drTy
Bird's domain. Yoo can’t win thice NBA ALl Star 3
Pomt Contess by lossanie ap ducds troms behjmd thal

imtimickitime barries

I he .LI‘“P'Q" (ONTEST |l s % (N he | ey Boird
|.|I‘I|'I_'_I w bt he docs D=l Y oL ||.|'-.|_I () s o= B
shootl Tve balls From frve Bins— o todad ol 25 ot
Each shotis wortl one poine except for the “mione
balls™ which ire worth two paines cach. The Tast ball

moeach B is o money ball

AtariGuide
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S-POINT OPTIONS
MUSHC: O ar OOFF

PLAYERS: 1, 2, 3or 4 Play alone or compete with
friciids. When von shoot with more than one playe

(i 0 o L 1 CT Y ! e |,||i_' ot 1 BT S 1-II'IiIIf||H'I 11 III'IEI'“._'I I |
Vifer The Tl i‘lul'-i." S balls the | LS
mmentators show the stats. Then the next player

[ |

T I- |' | '
ol - S TS T T

'-!!I|I|I- .llll. I--II-..w-I __.n... LIII'. ||_|.El__ I_" i}.l"‘
Sre i lhied and thee |"|.="-a' wilh e loyw sl seome 15

clomanated

THREE POINT RESHL TS BIRD

PLAVER 1 26 P15 EL IRINATED
PLAYER 2 EL IMINATED

FLAYER 3 I8 PTS [ A | o

Bl = « Bbam Ffame sh
R EECH Limg 1hees
m T - i-r ﬁ' - |I |_ |I i B I.l

plagers 1 tal: &
B REE nE

PRESS STAAT To COMT IMUE

|| Yol ard |'-|.|'-. LIRS D e Lhaan (W |'-|.|'1. (Wl T i
FECTTREETITITL i'-'|.|*.a':-- Cr ] 10 st o FOL. sthees

. B i i L = | |
which another plaver 1s elimmnatesd, The rounds

conbmuoe umlil ot ||,|||||*|-_‘-I'| In G termned
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SHOOTING FROM BEYOND
THE PERIMETER

*  Ader chy wsing POINT CONTEST frovm the
Options menu, press START. When the EASN
conmmentators are savimg thewr picee. ver ready 1o
shoot, The clock s i the upper Teft of the sereen:

Your current point kal i o the Upper richt

* T shion

Press A tograb o bull fronn o big
Press B o start the shios

Prc s € Lo relewse the bl

it [ —

* To pause the came: Press START
* loresume the came: Press START NILATIRS

Aer you se shot five bulls. vou' |l move on e the
next bir, The clock won'n wait 1o vou, xo keep
shawstinge.

“Basketball wasn 't
Iednt o be a

profession, It was
meant o be fun.”
~=lairry Birid

AtariGuide
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GRAMD TOTAL

ﬁ|wu3unxr-deH-ﬂlemJnawHHvHHHw
expires, the Tl IREF POINT RESULTS screen
.wﬂwqh,ﬁhuumgywnlhmﬂjmuHxLuig;hhptghq“
which spots vou sunk money balls A the erimd

hW”.\!wHy”=mm31nhl

”!WlflHULU}nu&nmlﬂflmrf;MHHHhmHHHIHJ

l|LI|-L'L |‘II.'5'.U|.'1. st SO IO o, and 1he Iij_'l_-_|

I|."'|l.ﬂ|w-.." al the ball at the Loy of L g

PLAYER CHARACTERISTICS

| he Characters VOLL s L Lhe SUreen wWere & ety
with thy |'|-'|]‘-'ll| s Bird and Machael liardan. 1
vou Tollow Larry or Michael. you have an ided ol

o when, and where they Tke 100 shoast. S0 doses
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Gienesis, [Lknows the plavers” weak St and sweel
sputs. Genesis knows the shootimg pereentages, both
ruarded and unguarded, for each plaver rom CACRy
areaof the court. How well you score depends on
your nnimg: how eflectively yvou' e being vuarded:
whether you're plaving Michael or | v e w here

}Ul_ril'l._" ‘r-lll:ﬂlill'lllg_'_' and. ol COL s, hot om cirlil x.lr.,_*;||-m_

On Cold Streaks
Mac Tl shioen Fiele throtiols it I vens e Newl
ekinrg shoiy, Keep soine 10l come aroun.

Latvry: ™ Foue srosdefn 't hestterte 10 shoot wiien
Vet v gonte codd. Wien ven e one of Hreose
Geararex Whren ventd shoots wond s fall Ve oo VI
vhiewnr e, Whest venr re et oo i res v,

et 1878 Wle el ey Yo conr et Yenr romed
.{’HI'JE -

ON PRACTICE
AND THE WINNING EDGE

Larry: “Once | practived enouch o get down the
Tundamentals, T practiiced o refine ey shodls s |
cotthd execute them without thinking, Onee |
retimed my basie skills, [ started 1o practice P
them together m ellective combinations. like
putting my shooting and dribbling wecther witly
Lakes amd moves o the basker ™

Michael "Larry Tikes o shoot guie 2 bit i |

don’tas mueh, 'momore of an istnetiy e plaver, |
vent things as T o, When miv feet lein e the floor

AtariGuide
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an abter that, But that s nol
toosay T don™t practce. T hike o count my: £amcs s
praciiee: alter all. P ou there doinge 1l

I remember when Twas trying oot For varsity e
i hieh school, 1 got cut and than made me mad. |
swore the nest year dmuke the teany and make
them wonder why they ever cut me. Dworked real

on a shot, there s nop

harrdd tor make that goal,

Larry: A winner doesn’t concentrate on beating
s Oppo el he concentrates on perlormmg
the limnat of has potential, That's why o winner
doesn 1 st want o wing he wants 10 do whatever
he miust w prepare hmselr physically and
mentally o win, A winner doesn’tjust hope 1o
wiin he knows e will win.

Michae! “The mowe things you perlect. the more
wedpons vou have, That's the object ol one on
ane. My couch used o say, T1e0s good 1o b ldl
VoL strengths, bl 1l s bEtter Lo |'hu|t'c1:l VAT

Witk nesses,

OFFENSIVE TIPS

e Driving w the hoop takes patienee. You den't
want o conmmil belore your opponent has given
vl an opening. 1 you back into i, rathe than
move Lieral ly, you maght be called for charging.

s When the delender cones in close and opens the
lane, turn the corer (press A Lo e your manb.
drive 1o the hoop. and lay itin or seulfoa

[tariGuide
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Fowork the outside shot, jub left or rieht sguickly
press and release the D-Pad Teft or righty wo throw
the defender off guard. then step back or w the
side and wir nour,

*  Fnd the places on the court from which N CHIUIe
mere comitortable shootmg, then iy 1o it from
thuse spots when the defender vives ALY
|;|-|l'|._'11il'|:;.

¢ Don U loreet 1o folloaw the shot for o reboand. T 'y
o ship by vour opponent and bos him out. Then
conne up with the loose bl or ip e tor the
PO,

* Lo gooup tor the rebound, press and releise B
* Totp the ball ;) press and release B.

DEFENSIVE TIPS

*  Remember the fivst rule for CHIC O onie - "Llu.Lj. -
play bebween sour opponent and the h !

= Basically there are two sehools of guarding an
opponents close and not soclose. Fach has jis
benehils amd drawhachs,

* Play your opponem close and vou' Il ke sy s

Jump shot. Py him ieo close and he I dryy
around you for the poal,

AtariGuide
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o Play hum loose and vou Il take away the lane. B
plas him e loose i e s apen for e LT

« IFthe puy with the halls deving or Pachkimg e
yukl, hold voun cround; vou e b dira 3 vharzing
IILII,LI.

PLAYER HISTORIES

Larry Joe Bird

Born: December 7, 1950 a0 Wes Baden. Indian
Heght; 69

Wereht 2200 [bs,

Hich School: Springs Valley. French Lack. Indrana
Colleges: ndiana University, Bloominaton. Tndiana.
Indiana State Universiy, Terre Hame. Indiani,
Dirafted by Boston on Hirst round ax junior chgihie.
JUTS toth ek

I would Be one thing o be a bot oftensive plyer.
tting the three pointers. diving Lo those high
pereentuge shots. TEwould be ther 1o be i rreid
defensive player, sticking o your man like gim on i
ot sidewulk. denving openinges willl OURrsgeos
lregquency . BUwoul, vet again. be anether thing o be
ateum plyer, passing the ball when you see the open
oan, settng up the pliys that bring the team gether
1w onld ke Larry Bird 1o be all of this.

Bird has used cach of his 12 years in the NBA
P W hat an aimazimg al - around ]1|-L:'|I-f'|' he s His
aiceesses run on ke o Wall Street ticker tape: NBA
Rookie of the Year, 1980, NBA All-Rookie Team.,

AtariGuide
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PEROLNBA AL-Str Game MVE. 1952 NBA Mos
Valwable Player 1984-860 Named 10 Al-NBA Fira
Feam. 198091 Member of NBA Championship
wams, T9S 1. T9sd, 1980, . NBA Pl ol MV, RS
|86 NBA play -0l record for most PRAIES FEE o
vears POSONBA all i three-poim ficld gol
leader CNBA A-Star 3-Pomt Contest Winner.

PR o this iy just g RS IRIR TS

Michael Jeffery Jordan

Borm: Febraary 17, 1963 i Brooklvn, New Y ork
Hewehe 676"

Wereht: 195 Ths

High School: Liney Wilminaton, North Cuarodin
Colleger University of North Carolin, Chape ! Hall.
North Caraling

ratted by Chicago om Girst vouned as an
underoraduaie. TS 3rd pick )

Fhe size 34 shorts two miches e long. The wiing g
wristband nudway up the [elt lorearm. The [Pk
tonzue. Who else would these oddities Pelong 1o bur g
umgue plaver whose “love of the came™ clause 1oty
him play bashetball anveime he wants? From the caiy
the Beorth Carolia freshman bie the jump shot tha
chnched the NCAA championship. Jordan has ey ot
let up om the court,

He hurs ot e |1|n|..u||nr.L| SULTHRT SEEVCTT Vabrs i,
i the NEBA hasn™ boen the s, ALY 1wy, In Tact, no
provfessaonal athlete has capiured the anention of the
maton hike MNichae! Jordan. Fhs immes atis e, alimosd

AtariGuide



superhuman. style of play his made s pamae o
household word wnd has placed o at the top ol
aumerous lists—both Tor his record-hreakimg stats and

i recognition of his all-aroumd great play, Some of Tis
qecolades include: NBA Rookie of the Yeur, 1985
NBA All-Rookic Team. 1985, Led NBA in scormg,
LORT. 1URK. [9%9. 1980, 1991 NBA All-Star MVP.
poss . First player to block over T shots amd win the
scoring title, 198K, Defensive Player of the Year.

1URS. NBA Most Valuable Player, 1988, 1091 NBA
All-Star Game Shim Dunk Champ 1988, TURS, ded the
Bulls to the NBA Champonship. 1991 NBA
Championship MVP, 199

Credils

Drosign and Programmang: Michacl Abbot & Ty PRI TN S R
Procramming: Michsiel Abbiot

Aaic oy Amangrimunn

Fxeculive Producer: Daon Trweeer

Producer: Jun Kushing

Assircinte Producers: Jon Horsley & Flppy Kelle

Aasistant Producer: Goradd Mol

Techmical ThHrecton Carl :ﬂ;‘j-

Soumds amd Muosie: Michae! Burtlow

Prowduct Management: Karen Schulman

Poghage Design: B Samnlle Pesign Group

Conver Photor Nanbianiel Butler, Courtesty af NBA Properties. Ing.
Do nmentanon: b Poolons

| Yo vmppend af o | ,L:n.ulLIf Fnily Paviws

Testime: Jelt Glisier & Randy Deluccky

Chogsliey Assarance: Pavid Coxta

Special thanks o Walter Stenn & Joe Tretimch
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ELECTRONIC ARTS LIMITED WARRANTY
WARRANTY - Electronic Arts warrants to the ongnal
purchaser of this Electronic Arts saftware product that
the medium on which this computer program is
recorded is free from delects in materials and
warkmanship tor a peniod of ninety (90) days from the
aate of purchase, This Electranic Arts software
program s sold "as is," without express or Imphied
warranty of any kind, and Electronic &rts 15 net hable
for any lasses or damages of any knd resulting fram
use of this program. Electromic Afs agrees for a period
of ninety (90) days to either repanr ar replace. at its
option, free of charge, any Electronic Ars software
product, postage paid, with proof of purchase. at the
Electronic Arts Warranty Depariment. This warranty is
nel applicable to normal wear and tear. This warranty
shall not be applicable and shall be voud f the defect in
the Electronic Arts soflware product has arisen through
abuse, unreasonable use. mistreatment or neglect
LIMITATIONS - THIS WARRANTY IS IN LIEU OF ALL
OTHER WARRANTIES AND NO OTHER REPRESEN-
TATIONS OR CLAIMS OF ANY NATURE SHALL BE
BINDING ON OR OBLIGATE ELECTRONIC ARTS
ANY IMPLIED WARRANTIES APPLICABLE TO THIS
SOFTWARE PRODUCT. INCLUDING WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR A
FARTICULAR PURPOSE. ARE LIMITED TO THE
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN
NO EVENT WILL ELECTRONIC ARTS BE LIABLE
FOR ANY SPECIAL, INCIDENTAL, OR CONSE-
QUENTIAL DAMAGES RESULTING FROM POSSES-
SION, USE OR MALFUNCTION OF THIS ELEC-
TRONIC ARTS SOFTWARE PRODUCT

Some siates da not allow limitations as to how long an
imphed warranty lasts and/or exclusions or limitations
of incidental or consequential damages so0 the above
limitations andior exclusions of hability may not apply to
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you. This warranty gives you specific nghts. and you
may also have other rights which vary from state 10
slate

BRETURNS AFTER WARRANTY - To replace defective
media afler the minety (90) day warranty period has
expired. send the original cartridge to Electronic Arls
address below, Enclose a statemenl of the defect, your
name, your return address. and a check or money
arder for 320 00

Electronic Arls

Customer Warranty

PO Box 7578

San Matea, California 94403-7578

If you need technical assistance with this product, call
us at (415) 572-9448 Monday through Friday between
B8:30 am and 4:30 pm Pacilic Time.

This game is licensed by Sega Enterprises Ltd. for play
on the SEGA GEMESIS SYSTEM,

“SEGA™ and “GENESIS" are registered trademarks of
Sega Enterprises, Lid.

Unless indicated otherwise, all software and
documentation is - 1991 Electronic Arts. All Rights
Reserved.

Jordan vs. Bird is a registered trademark of
Electronic Ars
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BASKETBALL * FOOTBALL * HOCHEY * GOLF * BASEBALL * BASKETBALL *

‘1 Ron Barr, sports anchor,
= Electronic AMts Sports Network
Ernmy Award-winning reporter

LI
: ron Barr brings over 20 years ol
e S ~=mill pofessional sportscosting |
axperience 10 EASN. His netwark
radio ond television credits include
piay-by ploy and color commen-

fary for the NBA, NFL and the
Olympic: Games.

i ' s Byline

in oddition to covering EASN sporting vents. Ron hosts Spo :

< 1A the premier sparts lalk rodic show broadcas! over 100 U.S. stotions
L ond around ihe world on smed Forces Rodio Network and Rodio New

 Zealond

11

° Barr's unmaichad spons knowiedge and anlhusim aftoed mﬁmhn:

- everywhere the chance 10 really gét 1o know their heroes, jolk to them

i'ﬁ“ directly, and discuss their views in @ nafional forum.

o A ‘ﬁ‘.

. ,} Tune in o SPORTS BYLINE USA for

S fhe ARTS SPORTS
TRIVIA CONTEST for 0

! ghance 1o win o free EASN spors

: 16:00 p.m, to 1:00 am ET.

- g:00 p.m. 1o 12:00 a.m. W

< 8:00 p.m. 1o 11:00 pm. M

- 7:00 p.m, 10 10:00 .M. P1

0

O

« BASKETBALL * FOOTBALL ® HOCKEY * GOLF * pEASEBALL " BASKETE
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NHL* HOCKEY

"NHL Hockey is the best around for hockey
excitement.”—EGM. The hockey game you've
been waiting forl I1's fost poced, high-contuct
action with 22 NHL teams ond 2 All-Star leams.

BA" PLAYOFFS
Real NBA action featuring ol 16 of the octual

5 with new moves including olley-oops. Free-

fsive controks, Current game stots.



The EASN Players
Association will
keep you in tune
with the latest- _ L
breaking H,,'-,k', e
sports news ) 08
from Elec-

tronic Aris!
Members get
advance notice on _ T
new EASN games g
(including all the llnltnih -mifnlml
dates) along with strategy hints from our all-pro
esign team. You can also get special sports
rchandise offers not available anywhere else.

hatincludes the entire EASN Players Association kit:
ASN baseball cap; EASN Sunglasses and SnugZ™, EASN
layers Association jumbo sticker; EASN Players Association stickers;
ASN Players Association school folder and pencil; John Madden ruler;
ASN embroidered patch, plus a personalized membership card. And if
at isn't enough, as a member of the Players Association you'll get a 15-
ard pack of the 1991-92 SkyBox™ Series || NBA Trading Cards.

's @ huge value, so start working out by sending in your check, money '
rder, or VISA/MC/DISCOVER for $10 pius $4.50 shipping and handling to:
N Player's Association

0. Box 7530

n Mateo, CA 94403-7530

call, $15/571-1171, ext. 555,

m-3pm Pacific Time Monday-Friday.
ow 4-6 weeks far delivery.
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Eter the world of big-time gol, %
competing against 60 PGA TOUR pegs: 4
coufses, 0 unique 3-0 putting grid, end
imstant reploy. Battery back up to save

vl gomes.and frack yeur stats.

JOHN MADDEN FOOTRBALL™ ¢
“YVideo football enthusiasts simply
MUST NOT MISS this incredibly fun
sporis gome!” — EGM. The all-tio
best-selling football game just got
betier! New feams, players,

o formations. Smarter defense.

¥ Quicker computer opponents. inst
replay. Intense action!




