BASKETBALL

GENERAL DESCRIPTION
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Lise your Joystick Controllers with this
Coamues Cartfidge. The number of Jowiticks
required depends on whetler yvou'ne
plaving a one, two, three, or four-player
game. The controdler jack or jacks 1o use
depends on the game number you're
playing. (See table )

Game  Mumber ol Comtriller
Number lack Lsed
1 1 1
2 2 1&2
3 3 1,2 &3
4 4 1,2 354
5 2 2&3

Be sure to plug the contraller cables firmly into the
jacks on the feont of your ATARD 400" or ATARI 800
Condale, Hold the cantroller with the red hutton to
your wpper lelt toward the television screen

Inserling Cartridges

This Game Cartfidge plays on the ATARD 400 ar the
ATARI B0 System Insert in the LEFT CARTRIDGE =lot
on the ATART BKF System Be sure the POWER OMNIOFF
switch i ON. The ATAR! 400 and B0) Systems
automatically shit off whenever the cartridge door is
lifted This prevents damage to the computer and to
the cartridge. [The power indicator light on the console
i on when the cartridge door 15 elosed, and of f whin
the door 5 open )
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TO BEGIN PLAY

Console Controls

Fress S¥YSTEM RESET, thea press SELECT to choose the
game yvou wish to play. The numbers 1, 2, 3, 4, or 5 will
appear on the scieen as you Eess the SELECT button

Afrer selecting a game press START 1o begin the action

USING THE CONTROLLERS

Move your Joyshick im the
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ilagram (o manewvers aned
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Offense

Shoobing: Press and hold the red button on yoor
fovstick Contraller ta aim the basketball when pripar-
ing to shoot Your player stops dribhlimg and waves the
ball gither over head, or down lower in front. {See
diagram }

Release the button and vour
player shoots the ball i ihe
ball was over head when the

— — ¢ shot was made frowill beea
i 5 long, high arching shot. if the
beatll was fow im front, it weill
be a short, easy shot
r ‘L“|

Passing The team in possession of the ball has the op-
tion of passing it The player receiving the ball must
press and hold the red controller button. The player
with the ball presses and releases the med button, as if
shooting. Howewver, the ball travels to the other player,
tather than te the basket, [Passes may be intercophod
by the defensive feam |

Defense

Blockinmg shots: Te defend against shots made by your
cpponent of opponents, pasition your player between
the ball and the baskel. Press your red contmoller Button
as the shooter releases the ball Your playver will jump
straight upward and if the timing s dight. will Block the
ahist

You can then attempt to recover Bhe ball A shot may
only be blocked when the ball s i it wpwand are

Making steals: To steal the ball, place your playver's teet
ivien with yvour opponent’s feet, As the ball leaves the
opppanent's hand during the dribble, move your playes
into the path of the ball for the steal

Blocking shots and making steals takes practice and
timing Hoth of these defonsive tactics will becomis an
important part of your defensive strategy



GAME DESCRIPTION

Game 1:

One player competes against one computer player. Use
the mamibsier 1 controller |.1|:_'k Yo are the HOME feam
ihooting for the left basket Your scone B an the top,
left side of the screen,

Game 2:

Two players compiste against two Compatier glayers
Lise controlles jacks 1 and 2, Your team o the HOME
feaim

Game 3:

Iwe plavers compele against-a team of one player and
ane camputer player Thee plavers wsing capiraller jacks
1 and & are the HOME team The othe: player teaming
with the computer plaver wswes the number 3 controller
jack and represents the VISITORS

Lame 43

Fourplayer basketball, no computer players, Tha first
pwir players use contepller facks 1 and 2 and are the
HOME team, Fhe second two playens use conteolles
jacky 3 and 4 and are the VISITORS

Game 5

'|'|.'|.'v|.;|-|1|.j'|-1-4 haskaetball, na Compuber |:||.u'|.'|-r1. Thae ferst
plaver uses the number 2 controller jack and & the
HOME team. The second player wwes the namber 3 con-
tredlisr jack and represents this VISITORS
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