GENERAL DESCRIPTION

The objective is to score more points than the opposing

player or team. tach basket or goal is worth two points.

As each game begins, the timer at the top, center of
the screen begins counting down from 4:00 All games
start with a “jump ball” at the center of the court

The HOME team always shoots for the left basket and
has the score at the top, lelt side of the screen The
VISITORS shoot for the nght basket and have the score
on the top, right side of the screen.

See the GAME DESCRIPTIONS section for a game by
game breakdown.

When a basket is made, the player or team scoring the
basket is resct to center court for defense. The oppos-
ing player or team receives the ball under the basket
and then proceeds on oflense

The lines under each basket are the court endlines. A
defensine player can cross over either endline. An of-
fensive player CANNOT dribble over the endline
nearest their own basket




Use your joystick Contsollers with this
Game Cartridge. The number of Joysticks
required depends on whether you're
plaving a onv, two, three, or four-plaver
ganw The controller jack or jacks to use
deji=nds on the game number you e
playing (See table)

Game  Number of Controller

Number Players Jack Used
1 1 1
2 2 1&2
3 3 1,28&3
4 4 11,2384
5 2 2&3

Be sure to plug the controller cabies firmhy into the
jacks on the front of your ATARI 400" or ATARI 800™
Console Hold the controller with the red button to
your upper left toward the television screen

This Came Cartndge plays oo the ATARL 400 or the
ATARI 800 System insert in the LEFT CARTRIDGE siot
on the ATAR! RO System Be sure the POWER ONJOFF
switch 1s ON - The ATART 400 and 800 Systems
awtomatically shut ofi whenever the cartndge door is
lifted This prevents damage to the computer and to
the cartnidge (1he powerindicator hght on the console
s on when the cartnidge door 1s closed, and oft when
the door 15 open )
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Press SYSTEM RESET then press SELECT 1o choose the
game vou wish to play The numbess 1 20 4 or b will
appear on the sereen as you press *oe SEHECT hutton

Atter selecting a game pross START 1o bogin the action

“tove your Joystick in the
~ctons shown in the
suram to maneuser and

pusition vour player +:n the
court tach plaver and MOVE
respectn e teammate dribble LEFY AIGHT
automatically and always
1ace their own basket or

MOVE UP

MOVE
goal The defending player OUGONALLY 3 L o
and teammate always face
the ball

Shooting. Press and hold the red button on your
Jovstick Controller to aim the basketball when prepar-
Ing to shoot. Your plaver stops drbbling and waves the
ball either over head. or down lower in front (See
diagram))

Release the button and vour
plaver shoots the ball 1 the
bull was over head when the
shot was made, it wit be a
long, high arching shot it the
bali was low in front. it will
be a short, easy shot

Passng The team mnossession of the ball has the ap

tan of passing o piaver recenving the ball met
press ana hold o roa cantrolier button The giaser
with the sall pros o amd releases The red button asaf

sheoting ttawes e the figli travels to the othe
father than to the hashet {(Passes may he interos

by the detensive team i

Bioechine voote To detend apainst shots made by our
SPOIVIL G Opaaent e posten vout player hetaoen

e ball an othe '

Press vour red contrabe patton
s e shostec i vases the ball Your plover wili jump
straght urasvard and o1 the tanig o nght will biodk the
~hot

You ¢an then attempt to recover the balt A shot may

only e binched swhen the batl s an s upward ar
Makmg stoods o steal the hadl place vour player s teet
saet wath o apponent s teet As the ball leaces the
aponent s hand duas the dobble, move your e
s e s o e o e thae st

Sheckug s b e by steads takes practios an
s Besoon e i e s wall Becorrs an

R A T T Y P TN T PN TR TaY

One player competes against one computer player Usr 1

the number 1 controller jack You are the HOM! team 1
shooting for the left basket Your score 15 on the top, X
left side of the screen i

Two players compete agamnst two computer players
Use controller jacks 1 and 2 Your team 1s the HOME
team

Two players compele against a team of one plaver »
one computer plaver The plavers using controller jacks
1 and 2 are the HOME team The other player teaming
with the computer plaver uses the number 3 controtler
jack and represents the VISITORS

Four-player basketball, no computer plavers The first
two plavers use controller jacks 1 and 2 and are the
HOME team. The second two plavers use controller
jacks 3 and 4 and are the VISITORS

Two-player bashetball, no computer players The first
plaver uses the number 2 controller jack and s the

HOME team The second plaver uses the number 3 con-
troller jack and represents the VISITORS



