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I  o lhen plry ing 0ûN{ Si l0T r i th the Joy St ic l ,  ho t r i t te.  but tons
I  r i l l  be used, one for sêlect int  betre€n pass ând shoot,  ând thê

I other for  for .at ion sel€ct ion.  ln sore Jov St icks,  one circui t  is

I  a iv iaea r î to 2-trr l ter  but tons. I f  these Jov Strcks are used th€

I 

tunct ion of  eâch tr i t ter  but ton c innot bc drf ferenttâted.
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0î ly lSl- . . rkcd prrsonôl  co.put.rs can be used to play the 0Ui l (  Sf l01
crr t r ld lê.
1ùan thc poret  on âf ter  thê l0I  cârtr  idge hrs been inserted. not the
othêr r .y round. R0I. iy be d! . r ted,  i f  thê crr t r id!e is ins€rted r i th
th!  !orcr  on,
lhci  re.0vint  the n0I cârtr idtc,  . !kê surc th. t  thc !orer sùpply to thc
coapûtcr is cr t  of f .
0Ui l l (  S| |01 crn be played r i th the keyboard,  the Joy Ûal l  and the 2-
tr iS!êr Joy-St ick.

c0t{18t?s 08 DUt{t(  sf i01

0Ui l (  Sl l0T is â corputêr sof t rârê l rae thrch r l lors every player to
câpture the thr i l l  ând erci te!ent of  real  brs letbal l  t t t res.  I ]UI | (  Si l01
is p€cled r i th uniquc fei t ! .es,  so far  dcnied to sports sof t rare.
Sorê of  the t r i in fêeturês rae:

l )  Selcct ion of  ant  three playcrs o! t  o l  8 rho al l  have di f ferent
ôbi l i t i .s ,  Jr .prn!  forcc,  shoot int  ef f ic iency,  €tc.

2) 0UNl(  Sl l0 l  of fcrs IPG (role plry int  gr ie) ,  for  the f i rst  t ine evêr in
r  sports tôrc.  Âs th€ !âae pro!resses, eâah plryer i rproves hrs
crpabi l i t ies.  the IPG ferture,  thus,  * i l l  beconê increasin8ly
ef  fect  i  ve.

3) I f  the sa.ê plry€r keeDs plâyin!  for  a lon!  t i .e,  he r i l l  be
êxhàuEtêd. I f  aryone appeârs t i red,  yor hav€ to replâce hi .
qr ickly.

{}  | )UX|(  Sl l0 l  contains s€verr l  for .at ion plrys.  The plâyer 's abi l i t iêa
irprova as these forrât ion gâaes i rê used ef fect ively.

6)

?l

8)

9)

You cân forn ô t ru ly intêrnat ioni l  tea.  -  rh ich hes blâck,  rh i tc ind
0r iênt . l  p lâyêrs.  Ihe nâ.e of  eâch ! lay€r can be re! istered for
€rsy idênt i f icât ion.

Tou ôrc th€ coachl  lh€ther Jo0a tear is a succcss and r ins
cMapionships al l  depcIds on your arnat€aent s l i l ls .

lou can choosc rho t0 plaJ ôt ! inst .  the opposint  teras have
di f ferent unl foras À[d strentths.  Yo0 arc f rêe to se]ect  any teôa.
l ic  color 0f  tbc couat chantes âs thc plryar 's ùni forns chante.
0Ut|(  S[01 thus of fers a t ru ly colorful  t r ie.
lo!  can sel€ct  the plsy t i re.  lou decid€ rhether to €njoy r  s lor ly
developrnl  ! rae or r  f rst-prced ercrt lng one.

0Ui l | {  Sl l0T is plâyed âccording to rules lh ich c losely reserble âctuâl
pl .J in:  ru lês.



TEAT F(]Ni lATIO]I

l )  takint  yoùr oen teat

1.  First  select  on rhich s ide you rânt to play (erther r ight  or  lef t ) ,
on the l i t le l lenu.

2.  Af tcr  the teô. f0r i i t ion node has been s€lected, br int  (  a )  to I l tÀXE
1EÀI!  and press thê [SPACE I  key.

3.  Enter the 3 let te.  nôre of  you. tear usint  the !nt l  ish alphabet.

Pf€ss the (R[1Uni l  I  key.

4.  i lo* you ôre ready to register the aaae of  each plaler.  l love the
cursor (  > )  r r th the drrectron l€ts 1 3nd I  to the plalef  rhose
natre y0u rant to rer ister.  Enter the nares rr th let ters of  the
Snt l ish alphabet.  lJse the BS ley to cancel  any rron6ly enlered
let let .
Pressint  the Ê and r  a l lors you to chan!€ the color of  p làyers.

lhen you havè conpleted reSjsteainS th€ players nanes. press the

lesc I  kcy.

5.  Press l ISC I  agin to return to the t i t le nenu.

2) Plâyint  r i th a reâdy- iâde teâr

l .  Pirst  decidê shich tean ( lef t  or  r i6ht  srde) you rant to play on.

thrs.oves you to the 1€a. For.at ion Xode.

2.  Set (  a )  to TREADY-l lAD8. l  ând p.ess the ISPACE I  key.

3.  Inter the tea! 's nâ.e r i th let te.s of  the alphabet a0d press

t lEl | lRl l l .
4.  Iovê thê cursor (  > )  to select  thê strength of  each tean and press

the aSPACB I  ker.  The t€ar 's str€nrth i icreases prth the nurber of

| {01E: lhen playinr r i th the fREADY-IADEI tean, the nane and color
of  erch ! layer cannot b€ set.  Thc players do not rnprove their

taacs,  e l tnêr.

5,  Pr.ss the IESC ) | (ey to rctùrn to the l i t le lenu.

3) PlaJint  atainst  the coiputer

l .  l i rst  decid€ rhich s idc your opponcnts r i l l  p lây oi .  This.oves
you onto thc Tea. norrat ion lode.

2.  S€t the (  a )  .ar l  to |C0IPUTBII  and press the ISPÂC8 !  tet .

3.  Set thc cursor (  > )  to the desired level  and press the ISPÂC8 ) key.
i l018: the ter i  na.e r€! istered in the C0XPUII I  cannot be chant€d.
lou cannot re!rster your plryers nâ.es or select  their  col0r,

4.  Press the IESC I  ley to return to thc l i t le t renu.

l )  Playin8 r i th teô.s s.red on a cassette tape

1. I i rst  dccid€ rhich s ide your opponents ei l l  p lay on. th is noves
you onto the leaa ForaNt ion Iodc.

2.  Insert  thê cassette tâpe on the 0ata Coder rnd set i t  t0 the PLÂY

3. Set the (  a )  .ark to tL0A0 0lT^ I  and press the ISPACI I  rey.

'sUn8?" dppears on the sc.cen. Press the ISPÀCÊ I  key,  ehich

loads the tea. data ( the datâ accessêd f i .st) .  Press (8SC I  i f
you enter the L0AI) .ode by. is-operat ion.

l .  Af ter  f in ishing lordint  thc teai  dôt i ,  the nane 0f  the plâyers in

thrt  part iculrr  tear r i l l  be displayed.

5.  P.ess [8SC I  to return to thê Ti t l€ len0.

5) (o{ to chante playefs naaes and colors

l .  f i rst  decide rhich s ide your opponents r i l l  p lay on. thrs.oves
you onto the Tea. Poraat ion Iodc.

2.  set  (a)  to [ !Dl1 18Al )  and p.ess (sPÀcE I .
3.  Fol lor  the instruct ions 0nder the s€ct ion

l)  takin:  four orn tern âbove.

Press I ISC I  af ter  th€ ôl ter . t ions a.e.ade.

{ .  Press I ISC )  âtain io return to the Ti t le len0.

6) i lor  to t rade players

L S.t  (  a )  to (1RÀDl I  in . th€ Ti t le I€nu ind press lSPÀIE L
11oreve.,  you cannot t rade y0ur players i f  p layin8 opposi te the

C0IPû18n or a READï-I408 ter i .

2.  Set (  > )  to the plryêr tou rânt to t rad€ and press ISPÀC0L
3. The ! la!€r you Jûst selected trovês to the Trade Screen.

4.  Set (  a )  to (08ÂLI rnd press (SPAC8 I  .  The îrôde Screer
b. i thte0s ând shors that  p l ryer t rÂde-of f  has been corpletcd.

l i01[ :  then you ârê plàyin!  aSi inst  the C0IPUIIR or ReADY xrûÈ

tea.,  thÊ opposin6 tea. of fers,  for  t r rde-of f ,  p lâyers of  about '

equal  abi l i t ies.  l l0rever,  they.at  i rprovê i i  qui te a di t ferent

i l018: lhcn 2 people âfc plâ! in! .  p l r r€rs r i th di f ferent àbi l i t ies
ray he traded, i f  agreed by both pârt i€s.  Ioney should not be
involved rhen.Âkint  t rad€s, s inc€ D| l i l [  Sl l0 l  ô i .s ât  sound
€nteatainreot,



?) i lor  to save tean data in â c issette ta0e
1. First  decid€ rhich srde your oppo0€[ts r i l l  p]ay on. th is.ovcs

you onto the 1€an For.at ion {odc,
2.  lhen th€ [F.1 I  key is pressed, the 'SUtE?'  .êssase âpp€ars on the I

screèn. Press ISPACÛ I  to srvê the dâtâ of  the displayed tear on I
a cass€tte tape. Dâtâ crnnot be sôved, horeyer,  i f  p layint  a!ainst  l l
the C0IPlJTIR or â REÀ0I-XADI tear.  Press (BSC I  of  ]où hâvê entered
the Sâve lode by i is tâ*e.  l l

3.  the ler i fy Iode starts af ter  the Save lod€ is corpleted. This.ode I
checle i f  your datô has been srved correct ly.  le* ind th€ tôp€ r l l  d l
the ray and set i t  to th€ Pl ,ÀY rodè. Pr€ss ISPÀCE I  key.

4.  The'EIt0t ' .essate shrs your datô hôs not been saved correct ly.
I€peat the above Sàve I0de procedure,

LE]ICTi l  OF I IALP

this ôl lors you to deter i ine the f ine of  each hal l  oI  the !a.c.

C|]L{]R OF COURT

lJsed to chante the color of  the bôs| tctbôl l  c0urt .  latch out!  the
court  color chan!€s âuto.at ical ly rhen the color of  th€ uni fo. .s is
chanted.

' l0I  
10 PL^t

1.  f i rêt  set  (  a )  to (SBl Upt and press rhè ISPACS I  key.

2.  ;hên the S€t-up lode has been s€tecred, set  (  a )  to IPtAt,  a id
press ISPACE I  to start  the tane. l f  yoù rNnt to chante â0y of  the
pârârete.s rhi le in the Set-up lode, rove the (  a ) .a.k r i th T and
I keys to that  part ic0lrr  parr ieter ând us€ F, r  or  ISPÀC8 I
(used fo.  S1ÀRÎ81 onlr)  to.ale desired al terat ions.

s1ÂRlEtS

lJsed to select  tùe plâyers of  both tea.s for  the gare.  ptayers Iurber
one throuth thrêè àre in i t ia l ly  selccted (defaul t  p l ryers).  l f  !ou
rant to select  other plôJe.s,  f i rst  crase thê nôres indicat€d by a red
l i rp,  by br in: int  (  > )  to thê I r .p rnd pressir t  (SPACB I  .  Find tne
nr ies of  the players you rant i î  your n€xt !a ie,  br inS
( > )  to thesc na.es and p.ess (SPAtE L After the 3 players havê
been selected, press (ESC ).  l lorever,  you caonot chônte the t te lers
àt r i l l  i t  p layinS a:ainst  the Coi lPUTEI or a nÊÂ01 i lÂ0[ !ane.

cl tÀi l08 stDûs

this funct ion is used to chrn!e the s ides (ei ther r i rht  or  tef t )  of
both teaas.

c0l0n 0t  f l tAR

l lsed shen desir in6 to cha0tc the color of  ! làyers '  uni forns.

lT one pl t ter  turns to*ards another lo pass the bal l ,  the receiy i I t
p later br i !htees. Fr€ssinr and releôsins the (1AB ) or (  [  I  key
quickly al loxs you to pass the bal l  to the receiv ins player.

lorcver,  you cânnot pass froa the bacl  court  to the f ront.

l ior  to shoot

Re!ârdless of  the direct ion the pl i ler  ray be facint ,  pressir t  the
1Â8 and th€ (  [  I  for  a Ions t i .e nâkes that prr t icular ptaJe. Jurp,
ts preparât ion for  .  shot,  Releasins th€ TÀB or the (  [  I  sta. ts the
shot.  l f  the plryêr lânds r i th0ut raking ô shot,  i t  is  counted as
travel l int .  l lo pl iy€r câ.  shoot into the bas*et f ro.  the back

Forrat ion play

press the ICTnLI or t f8 l | l f i l I  key scveral  t i ies to s€lect  the
desired for.at ion f ror  A to E. 0n the start  l ine ât  the bottor
0f .  thc screen ippea.s fF0lXAl l0 i l=1,  rh ich indicates the forrât ion
Just selected. Poaûa1ion play starts iûnediately you nov€ the
player ca.ry int  the bal l .  The fornat ion cannot b€ selected, '
horever,  rhen the bal l  is  st i l l  in the bNck court .

ï3)

J
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l ior  to chan;c tcai  a€ibers
laar reabers crn be chânted rhen they violâte the.ules or aake â
tool .
lhen there is â rule v io lat ion or !  foul ,  a foul .essâte (detr i ls

later)  app€ars on the screen ( for  r  f€r  s€conds).  I f  Jou press

ISPAC0 I  rh i lê the .essage is on, you can chaqted thc LSFT 1ûl l
.e.ber f i rst ,  fo l lored bt  the RIûl i1 1[At ierber.  Press IESC I  r f
thê plryer chante is cofrpleted, of  is  îot  necessarr .

Preê thror techn. iqrr

Press thc shoot le,  r i th in 5 seconds. Then thê plâye. ert i t led to r
f .ce-th.or r i l l  s tôr t  d. ibbl inf .

îhror- in tèchniqucs

It lê t le pl t l t l i&læted for a thror- in f .c.  thê t l r ter  ùc rants to
sênd. fôs!  to ( tha receiv int  p layer.  rhose unrfor.  br j t t tcns) ànd
prcss t la s[oot iqf  t ty r i th in 5 seconds.

l lor  to st ! .1 thc bt l l

Sr in!  r ry defddin!  p leyer c lose to thc ! l ry.r  dr ibbl i [ f  the bâl l
rnd pre!3 tha stoot ley several  t r .ês

l lor  to sto!  yûor opponê!t  shoot in!

1.  1r ,  to intercèpt the plrye.  r i th the bâl l  rs Ie approrchês t i€

!0.  l .

?.  lor .  thê dêf€r3ê play€.s c lose to th€ player holdi t r !  the br l l .



9) i lor  to loci te t te plôJer r i th thê bal l .

l .  0ùr ing thê tarê,  t  str tus l ine r t  the botto.  of  t i t  screen

shors thê 'ÀlB^ ' .essô!c to indicr te the glayer 's

POSrt lOr.
ÀtEÂ = 3. .  '1he playêr is in the 3-point  ârea.
Àl8A = 2 . . .The plôyèr is i î  the 2_point  . .€ i  o0ts ide th€ [ tee

thror l  ane.

^t0^ 
= F" lhe pl .ycr is loca!€d in the f rce-thror lane.

10) t lor  to do. 'dunk shot '

l .  lou c in ùsc the dunl  shot techniqÛe only i f  to0r plÀyer is la l l

enorth tnd posi t ioned close to the toâ1.
2.  the dunl  shot al lo ls i  1009( success r . te _ thu!  ensur int  i

fu l l  scote.

v l0LÀ1t0i ls Ât0 r0|JLs

violr t ions rnd fouls used in 0UtI  Sl |0T rr .  l is ted belor.

1. 1t^ l /ELl, l l lG
this indicât€s that r  p layer hrs Jurped to rake a shot.  but

hrs I indcd r i thoùt i i l in!  onê,

2. 3 S0C0r0s
thc play€r on the t t tacl  s ide h.s steted in thê opp0sing tea' '  s  f ree

thror l tna for  ovêr 3 seconds.

3. l0 ssc0i l0s
lhis rêss. !c is sholn i f  thc bâl l  in thê bacl  cou.t  is  not 

'oved 
t0

- '  the f ront court  r i th in iboÙt l0 seconds.

lr  30 S8c()t0s
Tfe tea.  r i th the br l l  hrs f r i l€d to shoot in 30 seconds.

5. 5 S[C0l i0s

^ 
r io l r t ion r t  thê t i .c  of  a thror- in or I  f ree t t rot '  e.  ! .  i f  the

frêe thror dors not tôk.  p l rce in 5 seconds t f te.  the br l l  is  ! iven
to the playêr;  o.  i f  the br l l  is  not  passcd in 5 scconds dur int  t

lnt0t- ln.

6.  Cl lÀRGllû
the pl iyer forc in!  h is rat  forrard butps into.nother Plal€r '

?. i l lc t i l i lG

Slâpping or ! r rbbin!  soreone rr th the hônd.

8.  PUSII ITû
P0shint  thc opponert  r i th the hand or bodJ.

9.  f i010 I  tG
l lo ld int  the oppon€nt r i th the hrnd or hands to hi .  ror ing s.oothly.

I ( ) .  BLOC(I i lG

Prevent in!  f ree.ove.ent of  the opponent by holdint  hr .  by the hand,
shoulders or hips.

l ! .bers 1 thro0th 5 ôr€ rule v io lat ions and thc opponent is ! iven r

l iu.bcrs 6 throù!h l0 3re foul  p l iys.  I f  these fouls âr€ coirr t t€d rh€n
shoot in! ,  the opponênt is ! ivên r  f ree thror.  A plâyer co. . i t t in!  s(ch
this k ind of  foul  receives onc personal  foul  penâl ty.  I f  he âccurulates

5 [oul  points.  he rr l l  ùe forced to lerve the court  and r i l l  not  be ablc
to plâ,  â8ain in thê srre gâ.e.

I f  e i ther têaa accu!ulôtes aore than ? foul  points,  one end one free
thror is ! ive0 to thc opposin!  t€a. .

PI,AYER I  IPN() l iETSII l

l )  I rproein!  p l r rers

Erch play€r hôs t f t rce pl .J in!  s l i l ls-shoot int ,  ju.ping and runnin! .
thei .  ski l ls  r re sf torn by the red i îd icâtors (Sl ,  (J l  Al l0 tRI
(s r( l rr).
Jual int  and r !nnint  porer increrses i f  â playêr pârt  ic ip i tes i0 a taae
and do.s especir l ly  re l l .  l f  hê scores |  !o int ,  h is shoot in:  porcr

increrses. l lorever,  therê rr€ l i r i ts  to the cr tent to rhich his
ski  I  ls  c in i rprovè.

2) Plryer fat i rue

I f  thê sà!€ ! layer is on the court  too lont ,  he becores t i red âs shorn
by thê red FITIGUB a.eô. Âcc{ iu lated fât i ;ue reduces r  p lârer 's

ski l ls ,  i .c .  shoot in! ,  jurpint  r rd runnin! .  0uic* ly chan6è the playet

rhen this occurs.  Àfrer soae rest  on the b€nch, th player 's enea!y
r i l l  ret !an.

3) fhôt  to do i f  you ke€p losint
cont inroùs losses depress the partacipat int  p lôyers.  so nrtural ly
they stop i iprovint  their  gaûe. latch out l  they cven deter iorate!



Pt t^ i l , I

l )  DUfX St01 rsar I  Trrû-to- i t i  I  dêfensê syste. .  lo0 cannot !sc othcr
dafansc t !ct ics,  c.  t .  ,onê dôtan3a, êtc.

2) tharê rre io coûrt  chrntes dur int  thr  f i rst  r f ,d s€cond halves.

f -

1018: 
^ l thouth 

Dùl{ l (  Sl l0 l  c loscl ,  fo l lor .  rctrr l  br . l . tbr l l  rû lca.  th€tr
I tc roæ dar iat ionr.

ff


