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CONTROLS
If you've only one joystick, plug it into port 1. You will only
be able to play the one player game. If you have another
joystick, plug itinto port 2.
During a game, pressing RUN/STOP will pause the action.
Pressing it again will return to the game.
While in pause mode, press Q if you want to quit the game.
F3 and F5 will let you change playing policies. (See FOR
ADVANCED PLAYERS).
Pressing H will bring up the help screens.

USING THE MENU
Move the highlight bar up and down using either joystick.
Press FIRE to choose the option under the highlight bar.

STARTING A GAME
Watch the digital display on the stadium roof to see who is
playing the first match. The team on the left of the
scoreboard is controlled with the joystick in port 1, and the
team on the right with port 2. There is no need to swap joys-
ticks at half time when you change ends.

PLAYING THE GAME
Instructions for playing are within the game. Select the HELP
SCREENS option from the menu and you will be told about
PASSING, KICKING, SCRUMMAGE, CONVERSION and
THROW-INS.
During a game, your joystick controls one of the players on
your side. This player is highlighted in a different colour so
that you can see him easily. The member of your team hold-
ing the ball is automatically controlled by your joystick, or, if
your team doesn't have possession of the ball, pressing FIRE
will change control over to the member of your team nearest
to the ball. This means you have control of all of your
players, and stay on top of the action.
While you control the active player, all your other team
members will be using their artificial intelligence and follow-
ing the chosen team playing policy.

THE LEAGUE

If you start a league, the computer will want to know how
many teams are involved. It assumes there are 6 unless you
tell it otherwise. Decide amongst yourselves which team you
want to be. If you want to change your team name, go to
the OPTIONS selection, then choose TEAM NAMES. Move
the highlight bar over the current name of your team and hit
FIRE. You can then type the name of your favourite team
(followed by RETURN)

When playing in a league, be careful to see that the right
people play the right matches by watching the scoreboard
the beginning of the game.

FOR ADVANCED PLAYERS:

TEAM PLAYING POLICIES
Your team playing policy governs how the rest of your team
play — remember you only control one man at a time! You
can change your strategy at any point during the game by
pressing RUN/STOP (to pause the action) and then pres-
sing F3 for the team using joystick port 1, or F5 for the team
using joystick port 2. Press the COMMODORE LOGO key
to step through the preset policies, and press RUN/STOP to
select the one that's on the screen.
You can also make your own policies (before starting a
game) by selecting the POLICIES option in the OPTIONS
menu. You can then select which player you want to move
with the joystick. Hold the FIRE button down and drag the
player to where you want him in your new policy.
There are 8 players on each team, 3 are the pack and 5 are
forwards or line members. The pack always follows the ball
(either just behind it in the case of the possessing side or ‘on’
it for the defending side)
The line members follow the policy (either for attacking or
defending)
When defending, a player can either be in a fixed ZONE on
the pitch he can ‘"MARK' his opposite number in the attack-
ing team.
When attacking, the ZONE determines where the players
run in relation to the pitch. The ball FOLLOWERS move in
relation to the ball and you can set their relative positions.
(The line in the centre represents the ball position.)
The best way to learn about policies is to experiment with
them . . . try a few different ones and see what happens.

David and Richard Darling first started writing computer
games when they were in their early teens and still at school.
They duplicated the cassettes themselves and sold them by
mail order, taking small advertisements in magazines.

From these beginnings David and Richard became contract
programmers. They wrote and sourced games for major
software houses, and many of these games were major best
sellers.

In October of 1986 the Darlings set up CodeMasters, their
own company. From the beginning they were determined to
sell only the best possible games at the lowest possible price.
One title, BMX SIMULATOR, went on to become one of the
worlds best selling games.

In less than a year, CodeMasters had a string of Top Ten hits to
it's name. The company was the best selling software house in
Britain. David and Richard are now 21 and 20 years old, and
are determined to continue what they do best; producing top
selling computer games.

These are other great CodeMasters games
available for your Commodore 64/128 . . .
SIMULATORS
BMX Simulator - Grand Prix Simulator
Fruit Machine Simulator - ATV Simulator
Pro Snooker Simulator - Pro Skateboard
Pro Ski Simulator
ARCADE ACTION
Super G-Man - Red Max - Terra Cognita - Armourdillo
Thunderbolt - Cosmonut - Lazer Force - Poltergeist
PLATFORM ACTION
Mr Angry - Super Robin Hood - Vampire
GAMES CREATOR
Creations

And in our new PLUS range . . .
Pro BMX Simulator - The Race Against Time
Super DragonSlayer

*Some of these titles are now available on disk
— ask your dealer for details.

YOU COULD WRITE FOR CODEMASTERS
CodeMasters excellence is a result of utilizing the best
games programmers there are. The best
programmers deserve the best rewards. If you are
good enough to program for us then write to David
Darling now — you won't regret it.

This entertainment experience was

brought to you by . . .
Coding/FX Ted Carron
Graphics Bob Stevenson
Music David Dunn
Project Director Richard Darling
Production Mike Clark/Stew Regan
Cover lllustration Nigel Fletcher
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This program, including code, graphics, music and artwork are the copyright of
CodeMasters Software Co. Ltd and no part may be copied, stored, transmitted or
reproduced in any form or by any means, hired or lent without the express
permission of CodeMasters Software Co. Ltd.
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