COMMODORE 64/128

COMMAND SUMMARY CARD

Jordan vs. Bird: One on One

This Command Summary card contains the loading instructions and keystrokes for the
Commodore version of Jordan vs. Bird: One on One. Please see the manual for information
on general game play.

Remove all cartridges and plug your joystick in port 1.

2. (C128owners: Put yourcomputer in C64 mode by holdingdown the & Commodore
key when you turn on the computer.) Put the GAME DISK in the disk drive and turn
the disk drive on. Turn on the computer and monitor.

3. At the READY prompt, type LOAD”EA”,8,1 and press <RETURN>. If you have
trouble loading the game, disconnect any secondary peripherals from the back of the
disk drive (i.e., the fast loader, second disk drive, or printer) and try loading again.

4. Oncethegameloads, you'll see the opening screenand hear thedigitized theme song.

If you want to bypass this, press the space bar.

e
.

Offensive Moves i

Shuffle/Run — The joystick moves the player in whatever direction you point it. The
player will run unless his back s to the net; then he shuffles. Tomake him go from
a shuffle to a run while his back’s to the net, keep the joystick held down.

Turnarounds — Double click the button to make the offensivé player turn his back to
the net (this makes it harder for the defensive player to steal the ball).

Jab step — At the start of play, a diagonal push of the joystick to the right causes the
player to take a jab step (a step to the right with the right foot). A diagonal push
to the left causes him to takea crossover step (a step to the left with the right foot).

Fake jump shot — To make a player fake a jump shot, quickly press and release the
button.

Shoot —To makea player shoot, press the button and let go of the button (ball) while
the playerisin theair. If he doesn’tlet go of the ball, hell travel. The shot you take
depends on your location and the timing on your ball release.

Jump shot — To take a jump shot, let go of the joystick so it’s in the neutral position,
press the joystick button, and then let go of the button when you want the player
to shoot. “



Slam dunk
To slam dunk in a 1-on-1 game
Run towards the basket and push the joystick all the way forward just when you
wanttogoairborne. Click tojam theball. You have tobe near enough to the basket
to slam dunk; if you’re too far, you'll do a finger roll or regular shot.

To slam dunk in a Slam Dunk game

1. The tape (black line) on the floor is the take-off spot.

2. From the edge of the screen, run towards the take-off spot with the button
held down.

3. Onceyou'rein theair, pull the joystick back quickly for a more creative jam.

4. Let go of the button when you want to stuff the ball. If you're too far away
from the basket or if you hold onto the ball too long, you'll miss the dunk.
Jordan must be facing the basket when he slams.

Finger roll — Run towards the basket and press the button when you're near the
basket. To do a successful finger roll, you have to shoot from the right distance:
if you're too close to the basket, you’ll dunk; if you’re too far, you'll take a jump
shot. For a successful finger roll, the player must be facing the basket when he
attemptsit.

Rebound — To get the rebound, you need to gain control of the ball before your
opponentdoes. As the ball is coming down, click the button to jump for the ball.

Defensive Moves

Shuffle/Run—Shufflingand runningon defenseis controlled the sameas on offense.

Steal — Double click the button to attempt a steal.

Block — To try to block your opponent’s shot, press the button.

Rebound — The defensive rebound is the same as the offensive rebound.

Key Commands
<F1> Exit to Game Takes you to the Game Options menu from
Options anywhere in the game. (Doesn’t exit the
game.)
<F5> Dunk Selection Returns you to the Dunk Selection screen
screen (only available on Slam Dunk Warm Up).
<F7> Pause A Freezes the action on the screen. Press <F7>
again to resume game.
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Exiting the G

To exit the game, remove your disk from the drive and turn off the computer.

There are several different options on the Game Options screen for the C64:

SLAM DUNK/3 POINT — Choose up to four players for the Slam Dunk or 3-Point

Contests.

FOLLOW THE LEADER — This only affects the Slam Dunk Contest. If you choose
“yes,” Jordan will pick the slam dunk that the players will do. If you choose “no,” all

the players can choose their own slam dunks.

CLEARTHE BALL—If youchoose “yes,” you'll havetoclear theball aftera rebound.

(For a definition on “clear the ball,” see page 14 of the manual.)

SHOT CLOCK — You can turn the shot clock on or off.

WINNER SCREEN — Choose “no” if you don’t want to see the winners screensand

special congratulatory messages.

Game Notes

Intiegames, Jordan vs. Bird: One on Oneuses the Sudden Death Overtime format. If the

game clock runs outand the score s tied, the player who makes the next shot wins the
e.

The Slam Dunk Contest lets you retry a missed dunk once per round. Everybody gets

three dunks per round, notincluding the extra oneif you blowa dunk. If you’reinmid-

airand you know you’ve missed your bestdunk, you might consider missing the shot

all together and giving it another try.

You canwarm up two different ways in the 3-Point Contest. Choose 3-Point Warm Up

to practice unlimited shots with noscore. Or, turn the shot clock off and choose 3-Point

Contest; this lets you play for a score without the time pressure.

On 1-on-1 Warm Up, both players warm up at the same time.

Sound on/ off option, boss button, time outkeys, instant replay, and keyboard control

for players are unavailable on the C64.



LIMITED WARRANTY

Limited Warranty. Electronic Arts (“EA”) provides to the original purchaser of the computer
software product, for a period of ninety (90) days from the date of original purchase (the
“Warranty Period”), the following limited warranties:

Medla: EA warrants that, under_normal use, the magnetic media and the packaging

provided with it are free from defects in materials and workmanship.

Software: EA warrants that the software, as originally purchased, will perform substan

tially in conformance with the specifications set forth in the packaging and in the user

manual.
Warranty Information. If you are having any problems with the product, we are happy to
help. Please address all correspondence to Electronic Arts, Customer Service, PO Box
7578, San Mateo, California 94403-7578. Or call us at (415) 572-ARTS.
Warranty Claims. To make a warranty claim under this limited warranty, please return the
product to the point of purchase, accompanied by proof of purchase, a statement of the
defect, and your name and return address. To replace defective media after expiration of
the Warranty Period, send the product, in protective packaging, postage prepaid, to
Electronic Arts, at the above address, enclosing proof of purchase, a statement of the
defect, your name and return address, and a check for $7.50. EA or its authorized dealer
will, at its option, repair or replace the product, and return it to you, postage prepaid, orissue
you with acredit equalto the purchase price. THE FOREGOING STATES THE PURCHASER'S
SOLE AND EXCLUSIVE REMEDY FOR ANY BREACH OF WARRANTY WITH RESPECT TO THE
SOFTWARE PRODUCT.
Warranty Exclusions. EA EXPRESSLY DISCLAIMS ANY IMPLIED WARRANTIES WITH
RESPECT TO THE MEDIAAND THE SOFTWARE, INCLUDING WARRANTIES OF MERCHANTA-
BILITYORFITNESS FORAPARTICULARPURPOSE. ANY WARRANTIES IMPLIEDBY LAW ARE
LIMITED IN DURATION TO THE WARRANTY PERIOD. SOME STATES DO NOT ALLOW
LIMITATIONS ON THE DURATION OF AN IMPLIED WARRANTY, SO THE ABOVE LIMITATION
MAYNOT APPLY TO YOU. THISWARRANTY GIVES YOU SPECIFICLEGALRIGHTS. YOU MAY
ALSO HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.

LIMITATIONS ON DAMAGES

EA SHALL NOT IN ANY CASE BE LIABLE FOR INCIDENTAL, CONSEQUENTIAL OR OTHER
INDIRECT DAMAGES ARISING FROM ANY CLAIM UNDER THIS AGREEMENT, EVEN IF EAOR
ITS AGENTSHAVE BEEN ADVISED OF THE POSSIBLITY OF SUCHDAMAGES. SOME STATES
DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL
DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.

Unless indicated otherwise, all software and documentation is ©1987 Electronic Arts. All
rights reserved. :

The name NIKE and the jumping basketball player silhouette are trademarks of NIKE, Inc.
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