
COMMAND SUMMARYCARD
fordan vs. Bird: One on One

This Comnand Summary card contains the loading instmctions and keystrokes for the
Commodoreversionof /ordcnos.Biril: OtæottOrc.Please see tlre marual forinformation
ongeneral gane play.

LoadingthcGame
1. Remove all cartridges and plug your pptick in port 1.
2. (C128 owners: Put your computer in C6{ mode by holdingdown the G Commodote

key when you tum on the compuEr.) Put the GA!!E DISK in the disk drive and turn
the disk drive on. Turn on the computer and monitor.

3. At the READY prompt, t'?e LOAD"EA'p,1and press <RETURN>. If you have
bouble loading the game, disconnect any secondary peripherals from the back of the
disk drive (i.e., the fast loader, secrnd disk drive, or prinùer) and try leding again.

4. Oncethegamelods,you'llseetlreopeningrreenlndhearthedigitizedthemesong.
If you want to bypa"s this, press the space bar.

PlaylnS wlth e Joysttck
OffenciveMovcc \

Shufflc/Run - The pystick moves the player in whatever direction you point it. The
player will rununless hisbackis to the neç thenhe shuffles.Tomake him go from
a shuffle to a run while his bacKs to the net, keep the pystick held down.

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

jab Cep - At the start of play, a diagonal push of the pystick to the right causes the
player to take a |ab sùep (a ctep to the right with the right foot). A diagonal push
totheleftcauseshim totakeacrossover step (astep totheleftwiththe rightfoo$.

Fekc iump shot - To make a player fake a jump shot, quickly press and release the
button

Shoot-Tomakea playershooÇ pressthebuttonand letgoof thebutton(ball) while
theplayer isin theair.lf hedoesn'tletgoof ttreball, he'll travel.Theshotyou take
depends on your location anrd the timing on your ball release.

lunp ùot - To take a iump shoÇ let go of the irystick so ifs in the neutral position,
press ttrc pystickb'uttoç and then let go of the button wlren you want the player
to stroot.



Slamdunk
To slern dunk in e lon-l geme
Run towards thebasketand pushthe pystickall the way forward iustwhen you
want to goairborne. Clicktoiam theball. You have tobe near enough tothebasket
to slam dunk; if you're too far, you'll do a finger roll or regular shot.
To slam dunk in e Slem Dunk game
1. The tape (black line) on the floor is the takeoff spot.
2. From the edge of the scre€n, run towards the takeoff spot with the button

helddown.
3. Once you're in the air, pull the joystick back quickly for a more creative jam.
4. Let go of the button when you want to shrff ttre ball. If you're too far away

from the basket or if you hold onto the ball too long you'll miss the dunk.

fordan urust be facing the basket when he slans.
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 ttre right distance:
if you're too close to the bas}e t, you'll dunk; if you're too far, youll take a jump
shot. For a successful finger roll, the playe5 must be facing the basket when he
attempts it.

Rebound - To get the reboun4 yotr need to gain control of the ball before your
opponentdoes. As theball is comingdown, click thebutton toiunp for theball.

DefensivcMoves
Shuffle/Run-Shufflingand runningondefenseiscontrolled the sameasonoffense.
Sted - Double click the button to attempt a steal.
Block - To by to bloclr your opponen(s shot, press the btrtton.
Rebound - The defensive rebound is the same as the offensive rebotrnd.

KelrComrnande

E-iting the Garne
To exit the game, remove your disk from the drive and turn off the computer.

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

r SLAM DLJNlg3 POINT - Choæe up to four players for the Slan Dunk or $Point
Contests.

o FOLLOW THE LEADER- This orùy affects the Slam Dunk Contest.If you choose
"yes,'lordan will pick the slam dunk that the players will do. If you choose "no," ^ll
the players can choose their own slam dunks.

r CT.EARTHEBALL-If youchæse"yes,"you'llhavetocleartheballafterarebound.
(For a definition on 'tlear the ball," see pa.ge 14 of the manual.)

r SHOT CLOCI( - You can tum the shot clock on or off.
r WINNER SCREEN - Chooee "no" if you donit want to see the winners screens and

special congratulatory messages.

GameNotes
r Intiegam æ,lordanos.Biril: OlacrirOncuses theSuddenDeathOvertime forsrat.If the

gameclockrunsoutand the scoreistied, theplayerwhomakes thenextshotwins the

tame.
o The Slam Dlnk Contest lets you retry a missed dunk once per round. Everybody gets

threedunksperround, notincludingtheextraoneif yo,trblowadunk.If you're inmid-
airand youknowyou'vemissedyourbestdunk,youmightconsidermissingtheshot
all together and giving itanother try.

r You can warm up two different ways in the 3-Point Contest. Choose $Point Warm Up
ùo practice unlimited shots with no score. Or, turn the shot clock off and choose $Point
Contest; this lets you play for a score without the time pressure.

o On 1-on-1 Warm Up, both players warrn up at the same time.
r Soundon/offoption,bossËutton, timeoutÈeys, instant replay,and keyboardconbol

for players are unavailable on the C64.

<F1> Exit to Game
Options

Takes you to the Game Options menu from
anywhere in the game. (Doesn't exit the
game.)

<F5> DunkSelection Returns you to the Dunk Selection screen
screen (onlyavailable onSlam DunkWarm Up).

Pause Freezes theactionon the screen. Press <F7>
again to resume game.

<E>



LIMITEDWARRANTY
LlmltedWarranty. ElectronlcAtts("EAJprovklestotheoriginalpurchaserofthecomputer
software prcducÎ, for a period of nlnety (90) days from the date of originalpurchase (the
'Wananty Period"), the lollowing limited wananties:

lledla: EA wananls lhat, under-normal use, lhs magnetic rnedia and the packaging
provlded with it are free f rom defeas in materials and workmanshlp.
Sottwan: EA warrants that the softwaro, as orQinally purchased, wlllperform substan
tlally In conforrnance with the specifications ssl forth in the packaglng and In the user
rnanual.

Warranty lntormatlon. ll you are havlng any problems with the product, we are happy to
help. Please address all correspondonce to Eleclronlc Ails, Custorner Service, PO Box
7578, San Mateo, Gallfomla 94403-7578. Orcall us al (415) 572-ARTS.
lVarrantyChlmg. Tomakeawarrantyclalmunderthisllmltedwananty,pleasenturnthe
producl lo lhe point of purchase, accompanled by proof ol purchase, a statem€nt ol the
d€fect, and your narne and retum address. To replace defective rnedh atter explratlon of
lhe Wananty Perlod, send the producl, In protoctivo packaglng, postage prepald, to
Eleclronlc Arts, at the above address, enclosing proof of purchase, a slatern€nt of the
defect, your name and return address, and a check fort7.50. EA or its authorized dealer
will, at ilsoption, repairorreplacelhe producl, and retum itto you, postage prepald, orissue
youwithacreditequaltothepurchaseprice. THEFOREcotNcSTATESTHEPURoHASER'S
SOLE AI.I D EXCLUSIVE RE MEDY FOR ANY BR EAC H OF WARRANTY WTH RESPECT TO THE
SOFTWARE PRODUCT.
IVarranty Ercluslong. EA ExpREssLy Dtscl-AtMs Atty tMpLlED WARRANTIÊS wTH
RESPECTTO THE MEDIAANDTHESOFTWARE, INCLUOING WARRAI.ITESOF MERCHANTA-
BtLtwoRF|TNESSFORAPART|CUI-ARPURPOSE. AI,|YWARRAI.TT|FS|MPLIEDByLAWARE
LIMITED IN DURATION TO THE WARRANW PERIOD. SOME STATES DO NOT ALLOW
LIMITAÏIONS ON THE DURATION OF AN IMPLIED WARRANW, SO THE ABOVE LIMITATION
MAYNOTAPPLYTOYOU. THISWARRANTYGIVESYOU SPECIFIC LEGALRIGHTS. YOU MAY
ALSO HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.

LIMTANONS ON DAIIIAGES
EA SHALL T.IOT IN AI{Y CASE BE LIABLE FOR INCIDENTAL, CONSEOTJENTIAL OR OTHER
INDIRECT DAMAGES ARISING FROM ANY CLAIM UNDER TH]S AGREEMENT, EVEN IF EA OR
ITSAGENTS HAVE BEEN ADVISEDOFTHE POSSIBLITYOFSUCH DAMAGES. SOMESTATES
DO tlOT ALLOW THE D(CLUSION OR UMITATION OF INCIDENTAL OR COIISECIUENTIAL
DATIAGES. SO THE ABOVE UMITATION OR EXCLUSION MAY NOT APPLY TO YOU.

Unless Indicated otherwlso, all software and documentation is @1987 Eleclronic Arts. All
rights reserved

The narne NIKE and the Jumplng basketball player sllhouette arc tradernad(s of NIKE, Inc.
1'13408


