POWER PLAY HOCKEY

Ifyoudon'tremember the 1980 Winter Olympic Games in Loke Plocid where USA beat Russia for the
prelty young or you were louring the dark side of Pluto. Whatever the case, we give you the che
it of interational spart hstory in Power Play Hockey.

90ld, You were sihey
nce lo wrile Your own

We'll put you on a set of sharp blodes, hand you a trusty stick, pesition you as center and give you

vpfans. You dotherest Make the great passes. Send o smoking slop shot. Body check unti lgmy ;,n::;:’::: aanked
box. Maybe you'rs Russia, working to set up the high percentage shot and playing a mental game. 0r moyt:-m:[rr
America, toking risky bt forceful shots ond pushing a physical game. Maybe it's @ mix of both. The cold wor you'rs
is up fo you, comrade. oultome

One coaching tip: Glasnost and ice don’t mix. Thers's na room for diplomatic niceties as you're jamming g sf;
the other guy's legs. jamming a stick betwean

Loading the Gome
1. Remove all cartridges and plug the joystick in either port.
2 (€128 owners: Put your computer in (64 mode by holding down the Commodore key wh
computer.) Put the Hockey disk in the dik drive and tum it on. Turn on the co«mu!etzd me:n?;:fu. kil
2 ;Hha READY poret e tgu;t?t',a;; alfdl s <RETURN. If you bave roubles locding the game
sconned any secondary peripherals from the back of the disk drive (Le,, the f R
printer) and fry loading ogain. Reli Bucl be, s ik df, «
4. Press the space bar or joystick button o leave the opening screen and go o the Game Options menu.

Choosing Your Game Oplions

Once you load the game, you'll see a series of Game Option menus. Highlight and di ] -
highlight and dick on CONTINUE ta mave to the nexi menu. ittt

PLAY LEVEL
OLYMPIC— High speed, ough play.
MINOR — Sketers skate sower and goals are easier to score.
JUNIOR — Easiest ploy. Gives you plenty of chances to get your stick on the puck and make winning shots.

TEAM SIZE

10N 1 —Ir's st you and the other center fighting it out for control of the pudk. If you gain control of the puck,
you'll then get 10 go one on one with the goalie. (Note: You can't centrol your gadlie; he's on his own.)

5 ON 5 — Full team. You control the center (CN), who's in the darker jersey. The other players ore the left wing
(LW), right wing (RW), left defense (LD), and right defensa (RD). As the center, you'll ake the faceoffs and
take the lead on attacks. The defense’s main job is to prevent the opposing team from scoring end to fry fo
gain possession of the puck. The wing’s main job is fo help move the puck towards the opponent’s godl and
either shoot or pass.

1.

Slide Block — The dide block is great for sliding in front of a guy to fry to steal his puck. Position yourselfin front of your
opponeat, center the joystick, and press the joystidk button.

Penalty Situations

Roughing and Crosschecking

Nobody's expecting o hockey player 1o be the country’s goodwill ambassador, but the referee will only let o player get
away with so much roughing. Give enough body checks and youmay gef sentenced o that great hodkey gulag, the penalty
box. The number of minutes you have to remain inthe box depends on the type of penalty the referee calls and the length
of the period. Crosschedking involves excessive roughness while roughing involves excessive roughness and then some
(like too much Railing of stick).

Minutes Per Period
Pendlty 2 3 0
Gosschedking 1:00 1:00 2:00
Roughing 1:00 200 400

Iding
Iing occurs when you shool the puck from one side of the rink to the other without anybody foudhing it. You'll f
in the offending team’s cirde (so if you iced, the face off 1akes place in the drde nearest y:ut gool)q. ke 1.

Offsldes

Offsides occurs when you 1eamis controlling the puck and you aross nto the ot indde
Noe)baors e pock e, You T foca o e o e T 2 Dl s g

Fatlgue/Swilching Lines
You have three lines of ployers that you can use of any time. Al that skafing and stick swinging fafi
50 you'll want to switch lines fo give players a breather. A dot sits above the ine that's mﬂmﬂyn;qh?:;m f:i;::

as your players grow fired, the line shrinks. Whenit's obout half way do should
only fofigue in the 5 on 5 game.) way down, you should ondder swiching ines. (Players

Line 1 consists of a well-rounded bunch who are pretty good of everything. Line 2

[ Iinl; w on ::i“; liné:: is strong 1In defenhu Ifyou'reup on pd:;s, you mﬁ\?&?ﬂ:;;?h::: ?;:J::;
our lead. Plan cheed: You dont want to fafi lend2,

:w‘umybehlnd. afigue lines 1 on, mlyiubcmdwshgnndfminlymd‘ﬁmhhm

To toggle between the three U.S.S.R. lines (on the top left of your sreen),
between th e U SA.knes (on th opright of yor saen) res (p""'”ﬁr?v(::m(ﬁfﬂ To oggl

TS If choosa this. The computer will be your opponent.
i fyoueplos e ntis o fiend so he or she con use the other joystick.

olE—|
g(})‘lliLE—- Choose this f your oppene

g chooss USA, you'll play with joystick 1in port 1.

URTEAM
USA lopsick L e thoosa USSR, you'l pay with joystick 2in port 2-

USSR Uoystide #2) — Ifyou

E .
"m%n:?m three periods 10 a game. You choose the length:
9 MINUTES — Two minutes per pcli\:'l
8 MINUTES — Fight minutes per period.

90 MINUTES — Twenty minules per period

START GAME

- into the gome. i
:Epﬂmfml;:?ﬂqg:osh:ﬁgimim{ﬁecmUptionsmenumthmdlmnemvﬂivwmhd'm

Offensive Moves o — -
is1 Shot — s skating hold the joysfick button down and press the joystick in the direction you

hsw:f:?::dm:? lI:::Jnfl:l\e L:?n 10 follow through on the pass of chot. Unlike slap shats, you can da wrist shots
while you're skating. ’

Slap Shot -.—Y;: do a sap shot, skate fowards the gool. When you're

a glide) ond then press the iuysﬁ;ii button ta slap the pud. The

i's also a little mare wi . '

m;ﬂmﬁlf:ﬁn:mqmmuﬂmd the puck after each god.Ynugoloce!oicamd\meoppw?gmnlef.

\When the referee drops the puck between you, jom your joystick back and forth os fast a5 you can fo gain control

the y

Drw?i—%mmlﬂsm &opiupudmfflonleomrrmuhoisdwﬁnqbd\indyou.lsyw u‘skuﬁngfonv?rd,
hold the joystick button down and quickly push the joystick in the opposite diredion yatﬁemm:mg..l little tricky
o master, but useful. Espedally handy when an opponent you're skating fowards threatensto pick the puck dean
from you.

lunin?&yf-h:mmupuﬁffomuplcymnywrlm,pussh joystick button. Heads up! An opposing defender
can sneak by and steal the pass. (Available only in 5 en 5 game.)

Cancel Pass — To cancel a pass, center the joystick and release the joystick button.

ready 1o shool, center the joystidk {you'll go info
lap shot wil fly faster and harder than the wrist

Defensive Moves

Body Chedk — Hold the joystidk button Jown fo thrash the opponent. If you do enough bady chedking, you just might
start a fight — and get yourself o rinkside view of the game from the penalty box.

Poke Chack — Use this move fo stel the puck or rip up your oppenent. Click the foystick button quickly and in rapid
succession fo poke. 9

Period Stat Screen
At the end of each period, you'll see the Period Stat screen. It shows the goals made and shots attempted for each player.
Cick on CONTINUE when you're done viewing this screen and you'l startthe next period. If the game's over, you'l go
back 1o the Game Opfions menu where you can play the game with the same sztup or a new one.

Key Commands

H Pausekey; press Hkeytoresume ation. If you're going fo leave the gome unattended for more than
a few minutes, push H 1o hold; otherwise, the game will return to the beginning.

<f5> Aborts game or demonstration and returns you to the Game Options menu.

c Switches USSR line.

) Switches USA. line.

space bar Takes you out of the introduction sequence and into the game.

NOTE: Incorporating ten maving players on a screen at one fime is quite on occomplishment in programming. But even
with the odvanced methods used, you may sea intermittent graphic glitches. This in no wey affects gome play.

NOTICE
ELECTRONIC ARTS RESERVES THE RIGHT TO MAXE IMPROVEMENTS N THE PRODUCT DESCRIBED IN THIS MANUAL AT ANY TIHE AND
WITHOUT NOTICE.

THIS MANUAL, AND THE SOFTWARE DESCRIBED IN THIS MANUAL (S COPYRIGHTED. ALL RIGHTS ARE RESERVED. NO PART OF THIS

MAHUAL OR THE DESCRIB ED SOFTWARE MAY BE COPIED, REPRODUCED, TRANSLATED OR REDUCED TO AXY ELECTRONIC MEDIUM o0r
MACHINE-READABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF ELECTRONIC ARTS, 1820 GATEWAY DRIVE, SAN MATEQ,

CALIFORNIA §4404.

FLECTRONIC ARTS MAKES KO WARRANTIES, EXPRESS OR IMPLIED, WITH RESPECTTO THIS HANUAL, ITS QUALITY, MERCHANTABILITY
ANY PARTICULAR PURPOSE. THIS MANUAL IS PROVIDED *AS 15, ELECTRONIC ARTS MAKES CERTAIN LIMITED

<5 FOR
:“AR'}I?NEMS WITH REGARD TO THE SOFTWARE AND THE MEDIA FOR THE SOFTWARE. PLEASE SEE THE ELECTRONIC ARTS LIMITED
WARRANTY BELOW.
SOFTWARE © 1988 DENNIS HIRSH AND MARK HADLAND.
ALL RIGHTS RESERVED.
MANUALBY Z . YEE
© 1988 ELECTRONICARTS. ALL RIGHTS RESERVED.
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