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PLAYER'S GT]IDE

PRE.GAME BRIEFING

Basterball. If\ the Iigh|ning-p"ced spon played onty hl cuperathleres. A Same
or srraregy. guls, \ramtna, ano - most ot âI| . teamwor!(.

lwo-otrrwo helps you develoD rhe strateai€sând skrjls to make vou ôla! hke a
pm. Choos€ to Èlai one playe, â8ainn rh; compurer. rwo ptayei' agàinsr a
computer leam,orrwoplaye.rasainsl each orh€r. Thi! Pfavef r CurZ? pi\e\vou
alloî lhe vilâl infomation you Ù need. so keep ir w h yorir kirl

GETTI\G STARTED

Set up your computersystem âsdelailed in the insrruction booklersthar
accompany yourcompurer. and conned to your TV ormonrtor Ensurelhatan)
cârrridg€s o'_ p€ riphera ls (such as dist d.iv€s. caslete players. printes€rc.r aie
drs.onnecled lrom your compurer. Failure todosomay caus€ loadinq
difficukies. (l(yourcompur€i has a built-rn disk orcâs;rre drive you wlttnor be
abl€ ro disconnect the birh.in irem. but ensure that an) other periphe'als are

L lt you are using ân,4ui rrud CPC 4ôa,64 ot 6t28 Mrh CAStErTf.
a) Ssitch yourryhonitor and comDuter ON.
b\ If row connu@ h6 a buih-in .litk dtive yoù should now connecl a

ompaliblecâssene plalerroyourcompLrrer,and rhen tyD€ rapeandpress
RETURN. Thissec yourcomputer readv to load frcm aassetie

c) lnsen yourcassene Inro rhe.aise e playèr. Ensure il is tully rewound.
d) PresstheCTRLand thesmall ENTER lèyrogerher rhen prar\rhe pLAy

k€y down on the cassene play€r.
'ot are lsir{ aî Ahlsttod C PC ,*2. lf tou are us'ng an Ahrîad ( PC 464. tJô4 or ô128 wtth DTSKETTE

a) S*itch your Tv/monitor and comDuter ON.
b\ I1 vour computu has a built-in catieue plavt you should swirch yyou should switch your

comput€rOFFândconnecl a comDalible diskdriv€ tovourcomDuler. Now
switch the disk drive and th€ con;urer ON and ÎvD€ fdisc and oressswitch the disk drive and th€ comDuler ON and wD€ disc and Dress
RETURN. This sets )our compuier readr ro lodà fiom dFt el|e

c) Ins€n lhe diskette into the disli drile. lab€l s'de up.
d) Type RUN" DISC then press the ENTER ke,

L ll you are usrng a Sitrc/at ZX Spcdtum. Speûun -. Spc.rum 128 ol
Soedtum +2 \|ith CASSETTE.
a) Connect yourcasserte playerrolour Sp€ctrumcompuler in rhe usual

manner.l lfyourcomputei tearuies a brlitr-in cassenË pla\er rhiVs atready

b) lf you wish lo use â joystick, insen rhe necessary interfaces now. (See
Jol$,c,t Norér b€low for details of compâtible joyslicks).

c) Switch yourTv/monitor, casserte playér and côrirpùrer ON. (Ifyour
comput€r now shows â menu screen. you musr selecr 48K BASIC).



d) Inserr vourcasserre inro the câs\eu€ plav€r. Fnsure is fully rewound
erTlp(LOAD--thenp'esstheFNlthli€) Nos p'es. the PLAY key on

the casserte plâyer.

Basketball will now load into yoùr computer memory. Cassette versions will load
in stages, and youwill se€ a vânety of flashing colours around rhe screen as

JOYSTICK NOTf,S

Amstrad CPC owners may us€ any CPC compatible joystick.

Inlerfaces thal maybe used by Spectrun ownenare Kemplton. Inlerfâc€ IIând

CONTROI,S

Allcontrols ând movements allowed are listed throùqhoùr rhe P/av€ru Gr.tde âs
JOYSTIC K conrrots ol FU NCTION.t. Plâve.s mav o;€f€. lo us€ kevboârd kevs
instead lorPlayer I whilsr Player 2 musr alwayr urékeyboard. Refe;ro rhe rable
below when playing b) leyboârd. PI 

'ndicales 
Player l. P2 indicares Player 2,

and Functionr A -C ar€ \p€cific fearures rhar may be u1ed.

Keybmrd cont.ol tlble for GBA CHAMPIONSHIP BASKETBALL

Player No./Function
Pl Joystick FORWARD
Pl-Joystick BACKWARD
P1-JoystickLEFI
Pl-JoystickRIGHT
Pl-Joystick BUTTON

Function I
FunctionC

P2-Joystick FORWARD
P2-JovsIicK BACKWARD
P2 - Joisiick LEFI
P2-Joystick RIGHT
P2-Joystick BUTTON

SELECTTNG YOUR GAME

Selecr lour game by pressrng rhe
hrgnrgnred.

PRACTICE SESSTONS

Sp€ctlumKey Amstrad Key
QO
AAXXcczz

ENTER ENTEWRETURN
SPACEBAR SPACEBAR

CAPSSHIFT&T ESC
SIMULTUNEOUSLY

UU]JooPPMM

SPACE BAR until your required play is



Just as in lbe real spon, Two-on-Two offen you lhe chance to wârm-uD before
the sâne. The scoieboard and the rine cloék are not âctiv€ and rherè are no
p€nâlti€s. Use FUNCTION B key toexit the prâcrice sessions.

I PLAYER SELECTED

You can p'dLnce shoolng inld€.and olrlrde and $ork on your hoot \hors. iump
snols. sram ounks. ilDrns and reDounds

2 PLAYER STLECTED

You can pracrice various.hors âs wellasdribbling. rebounding and rip.'n\ You
can Pla! slrarqhr one-on-one. or vou can plav "pick-up games.uch a\ -Around
rhe Woird- oi"Ho6e'.

AROLIND ItlE WORLD

Plâler I trier a shol from the bâselin€ \ay, ar rhe edqe ofrhe key. Fverv rime
the plaler makes â ba\ker, he move\ funhér atonÂ the?dqe of rhe ker, wôrkinq
around the baseline on rhe olher s'de of rhe basler. lt Flaver I miies â shor:
Plaler 2 get\ a rum when a play€r mi\*s a \hor. he musr \lioor âgain from rhar
same spot on his next rum, and so on. The firsi plâyef to go "ArouÀd the world"

HORSE

Player I makes a shot fron âûywhere on the court. Plâyer 2 mùstthen make the
iame \hor or thet qllserdn _H WhenPIav€r Imrsre\. PIa\er2canmakearhor
lrom wherever rhe) wl\h. and Player I muir male the same shol Every rime r
plater rnis\e\. they ger another lener unfilrhe $o.d HORSI n sp€lled. Whoever
gelr all rhe lelters fir\t.lo,e\ The lerter\ for HORSE do nor appear upon lhe
screen. )ou q ill need ro keep nore of rhem you6ell. ju.r as )ou nould on d real

I{EAD.TO.Hf, AD (2 PLAYER)

[] W'rh rhi.oprion. two playes plâ) ag?insr eâch orher. bur each has d compurer
reâmmar( rohelp. dre$ed in a simila r coluu I Je^ey.

TEAMMATf,S (2 PLAYET)

ll If tourhoose rhi\ opuon. borh plale15 play rogether âs a reàm. up agarnst a
naro-0ûvmÊ comDuter Leam.

CHALLENGE(T PLAYER)

ll Plaler lpai's wirh a compurer.controlled reâmmate, and chattenses a miÂhtv
computer duo. Pl.yer I . team will play âs lhe HOME ream -



TACTICAL TIPS

Youle in rhe brsrime now. \ ou ve sor roÊer our rhere and grve rt allyou !egot.
You face sme ;r 

'll 
comper irion. an? you; teammate depeÀds on yo-u . . . ô

remember the club saying. . -"taclicaltips ând timing for top teammâlesl"

PÀSSING

To pâss the baskerbaffro your reammale. quickl) p'ets Ànd inncdarlcy tcl.at(

tfVourteammare la.po.ses')ion olrhe balketball. vou can reouest rhevDâs rt to
)ou b' quick ly pre\s'rig I he but ton Your tea m maré will usuâlly pass rh; balt. bur
not always- afler all. any playercan hogthe ballnow and th€nlYour leammate
may passthe bask€tbâll€venifyou hâven't requesledil (unless you are moving)

To catch the basketbâll, yoù must b€ directly io linewithit, otherwise the ball will
go out ofbounds, or to the oppositiûn.

SHOOT'ING

When you hav€ poss€ssion of the basketball and want to make a shot, firsl hold
downthejotslict butlon. Your player will jump in the air. Releâse the button
qhen you wanr )ourplale' to make a shot. Timing herÊ iscntrcal- iflou releas€
lheballar the tooof rhe iumD. vouhav€â betterchanc€of scor|ns. lf vou fail ro
shoot before yoil plâyer landr. you ll be charged wrlh trav.liirÀ, a;otfence in
Baskêrhâll

lHook Shotsl

To rnâke ahookshot, you musl bedowncourtnearthe bas€lin€. withyourbâck
rolhebasket. With a hook shot, the ballisreleâsed as the plÂyer's arm "hooks"
over his head. The advantâge ofthis shot is rhat it cannot 6e 6lock€d.

lslam DuDksl

Probdbl) the mosr sansfyrngshol in Basketball- râmming the bâllthrouSh the
hooplYou must be at the bâ\eline a\ fardowncoun asyou cân so, ând !oumun
\hoor whenlouie in one ofrhre€ âreâs: underrhe baskel. halfa slep leh of low
poit lefl (LPL) or hdlfa sleD rishl of low Don nsht {LPRI Finallv.lhere mu\tb€
no delenden u nder rh€ bâ;kei. I f r h€se ænditions arc mer . a shm dunk will
alwavs be successfù|.

frip-Insl
Ifa playershoors, mi(ses. and rhen Srabs rhe rebound while dir€crly facing th€
basliel. he ll rry âgâin ta ripiDl. A,Ion8 as rhe plaler rs tacing rhe Éasker:nd
undemeâth il. rhe rip-in sill be au'omaric once rhe player jumps.



lReboundsl

A plâ\er can rebound onh uhen he\ in the areâ immediarelv \uFounding lhe
baikei. I o rebound. presa rhe joysrick burron in rhe same w;y you d'd ro;ake
a shot - your player s'llJump forlhe ball. Iim'ngrhejumpisrhekeyrosuccessful

[3 Point shorsl

Ifaplayershoorsâbaskei from outside thewhire 3-point line, that basket is good
for 3 pgint\ in\tead ol lhe usual 2l Timing 

's 
again critical. and â basker d'ft'cull

STEÀLING & BLOCKING

Iù rfeal the ballrrom an opponent. )ou mu\r _bump the platet on rhe side on
\|hich he s d,ibbhag ot hoL[n3 the ba .

Io block a \hot. move in clos€ to rhe Dlaver In Dossessron ol the baskelbâll and oress
your button to,ump (as ifyou *ereilôrrngi. Your successwill depend upoà
your llmrngand now cro\e you are ro rhe olner player

YOUR COMPUTER.CONTROLLEDTEÂMMATE

Neler underesrimare your compurerconrrolled teammale. He s inrellieenr and
fdsr. lt he\ got a chânce ar rhe 6as*er, he ll take ii. Use him 

"hen 
you-olav - ro

win. No mâtier ho" good you âre â5ân 
' 
ndividual player . you llnev;r mikeir 

'nrhe Championship ùless you play as a team

Gamepla' in Gau.rta.. al'ampioahtp Boskctboll rvo-oa- rko shows one hÂlf
of the full baskerballcoufl al a ùme. Each ream mav anacl rhe oDDosirion s
hasker (OFFENSET, ând 

'n 
rum de{end therrown (DEFENSE) whilst abidinsby

the ruleboot. Sogamepla' s*rrches from oneend ofthe coun to th€ othereach
time there À a chânge of poss€alion ora bâsket is good.

lDirecting your Teammâre - the Plâycâlling Screenl

To inrtrucr yourcomputer leammate how lo playwhen play resumes ât th€ orher
end ot the coun. ule lhe Platcdllins Screen The scorebodrd i. replaced for
approx. 7 secondsby the Plâicâllini S.reen whil€ the playen autômatically run
dôwn rhesoun and 6rinsrhe 6allbdàt 

'nro 
plav. withii this rseconds. you rirusr

(elect dn otfens've ândd;fensr!e alignmenilrdm rhe Plâycallingscreen;iherwise
the comDuter will choole one fo. vou

rhe Praycalling Screen is dlviaea lnto OrFeNSg on rhe teft and DEFENSE on
lhe right. The offense $reen showsthe abbreviations BKT, RHT, TOP. LFT
and SCRN. which reDresent the five offensive Dlavs vou mav select now. The
Defen\e screen h simildr. showing youroptionsofLZN. HZN. MMD and MML
- the four deleniive alienments vou can choose froh.



Select d pldt bt mov'ng yourJo)\nck 
'orodrd. 

bdck.leh or right dependins upon
lhe play you sish to \elect Forexample. for"d'd fo' BK for I Z\. back forTOP
orHZN. right forRHTorMMDând left for LFIoTMML. On offense youcan
also use the joystick b'rlton lo seled ùe SCRN play.

BASELINE

3.FOTNT LINE

DKT

- 
KEY -+

TOP

RHT

ZONIS ON THE COURT

loffensive Plâys-LFr, RHT. TOP. BKT, SCRNI

You hav€ 5 offensive plâys fromwhich tochoose. Study ihemcârefully lheywill
helû voù choose vour team lâctics

I FT tlelt wrnA,: Your reâmmar€ run\ ro the hrsh oosr letr tHPL I ùr hreh Dorr
righr (HPRr andsray. rhere rorone srcond. Tlen lie run, roi he tett winÀLIFT).
(tàys lhere torup toiourseconds. and rhen runsa random pa ern on lh;lefr s',le

RH I(nghr wing): Yourredmmdte begrn' bv runnrng lo lhe high post lefr i HPL,
or h'gh pisr righ-l (HPRr and $ars for-one rcond. lienheru;,ôrherishrqins.
wansfor upto fourseconds before runninS arandom pâtiern on the.ighr side of



TOP(Topof Keyrr Your t€âmmar€ runsertherrothe ri8ht or lefr hish posr (HPR
or HPL,. eaits for I second rhen runs ro rhe (op He wàits at rhe lôDlor ùp to 4
secondsând theû runs a randompattern at theiopoflhe key.

BKT(Bàskel): Your teammale runs to rhe hiÂh post lefr or nehr (HPL or HPR).
rhen dnves under rhe basket. Waits for 2,ecùdi then runsa iândom rhree-{êô
Datlem under the bâsk€r.

SCRN (Screen): You ùse yourteammare as a screen to blo€k outâny defenderc
trvins 1o cov€r vou. Your teammale runs to HPL or HPR Ànd srÀ!s there for tt
secontds. allo*iirgyou todribble around him as he blocks rhedefenàer. Then h€
runs a lwo-step pattem between th€ high posts.

lDefensive Plâys- LZN. HZN, MML, MMDI

LZN (Low Zone): Yourteammâte willsrây in the key (between lhe basket ând
the innerwhiie li;eon thecoun). When a; offensive'piâyer enters hiszore. h€
covers him man-ro-man. ll both offensive olavers enrér rhe k€r tfloodinsr vour
redmmare willcorer the player posessins th€ ball. In rhucase, iou should'c,5ver
lhe playerwithout the ball. When yoùropponenr5ar€ not flooding the low zone.
your teammare âlwayl tâkes rhe man in rhe lo$ zone. and you ràke rhe mÀn
outside the key in the high zone.

HZN (Hiqh Zon€): Your reammare colers the DIav€r oo\ses\in! rh€ bâllwhen
thâI playei rs in rhe high zone. You cover rhe plàyérwirh posses'sion when he
enteis rhe low zone aria aro'rnd rhe I(e). allo\iinâ your teâmmare ro coler rhe
Dlaver wirhoùt thè bâtt

MML (Mân-ro-Van Lighl): Your reâmmâre coreE rhe opposing player sho
weârs rn€ fignr.cotou reo lersey

MMD (Man-to-Man Dark): Yourl€ammale covers the opposinSplayer who
weârs the dark-coloured jersey.

lPtaycallins & Loos€ Balll

Ifnobodygrabsa r€bound and the ball is loose. ùe compuler willsomelim€s
allow vou to regmup vour off€nç and callanotherplay. You llknow thir is
happe;ring if rh; plaryéalling sreen app€ars.

BASKETBALL - THE RULE BOOK

lOuane.sl

You llDlay lour6mrnutè ouaners in eâch sâme. If rhe reams are fied at lhe end
ol the fouirh quarter. youll auromalcatliao inro ovenime, which i\ lnorher (F
mrnure ouartei. The ariounr ol ùme lelr ri e"ach ouarrer isshownon lheclck rn
the niddle ofthe s.oreboard. At the €nd of eâch quaner a buzzer rings and the



screen displays which quarler has just be€n plâyed. You rhen go imm€diarely i'ro

lBall into Playl

Ar ùe srânofthegâme, rhe hône team (Player l) alwaystâkesihe baltoul. Eâch
t€am takes tum each quarler th€reaft€r to briûg th€ ball inlo play.

lTimeouts and Paùsel

To paus€ rhe game us€ rhe FUVaZO{ a te} on your keyboârd. ll}où merety
sdnr lopaus€ rhe game. iurt use the FUNCZONB when !ou r€ ready to resLrme

You can câlla lrmeout when youieon offen*. Ifrou wanr locall a rimeout. frrsl
use the FUNCl/ON, key,lhen pr€ss rhe ioystick bulron f ach team il altowed
filetimeoursperhall.Onthes.oieboardioullnoticefivelirrlevellowhshlson
the HOMË aid vlSlTOR side\of the boârd. Eâch time loucalia rimeoù one
of these lights willgo out.

Câlling limeouts sâves precrous5€@nds al the end ol rh€ same. ll vour team is
behind and rhe clock rs abour lo run out, you <hould call trrmeouiriqhr âfr€r
you ve called a play. Your players donl hâv€ ro run down court no*: rhey
appear In courr In posrtron Just ds soon a\ play re\umes

[Ouit GâIne]

To quit a game. press FUNCTION C key.

PENALTTES

Fouh and other penalnes are disolav€d uDon the sroreboard in flâshins lerrers
right rlrer rheyotcur. However,ll a playèr is fouled while shootrns. rh; foul
won t bedisplayedonIhescoreboarduniilafterrheshor ha\€irherione'n fora
fieldgoalor mis\ed. Fouling rhe shoorer resulrs In one treerhro* ifihe bâsker is
sood ând two free throws if he misses his shor.

The numb€r of leam fouls are displayed on the s.oreboârd- Teams get five fouts
p€r half. rhe counr is rerr ro /erô âi haltrime If a re.m accumutai€s more rhan
tive fouh in a half, rhis resuhs In bonus free rhros\ for lhe orher leam.

Bum?rnginro an oppo.inAplayerconrinuously for more rhan one \econd resulr\
rn a uelens've iour or Lhar&ng penâlty.

lDefensive Foull

Defensive phverbumping imo plâyer wrrh po\\ession ol bâll. rhe penally rs
e||ner Dair out ot Dounds to the onense or h€e throw\.

lcharsinsl



Playerwith po$e$ion of ball bumping intodefensire player. Penahy irchange
oI DOSSeSSTOn O. ree throws

lrravellinsl

Called if you jump to shoor bùt don't r€l€ase rhe bâll. Resulrs in a change of

lThree-Second Rulel

Invok€d ifan offensive play€r stays inside the kevlormore rhan rhre€ seconds at
â time. Hos€ver. when tb€ bâllis In the airoruoiorEâbs. âllDlaverrcan srav in
rhe key. Staling in th€ k€y roo long resulB in ahang-e of possèssion

[24-second Shor Clockl

Giv€s the offensive leam 24 second! lo make â shot âft€r which rhev brins the bâll
Intoplay. Th€ scoreboad has a SHOTCLOCK whichcounrsdown rhe Gconds.
Fâilure to make a shot in time resultr in change ofpossession.

IFree Throe,sl

Tomâteafreethrow. justpushrhe ioysrickbuironandreleaeir. All playerscan
reDouno aner th€ lâst lree ihrow allêmDt
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