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WARNING: READ BEFORE USING YOUR SEGA
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CONTROL SUMMARY

Up
Directional -
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-\--""-\-\.

START button

g N A B,C buttons
Diagonal | Right
During gameplay:
D-Pad Move player
START Pause game
A Turbo mode (see below)
Offense—with the ball

B Pass (D-Pad to choose receiver)
C  Shoot (press to jump; release to shoot)

Offense—without the ball
Switch players (D-Pad to choose player)

e

* If you don’t press the D-Pad when switching players,
é:l-i take conF:rrol of the player with ﬂ: bc;lrﬁ =

handler is human-controlled, in which case you

control the player nearest the

ball).

unless the

Switch to player nearest the ball (or
D-Podbdmphmh 4
C Jump to rebound or shot
Turbo mode
A + D-Pad

Nenu controls

D-Pad up/down Move highlight up/down

D-Pad left/right Change highlighted option

START Continve

A Change highlighted option
(cycle left)

B Select highlighted option

C Change highlighted option
(cycle right)
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INTRODUCTION

Just as the NBA® has come a long way from set shots and

canvas sneakers, NBA® Live ‘95 is advanced far beyond pre-
vious b-ball vidgames. Brand-new from the ground up, it
maintains the features and strategy of previous EA S%RT S™
NBA titles and adds a fresh new perspective, all-new anima-
tions, incredible sound and graphics, and more options than
ever before.

*

Exhibition, Season, and Playoff play, with battery-
backed slots 'os;::geamaygmr F?ch:y:Fi series, player

statistics, and user names and statistics.

All 27 NBA teams (each with realistic styles), 2 All-
Star teams, and 4 Custom teams. play shiis

Real NBA players, with each player rated in 16 skill cat-
egories. Complete 1993-1994 stats. (So put away that
sports almanac; it's in the game.)

30 degree court perspective for the best seats in the
house.

All-new player animations, including | shots, |
hooks, layups, about a zillion slar::l? sl.g ing, hll!:;:p
rebounding, and showboating.

Flexible and options, including difficulty, rules
sotings, olerive ond Helacive sy, sbou- SRR
defensive pressure options, individual defensive
matchups, double-teaming, and player trades.

41Wuy Play™ adapter four player support.
TV-style graphics and presentation.

STARTING THE GAME

Turn OFF the power switch on your ™ Genesis™.
Never insert or mm;:; a gmfu when the
power is on.

Mak Controller is plugged into the labeled
Colﬂ?dw{ﬂ; tl':n Genesi? Elonsole. i il

Insert the NBA Live ‘95 cariridge into the slot on the

Genesis. To lock the cartridge in place, press firmly.
Turn ON the power switch.

The EA SPORTS and NBA Live ‘95 appear. (If you
don’t see them, begin again at step 1.) Press START fo
proceed to the Game Setup menu.

SETTING UP THE GRANE

GAme Serup Menu

Use the Game SeTup menu to choose the game mode, style,
and difficulty you want to play. Default options are listed in

bold type.

D-Pad up/down to highlight options.

D-Pad left/right or press A/C to change the highlighted
ophion.

Press B to go to the highlighted submenu (B is the pri-
mary action button in all menus).

Press START to continue.

EA TIP: These controls are used in all menus in NBA Live ‘95,
so learn ‘em here and use them everywhere.
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SeT RULES

EXHIBITION: Play a single game with any .'

NBA, All-Star, or Custom teams.

SEASON: Start a new Season where you
control an NBA team. See Season Play on
p. 24.

PLAYOFFS: Start a new Playoff tournament
with any NBA teams. See The NBA

Playoffs on p. 29.
CONTINUE: Continue a Season or Playoff
saved in one of the three battery slots.

ARCADE: Up tempo basketball where the

players never tire, get injured, or foul out.
CUSTOM: Use last SeT RULES menu settings
for rules and simulation options.

SIMULATION: Absolute realism. Players
tire, get injured, and foul out, and you
must substitute accordingly.

ROOKIE: The easiest difficulty level. If's
easy fo score and the computer team isn't
too hard on you.

STARTER: Average difficulty; the computer

plays harder on defense.

ALL-STAR: Showtime! It’s difficult to make
steals or block shots, and the computer
offense and defense are cranked to the

max

The | of a quarter can be setfo 3, 5,
8, or 12 MIN,

Go to Ser RULES menu. See Set Rules Menu
below.

Ser OPTIONS

Ser Rutes Menu
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Go to Ser OpTIONS menu. See Set Options
Menu on p. 8.

Use this menu to set custom rules and simulation options.
Default settings are listed in bold.

DereNsIVE FouLs

CHARGING

Our Or Bounps
BACKCOURT
TRAVELING
GOALTENDING
FouL Our

3 IN THe Key

INsOUND CLock
Hatr Courr Clock

SHor CLock
INJURIES

This slider (off by default) sets the likeli -
hood that defensive fouls are called.

Sets the likelihood that offensive fouls are
called by the referees (off by default).

Toggle out of bounds calls ON/OFF.
Toggle backcourt calls ON/OFF.
Toggle traveling calls ON/OFF.
Toggle goaltending calls ON/OFF.

Set player foul outs from 3-9 fouls or OFF.
In the NBA, players are ejected after their
sixth foul, but you can adjust the number to

suit your play style and period length.
Toggle three second calls ON/OFF.
Toggle 5 second inbound clock ON/OFF.

Toggle 10 second backcourt clock
ON/OFF.

Toggle 24 second shot clock ON/OFF.

Turn player injuries ON/OFF. When
Injuries are ON, every time a player gets
knocked down there is a small chance he
will be injured. An injured player is only
affected during the current game.
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FanGue Toggle player fatigue ON/OFF.

SET OpTioNs Menu

Set sound and control options. Default settings are listed

in bold.

Music Toggle the music that during menu
screens ON/OFF (there is no music during
actual gameplay).

Sounp Effects  Toggle game sound effects ON/OFF.

Crowp Noise Toggle crowd sound ON/OFF

SEGA AssiSTANCE  Toggle SEGA ASSISTANCE ON/OFF. If
ON, the com increases the abilities of
the team that’s behind to help them get
back in the game.

Stow MorTion

Dunks Turn automatic slow motion for
slams ON/OFF. on For S

Auto Sus NomFy  Turn notification of automatic player substi-

SHot ControL  Toggle shot control between PLAYER and
SEGA. In PLAYER mode, the chance the
shot will go in is determined by the dis-
tance, angle, and release point of the shot.
In SEGA mode, the shot's probability is
determined by the NBA player’s stafistics
and attributes rather than player control, =

RATINGS STYiE »

Toggle glayer ratings between BARS or
NUMBERS.

TeAM SELECT SCREEN

The TeAm SELECT screen appears before exhibition game.
The visiting team isshowﬁp::ﬂ'ne leﬁside:a

the home team is shown on the right. Team ratings appear
below the team logos when NBA teams are selected.

the screen, and

e To toggle the highlight between the home and visitor
teams, press B.

e To change the highlighted team, D-Pad left/right to
cycle ﬁ’:ghgh IhlegN?A, AlI-SI:::; and Custoﬁ\ng:ms.

e To sort the teams by rating, D-Pad up/down to hi hlight
B As you D Pod ik /right you cydle through the
S S

e Press START to continue. The PLAYER SETUP screen
appears.

Custom Teams

In NBA Live ‘95, you get four Custom teams that you can
populate with your choice from the starters of 27 NBA teams.

Custom teams can only be used in Exhibition games, and
have dashes around their names to differentiate them from

NBA teams.
To play with a Custom team:

e Select any of the four Custom teams SSLAMMERS,
BI.OCI(EIJ’S, JAMMERS, or STEALERS) from the Team

Select screen. Press START, and the Custom Team screen
appears.



CUSTOM T EAM
1993-94 SEASON

L 33 MOURNING
PF 40 KEMP

oF O MANNING

S6 3] R. MILLER

PG | A HARDAWAY

Custom TEam Screen

To change the players on the Custom roster:

E

D-Pad up/down to hi?llzli ht the player you want fo
change, and press B. The bottom of the screen
to list the starting players for an NBA team.

Press A/C to cycle through the 27 NBA teams.

Higlhlight a player from an NBA team and press B fo
replace the original player with the highlighted player.
You return to the roster of the Custom team.

To cancel the transaction, highlight the player originally
selected and press B.

To view more stats, D-Pad left/right.

Note: The first time you select a Custom team, all the
roster slots are empty. You must fill all the roster slots
before you can exit from the screen.

PLAYER SETUP SCREEN

A symbol for each of the Controllers that can be plugged into
the system appears on this screen. Up to four players may
play if @ 4 Way Play adapter is attached. In addition to
selecting the team each player controls, you can create,

select, and delete user names to personalize your controller so
your user stats can be tracked no matter which team you con-
trol. Up to 20 user names can be stored.

PLAYER SETUP
. D-Pad
< Up/Down to
Select Player
- Names

e To change the setting for your Controller, D-Pad
left/right to position the controller symbol under either
team fo select that team, or in the middle to select com-

puter control.

e To cycle through player names, D-Pad up/down. Press
START to select the highlighted name.

e  When dll players have selected their user names, press
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START to continue. The Pregame Introduction screens
appear. _
* To delete an existing name, highlight name i
PfﬁssAi-Ctodﬁﬁ;Enm:wge.Ig T 'md-

* To enter a new player name:

1. Highlight START NEW and press START. After all active
players have pressed STAR'I?Ihe Enter User Name
screen appears.

2. D-Pad to select a letter, and then press B to select lower

case or C fo upper case.
* To delete a letter, press A.

*  When you've entered the last letter, highlight DONE
press By:enier the name. T?-re Pregarlr?e I'r?lroduch'on -
screens appear.

Note to 4 Way : Be heck 4
documentation ::Y n‘:':;.inilr::ﬁr:n':.: 7 g

PREGAME INTRODUCTION

Before the game, the Pregame Introducti set the
stage for the basketbo"r?c;inn i:.: follow. ??r:ﬁ(}mns
Introduction screen announces the teams and home court.

*  Press START to continue. The TEAM MATCHUPS screen
appears.

The TEAM MATCHUPS screen com res the two teams. | .
IS S, BRASD )
c Ies: 3 , BALL ﬁ

DEFENSE, and OVERALLL. CWTROI.,

®* Press START to continue. The STARTING LINEUP screen
appears.
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e The STARTING LINEUP screen introduces the starting players
from both teams, and ll'nr;ﬂuym run out as they are
introduced. D-Pad left/right to move through the play-

ers, or press START to go directly to the tip-off.

The Tip-off

Every game starts with a fip-off between the centers.
e To jump for the tip-off, press C.

PLAYING THE GAME

You control the man over the star. Depending on which
Controller you're using, the star has a different color:

Player 1 Red star
Player 2 Blue star
Player 3 Green star
Player 4 Yellow star
Computer Gray star

Offense and defense require different skills in NBA Live 95,
just like in the NBA. While the D-Pad is always used to move
your . the buttons have different functions on offense
and se. Learn the controls first, and then you can focus

on your basketball skills and strategy.

 If your player is offscreen, an arrow the same color as
your control star points foward him from the of the
screen. D-Pad in the opposite direction to bring him
back onscreen.
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OFFENSE
Moving With and Without the Ball J

* Press the D-Pad inlhedirecﬁonﬂ\atyouwnntbnm

You continue to move and dribble as as
down the D-Pad. When you release the D-Pad, you stop
moving, but maintain your dribble.

e  When start to shoot the ball, drib-
blciﬁg. g::e you slop: sjrﬁ:)rbli , YOU cunn;?:u S-
Pad to move again, or the rx call traveling.

* To run faster, hold down A while moving. This kicks you
e T = S 1o o L
a
no veﬁlayar ind or drive to the more

* To perform post-up moves, you must catch a pass when

are stationa the low post . When you D-
Fgud, l'hes :L:els on hisp;io?rfggi rather m run-

Bl-?aj dribbling. To move normally again, press A +

Passing
* To pass to the closest receiver, press B.

* To retain control of the perfect for give and
pTays), nhojgnﬂ until the r'zm catches lhegi:;'. -

e Topasstoa speciﬁcflayer, use the D-Pad to aim the
pass while pressing B.

e Toth I , throw the ball to
m o
ﬁa)ﬁ, an 1?':)'-90-;?5 uﬂtomuliscully L;Zied
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To call for when don’t have the ball, press C.
B ot coniralied olaver has the ball, he passss B
to you. If your buddy has the ball, C has no effect.

EA TIP; Since you can throw the ball faster than rr;u can run,
c

ssing is the quickest to move the ball on ourt. Ball
parrmn'l?ull is thi key tomnsiw success—NBA defenses can

tain almost ingle , but ssing gives fits
ST o o, ki e bl o st o weak
side, and then shoot quickly before the defenders recover.

Shooting

Players shoot differently depending on who and where they
are. For instance, when shooﬁngnﬁnm the outside, the er
will try a jumpshot. Closer in, and he may try a hook shot.

Near the he'll try one of a variety of layups or slams
(assuming he does slam).

e To shoot, press and hold C. Release the ball at the top of
your jump by releasing the button.

* To fake a shot, tap C.

EA TIP: You'll have a better chance of making your shot if you
release the ball at the top of your jump.

Note: If the SHOT CONTROL setting in the Ser OpmioNs
menu is set to SEGA, simply press C to shoot. When you
release the button doesn’t affect the shot.

EA TIP: You'll increase the probability of making a shot if you
get your feet set before you shoot—shooting on the run is less
accurate.

EA !i'lﬂ" If you press B before @1 release C, you can still pass
the ball n@l you leave your feet o shoot.
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Free Throws

Use the T-Meter™ to aim your shots from the line. The T-Meter
appears when your player goes to the charity stripe. '

The ball moves left/right on the horizontal bar to control the

left/right accuracy of your shot.
1. Press A, B, or C when the ball is in the center ohhebw-'
to aim your shot.

The ball moves up/down on the vertical bar to control the dis-
tance of your free throw.

2. PressA,B,orC when the ball is in the center of the ver-
tical bar to set the distance of your shot. The
shoots the ball, and normal play resumes.

The speed the basketball cursor travels on the bars of the T-

Meter is controlled by the player’s Free Throw rating—the bet-
ter the rating, the slower the ball travels. |

EA TIP: The closer to the center of the bars you stop the bas-
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ketball, the better your chance of making the free throw.

Playcalling

You can call an offensive play before inboundin?r the ball.
Each Offensive Set has unique plays numbered from one to

cight—see Sets and Plays on p. 32 for defails.

DEFENSE
Offense may make the highlight reels, but defense wins

games (just ask the Knicks).

Suischil Defond
You can switch to the defender nearest the ball at any time,
assuming he isn’t controlled by another human player.

* To take control of the defender closest to the ball
(between the ball and basket), press B.

e To take control of a specific defender, D-Pad in the
direction of the defender and press B.

EA TIP; Your first order on defense is to stop the ball, so ie' a
man on the ballhandler before he reaches the top of the key.
This cuts off easy penetration and slows down the offense.

Steals

When you're close to the ballhandler, your player automati-
cally mr:lu reach in and steal the bol{ou

e T to steal the ball from an opponent, position your-
s:".?rq front of the offensive :Tayer. g’



You have to be close to the man with the ball to pull off a
?l, [l;UutI don’t get foo aggressive, or you may get whistled
a toul.

EA TIP: Steals are more successful when you double-team the
player with the ball.

Shot Blocking and Rebounding
You can jump fo try to block a shot or gather a rebound. '.
e To jump to reject a shot or work the glass, press C. '

Pause Menu

The Pause menu appears whenever you press START during a
game. You must pause the game to call a time out, make a

substitution, or choose from other menu options. The TIME
OUT and SUBSTITUTION options are not always available—
for instance, you can only make a substitution when the play

clock is s . When options are gr out, cannot
et ?Pﬁd op grayed out, they .

Time Outs

You can pause the game at any time, but must have |
session a?uthe ball tgc::ull o Hmz out. The n{:nuber of time c;tm:
remaining is listed after TIME OUT in the Pause menu. You get
7 time outs per game. (If you call a time out after your 7 are
exhausted, a tecﬁicnl foul is called and the other team shoots
a free throw—but the clock is stopped.)

To call a time out:

1. Press START to pause the game. The Pause menu
appears.
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2. Highlight TIME OUT and press B. The SussTiTuTioN
de\mlgm“' undt;oufrt;.m is charged with a time
out.

EA TIP: Calling time out during the last two minutes of a ame
lets you inbound the ball at hncﬂfcnurt, saving time and allow-
ing you fo run a play from the sideline.

Substitution

You can make player substitutions when the play clock is

stopped between periods, during a fime out, or affer a viola-

tion wd\mnfour:routofbounds has been called. When

:'f clock is not stopped, the SUBSTITUTION option isn’t avail-
le.

To make a substitution:
1. Pause the game and call a time out, or if the clock is

I b‘ﬁ’:d the nd select SUBSTITU-
?m:m nﬁg:s:mnu. m&isnnnm screen

rs. The 5 players currently in the game are listed
in the screen.
* To cycle between game stats, ratings, and 1993-
94?!2&, press A/El o sding
. le through the available statistics/ratings for the
cycs Dm left/ "n';:l ; ~

2. To substitute for . D-Pad up/down to highlight
h‘;h;er, and :replas . A screen is{ting the uv:n ﬁo

bench players appears.

3. D-Pad up/down to highli hiupl?'ar,undpressﬂb
| that 'Ioﬁ'le? 4 decide not to
muw iuhol: press IS'wul'AEI hyriluumi:aﬂ'\ePuuse
menu
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EA TIP: Familiarize yourself with the player ratings in the
Substitution screen to determine the offensive strengths and l
weaknesses of your players. If a player has no outside game
for instance, don’t throw up bricks from long range. |

Replay

You can replay the last few seconds of action during the
game.

e Togotothe screen while the game is paused,
higﬁ:i'ght REPLA the Pause menu and press B. An
overlay displayi

the game clock and the button func-
tions appears at the bottom of the screen.

* To play in reverse, press A.
* To play forward, press C.

e To move in reverse frame by frame, D-Pad left. To
rewind at high speed, D-Pad down.

e To forward fra frame, D-Pad right. To fast
ey ey iy

e T th ter of the Repl to onto
Mgl ik i v ey

e To le between normal and reverse angle,
AvE e

STRATEGY MENU

OFFENSE Select an offensive set: BOX, INSIDE TRI-

ANGLE, SIDELINE TRIANGLE, MOTION,

HIGH POST, 3 POINT, ISOLATION, or
AUTO SWITCH. See Sets and Plays on p.
32 for descriptions. When AUTO SWITCH
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is chosen, the computer chooses an offen-
sive set automatically.

Go after offensive rebounds aggressively if
ON, and get back on defense it OFF.

Select defensive strategy from FULL COURT,

HALF COURT, HALF TRAP, QUARTER

(P;’?yJRT, or AU'I'Er ?;-;VTTCH. See Vﬁnben and
son p. 32 scriptions.

AUTO S&HCH is chosen, the computer

selects the defense automatically.

Select LOW, NORMAL, or HIGH defensive

pressure. Higher pressure may lead to
more 5Iea|s,ELut also more fouls.

SUBSTITUTIONS Toggle substitution between AUTO
or MANUAL. When AUTO, the computer
automatically substitutes for tired players.

PRESSURE

Derensive MATCHUPS
Go to DEFENSIVE MATCHUPS screen.

e To select the highlighted player, press B.
To change th t the selected player guards, D-
\ Pad m to ﬁigﬁ?ght the oppongnc:yyougwunt to
?:nnd press B again. The player who was guard-
ing the opponent you selected now guards the original
man

o R i, double-leoming YES or NO for the selecied
2. Pod ekt right. When YES the computer-con-

defensi to double-team the
S o

EA TIP: Double-teaming is a great way to shut down a player
who's been lighting you up.
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PLay Opmions Menu
The Pray OPTIONS menu gives you access to statistics and

ophions screens.

TeEAM Stars

PLAYER STATS

USeEr Stars

SET RuLes

Ser OPTIONS

PLAYER SETUP

Quir GAME

Go to Team STATS screen to view both
teams’ statistics for the current game.

Go to PLAYER STATS screen to view statistics
for NBA players. The team you control is

shown by default; B to swilch to the
other team. To cycle between rating and
stat types, press A/C.

Go to User STATS screen to view stats (sort-
ed by Conlro"erllhefor all human

rticipating in the current game. gdo
CURRENT GAME, career HISTO-
RY AVG., and career HISTORY TOTAL

stats, press A/C.
Go to SeT RULES screen to chanae rules and

simulation options. See Set Rules menu on
¥

Go to Ser Opmions menu. See Set Options
Menu on p. 8.

Change controller options (but not
-.]lr:ier name). See Plgf'erSeﬂJp Sauz:‘:l P

Go to Quit GAme menu. Highlight QUIT
GAME and press B to quit
light CANCEL to return to the PLay OpTioNs
menu. In Season or Playoff mode, you

have the option fo quit the entire season or
playoff as well as the current game. User,

playoff, and season stats for the game in
progress aren’t stored if you quit.

game; high- =
d
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When the refs catch an infraction on the court, they blow the
whistle fo stop play, and the violation is displayed onscreen.

Fouls

Offensive players get to take free throws as follows:

e Whena plal)c:r is fouled after the defense commits 5 or
more ls i rter, the offensi 2
free Ihmr::vns. Oﬁel:si?reqmis don't caun: I;: Eﬂanﬁerbugﬁ's

e Whenap is fouled in the act of shooting, he goes
to the line. If his field |uﬁemtwusgood,|1e
one Fre:aneﬂ'nrawl;sif it wugsonqt good?he gets two Freegets

throws.

e Aheralfl t foul, the offen 2 free throws plus
e At 1 by o i P

END OF THE QUARTER /HALF / GAME

END OF THE QUARTER: The buzzer sounds, play stops, and
the score is displayed. Press START, and the STARTER™ Stats
screen appears (D-Pad left/right to see more stats). Press
START fo continue, and the teams return to the floor. Both

teams can make substitutions during quarter breaks.

END OF THE HALF: After the score is displayed, press START,
and an outstanding player from each team is selected for the
Torps STADIUM CLUB™ KEY PLAYERS screen. Press START, and the
STARTER Halrmme StaTs screens appear. Press START to contin-

ve after each screen.
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END OF THE GAME: Alter the final buzzer, the final score is
displayed. Press START, and the picture and game stats of the
Toreps Stapium Clue PLAYER OF THE GAME are shown. Press %'r
START, and the STARTER FiNAL STATS screens are displayed.
Press START after each screen, and the POSTGAME STATS screen

appears.

POSTGAME SCREEN: Highlight TEAM STATS, PLAYER STATS,
or USER STATS and press B to go to the appropriate stat
screen (see Play Options Menu above for zscripﬁnns of each

screen). When you're through looking at the screens, press
START to go to the GAME SETUP menu.

SEASON PLAY

You can take a team through an entire season in NBA Live

‘95. If you're good enough, you can and/or simulate
your way right on to the NBA Playo l:l)':dtheFinals.Tl'woe

memory slots for saving season or playoff series are provid-
ed, so you can save and resume your season any way you

want.

Statistics are tallied and saved for every player th the
season. You can view the stats for every player from

PLAYER STATS screens, and track the league leaders from the
League Leaders screen.

STARTING A SEASON |
1. From the GAME SETUP menu, select SEASON from the ’
MODE option. b

2. Set up the remaining options, then press START. The '
TEAM SELECT screen appears.
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To continue a saved Season:

1. From the Game Setup menu, select CONTINUE from the
MODE option. Press START to continue, and the
CONTINUE SERIES screen appears.

2. D-Pad up/down to highlight f the th emo
slots. P:‘:si Bor STAR!EMEr;UmEm ﬁiprzsiﬁﬂ?m

which the season was

SEASON TEAM SELECT SCREEN

In Season mode, the Team SELECT screen allows you fo choose
the team you'll control through the season and choose the

number of games in the season.

TeAMm D-Pad left/right to select from the 27 NBA
teams. Ratings for the selected team are
displayed to the right of the team name
and logo. To sort the teams by rating, D-
Pad up/down to highlight a rating. D-Pad
left/right to cycle through the teams as
that rafing.
Select from 82 (the standard NBA sched-
ule), 26, or 52 game seasons.

SEASON

e Press START to continue. The BEGIN SEASON screen
appears.

e To select one of the three memory slots, D-Pad up/down
R T st ond thes button or START
ey o g AT el oK A
SCHEDULE screen appears.
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TEAM SCHEDULE SCREEN

Use this screen to play or simulate games throughout your
team’s season, view league standings, 5tu’risticn|g|euders, and
scheduled games, or make player trades. Note that

stat screens are only nvnilugle after a game has been

or simulated.

TEAM SCHEDULE

UTAH
AT SIMULATE
SERTTLE TRADES

* To move through your team’s schedule by day, D-Pad
left/right.

. E}Eﬂve through your team’s schedule by month, press

e To highlight options from the menu, D-Pad up/down.
* To activate the highlighted option, press B.
e To jump to the next scheduled game, press START. If the

next game is already highlighted, pressing START will
start the game.

. W =

f!llr Pray GAMe
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Play the currently highlighted game. You
can only play or simulate the next game;
you cannot skip any unplayed games.
Gameplay proceeds as normal, except that
an additional LEAGUE LEADERS screen is
available from the PLay Opmions menu.

SIMULATE Simulate the currently highlighted game.
The results of the game appear beneath
the logo of the opposing team.

STANDINGS View League Standings by division. Teams

that have clinched playoft berths have a
check mark, and teams that have clinched
a dri-:ision championship have a gold check
mark.

e To cycle through the NBA divisions, D-Pad left/right.

LEADERS View the top 10 League Leaders in 13 sta-

tistical categories.

e To through the ca ies, D-Pad left/right. To see
ﬁm-hd upm

SEASON STATS View season stats for all players on your

team.

* To through the ¢ ries, D-Pad left/right. To see
ﬂmehymPod up .

Go to TRADE PLAYERS screen. See Player
Trades on p. 28.

TRADES
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NBA CaleNbAR  View the league schedule by day.

Exit SEASON

To page through the league schedule

left/right (to move by month, press A/

PLAYER TRADES

You can trade starting players between your team and any
other team with the TRADE PLAYERS screen. You're the GM

her make the deals! (But just like real GM’s, can
only Tu’ I ades e 1o the Woding deadlins of Fel B
4.

1.

2.

bZ)fhy' D-Pad

Exit and save the current season. l

Highlight TRADES from the Team ScHEDULE screen and
press B. The TRADE PLAYERS screen appears.

D-Pad up/down to highlight the ish to
trade,:r?c{prass BTll'lgel::gﬂom plq):irommmiﬂs
the starting players for another NBA team. _.

To choose the player you want to trade for:
Press A/C to cycle through the NBA teams.
D-Pad left/right to cycle through the statistics for the

players

D-Pad up/down to highlight the player you wish to

trade for.

The players are exchanged, and you

PLAYERS screen.

To accept the trade for the highlighted player, press B. »

return to the TRADE n
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* To abort the trade, press START. You return to the origi-
nal TRADE PLAYERS screen.

AFTER THE GAME

After a Season game, the endgame screens appear as nor-
mal. Press fo continue, and you return to the Team
OCHEDULE screen.

End of the Season:

When the season ends the PLAYOFFS option appears on the
Team ScHeoule menu. Highlight PLAYOFFS and press B or sim-
ply press START to advance to the PLAYOFF TReE screen. If you
ce Slloyalls. see Sorfing @ Pleaoll Serine hakite Wl
didn’t mukem playoffs, the PLavorr Tree is displayed to show
the playoff results. Press START to return to the GAME SeTup

screen.

THE NBA PLAYOFFS

The playoffs come but once a year in the NBA, but you can
create your own playoff atmosphere any time you want in
NBA Live ‘95. You can start with an NBA team in Season
play and try to make the playoffs, or set up your own custom
playoffs using any NBA teams.

STARTING A PLAYOFF SERIES

From the GAME SeTuP menu: When you start a new Playoff
series from the GAME SETUP menu, you can choose the teams
that play in the series, as well as which teams are human-
controlled.
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1. From the GAME SETUP menu, select PLAYOFFS from the * To highlight a team, D-Pad in any direction.
y h nd off for the highlighted
MODE e o
2. Set up the remaining options, then press START. The :;:? gLeessuEaAn :'::’T'TP:;?:- be?mind I;he tec;r% r:;g;n-:e
PLAYOFF TREE screen appears. whenllt |:j?nmh (B‘vggles involving teams with a star
are a teams can be sel o computer
From Season play: Select PLAYOFFS from the Team SCHEDULE contro ; other games are simulated. )
st whisyunns o s s o 4 To change the team in the highlighted playoff slot bef
: ’ Davens B0 L AN : * To change the team in the highlighted playolt slot before
fs;wﬁmr. Plc:yoﬂs'::ragcoeed );:ur:nrmg}::xégptlﬂl y;I the P'“’f“" begin, press A/E - c"‘iﬁ through fhe rﬁBA
cannot change the teams or human control stars. mms T O R s T T
To continue a saved Playoff series: Select CONTINUE from * To change the series schedule, highlight GAMES in the
the GAME SETUP menu and then select the series from the fop center of the screen. Press A& to cycle through the
CONTINUE SERIES screen. choices. Choose from 5-7-7-7 | NB‘Z format: 5
gumesa ig ?% tirst round and 7 games thereafter), 1-3-3-
, or 3-5-5-5.

THE PLAYOFF TREE

* To advance to the next scheduled playoff game, press
START. Before the first game of o plaxif’,n e BEGIN
PLAYOFFS screen appears. D-Pad u[:{ to highlight a
memory slot to save the series, and press any button or
START to select that slot. Press START again fo continue.
The PLavEr SETUP screen appears, and gameplay pro-

p ceeds as normal, except that an additional PLAYOFF
rer;::y{: LEADERS stats screen is available from the PLay Opmions
menu.
m NOTE: Always use the same user name when control-
_ ling a team in the playoffs.
highlighted
slot End of the Game
Alter a Playoft game, the endgame screens appear as
/ normal. Press START to continue, and the PLAYOFF TREE screen

appears.
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End of the Round

If you win your round, the procedure is the same as
nrger game, except when you return to the PLAYOFF T:Egy
your win/loss record is displayed, and your team icon
is moved to the next bracket, where you face a new

opponent.

If you lose a round, you return to the PLaYOFF TREE
fo see the final ﬁmyﬁewhs after the postgame e

screens. Press to return to the GAME P screen.

SETS AND PLAYS

OFFENSIVE SETS

rEI:-dI;;EenSivE set has plays you can call before inbounding

P

Before inbounding the ball, press A + D-Pad. D-Pad u
= play 1, diagonal up/l'igl:l'p=PIﬂY 7 3 rigl'ﬁ=p|ay3.P

and so on.

To select a , release A while still pressing the appro-
priate D-Paﬁl irection. e

Inbound the ball and follow the play diagram steps to
ute th A -controlled
e o [y Computyrcorirarec poyer SR

actions of the ballhandler.

EA TIP: The plays and sets are guidelines, but NBA players

aren’t robots—you make the play happen. We've drawn the
X's and O's, but it's up to you to orchestrate your team.
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Box

|
|

his set is useful for getting the ball to two strong post players.
he Box starts the two post players high, but they end up

5

ashing, cutting, or flashing to post positions in the

paint. All plays start in a box alignment, but any number of
options can be run, thus keeping the defense oft balance.
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Inside Triangle

This offense, used by the Bulls championship teams of 91-93,
sparks great inside movement involving three players in the
key. With a variety of xmen;?:ilng sh:: I:'velween_l_he : l;llm three

s, you're sure fo get a . \g players are
Ele‘::);ecrloseyo; the bosketggullnw better rebounding, and many
fimes your better inside players get isolated on the block.
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Sideline Triangle

This offense p;zides excellent pf:rfimde mplay - t. Great
spaci ides opportunities for insi , but more
impoﬂngnpﬂ;?ﬂﬂ'ue opportunity for players to drive to the basket.
Constant moving, screening, and cutting make the Sideline
Triangle F:;{r:lnl'n defend, but offensive rebounding is limited
with this se.
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Motion
This offense is geared to provide good floor balance and lots
of player movement. If you run the offense patiently, you will
always get an open shot. The pattern of player movement is

somewhat predictable, however, so your opponent

1
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42 HMOTION

High Post

The High Post offense gives you floor balance, allowing
you to rebound well aﬁensively. two post players set
screens to give themselves good post position, but more
importantly, they free up perimeter players for open shots. The
best feature nF‘Kis offense is that it keeps your big players
close to the basket.



“ HIGH POST

3 Point

This offense gives you the opportunity to score points in a
hurry if you're behind or Espt want to blow someone out. The
offense will give you the shot, but you still need players who
can hit the trey. The Three Point oftense stretches out the
defense and opens the floor for driving. Make your shots,
because it's tough to rebound.

THREE POINT
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Isolation

A great offense for one-on-one or two-on-two play. Use

Isolation to get your best player the ball or exploit a weak
defensive player on the sition. It allows your best player
to create shots for himself or other players. If you don’t get a

sl}-:o;t early from this play, your other players must hit their
shofs.

POWER FORWARD




49

. ISOLATION
0 o Auto Switch

The computer chooses one of the team’s twec offensive sets
automatically. This is the default setting.

DEFENSIVE SETS

Full Court Press

In a Full Court Press you pl
man-to-man defense over lﬁ:
entire court. Used most often
by teams that are behind, it
creates turnovers and up-

tem play You don’t neces-
sarily have to be fr{:liling fo use
. It makes the team take more
time off the clock bringing the
ball up the floor, leaving them
less fime fo shoot.
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Half Court Trap Half Court Press
Tous thikandars Ao St s This pressure defense uses the
b:ﬁhandler unc'lrforcem to Ih“"" oot I:: and the side-
give up the ball o someone ine as a sixth defender while
else, while the other three attacking the offense as they
defenders try to shut down the bring the ball across half
passing lanes. This gives the court. The goal is fo force

turnovers and quick shots, but
you must be careful, because
ou can also give up easy

skets. The extra pressure

defense a chance for a
turnover, as well as taking the
bl outof s el e

primary ballhandler. However,

3 iy :' wear down the opposi
you risk giving up easy shots if cm:.nt rd and make rheng
the ballhandler beats "'9 frap. Eoﬂ:enx team work for every

pass and inch of the court.
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Quarter Court

In this defense you play back
and protect the basket so that
your team doesn’t give up any
easy shots. The Quarter Court
is a conservative defense that
forces the offense to execute
to find shots or
nes fo drive to the hoop. You

can rest and keep play-

ers out of foul trouble—perfect
for when you're ahead. This

defense won’t cause many
turnovers, but it does provide
decent rebounding position.

Auto Switch

The computer chooses the appropriate defensive set automati-

cally. This is the default setting.

Team DESCRIPTIONS
Each NBA team is assigned two offensive sets that the com

puter chooses from when controlling the team (or when the
Auto Switch offensive set is chosen). When you conltrol the
team, you can change the offensive set throughout the game

NOTE: Team rosters are determined by
actual NBA rosters as of August 22, 1994, Some play-
ers are not included in the game for legal or contractu-

Team
Atlanta
Boston
Charlotte
Chicago
Cleveland
Dallas
Denver
Detroit
Golden State
Houston
'ndiana

LA Clippers
LA Lokers

Miami
Milwaukee
Minnesota

New Jersey
New York

Off. Sets

Inside Triangle, Box
Sideline Triangle, Isolation
Motion, Isolation

Sideline Triangle, Isolation
Box, Motion

Inside Triangle, Isolation
High Post, Sideline Triangle
Box, Isolation

High Post, Isolation

Inside Triangle, Isolation
Box, Motion

Motion, Isolation

Motion, Isolation

Motion, Box

High Post, Box

Sideline Triangle, Motion
Motion, Isolation

Box, Isolation
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Orlando
Philadelphia
Phoenix
Portland
Sacramento
San Antonio
Seattle

Utah
Washington

Motion, Isolation

Sideline Triangle, High Post
Motion, Isolation

High Post, Isolation
Motion, Box

Low Post, Isolation

Motion, Isolation

High Post, Isolation
Motion, Box
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ELECTRONIC ARTS LIMITED WARRANTY
Elecironic Arts warrants 1o the original purchaser of this Electronic Arts softwore product that the medium on
which this computer program is recorded is free from defects in materials ond workmanship for o peried of
ninety (90) days from the date of purchase. This Electronic Arts software program is sold “os is,” without
express or implied warranty of any kind, and Electronic Arts is not liable for any losses or damages of any
kind resulting from use of this progrom. Electronic Arts agrees for o period of ninety (90) days fo replace,
free of charge, any Electronic Arts software produdt, postage paid, with proof of purchase, at the Electronic
Arts Warranty Department. This warranty is not applicable to normal wear and tear. This warranty shall not
be applicable ond shall be void if the defect in the Elecironic Arts software product has arisen through abuse,
unreasonable use, mistreatment or neglect.

LIMITATIONS—THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ELECTRONIC ARTS. ANY IMPLIED WAR-
RANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND HIT-
NESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO
EVENT WILL ELECTRONIC ARTS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS ELECTRONIC ARTS SOFTWARE PRODUCT.
Some states do not allow limitations as to how long an implied warranty lasts
and/or exclusions or limitations of incidental or consequential domages so the
above limitations and/or exclusions of liability may not apply to you. This war-
ranty gives you specific rights, and you may also have other rights which vary
from state fo state.

RETURNS AFTER WARRANTY—To replace defective media after the
ninety (90) day warranty period has expired, send the original cartridge to
Electronic Arts’ address below. Enclose a statement of the defect, your
name, your return address, and a check or money order for $20.00:

Electronic Arts
Customer Warranty P.O. Box 7578 San Mateo, California 94403-
7578

If you need to talk to someone about this product, call us at (415)
572-9448 Monday through Friday between 8:30 am and 4:30 pm,
Pacific Time.
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in Australia and New Zealand, contact:

Electronic Arts Pty. Limited P.O. Box 432 Southport Qld 4215
Australia.

Within Australia call: Phone: (075) 711 811
Within New Zealand call: Phone: +61 75 711 811 between
Sam-5pm Eastern Standard Time

| ICENSED BY SEGA ENTERPRISES, LTD. FOR PLAY ON THE SEGA™
GENESIS™ SYSTEM.
SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES, LTD.

I he NBA and individual NBA team insignias are trademarks which are

cxclusive property of NBA Properties, Inc. and the respective leams and
may not be reproduced without the written consent of NBA Properties, Inc.

£A Sports, the EA Sports Logo, the T-Maker and “If it's in the game, it's in
the game® (or if appropriate, “if it's in the game”) are trademarks ol
i lectronic Arts.

1 Way Play and the 4 Way Play logo are trademarks of Electronic Arts.

lopps Stadium Club is a registered trademark of the Topps Company, Inc.
Slarter and the Starter logo are registered trademarks of Starter.

SOFTWARE AND DOCUMENTATION © 1994 ELECTRONIC ARTS. ALL
HIGHTS RESERVED.
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