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Loading Instructions:
Starting Up

l. Make sore the pPower switch s OFF

2. Insert the Pat Riley Basketball cartridge in the Genesgs
svstem (shown below) by following the instructions
I vour Genesis Svstem manual

3 Turn the power switch ONL I nothing appears on the

screen, recheck insertion

IMPORTANT: Alwavs make sure that the Svsten s
turned OFF when imserting or removing vour Genesis
Cartridge.

For 1 or 2 Plavers:
Press the Start Button on Genesis Control 1"ad 1

Cness f '.mmlg.:

Crenesrs Comtrol Pad |
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Pat Riley Basketball

e vou ready tor the big trme? Dat Ridev Basketball

fromm Sega brings all thes fasl -;*:ﬁu'il action- lightnmg

quiick steals, thunderous slam dunks, ssvarming prossuare

o ko vour home! Choose any 1 ot & feames

defenses— rig

il r'I\_'I bk o the ¢ ML, ar L head-to-head with a

teiend (or an enemy ) Hone sour skills and scout the
am':'lrrl'ltiun n the Exhibtaon tormat, and then unleoash

vour All-Sstar caliber team in the big [ ourmament!

You're the coach! Set the plavers posilions and call the
defense. If the hottom starts to fall out, take a Time Ol
and rework your strategy betore the game turns into a

rovt!

You're the star plaver! Make the great pass to voul
teammate in the lane! Grab that detensive rebound and
start the tast break! Stutf the opponent’s dunk attempts-
lunchtime! T vou’' re i ranee, sky high ana jam ome

oI A warse |t

[t's hore! Pat Ridey Basketball brom "".'I..'I-_"-". [ MOUTICTICRS SLIS
thrill o real pro hoaps? Gttt therme moma, and give that

capacity crowd whal it's screaming tor.
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Take Control!

Learn the various runCtiomes of cach buttorn on yvou

Control Pad betore beginning play

Dhrecional Bumm st Buimon
(12 Batton | '

o Butron €
S |!'||.E|'-"I| I1

T e A

D-Button:

¢ Moves the selection indicator during Team and Maode

selechon,

Un Offense, moves the plaver with the ball,

L 2

O Detense, moves the plaver marked with the arrow
= OUn Ontense, signals the direction of a pass attempt.
Start Button:

* Starts the game.

* Advances through the selection sereens

» [Tuses and resumes achion
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Button A

o _alls Teme Out durine dead-ball siteations.
o Selects plavers in posthon-change situations.
Button B:

e Shoots or dunks the ball.

e Attempls to block n!,ﬂ_[;n-;-rlwlltl-.‘ dunk shots.

o O Defense, moves the Control arrow o the plaver
nearest the ball

Button C
o [asses the ball to a teammate,
e Thrivws the ball i1 trom out of bounds,

« Steals the ball trom an opposing plaver in mud-
dribble.

1o tap the ball 10 the center=-conirt tip-oft Betore ecach

quarter, press Button A, Bor €

Getting Started

When the Title screen
Apprars, press the Start
Button to call up the tiest
Mode Selection screen. 11
vodE want toosee the
Options screen hirst,
hoswever, AT Button A, B

inst 1,..L1 tart. g
tariGuid
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Options

You can perform many e o g

FLnchions using this screen, K g L

‘ . L AELTR L e

Dut the two most important . H;r:E"'_Tﬂz THRT M
. | el ENT T

chowes concern the IL'E]_!:II"I [I'l-llll.ll'!_ LT

X

|}
ERTT

of the game and the spoeod

. @ EESR T
oF thee ame action

GAME TIMES gives vou the option of plaving a short
all-munube game Seminule periods), a regulation 48
Mintite game i 1 2-minute periods, or an extended lenetly
S-mimute gamoe (20-munute perods), GANE SIPETT lots
vou Choose the pace of e action, There are tan
settifies— NORMAL and SLOW, To choose one or Hie

other, prress the D=Button [eft o Figehit

CANIMATION TEST, which aives

Vo a sneak pt*L*L. At somme of the close-up shots vou'|] see
- l

Other choices i | Lig

during the game, tests for bag Reround music and sound
effects, and a BOGM SWITCH. In the O8N o ibon, this

tunchion prowides backeroumd muste thieoue ot VLT
ke . .

CATIL
Po return to Ehe Tithe screen, mow e the selection arrow
down (using the X Button | so that it points to FXTT, and

Press thie Start Button

Mode Selection

Pat Riley Basketball can be plavied ® 1PLAYER

by 1 or2 Navers IF yvou want to

s demmoenstration same belore 2PLAYERS
vou =tart, select [DENIOY i Hhe DEHOD

Yiode Selection window To

Choose g mode, move thie selection arrom tistrgr the [

Buttor, and Press tha Sta '1nE1 'G -ld




Level of Difficulty

OAME LEVEL You can play at 3 different o els
EASY 15 a good place to star

HORMAL

After vou've gotten used ko the
movements, vou can graduate to NORMAL and HARLD.
As yOu Mmove up, e GPPOsINg Wwam dows -."L'l..‘r'».'l:|"-1l'-;.:, a
bit better, and shots don't just drop for vou bke thev did
carhier,

To select a level, press the D-Button left or right until the
lovel at which vou wish to plav appears. Then press the
Start Button to call up the nest screen

(zame Select

Youcan play 1 EXHIBITION game,
or try toowin it all in the bag
TOURNAMENT, To choose one or Rt By Rl
the other, move the selection arrovw G L[ R
using the D-Button, and then T s
the Start Button

Choose a Team

There are teams from 8 American cities here to
participate in the run for the trophy, {Ince you've
selected a game mode, vou can choose the team vou'll
cormimand,

A map of the United States appears, The names of the 8
cities represented are highlighted . Beneath the map, the
name and photos appear for cach team selected. Press
the D-Button up or down to hght up the indicator on the
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map adentitving
vour beam, and
press the Start
Button. With luck,
vou'll choose the
teaim that s capably

of going all the way!
NOTE: I'laver 2

maust select his team
usme Control Pad 2.
Plaver | and Mlaver 2 cannot ch o the same team

Stats Screen

Before the LR RTAE f..'l.hLI'H take a look al VOl E feant = vital
information. Use the information on the plavers” abalitigs
o |‘|L'Ip VO SCE Ve unuwp Learn to recowin s cach e
ol Information, as vou'll no doubt refer back to this
SCreen often kl'll]'ll'kj_,‘ the ame.

Team Nouic L THEN I58

o [EERS
- : 3 SHT
[ ]

€ " - i

Flayers - F BOUYEF -
e ]

RITTIFCS = Ly T

=

CLAVERM yi70 s
Forrmuamsamn A

oot
- OO : TR R = g e
et I i "!H..%—uﬁ.].

CLAVERN

TIME

BOUYER 122 0O
hﬂnn = D"

Foa i s

Prime Remaining E TR
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1) Plaver's Ability

M |j5p|thd i Howw tast the pl.qu'h‘r 1%,
SHT iShewath: Homs weell e shoots.
PAS (Pass)k Howe accurately he passes

DEF (Defensey How strong a defender he s

21 Individual Statestics

MONTS: How many points the plaver has scored

SHOT: How many shots he has taken.

FOYL L How many fouls he's coummiatted.
NOTE: The number of touls cach plaver has 15 noted,
bt he won't get kicked out of the game atter 6 touls (as
i the prros), There w no toud limit, Fouls are,
nevertheless, bad news to the team that commits them!

Changing Positions

You may find, as vou view your teram's data, that a
certain plaver would tit better in another position To
change the positions of 2 plavers, tollow the procedure

as described below

1- Select one plaver you want to change (using the D-
Button), and press Button A. His photo begins flashing,

27— Choose a second plaver, and press Button A, His
photo also starts to tlash.

- Press Button A one more time. The change will be
official

Fywsel. ......Lett Forward
GRDe L ... Left Guard
CENG s Rt
GRDeR. Right Guard
FWek..... .. Right Forward

; AtariGuide




Defensive Formations

MAN TO MAN mwans that
vach }"-LH. Sy vomar beam
guards ¢ speahic plaver on
the opposing team. This
dotense 1= ethective when
voul re behind, or vou want
to make @ guiek run and
seored ot of pomtsm a

hurry. Becanse the
detensive plavers stav very dlose to their offenaive
counterparts, stevals and intercertions become more
CUMTIITTONTY.

g

YO ERUERTE SO DEF means that
vy WeTEy EX
i mnstead of uuln‘llzmuliL
3 particular plaver, the
detenders are cach

1'1'r-.g.**+"|"|:-uil1|i.‘ for a specitic

L]
=g —
e

area of the court. Thea
m (leiend 1hat area arainst
IR 7 sioni 2 IR any atfensive plaver who
enters it This = a conservative defense, and will
probably be used more often than MAN TO MAN
Remember. though: a team that passes extremely well on
a team that specializes in shooting from the pu_-rirm_-h'r
can eastly break the 2one Ty to stay active on detense

(Game Screen

At any one time, vou'll be able to see about 173 of the
court. A th
of the plaving arca gradually appears. During the game,

1 the ball mvonves arcund . the rest

there are several imdwators that stav on screen., Becone

tamuliar with them so that a quick glamee can tell yvou

Tt AtariGuide




Plaver 2% dan
Compuler 5|
e

Phaer | s . Plaver 2 o~ (o
Caomnpurer s

Feam Name

Pz ™ame ™

8 JHENEEC

e forrastaem S madeswa L ime Keramng

Cortam les or areas on the court are il'ﬂ.}"-ln't;lcl'lt UM
various reasons, The illastration below is desiogned to

tamuhiarize vou with the plaving surface.

Chat ol Bonendds Sl o L

Bk by "-..H
H"'-.
|_| I-l
sk e -‘"-‘ ) _-__—l._ﬂ'--
lII -;. I"-F':"I- )
-'ﬁl-—‘d-l
P L
|
.|I lf
]
) l|
| o TR RIS | Ik (e X e e

Team Introductions

[ e’ 1ake a more |||--LIL'plh lowak, At cach of the & leams
that will do battle, Next toeach team’s mickname and

phatos is a briet character prodile telling the kind of
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AN VOU Can expect them to plav, This s the muaost
recent scouting report we ve recemved, but things may
have changed. Be on vour toes!

Los Angeles Hoops
l'he Hoops plav pretey
straighttorward 0.5

I,AIL-|"1=T'- I_.1hl..|ll I|.|l" :l_llll.nlll-l_i"q m’
bring: the ball upcour| h |
and pass art 1o the ‘ - o | .

Lo ards, who drive or
NETRTRY o

Dallas Wings

This team has a ['!'l'l.i:ll i

graardds s ho bke to throw

up 3-point bombs. Ther

atim s to put some points
o Bhe board a,lql'u_l-.l‘. b E_—:._ ] ~ il =il '.j

rattle the opposition

New York Busters

I he Busters' guards are
creat ballhandlers, and
are also adept al ¥,
relieving vou of wu B :

-]_wua..:-.u_'-_-.-.iuin of the ball Eﬂﬁk‘ g \-_iﬁl
(they are a bunch ol
thieves!)

Seattle Bears
[he guards and forwards

shoot ageressivelv, so i SEHTTLE
:_hu_ﬂ.' got hot, gt I'L‘.'Ih_j".l - .i
for a high-scoring affair! =1, ] 8 3
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Detroit Jets
This tcam's *-Il‘l!n;l__'rl'l'l I

the abilitv of the yuards RNBRTE Tt (o .

: 2 le
and forwards to handle Sy
the ball in traffic and | .

l‘ ) ll . s -’ ' ’.
drive aggressively ta the e
Bucket.

Houston Rebels

since there aren’t any
superstars on thas team,
they use sohd, consistent
I_'b[,_n- at both ends of the

court o be suecesstu |

Denver Jammers

These guvs are excellent
passers. Thoey 1l blow
right through vour zone
detense, or lull vou to
sleep and then thread the
]11.*1;_'|.]|1'_

Boston Bashers
Ihe Bashers” strength s

detense, They are BOST H m
masters at emploving

and executing = i__?_ A g
formations, so don’t o —te

expect loorun up a lot of

points on them

ol

[
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Tournament Play

2 plavers{or | playver against thye OMIPUteT ) can
participate in an elimination tourney. In the first round,
all 8 teams compete. The wonners of these matches maove
on to the semi-finals. The 2 teams that emerge viclorious
from this round will square off tn the final, with the
vickor carninmg the title of Pat Kiley Bastketball
Champion!

As vou plav vour game, the computer is busy plavicy:
the remaming teams against cach other to determine the
teams that will continue plav. The results of the other
contests appear atter each game vou pln

Tip-Off!

We're ready 1o got
underway here at the
packed Sepea Arena! The
centers from the bwo teams
will tace odt in the crrcle af

center court. Cnveather wide

uf the screen s a Tap
patige. | o beat the other
center to the ball, press Button A, B or C as the first
white ball enters the red zome af the gauge

NOTE: All centers react to the toss-upr ot the ball, but
some move more slowly or later than others. The best
way o gain control of the tap is to use the gaupe. [F vou
tap the ball, one of vour teammates will detinitely get
comtral of 1t
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Technique

Offense

Dnbble: As the ]1].|\ or 1n control of the ball = moved
arouned with thee
[bounces) the ball

Button, he automatically drbbles

Pass: o [rarss the ball to o of vour teammates, set the

L
then press Button C to make the pass, Make sure there

are no defenders in your path, as they'[l attempt to pick
it off. If none of vour leammates are i the arca vou are

arming at, vou'll be unable o pass,

irection of the pass attempt using the D-Button, and

Jump: [opump, press Button B once. Make sure you're
not foo close o the basket, ¢ vour juimp may e into a
dunk attempt, and vou won't be readv! I vou want to
pass in mid-jump, press Button © atter pressing B, 1 vou

don't let go ot the ball betore voo touch down, thoush,

vou'll be whistled tor Traveling {see page 18)

Shoot: [hoere are 2 dhde added SEESd

chitterent tvpes of shats vou
can take. A regular outside
shot 1= taken trom medium
tor lomg range. I taken out
stcde the 3-point hne, it's
wiorth 3 pomts. Any shio
taken trom mnside the line 15 e : .
good tor 2 points b vou make if. To shool, press Button B

v e

’ , .
g " O ol

A dunk shot s always attempted from close range, and
15 a very lugh-percentage shot. You see the attempt close

L and from a varetv oo 1l||.|_‘||L'H It v PSS Button B
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oncd while close to the
Dasket, the close-up seone,
complete with a Shaol
AL, AP drs. [ Trpms
Button B again when the
white ball 1s in the red cone
of the zavge, or else youn

slam will bostimces ase o

narmlossy!
NOTE: A regular shot reguires vour b

twvice 1 succession, Eyvou do the same m close range.,

pross Button B
vou'll probably mess upa dunk thal vou weren't
prepared tor It s o bittricky ad hiest, Bt vou L get used

b 1t el

Free Throws: I cortain
situations, vou Il recerve 2
Irew thirosvs, This means
that vou'll get 2 chances to
shoost frorm the toul hne.
Fach shot, it made, 1< worth
| pomnt The same Shot
cauge that vou see when
attempting a dunk

reappears. Try to press Button A, Bor C and stop the

white by

|0 the read 2one of the gavge. IF vour timing is
no oo, the white ball wall stopaan the blue portion and
tee <lior will e sas off the mark! Remember this, alwo
e s lite ball moves sradually Laster and taster, o the
longer vou walt betore shooting, the simaller vour
chances for success become!

Throw-Im: After certam louls or violations Csee page 1571,
or after the other team scores, vour bave o throsy the
ball m fromm out of bourds. 1o dooso, vse the D -Buatton e

direct the throw, and then press Button U, The defense
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would love to pick off the mbounds pass andd hit VL for
a quick score, S0 keep vour eves peeled!

Defense

Intercept a Pass: I vou're on defense and vou want to
gt the ball back in a hurrv (who wouldn't 7y, put one of
vour plavers in the path of an anticipated pass atbempt
using the D-Buton. 1f vou're the slightest Bt out of

position, you'll miss your chance!

Steal: 1t vou'd hike to snatch the ball out of the odtensive
player’s hands in mid-dribble, move vour detender right
up in his tace and press Button C repeatedly . Take the
hall and turn the game around!

Movement: The plaver Ty
_ | _ e A AL
that vou control has an Y4 W &
arrovw over has head . I vou
want ko switch control to
another player, press
Button B and the armow

automatically transters to

'tht'-]'ll.lﬁ.t'lw l(rsivad Eoy Hhee T

) ceg

ball. IF vou want a plaver
tarther away to have control, specify the direction using

the D-Button and press Button B.

Blocking a Dunk: You
won’t have the opportunity
to stuft every slam, but it
vou have a man under the
basket, he'll appear in the
close-up shot with his own
Block gauge, Press Button

B before the white ball

", o e e R ¥i C = 2 L
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mewes trom the red zone mito the blue T vou do that
successiully, even il the dunker also stopped his white

ball 1 the red zomwe, vova 1 send Fom away a loser!

Fouls and Violations

Personal Foul

You re gullty of a personal ol il vou touch the body of
an opposing plaver. In Pal Riloy Basketball . the fwio
personal fouls vou can beowhistled tor are Pushing and
Charging

Pushing occurs when a

defonsive ]ﬂ:’h".'t'l' i"ﬁllﬁ-hL*h Rl
Mmakes contact with thee
oftensive plaver i

POISSERST0M af the ball, If the
forl was committed i the

offensive wam’™s Pachkiinin  n——————————
the offensive team restarts L) PSR oo L]
plav by throwing the ball in from out of bounds. It it
happened In their trontcourt (the side of the court near
the guilty team’'s bashel), they receive 2 tree throws.

w1 with the

L |‘I|:5|I':_::_IH.!..'1 s commnutied by thae offensive
ball, as he crashes into a delensive plaver whe s o a set

position, The result is a throw-an tor the victimized team
(ball possession changes), This is nure common in the 2

PLAYERS mode.
Violation

s category includes anv midraction that doesn't

v olve bodsy comtact, Atter the violation = mcdicated
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play resumes with a throsw-im by the other team, (The
team that commits a violation always loses possession. )

Out of Bounds

I his occurs when the ball crosses one ot the 4 boundary
[ines, either by means of an errant pass or in the hands
of a E‘hh’:jn T,

Traveling

I this game, Traveling occurs when a plaver in
possession of the ball jumps and touches down without
letting o of the ball. This s, by tar, the most commonly
whistled violation.

Over and Back

This vinlation happens when the ball crosses back over
the mid-court line into the offensive team’s backcourt, It
may el PPN un a prass .allumpl, o 1F Hhe pl.u'n-_'r w ho has
the ball accidentally steps back over the line while
avonding a defender

3=Second Vielation

On a throwe -, vou have 3 seconds to get the ball in
bBounds. It vowrcan't, a message appears in the
Information Window and vou lose possession
10-5Second Violation

Atter the other wam scores, vou have [ seconds Lo

move the ball over the mid-court Line, I vou can't, vou’ll
be called for this infraction and lose possession
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24-5econd Violation

Once vou bring the ball across the mad-court Iine, vou
have 24 seconds to get oft @ shot attempt, If vou can't or
don't shoot within that bme, vou give up the ball. This s
not A COMMOT OCCUTTENee,

Strategy

You are the coach- the person vour plavers depend on
for guidance and courage when the going gets tough
Yok have the power and the responsibility to change
plaver positions or detensive tformations during the
game. Al the beginning of cach quarter, the Stats screen
appears, and vou can make vour changes (if any are
NECessAry ),

Time Out

Is the other team gaming its second wind? Have they
just run off 10or 12 unanswered points? [F so, vou maght
consider taking a breather and changing strategies. o
call Time Out, press Button A when the ball 1= ot i
play (for example, before a throw-in), This s called a
dead-ball sitvation You only have T ime out per
quarter, so don’t squander them!? 1F vou want to dry the
sweat off vour hands, press the Start Button and panse
the action!

Final Tournament Notes

Y ou'Il see all the team names (in the Tournament Bracket
before cach round. Plaver 1's feam appears in the top leit
corner of the format, and layver 2°s team (if there are
two of you) shows up in the top right cormer. You
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probablv won't lace
eae v other in the
rir=t round., Plaver
1w gamee will conwe
riret, tollowod by
Plaver 2's gamee, It
both teams Keep
winning, thev just
might end up
knocking heads in
the Championship
game! Cood Tuck!

Helpful Hints

& ey or prmderestimate the importance at the Stats

soreen. Al the intonmation that v ou need to be

sticressiul s right there!

e 'ractice at all 3 loevels of ditticulty and naotiee thoe

ditferences, Then, the nest time a frwend wats bos ta ke
v on al the Hard level, vou'll have o headstart!

¢ Stealing the ball from the offense s the best way o

e rease vour seorimg Yol have the ball more often

with more chances (o shoaot!

o Fouls won™ got anvone thrown out of the game, but i
vou commit a Fushing toul late ima tie game and the
other team sinks both free throws, vou'll certainly
regret havang been so aggressive! Keep ths in mindd
as the T e winds ddown, s |J“} it at's clse

':'t'|
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—— B S

Name
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Name
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Handling The Sega Genesis
Cartridge

o The Seea Genwesis Cartridee is intended exclusively
Hor Ehwe Sega Geniesis SUstem

e Dot bend, crosh or submerge i hquids

Do leave in direct sunlight or near a radiator or
other source of heat.

o Hesure o take an occasional recess during estended
ray.

L warranty——1

=eerd of Americd, Inge,, warrants Lo the organal consumer
purchaser that the Sepa Genesis Cartridge shall be free from
detects i material and workmansiup e a period of 90 days
Fram the date of purchose 1E o detect convered by thas svarrants

cecurs durmg thes 9kday warrani I‘lt'nm!_ Segsd ]| M or
replace the detective cartridie or component part, at its option
Frawsof o haroe

This WaArTAnNty dowes Nt ;'|31[*|fu e e et s e Daeery cased
By e ligence, accident. unreasonable vse. modhitication, tam-
Pering, or anv other cavses nol related to defective materials or
wosrkmanship

[ rewc it v t-L'l-'.l, roliable wareand v s TR L_'.'.||| H'l-L“ S L y-
sumer Service Department at the tollowing number:

1=R00=L'5A-5FC A

Our Consumer Service Department is im operabion from G160
am. oSO poom (Pacbe Tome), Monday through Friday and
troam =00 2.m o etk pom, (Pacific Timaed; Saturday anad
sundav. X NOT RETURN YOILR SECA GENESIS CAR-

[ RIDCE TOYOUR RETAIL SELLER Return camridge to Seqa

Com=amer Sery e, Mease call n Atong,

i turthergng
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It thee Sepa technician is unable to solve the problem by phone,
vel Will provide vow with imstructions on returning your
detfective cartrid ge o us, The cost of returning the cartridge o
Seea s Service Conter shall be paid By the purchaser

Repairs After Expiration of Warranty

i your Sega Genesis Cartndge requires repdirs atker termina-
tion of the W-day warranty period, vou may contact the Sega
Comsumer Service Department at the number histed above I
the techinician is unable (o solve the problem by phone, he waill
Advise ALY of the estimated cost of FeThar. It ARLE elect 10 have
the repair done, vou will peed to return the detechive merchan-
dise, freight prepaid and insured against [oss or damage, to
!:-.'-c;;n':a Service Center wiath an enclosed check or IO order
pavable to Sega of America, Inc for the amount of the cost
eshimate prov ded to vou by the technican. 11, atler imspectaom,
it 15 determuned that vour cartndge cannot be repaired, it will
be returmed to vou and vour pavment will be retanded

Limitations on Warranty

Any applicable imphed warranties, including warranties of
merchantability and Htness tor a particular purpose, are hereby
limited o ity days fram the date of purchase and are
subject o the conditions set foarth herein In no event shall Sega
of America, Inc. be hable tor I_L1l1--|_-'q,|1||,-*l1ti..h| or e dental
demages resulting trom the breach of any express or implied
warranties.

Phi provisions of thas warranty are valid in the United States
only. Same states donot allow imitabons on how long an
tmpl-u-d warranty lasts, or eSO ot l._'l.'lj'l‘qil"l_l'l.JL_'j‘”.l:!IE it
mcidental damages, so the above limtation or exclusion may
nat apply toovowe Thes warranty provides vou with specific
legal rights, You may have other rights which vary trom state
Foy state
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