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1. TECMO SUPER NBA BASKETBALL

Tecmo Super NBA Basketball is a basketball game
that simulates the games of the National Basketball
Association. Players can enjoy the entire NBA season,
starting from the preseason games and continuing to
the NBA Finals. All 27 official NBA teams are included in
this game. Each team is made up of the actual 12 players
of each NBA team. Each player is based upon data which
was taken from the 1991-1992 NBA Basketball season.
We hope that you enjoy the fast paced action and
excitement of this basketball game to your heart's content.

THE PLAYERS AND STATISTICS IN TECMO SUPER NBA
BASKETBALL HAVE BEEN PICKED FROM ACTUAL NBA ROSTERS.
UNFORTUNATELY, DUE TO PROGRAMMING AND OTHER
LIMITATIONS, WE COULD NOT INCLUDE ALL PLAYERS FROM ALL
TEAMS. WE HAVE ENDEAVORED, HOWEVER, TO CREATE THE
MOST AUTHENTIC BASKETBALL GAME POSSIBLE. IF PER CHANCE
WE HAVE MISSED ONE OF YOUR FAVORITE PLAYERS, PLEASE
ACCEPT OQUR APOLOGY.

* Convenient Power-off Memory Function

This game pak is equipped with a back-up battery to save
the results of games which have been played during the
regular season.

To protect the data which is saved by the battery, never turn
the power switch on and off rapidly.

Doing this may cause data or scores that has been saved
by the back-up battery to be changed or lost.

(To reset the Memory—see page 19)
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2. Operation of the Controls

Pressing any button during the demo screens will
cause the title screen to appear. Press the start button
for the Main Menu screen. Move the + Control Pad up
and down to make your choice among the main menu
options: 1) Preseason Game, 2) Season Game, 3) All
Star Game, 4) Team Data, 5) Game Speed,

6) Period Length, and 7) Game Music. For details
concerning the menus, refer to the corresponding
sections which follow.

Making menu and data choices  Main Menu Screen |

[ —=F

Controller

*PRESEASON
SEASON GAME e
ALL-STAR GAME

+ Control
Pad —(—

TEAM DATA
GAME SPEED
PERIDD LENGTHR =

GAME MUSIC

Select Start

Menu Controls

+ Control Pad | Used to move the » mark when choosing items.
@) Button

Button

Used to make your choices.

Used to cancel your choices.

Window Controls

Choosing items + Control Pad
Entering a choice @ Button
Canceling a selection or returning to the previous screen Button
\Looking at the player's data Start Button
Calling a Play (during a game) Start Button
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3. Tecmo Super NBA Basketbdll

3 Game Modes

#1—Preseason Game

To play a preseason game, begin by choosing
Preseason Game, then choose the Division and Team from
among the 27 NBA teams. ( Data from preseason games is
not saved by the backup memory) '

If you choose Preseason from the leamy;Contrel ‘fv'"dw d

menu, the Team Control Window
will appear.

* Use this window to determine the
play mode for your game (see
Team Control for more Details--
Page 14).

* Once you have selected your
game mode, the Division screen
will appear.

* Use this window to pick the
division of the feam.

*ATLANTIO
CENTRAL

WEST
HIDWEST

You may cancel your choice by
pressing the ® button.

[

* Once you have selected the division, a team select screen

will appear.

Team Select Screen |

* Use this window to pick a team N
within the division.

* Repeat this process to choose the
opposing team.

* The game will begin after both
teams have been selected.

#2—Regular Season Game

- Each team will play the games listed in the schedule. You
can choose to play a Regular, Reduced, Short, or
Programmed Season when you reset the Season Schedule.
The teams with the best season records will compete in the
playoffs to decide which two teams will play in the NBA
Finals. The NBA Finals decides which team is the Season
Champion. Records for each team and player is kept in the
memory of the cartridge throughout the entire season.

Regular Season Window |

Choose Season Game from
the Main Menu. The Regular

REéUL.F‘R SERSON
Season window will appear.

A1-9F NDA'
*TEAM OONTROL
NBA SOHEDULE

GAME START

HNBA STAND I NGS

NBA LEADERS
EAHM _DATA

Check the Schedule and set the Team
Control before using Game Start to
. begin your season. (See the Regular
Season Game section for details - page15)




#3 — All Star Game

The All Star game is the match-up between the best

layers of the East and West Conferences. The starting
ﬁne-ups of the all-star teams can be changed by using
Team Data.

T .
Choose All Star Game from the o Control Window |

Main Menu and the Team Control
Window will appear. After setting the
game mode, choose either Eastern or
Western Conference to begin the

SURERT
NBH. . BESKETBALIE
91-0E HBA B

PRESEASON

SEASON OAME
CONTROL!

TEAM™ 00
| zalrlnan
»UEST | 00A
game_ BDA 'S OOM

a0DA VY8 O0A
g . 0

Team Data

When you want to look up a team or
F|c1yers data, or to change the
ine-up, choose the team from the list
and press the @ button. Data for the
team you have chosen will appear on
the screen.

Team Data Screen

Conlference and Division

Team Name— - P|c1yer Data

@ Lineup

=@ Playbook

Roster

@ Select Plarers Data to look at statistics and abilities for
an individua p|oyer.

Use the + Control Pad to select Player Data and press
the @ button. The » mark will be displayed in the roster
column. Use the # Control Pad to select a player then
press the ® button to see the players abilities, condition
and statistics data.

*Looking at the Players Data

Position

a . g
G 1

HI3k i
Ot i
oM 1M

® Physical Condition

® Record -

— © Ability




a) A player can have five different Conditions.
Excellent: Best physical condition.

Good:  Still in good shape, but slowing down.

Average: Average condition, needs to rest on the bench.

Poor:  Poor condition, getting very tired and slow.
Bad: Bad condition, too tired to play or shoot well.
Injured:  Out with an injury.
b) Record
FG%: Field Goal Percentage.
FT%: Free Throw Percentage.
3PT%:  Three Point Percentage.
STL: Steals
BLK: Blocks
REB: Rebounds

PTS: Points Scored.

c) Ability

This area displays the abilities of the various players.
Ability indicators for all players.

Running Speed: How fast a player can run.

Jumping: The height a player can jump.
Stealing: How well a player can steal.
Blocking: The player's ability to block shots.

Shooting Range: How well a player can shoot baskets.

Stamina: How long a player can play before tiring.
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@ Line-up

Use the # Control Pad to select Line-up then
press the ® button to make changes or to check the
starting line-up.

Line Up |
Use the #+ Control Pad and S LANERS
® button to move the
players from the bench to
the Lineup column and vice
versa. See the section on
making substitutions for
more getoiis (page 27)

H_
2

* Reset
Move the » mark to Lineup, press the ® button and
the Starter window will appear. Choose Yes to return
to the original starting line-up.

*You can check a player’s data by choosing the player’s
name then press the Start button.

11



® Offensive Play Book

Use the + Control Pad to select Playbook, then press
the ® button. You can look at, or make substitutions to
the four plays in the Playbook. During the game, you are
able to call one of the four plays from your Play Book.
This command lets you choose which plays are loaded
into the offensive play book.

W™ Changes are made to the position of

- the play book which is flashing. Use

» the + Control Pad to choose the

: play pattern you do not want to keep
8 then press the ® button.

Substitute plays will appear in the
ke play display area when changing

& from one play to another. Move the
+ Control Pad to the right or left to
' choose the play pattern that you
. want to use in that position of the

da Play Book.

L~ Position the play pattern you want at
“wsn the center of the screen. Then press
™ the @ button to place the play in

S your Play Book.

I *Choose Data Reset to return to
the original play settings.

12
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All Star Game

When you choose an All-Star Team from the Team List
screen and then press the ® button, the All-star Team
data screen will appear. This screen operates the same
as the Team Data screen described on page 8.

Conlference

T C? Player Data
o e
All Star Players
Players Home Team
piebisiipii i — Position
i .o.“giﬁ%: ® Physical Condition
Record - R9x 53X 380> TIL °YN 9EDR B8

ABILITIES

SPEED

— © Ability

*Even injured players can play in the All Star games.

|Choose a substitute | Move the + Control Pad up or down to choose a
player, then press the @ button fo set your selection.

13



Team Control
* Use the following modes to control your teams.

@ MAN: Used to control an individual team
(Manual Player).

@ COA: Used to enjoy the experience of being the
head coach. Use this mode to select the plays, call

time outs, and for making substitutions to the line-up.

During the game the players will automatically
move according to the coach’s instructions. (Coach
Player).

® COM: Used to leave all the controls to the
computer (Computer player).

@ SKP: Used to skip past computer controlled
games.

#k*% SELECT CONTRDL MODE »wkx

ATL. SKP HDU.
BDS. SHP IND.
CGHAR. SKF DBLIP.
CHI. SKP rLAK.
CLE. SKP MIA.
DAL. SKp MiL.
DEN. SKP HMIN.
DET, SKP N.J.
@. 5T. SKP N. V.

DRL. SKp
PHIL, SKp
PHX. SKp
PORT. SKP
SAk. SKP
SAN: SKP
SEAT. SKp
UTAH SHP
WASH. SKP

TREEEIRES

* In a regular season game, move the “ » ” mark to your
team’s name and press the ® button to change your
team’s control mode.
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Pressing the ® button will switch the control from SKP,
COM, MAN, to COA. Press the ® button when you have

completed your settings.

MAN vs COM/SKP One player game.
Controller 1 PLAYER against the COMPUTER.

MAN vs MAN Two player game.
Controller 1 PLAYER against Controller 2 PLAYER.
MAN vs COA Two player game.

Controller 1 PLAYER against Controller 2 COACH.
COA vs COM/SKP One player game.
Controller 1 COACH against COMPUTER.
Two player game.
Controller 1 COACH against Controller 2 COACH.
COM vs COM/SKP COMPUTER against COMPUTER.
Computer plays both teams!
COMPUTER against COMPUTER.

Game is skipped. Computer plays both teams!

COA vs COA

SKP vs SKP

whw SELEGT CONTROL MODE #w~x

ATL. Skp HOU. SBKP DRL. sKp

N - BOE. SKP IND. SKP  PHIL. SKP

»TEAM CONTROL CHAR. BKP CLIP. SKP PHX. SKP

Bl Noa sonebuLE | OHI. SKP LAK. AN PORT. SKP
OAME START R AHEL U

v
NBA STANDINGS |/ DAL. SKP

DEN. SKP
NBA LEADERS

DET. SKP
TEAM Pﬂ"l 6. 8T. SKP  N. V.

__— @ TEAM CONTROL
__— @ NBA SCHEDULE

@ NBA STANDINGS
® NBA LEADERS
" ® TEAM DATA

———

15



@ Team Control: Use this option to choose the “play mode"
for games between the various teams (SKP-COM-
MAN-COA\) (see the Team Control page for details--
Page 14).

@ NBA Schedule: Use this mode to see the schedule of
games. You can see a few games before and a few
games after the “next game” to be played in the season.
Three Stars indicate the next game to be played.

Note: Games are listed in different colors (For more details see page 21).

* You can also use this mode to check the play-off schedule. Press the
® button during the schedule screen to get the schedule window. (Use
the ® button to return to the schedule screen). Use the + Control
Pad to choose Play-Off, press the ® button, and the Play Off
Schedule screen will be displayed.

| Schedule Window

Move the # Control Pad to the right or left to
see the entire play-off schedule.

(See page 19 for details concerning the reset
command.)

| Play-off Schedule

<« Slide to the Right or Left

® Game Start: Select this option, and press the ® button to
start the next game in the regular season schedule. The final
results of the season games are recorded in the cartridge:
memory.

Note: Data from Preseason and All-Star games is not saved in the
cartridge memory.

@® NBA Standings: The win/loss record for each team is
displayed according to the teams conference.

Won - Number of games won.
Lost - Number of games lost.
PCT - Winning percentage.

GB - Number of Games behind.

® NBA Leaders: Use this mode to see the rankings of the
top ten players in each category. Choose the category and
press the @ button to review this data.

INDIVIDUAL LEADERS

GORLE

BLDECKS REBODUNDS

Viewing items: Use the

! + Control Pad to select
which item to view. Press
the @ button to view your
selection.

m_s;he teams ranked below 7th place. Press the + Control Pad Downward |

‘To return to the higher rankings Press the + Control Pad upward

b7 4




Looking at the NBA LEADERS categories:

*Field Goal Percentages
FGA: Field Goal Attempts
FGM: Field Goals Made
PCT: Field Goal Percentages

*Points _
FGM:  Field Goals Made
FTM: Free Throws Made
G: Games Played
PTS: Points Scored
AVG: Average Points Per Game

*3 Point Field Goal Percentage
FGA: 3 Point Field Godl Attempts
FGM: 3 Point Field Goals Made
PCT: 3 Point Field Goal Percentage

*Blocked Shots
G: Games Played
BLK: Total number of Blocked Shots
AVG: Blocked Shots Average

*Rebounds
G: Games Played
REB: Total number of Rebounds

AVG:  Average Rebounds Per Game

*Steals
G: Games Played
STL: Total number of Steals

AVG: Average Steals Per Game

*Free Throw percentages
FTA: Free Throw Attempts
FTM: Free Throws Made
PCT: Free Throw Percentage
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® Team Data -
Use this option to see Team Data and Player Data. (See the
Team Data page for more details--page 8).

Reset Schedule Command

To Reset the regular season schedule,
Press the ® button during the display | Reset Window
of the NBA Schedule. A window wiﬁ

appear which contains Reset. Use the SOREDULE

ST UL

+ Control Pad to select Reset and
press the @ button. If you do not want
to reset the memory in your cartridge,
press the ® button. Another box will
appear. If you select Yes and press the
@ button, all of the information that was saved in the game
pak memory will be erased.

1 Question Window

. When you have played all of
the regular season games,
selecting schedule will display
the playoff schedule instead of
the regular schedule. To get the
option window, press the
button when the playoff
screen is displayed.

THE DATA OF ALL THE

GAMES THAT YOU HAVE
PLAVED WILL BE ERASED

19



Type of Schedule

After you have reset your schedule, the Season window will
appear.

| Type of Schedule

Use the + Control Pad to select the
type of schedule you wish fo use and
press the ® button.

The Regular, Reduced, Short, and
Programmed season setting
determines the number of games that

bl B W

are played in the regular season and in the playoffs.

!E'.j"(._lmes p|c1yec| for Regu|ur. . 1st 2nd “|Conference] NBA

leach type of Season Round Round Finals Finals
schedule (Bestof) | (Best of) (Best of) | [Bestof)
REGULAR Schedule

and PROGRAMMED 82 | 5 7 7 7 |
\REDUCED Schedule 41 3 3 3 _ 5

SHORT Schedule 26 . 1 1 . 1 _3

* Whenever the cartridge memory is reset, other items
saved in the game pak memory are reset including the
Team Control seftings which are reset to SKP. Be sure to
set your favorite feam to MAN or COA before you select
Start Game.

—
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Programmed Season

The Programmed season allows you to input a win/loss record for one
or more teams. When you select Programmed from the season window,
an NBA STANDINGS display appears. Use the #+ Control Pad and
move the » indicator to the column of win or loss that you wish to enter.

Use the ® button to increase the number.
Use the ® button to decrease the number.

You may enter any win/loss record for any team, however the fotal of
wins and losses can not exceed 82 games per team. If an attempt is
made to input more than 82 games for one team, the win/loss columns
are automatically adjusted to prevent it.

Alter entering the desired win/loss records, press the Start Button to
return to the NBA Schedule display.

* Colors of games listed in the Schedule.

In the NBA Schedule a game may be listed using ‘three” different
colors.

WHITE: Games which are actually played. All games which are set to
a COM, MAN or COA seftings appear in white.
PINK:  Games which will be skipped (automatically played by the

computer).

GRAY: Games which have already been played, or games which are
not scheduled to be played are displayed in grey.

Note: If the Reduced or Short season is selected, games from the
Regular Season which are not played appear in grey.

Note: If the Programmed season is selected, any game which are
eliminated, due to the seftings of the win/loss records, appears in grey.

21



: 4. GAME START

It'’s time to start the action!

When you select Game Start, the next game oppeuring in the schedule
will begin. The next game in the schedule is indicated by three stars
next fo the game.

Control Mode Settings

SKP-vs-SKP.
The computer will play the entire game, and only the final results of the
game is displayed.

COM-vs-COM, COM-vs-SKP & SKP-vs-COM
The computer will play the entire game on the screen.

MAN-vs-COM & MAN-SKP.
This is a one player manually controlled game against the computer.

COA-vs-COM & COA-vs-SKP.
This is a one player coach mode game against the computer.

MAN-vs-COA, COA-vs-MAN.
This is a two player game. One of the teams is manually controlled and
the other is a coach mode player.

MAN-vs-MAN
This is a two player game (each manually controlled).

After you have checked the schedule, and set your Team Control, you
are ready to begin a game.

Note: After (ou have selected Game Start, and before the game
actually begins, you can return to Regular Season menu by
pressing the ® button.

22
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Controller

w
—®

(@ (B2

|
Select Start

List of Control Techniques

Offense

Select the pass receiver.

Use the + Control Pad to select the player you wish to
indicate as the pass receiver.

Possing.ihe ball.

Press and Hold the @ button fo stop your player, release
the @ button to pass the ball to the player identified by
the pass indicator, |

Making o basket.

Press the ® button to start a shot serLuencc, release the
® button at the lop of the lump to take the shot.

Defense

Blocks (stopping a shot)

Press the @ button to start the jump, release
the ® button at the top of the jump to attempt a block.

|Steals (standing or
running)

Press the @ button (release is not used).

Control a different player

Use the + Control Pad o select the player EOU wish to
indicate as the russ receiver. Press the & bulton fo pass
control to the player identified by the pass indicator.

Chonge control of the best
computer choice player

Press the 3 button.

Intentional foul

Press either © or ® button when you are close to the ball
carrier.

Pause Menu

When you want to call a
time-out, make a substi-
tution, or view players

data, change the game
speed or game music, or use
the instant replay

Entering a choice

;(Eanceﬂing a choice

Select Button,

@ button.

@ button.




Play Selection

|Cc||ing a Play

| + Control Pad and Start button at the same time

Tip Off & Half Time

Tip off. ® button to jump for the tip off.
Sl(lp Hc_:" Time. ® buﬂo_n

List of Main Window Controls

Choosing items. + Control Pad

Entering your choices ® button

Cancel selection and return button

to the previous screen.

Look at player data. Start Button.

Choosing a control mode | ® button fo change, ® button to exit screen.

The Tip-Off

To jump for a Tip-off, press the ® button. The height of the
players and the timing to the ball will determine which team

gets the tip.

Controlling the Offense

* Ball Carrier:

When using Controller 1, the ball carrier is identified by a numera

@ “ indicator,

When using Controller 2, the ball carrier is identified by a

numeral "@" indicator.

The Jersey Number and Name of the player you are controlling

appears near the bottom

24

of the screen.

* Ball Receiver

A Pass Indicator identifies the player that will receive the

ball when you press the ® button.

As you manipulate the # Control Pad the Pass Indicator will move to
the player which is the closest in that direction.

The Jersey Number of the pass receiver also appears near the bottom
of the screen when you press and hold the A button while passing the

ball-

' *Tip for making good shots and blocks.

Release ® button | . "‘—
here.for best results e

Second Best -|—-

Third Best -i-

Worst Results -

Player "1" Indicator Pass Indicator

@ F =Forward

G =Guard

Player "2" Indicator

@ C =cCenter

RTRiL (15 i oL AR
LBCI" Carrier's Jersey
Number and Name

" Calling a Play

" When you control the ball, you may call an Offensive Play

. by pressing the Start button. The position of the # Control
PacE at the time the Select button is pressed, will determine
which Offensive Play is called. You may change the
offensive play selection at any time. The offensive play
remains in eﬁect until either the play has been concluded,
or you have departed from the p|cxy sequence.

25



Pause Window
You can press the “Select” button to bring up the Pause

Window.

Use the + Control Pad to
move the B indicator,
press the @ button to make
your selection,

Te refurn to the game, press
the 12 buttan,

The Pause Window may NOT appear if
@ you do not have contral of the ball.

@ Time Out - Select this option to call a Time-Out, and stop the game
clock. You can take 7 Full Time-Outs and also
2 "20 second” Time-Outs during each game.

@ Substitutions - Select this option to make a player substitution (For
more details, see page 27).

® Team Data - Select this option to view Team Data, Player Data,
Playbook, and the Starting Line-Up.

@ Lineup Stats - Use this option to quickly check the condition and
statistics of the 5 players presently in your lineup.

® Game Speed - Select this option fo change the speed of the game.

® Game Music - Select this option to turn the game music on or off
during the game.

@ Instant Replay - Select this option to start an instant replay. The

Instant Replay option will replay portions of the game which
occurred just prior to starting the Instant Replay.
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* Making Substitutions

LOE ANGELES LAKERS

Team nome —————————¢

. Select Line Up and ——— NBA Team Logo

press the @ butten to

Reset the |i The Names and
esefl the ine up,

i d____ Positions of the players
The Mames and ) . g that are on the bench.
. Positions of the players // ! e

that are presently in the

line up.

| "~ Injured Players

An X mark appears beside the names of players which are on the
bench due to I‘};ul'mg out. Fouled out players can not be placed in the
line-up.

* To substitute a player
Using the + Control Pad, move the B indicator to the
name of the player you wish to remove from your line-up,
and press the @ button. The » indicator will move to
the players which are on the bench. Move the »
indicator to the player that you want to put in the line up
and press the @ button to make the substitution.

- * When a player has to leave the game due to an injury.
Once a player has been injured, ie game can not
continue until a
substitution is

made for the - l‘k

injured player.

EEHESELL
GROIN PULL

If your player gets injured, he won't be able to play in the game.

27



Controlling the Defense.

* Controlled Player.
When using Controller 1, the defensive player you are
controlling is indicated by the numeral “ Uk indicator.

When using Controller 2, the defensive player you are
controlling is indicated by the numeral * @) " indicator.

The Jersey Number and Name of the E)|0yer you are
controlling appears near the bottom of the screen.

* Changing the controlled rluyer.

The Pass Indicator identities the player that will be

controlled if the ® button is pressecr

As you manir)ulc:te the #+ Control Pad the Pass
Indicator will move to the player which is the closest to
you in that direction.

Game Composition

Each game is made up of four play periods. There is a half

time wrap up between the second and third periods. You
can skip the half time wrap up by pressing the ® button.
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5. GETTING TO THE NBA FINALS

The road to the NBA Finals is long and demanding. You
can not reach the NBA Finals without learning outstanding

_ plcgr techniques and strategies. Keep polishing your skills

and use your best play strategy to achieve the victories you
need fo reach the NBA Finals.

TECHNIQUE SECTION

Offensive Pla! :
Use your knowledge of the NBA to improve your playing skills. When
shooting for a basiei, favor the players with the best shooting abilities and
in gooc?ph sical condition. Your ability to manipulate the controls has more
effect with better players. It is easier to make critical shots when your player
is open and without coverage. Learn the offensive plays, and use them to
gain an advomoge over your opponent. Learn to get the ball to your basket
before your opponent can set up a defense (fastbreak). The closer you are
to your basket, the better your chances of making the basket. Be careful
which defensive players you go up against. Watch your players' conditions,
and make substitutions to keep your line-up in top condition. Learn to call
your time-outs when they will do the most good.

Defensive Pla

Learn to call @ de?:a-nse to shut down your opponents playing style. Use your
knowledge of the NBA and set the line-up to stack the odds in your favor.

. Learn to anticipate your opponents moves. Be a good coach, remember that

a player in poor condition is worse on defense than on offense. Maneuver
yourself info the best position for shuiﬂn(i down the play. When you choose

~ to double team you opponent, keep track of the player that is left open, and

be ready to change control to one of your team mates to defend against
that player if the ball is passed. Try to place yourself between your
opponent and the basket to stop the drive toward the basket. Change
control to the defender that is in the best position. Convert quickly from
offense to defense, don't waste valuable time after making, or missing a
basket, make a quick conversion to defense and get set up to stop your
opponents' advances.
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STRATEGY SECTION

Make the most of your team'’s talents. There are many
different types of teams: teams that shoot well, teams that
control the ball well, teams with strong offenswe abilities,
teams with strong defenses etc. Discover the strengths of
your team and make your p|c1y choices based on t?lose
si’rengths Sfudy your opponent to discover the strengths
and weaknesses. During the game concentrate on shutting
down your opponent’s ?cworl're p|c:ys and upsetting his
game plan.

TECMO SPORTS NEWS

At Half Time, the Tecmo Sports News screen will show a
display of the statistics from the first half of the game. This
is followed by a Half Time Show.

At the end o( each game, the NBA Sports Wrap Up Screen
will appear, followed by the Tecmo Sports News wEich
shows a disp|ay of the statistics for the comp|efed game.
The Lineup Stats screen will then appear for each team.
Press the ® button to exit each screen.

30

-~ to adjust,

- secon

~ CHARLOTTE HORNETS

‘ dlrech

TEAM INTRODUCTIONS

ATLANTA HAWKS Central Division - East
The Hawks made some changes in the 1991-92 season and had
G&%a:new players and injuries. But Dominique Wilkins
continuét #&ﬁ he of the league’s top scorers, and Keven Willis
developed into.@n8 of the league’s top rebounders, ranking

cf ind last season. The addifion of defensive
specialist Augmon and the gradual emergence of point
guard‘RiiedlRebifson and other young players make this a
team to watch in the future.

BOSTON CELTICS

Atlantic Division - East

The Big Three of Robert Parish, Larry Bird and Kevin McHale may

be on the way out, but there are sfill signs of hope in Boston.
Reggie -has played his way into superstar status, and wuth
Dee

once more, the Celtics have some young |
, instilling some running into the Cerlcs holf
! Pirickney became a crowd favorite, rankin
second on-the team in rebounding, and once again the Celtics
led the NBA in free throw percentage.

Central Division - East

The Horriet: 'I'edme on strong at the end of the season under the

f Coach: Allan Bristow and the outstanding play of last
top: OOkne"’",Lqrry Johnson. The leagues smallest player,
MuggsyBe always a fan favorite and talented young
guard Kefidall/Gill confinued on his path to NBA stardom. With
veteran:Dell-Cu y:at the point, Charlotte hopes to follow Miami's

lead of the ansion teams into the Playoffs.

year’s,
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CHICAGO BULLS Central Division - East
The B m both ends of the court, excelling both
offens Chlcago was second in the |eague in
field g c(ranked second in assist-to-turnover

ratio |n\1991 92: Wlth two of the league’s best all-around
p|oyers in- MiS 19¢t Jordan and Scottie Pippen, Horace Grant
coming into, ‘15 ’wn at power forward, steqdy John Paxson in
the back couH and a bench quickly gaining experience, the Bulls
are no |onger a one-man team.

CLEVELAND CAVALIERS Central Division - East

After several dlsappomhanyears d‘ e to injuries, the Cavs have

madeffhe mowt mto the-ugper echeldn-of NBA-teaps. Point
guard Prl rec erey comp| #ro n|ur; to regain All-
Starf m, whi aug Y sds fg ‘en place among the

NBAs\top center Lar Nc: * ) ked amio he league’s
leaders in-blockeeshols, and ¢ dig Ehlé and Williams
hel dgep‘_blent tegfn. The Cavs gio led the NBA
in west turnovers and assist-to-turnover ratio and ranked
second in free throw percentage.

DALLAS MAVERICKS Midwest Division - West

A rebuilding year for the Mavericks allowed the team fo give its
younger [ lcyers sngnlﬁcant playing time, a trend which may

the need to deve|op
mgb&k court of Rolando

=l __-_ 's fop guards,

o
S|
implete a strong

three-guard rototlon\ Forwqrds Herb W||||c1m5 and Rodney
McCray are solid up front.
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layers like Doug Smlth Mike Luzzolino, Donald

DENVER NUGGETS Midwest Division - West
With Dikembe Mutombo having a strong rookie year as a
de ije,‘f_, ce, ddle :_:ﬂwe continued improvement of
Maik' difr nd Greg Anderson, the Nuggets
have been mokln greof strides. Williams led the team in
scoring, while bo% Mutombo and Anderson ranked in double
figures in scoring and rebounding. Denver ranked near the top of
the league in forcing turnovers but needs to work on scoring
more points in order to be competitive.

DETROIT PISTONS Central Division - East

The Pistons may be aging, but the team can still get it done

defensr Detrait led the NBA in fewest points allowed last
sed ithe league’s top rebounder in Dennis

Rod moves shook the team up in 1991-92, but
with All-Stars Isiah Thomas and Joe Dumars

‘core of Bill Laimbeer, Orlando Woolridge,
‘Salley and Darrell Walker able to pla(] the
Id

Pistons are still a team that knows how to win and shou

feared.

GOLDEN STATE WARRIORS Pacific Division - West

The Warri e NBA in scoring last season, and with the
leagu s‘al %trlo of Chris Mullin, Tim Hardaway and
Sarugy arcuuhom the court, you usua”y can count on a lot
of péints being- scq@cﬁl’he Warriors also led the NBA in forcing
turnover: \"" anked second in shooting percentage. Golden
State’ s"g{oﬁeq} inthe’past has been its lack of size, although 6-9
Billy Ow&: m& for his size and versatility, has helped in

that area.
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HOUSTON ROCKETS Midwest Division - West
The Rockets areJed by Hakeem Olajuwon, one of the top three
centers mvgrbe NBA‘&%wwon ranked second in the league in
blocked Shots.and ﬂ thiip rebounding as well as leading Houston
g [t thistraight season. Forward Ofis Thorpe
gearance in 1992, averaging in double
oring’@nd rebounding. Point guard Kenny Smith
ince fommg the Rockels and the team has

Maxwell.

INDIANA PACERS Central Division - East

The Pacéigigié & tdlented Koung team which has yet to reach its

potenti ) gucmd M:c eal Williams ranked second in the
NBA i als and eighthiin assists, while Reggie Miller is one of
the le top shpofarﬁx Center Rik Smits ot 7-4 is solid in the

ng’bfings in the NBA's top Sixth Man, Detlef
ich. Inconsistent but explosive scorer Chuck
Persﬁ Wh’ﬁa‘make the Pacers one of the best
threé*point shooting teams‘in the NBA.

LOS ANGELES CLIPPERS Pacific Division - West
After many tears of frustration, the Clippers finally headed to the

Playoffs in 199 -urcres, € Coach Larry Brown, who joined the team
after the AH-SKS .i-'h-u With the addition oF veterans Doc Rivers

- Mannlng and Ron Harper, who have
8 Zifig fecdyeries from anterior cruciate ligament
surgery, the Clippers have come together to challenge their cross-
town rivals for L.A. supremacy.

34

Gt stability and leadership and a core of -

LOS ANGELES LAKERS Pacific Division - West
The Lakers went through a year of turmoil and injury and now
face an uncertain-futyre. With a healthy roster, the team can still
chc1||enge'-ﬂ'le best with:thesdikes of veteran performers James
Worthy;: Y Qfeen and talented young center
Vlade., BA's all time assist leader Magic
Johnson Tunning the shot, roven veteran ability may once again

. bring showtime.and the fast break basketball that Hollywood

loves back to the Great Western Forum.

MIAMI HEAT Atlantic Division - East
The Heat became the first of the recent expansnon teams to make
the Playeffs in 1992:and now looks to improve upon that success.
Center Rop} Set‘c:f"”gwes the team a strong |n5|crogame while
the Heat's. fzﬁt-pc:ced style takes advantage of young athletic
players like talented shooter Glen Rice and versatile guard Steve
Smith. \Wirh the qddlhon of Brian Shaw for added depth in the
back courf;Migmi’seems to have made all the right moves to
assure future success.

MILWAUKEE BUCKS Central Division - East

Although the Bucks did not make the Playoffs in 1992, the team

" did lead the MBA in two statistical categories, three-point field

goals (made, oﬂemFﬂed and shooting percentage) and steals.
With long- rWoofers like Dale Ellis, Alvin Robertson, Ja
Humphries dn@Brad Lohaus, Milwaukee is always a threat from
outsid -Rebenison and Humphrles both rack up the steals.
Veteran cep ;‘ Mc:|one is still effective, and with a little
luck the team will soon get back on track.
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MINNESOTA TIMBERWOLVES Midwest Division - West

slves are led by explosive shooting guard Tony

it guard Pooh Richardson; bof?l cweraged
i ts per game last season. A trade in the middle
':‘M@-\t veteran forward Thurl Bailey info the fold,
) ins should become more evident as he grows
edtorthe team. Guard Doug West also received
fime. The team has become more transition-
oriented “€oach Jimmy Rodgers, but is still one of the
lowest-scoring teams in the NBA.

NEW JERSEY NETS Atlantic Division - East
The’ Ngts-came=onstrong in 1991-92 to make a long-awaited
refur

Yo yﬁq?]‘??] s top rookie, forward Derrick
Cole sha: t&¥ Drazen Petrovic and point guard
M&BI@; Lchryloéf( éll had their best seasons and helped the team
make/lremandOUS strides New Jersey led the NBA in both
b|ock@3*5h%$ and—rebounds thanks to role players Chris Dudley
and Terry MI“S and starters Sam Bowie and Chris Morris. With

guard I(ennyv&nderson in the wings, the Nets’ future is looking
bright.

NEW YORK KNICKERBOCKERS Atlantic Division - East
The chks assumed a new identity in 1991-92. Under first year
Jew. York concentrated all season on defense,

ranking : QNBA in points allowed and first in
defens d dnd overall rebound efficiency. After making
a staté

~Chicago in the Playoffs, the Knicks, led by
fhick Ewing and tougz Charles Oak|ey and

injthe front and a rejuvenated Mark Jackson at
the poing p into the Pistons’ shoes as a strong, physical,
defensive force~" -
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ORLANDO MAGIC Atlantic Division - East
Injuries to key personnel like Dennis Scott and Nick Anderson
hurt the Magic in the 1991-92 season, but hopes are high for the
future. ch %’\ ouf5|de shooter while Anderson, an
alhl}gjhg hoqh ng, guaré,-seeﬁ\ed to be on the verge of sta rdom
before! m;ssang[a nU‘_-'__ ‘ __’/ of games at the end of the season.
Forward TerFK Cofledge led g‘?e team in minutes played, and
1991 Draft choices Brian Williams and Stanley Roberts should
continue fo improve.

PHILADELPHIA 76ERS Atlantic Division - East

The Sixerstiddrendisappointing season in 1991-92, despite the

Ic:y Forwal‘d Cﬁq rles Barkley, still one of the NBA's best

E) fards.a the fe m’s primary scoring threat. The Sixers’ back
e of Johe ins and Hersey Hawkins, when healthy, can

W )é ’Qésf of them. If Ph||ode|ph|o can find a center

and iFplayefs like#Armon Gilliam and Ron Anderson can play up
to their pof’éﬁﬁcl the Sixers can expect to remain competitive.

PHOENIX SUNS Pacific Division - West

The Suns Fec:ture Kevin Johnson and Jeff Hornacek in one of the
league’s | |éhted back courts. Johnson ranked second in the
1991-92, while Hornacek led the team in

Iso features a top Sixth Man in Dan Maijerle
ch, the only reserve to make the 1992 All-Star
defensive player. Although Tom Chambers’
produd] n, the veteran forward still has the ability to
score a lof of points on any given night

scoring
coming
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PORTLAND TRAIL BLAZERS Pacific Division - West

One of the most athletic teams in the NBA, the Trail Blazers have
been one of the league’s top teams the past few years. Versatile

Clyd x|er is, the NBA's secpond st shoo ing guard, while
ba af b he leagues most
un bility of Jerome
Ker, n, the Ygte ship of Buck

Williams and the ever dangerous Donny Ainge coming in to hit
the three, Portland is the team to beat in the West.
SACRAMENTO KINGS Pacific Division - West

~ The Km S have strugg|ed in the past, but with the core of talented
qyers Sadramento may be on the way up. Mitch

Richmg h State but continued his Warrior-like
scoring Kings in that category. Lionel Simmons
ranked sé fhe team in scoring and led the Kings in
rebourf , while Spud W ib took over competently at
the poing mificant contributions from Wayman Tisdale,
Anthony BorR and Duane Causwell, Sacramento seems |||<e|y

fo continue to improve this season.

SAN ANTONIO SPURS Midwest Division - West
The Spurs’ success may depend on the league’s top center, David
Robinson. Robinson ranked in the NBA’s top 10 in five categories
and was the league’s top defensive player last season. Injuries to
R@MWM&&&Eﬁ&éﬁér toll, but a healthy team,
strong contributions by Terry Cummings and ‘Sean Elliot and
steady play at the point by talented but inconsistent Rod
Strickland should make the Spurs a top team in the west.
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SEATTLE SUPERSONICS Pacific Division - West

The SuperSopie:
best seasoyf

sipQwerful, athletic and talented, had one of their
ecenhh |st02/ in 1991-92. Forward Shawn Kemp
rebpund and is approaching superstar status.
Ky Pierce are both proven scorers, and
) 42“- has begun to live up to his odvonce
llah- Derrick McKey and Michael Cage help
6. oh&iarAr 5': s deepest team, and the only
queshon mcrk may be Benoit Benjamin at center.
UTAH JAZZ Midwest Division - West
The duo of John Stockton and Karl Malone is one of the most
feared combinations i in the NBA and the heart of the Jazz.
Gséigts and steals, while Malone
o) ichael Jordan. Sharpshooter
¥'a game for Utah, while 7-4
iddle. Since moving into the Delta
ostunbeatable at home, losing

only 2 games there for the best regular season record at home
in 1991-92.

WASHINGTON BULLETS Atlantic Division - East

 The Bullets were decimated by injuries in the 1991-92 season,

but the overc:chlevm

Washington team still played hard every
nlght Michael Aqti

i ranked among the league leaders in three-

ed in his first All-Star Game, while center

‘more than 20 points and 11 rebounds to .
ved [iawve %ward Harvey Grant and

Kles'd OWEd PIST |5\ nd with the addition of Rex
Chapman and the return of Bernard King and John Williams, the
Bullets should show great improvement.
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90-DAY LIMITED WARRANTY TECMO GAME PAKS

90-DAY LIMITED WARRANTY:

Tecmo, Inc. {"TECMO”) warrants to the original consumer that this Tecmo Game Pak (“PAK”) shall
be free from defects in material and workmanship for a period of 90 days from date of purchase. If
a defect covered by this warranty occurs during the 90-day warranty period, Tecmo will repair or
replace the PAK, at its option, free of charge.

To receive this warranty service:

1. DO NOT return you defective Game Pak to the retailer.

2. Notify the Tecmo Consumer Division of the problem requiring warranty service
by calling; 1-310-787-2900
Our Consumer Service Department is in operation from 8:00 A.M. to 5:00 PM. Pacific
Time, Monday through Friday.

3. If the Tecmo service technician is unable to solve the problem by phone, he will provide you
with a Return Authorization number. Simply record this number on the outside packaging of
your defective PAK, and return you PAK treight prepaid, at your risk of loss or damage,
together with your sales slip or similar prook-of-purchase within the 90-day warranty period
to:

Tecmo, Inc. Consumer/Service Department:
Sequoia Commerce Center
19260 S. Van Ness Avenue
Torrance, CA 90501

This warranty shall not apply if the PAK had been damaged by negligence, accident, unreasonable
use, modification, tampering, or by other causes unrelated to defective materials or workmanship.

REPAIRS AFTER EXPIRATION OF WARRANTY:

I the PAK develops problems after the 90-day warranty period, you may contact the Tecmo
Consumer Service Department at the phone number noted above. If the Tecmo service fechnician is
unable to solve the problem by phone, he may provide you with a quote for the repair cost and a
Return Authorization number. You may then record this number mjﬁe ouside packaging of the
Defective PAK and return the defective PAK "freight prepaid" to Tecmo, enclosing a c?mc or money
order for the amount quoted payable to Tecmo, Inc. Tecmo will, at its option, subject to the
conditions above repair the PAK or replace it with a new or repaired PAK. If rep|lucement PAKS are
not available, the defective PAK will be returned and your payment refunded.

WARRANTY LIMITAIONS

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY DAYS FROM THE
DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO
EVENT SHALL TECMO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING
FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES.

The provision of this warranty are valid in the United States only. Some states do not allow
limitations on how long an implied warranty lasts or exclusion of consequential or incidental
damages, so the above limitations and exclusion may not apply to you. This warranty gives you
speciic legal rights, and you may also have other rights which vary from state to state.
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