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Let The Games Begin!

playing.

Thank you for purchasing Magic Johnson's FAST BREAK™ from
Tradewest for your Nintendo Entertainment Systerm®. For maxirmum
enjoyment, please read this Instruction Manual thoroughly before

UCEREED B HINTENDOTFOD PLAY OH THE

@nl&nd o)

ENTERTRINMENT
SWSTEM®

MINTEMERD AND NINTEMCHD EMTERTAINMEMT
SYSIEM ARE TRADEMARKS OF MINTEMDD OF
AMERICA INC

Mintendo recommends !
against using a rear
projection television with
your NES as image retention
on the screen may ocour,

This official seal & your assurance 1hat Nintendo® has
reviewied this praduct and that if has met our standards
for excalances inworkmarship, refcbiity and enfer-
hoinrment value. Alwens look for this secl wihen buving
QM Ond OoCSsiofies 1o ensure complete oom:
patitiity with your Kentendo Enfertainment System®,
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Precautions
11 This Is @ high precision game. It should not be stored in places that are
very hot or cold. Never hit or drop it Do not take it apart,

2) Avoid fouching the connectors. Do not get them wet or dirty, Doing so
may damage the game.

3] Do not clean with benzene, paint thinner, alcohol or other such solvents,

4) Ahwarys turn the power off before inserting or remeoving the cassette
from the Mintendo Enferfainment System.




Catch The Magic!

Mow you can slam dunk like the pro'sl Magic Johnson's Fast Break is slammin’
jammin’ basketball action. f's simple enough for beginners, and challenging
enough for pro's. Play against the computer or an opponent, Up to four-
players can play simultanecusty. Head for the hoop, and slam dunk the ball,
You can shoot 3-pointers and other special plays. Master all 5 levels of com-
pefiion. The better you get, the better your salary gets,

-

Getting In The Action

Magic Johnson's Fast Break is fast-paced basketball for up to four players. If
you purchase the optional NES Satellite™, four confrollers can be used at
once, dllowing up fo four players to play simultansously, Without this interface,
you can have only one or two player games,

Mote: In one-player games, press the Select Button to choose the number of
ployvers and skill level,

PRESS THE START BUTTON TO BEGIN.

If the Start Button is not pressed in the allowed time, the computer will
begin Auto-Play. To return to the Tille Screen during this demonsiration game,
prass any of the controller buttons.

Each garme consists of four quarters, At the end of a quarter, the referee
will sound his whistle and play will stop. Statistics are shown for both teams
between quarters, Pressing either of
the fire buttons will begin the next
quarter. If the score is tied at the final
buzzer, additional guarters will be
played unfil @ winner is determined.

Atthe start of each quarter a
jumpkall is played o decide which
feam gains initial possession of the
ball. The referee throws the ball info
the air. and each team jurmps and = S
fries fo knock the ball tfo a teammote,  SEEE gy et = R




On offense, go for 2 or 3 pointers, depending on your distance when Using The Control Unit
you shoot the ball. ©On defense, guard your basket from the other team

and even try to steal the ball. Don't forget to go for the rebound. [ : 1  ABultan
Once the offense has entered their opponents half of the court, they [T |~ O OFFENSE: Shaofs
are not permitted to carry or pass the ball back across the center line., wuct | B A the ball
If they do, a back court viclation occurs and the ball is given to their Control Pad — - e | |.IL.. ON DEFENSE:
opponent for an in-cound. Mioves your player /'; == Attempts a steal or
Only 5 team fouls are permitted each quarter. Each additional foul around the 'mi'f“” —Z - jurnps far the ball
awards 2 free throws to the offended side. If the fouling team has under 5 Select Button- Start Button B Button
at the time of the foul, then an inbound is awarded to the other team. Chooses number  Begins the game, but  ON OFFENSE: Passes the ball
Excepfions are a) the player is fouled while shooting and the shot is good of players and skill  also pauses the aocfion  ON DEFENSE: Swaps
_ 1 free throw awarded  b) the de- level In o one- control to a teammate
fense fouls a player during an in- player game. (Not used in four-player
bound — 2 free throws awarded, One game)

point Is awarded for each successful

fren oW ilhesbil) Sass ROl g0 i At the end of a quarte the Aor B button fo odva th info th 1

3 uarter, press the A or on to odvance the game into the nex
affer m? Iﬂﬂgﬁ_ﬁ?hrﬂw the ball g?h quarier. During o JUMP BALL, press the A or B button to jump for the ball, Duting an
COATIES live, | eams may grab he INBOUND, press the A or B button to pass the ball to o feammate. During o RE-
rebound. If it does go in, the other BOUND, press the A button to jump for the ball, press the B button to swap contral
team fakes possession. fo o teammate.

MOTE: Fast Break MUST be played with the Fire Button Aute-Repeat turmed off
[if vour controller hoas this feoture),




One-Player Games

In a one-player game, the computer contrals the red team, playing left to right.
You are the blue team, playing right to left and using contral unit 1,

Your control unit can move only one player at a time, se an arrow will
appear above the man you are contralling.

At the start of the game, you will select the skill level of the computer team.,
There are five levels to choose from, ranging from “Rookie” to “Professional.”
Begin your basketball career on the "Rookie” level, then advance to harder and
harder levels as you imprave.,

Two-Player Games

In a two-player game, control unit 1 operates the blue team, playing fram right
o left. Contral unit 2 operates the red team, playing from left to nght.

Because each contrel unit can move only one plaver at a fime, an arrow will
appear above the man being controlled by each player,

Four-Player Games

In a four-plaver gome, contrel units 1 and 2 operate the blug team, playing
from right to left. Confrol unit 1 cperates the arowed blue player, Contfrol units 3
and 4 operate the red team, playing from left to right. Control unit 3 operates
the arrowed red ployer.

The Scoreboard

Time lefi
J/in quarter

24, SLORE TF

't 902) 0

Wil

Team fouls Score — Shot clock eluarter Score —
in quarter player 1 (24 seconds player 2
(5 permitted) permitted,)




Salaries

Al the start of the game,
each team is given a
salary If they win the
game, salary will be
raised, At the end of the game, salaries are calculated for each
team according te their performance.

Only the winner is awarded a bonus plus additional money calcu
lated from the team’s stotistics.

In a one-player game, the bonus awarded affer beafing the
computer is proportional fo the skill level selected for the computer,
Beating the "Professional” team will bring greater rewards than beat-
ing the "Rookie™ feam. In two and four-player games, the bonuses
are equivalent to beating an "Expert” team.

A record of high salaries is kept each game session, If o playver
equals or beats any of the salaries, the plaver will be asked fo enter
his or her initials. This list will be kept until the console s powered
down,

& Want to score? Get as close to the net as
passible before you shoot.

F Want to steal the ball? Get close 1o the ball
and press the A bufton repeatedly.




*# Guarded too closely? Pass the ball to o team- |f:"l
rmate by pressing the B button. But be careful, the b=
other feam can intercept the ball, T
3 Want to swap control to your teammate? i & E_-ﬁ
On offense, just pass him the ball. On Ry
defense, press the B button and the arrow W ARZEH A
will move to the other player, (Not used in "ﬁf?’r”ﬂf’;"
a 4-player game.) ) g«- -h-'l".::.-"i
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Now Get Ready To Catch The Magic! % #
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Compliance With FCC Regulations

This equipment ganerates and uses radio frequency enargy and if not used prop-
arly, thaf is, in strict occordance with the manufachurer's insfruchions, may couse
interference fo radio and television recepticn. It has been type tested and found
fo cormply with the lirifs for o Class B compuling device in accordonce with the
spaciications in Subject J of Part 15 of FCC Rules, which are designed to provice
reasonable profection against such interference In a residential instaliation. How:-
ever, there is no guarantes that interference will not occur in a particular installa-
ficn, If this equipment does calse inferferance 1o radio or felevision reception,
which can be determined by tuming the equipment off and on, the user is encour-
aged fo fry to correct the interference by one of more of the fellowing measures:

* Reanent the recaiving anfenna

= kelocate the NES with respect 1o the recever

» Mowve the NES oway from the receiver

* Flug the NES info a different ouflet so the computer and receiver are on differant
circults

It necassany the wer should consult the: dealer or an experienced radic/television
technician fer cgdiional suggesticons. The user may find the fallwing booklet pre-
pared by the Federal Communications Commission helpful: How to Identify and
Resche Rodio-TV Inferference Problems. This bocklet s avalkoble from the LS,
Government Printing Office. Washington, D.C. 20402, Stock Mo. 004-000-00345-4.

Limited Warranty

Tradewest, Inc. wamants o the ofiginal purchaser of this Trodewest seftware product
that the medium on which this computer program is recorded (s free from defects
in meoterials and workmanship for g period of ninety (0] days from the date of
purchase, This rodewest software program s sold "as is,” without express or implled
warmanty of any knd, and radewest i5 not iable for any losses or damages of any
Kind resutting from wse of this program, Trodewest agrees for a perod of ninety (90)
days to efther repair or reploce, at its option, free of charge, any Tradewest soft-
ware product, postage pald, with proof of date of purchase, at ifs Factony Senvice
Cantar,

This warranty is nat applicable to nomral wear and tear, This warranty shall not
be applicable and shall be void If the defect in the Trodeweast soffware product
has arisen fhrough abuse, unreascnable use, mistreatment or neglact, THIS WaR-
RANTY 15 IM LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATMONS OR
CLAMS OF ANY MATURE SHALL BE BINDIMNG ON OR OBLIGATE TRADEWEST ANY IMPLIED:
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF
MERCTHAMNTABILITY AMND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE
MIMETY (90) D& PERIOD DESCRIBED ABCWVE. IN NO EVENT WILL TRADEWEST BE LIABLE
FOR ANY SPECIAL, INCIDENTAL, OR CONSESUENTIAL DAMAGES RESULTIMNG FROM
POSSESSION, USE OR MALFUNCTION OF THIS TRADBWEST SOFTWARE PRODUCT

Jome states do not allow limitations as to how long an implied waranty lasts
andior exclusions or limitations of incidental or consequential damaoges so fhe
obove imitations and/or exclusions of liability may not apply 1o you. This warmanty
gives you specific rights, and you may also have other rights which vary from state
fo state,

TRADEWEST PO, Box 2097, Corsicana, Tx 75131
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