LAKERS VERSUS CELTICS
AND THE NBA PLAYOFFS™
Enter the World Championship

Playoffs with the ten hottest teams

in the NBA! Catch your favorite
NBA stars—modeled with real 89-90
season stats—performing their
signature moves in full court, five-
on-five action.

SWORD OF SODAN™
Unbeatable arcade action! Fight
past legions of graveyard spirits and
deadly pitfalls to avenge your
father's bloody murder. 8+ chal-
lenging levels of increasing terror
and mayhem. Be a hero ora

heroine. ... JOHN MADDEN

BATTLE SQUADRON™
Destroy the Barrax Empire! Play 2
player cooperative or mount the
assault alone. Maneuver your space
cruiser through alien terrain, face
attack from "chameleon” ships and
intense fire from ground emplace-
ments. Upgrade your weapons to
survive!

I

For play on Sega® Genesis® machinesPrinted in the U.S.A.
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CREDITS CONTROLLING THE GAME

Directional Pad START Button
X(/ —_':‘\‘< You control the man standing on the
" QH P ) \‘I 4-arrow symbol. Use the Directional
g ) Pad to move your player.

KICKING C To kick the ball
A Alerts your team that you might call an audible. To call an Audible:
C Sets onside formation
OFFENSE—BEFORE THE SNAP

B Fakes the snap C Snaps the ball
A Alerts your team that you might call an audible
A Calls Trick play B Calls Anti-Blitz play C Calls Running play
AFTER THE SNAP
. _ Running Play:
aped by Park Place Production Team, Oceas A Runner dives B Runner spins C Gives runner extra
mmons, Michael Knox, Art Alvia, Steve Blas “umph” to break a
7. Stewe Quinn, Dave Paster, Brian O'Hara! Passing Play: tackle
smed by Jim Simmons A Pass to ‘r;ceiverin B Pass toreceiverin c S?jo[\ims passing
= Quinn, Art Alvia & Brian O'Hara wintow window B c ‘I;U;Zsi;vféceiver i
by Troy Lyndon & Michael Knox for Hasaii: window C
ace Production Team Aegf"”“g&_ P B : .
e ayer dives to make ayer jumps to
=d by John Madden, Scott Orr & = & petah catch the ball

wan for Electronic Arts

= Hichard Hilleman
ducer: Michael Brook

DEFENSE—BEFORE THE SNAP
A Alerts your team that you might call an audible. To call an audible:

Froducer: Ed Gwynn . A& Calls Anti-run play B Calls Blitz play C Calls Stunt play
Sounds: Rob Hubbard AFTER THE SNAP |
A Player divesto make B Take control of the C Player jumpsto
n: Nancy Fong atackle defensive man who block a kick or
is closestto the ball. deflect a pass.

aphy: David Powers
eve Matulac and Kurt Hsu
ation: R.J. Berg

B Try to strip the ball
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PLAYING JOHN
MADDEN FOOTBALL

My football game's the greatest thing going. It's
exciting, fast-paced, and unpredictable. Almost
anything can happen, you know what | mean?
Since playing the game is a lot more fun than
reading about it, I've made it easy to begin. In fact,
after you look at the numbered start-up steps, you
can probably use Controlling the Game on the
inside cover of the playbook and my Football Talk (see page
20.) to figure out everything you need to play. C'mon. Let’s get to
the game.

FIRE OFF THE LINE: STARTING UP
THE GAME

1. Flip OFF the power switch on your Sega® Genesis®.
Never insert or remove a game cartridge when the power is on.

2. Make sure a Controller is plugged into the port labeled Control 1
on the Console.

If you're playing against a friend, plug his Controller into Control 2.

3. Insert the game cartridge into the slot on the Genesis. To lock the
cartridge in place, press firmly.

4. Turn ON the power switch.
The Electronic Arts® logo will appear. If you don‘t see it, begin again at step 1.

5. When Coach Madden’s picture appears, press START to see the
Game Setup screen.

T e e e e e



GAME SETUP SCREEN ‘1 <% When anoptionis highlighted in blue, use the right- or left-arrows
: to see the settings for that option.

Options Settings )
Season Mode e s Regulst, Sudda Sea_son Mode: Regular Season, Sudden Death (first team to score,
Visiting Team : Death, Playoff wms),_ and _P1ay0ff {See BIG TIME PLAYOFFS below, before
e Player 1, Player 2 choosing this mode).
John Madden Visiting and Home Teams: 16 teams plus the All-Madden team (in
Home;;eam the Regular Season only).
Period Le:;;: ﬁff,}',?r,vf;;;'fef" You’ll plgy all your games in th(.a Re_gu[ar Season in fair weather.
Next Stap e Erven, Eifteen Snow, rain and mud are all possible in the Playoffs.

Player: Player 1 (the player whose Controller is plugged into Control
1); Player 2 (the player whose Controller is plugged into Control
2); and John Madden. John’s skilland knowledge are builtinto the
game. He's a very aggressive and savvy opponent.

Period Length: Play 15 or 5 minute guarters.

6. When you've set up the game you want to play, fasten your chin
strap, and press START.

My evaluation of both teams appears on the
screen—who’s got a go-to guy, who's weak up the
middle, who's got players that aren’t afraid of
getting some dirt on their pants? You know what |
mean? These scouting reports are terrific and will
help you play a better game. But, if you don’t think
you need the reports, press START again.

If you want to get into the real game right away, move on to Playing
for Real.

If you'd rather run an exhibition game now, great. Don’t press any
buttons and hold tight. Soon you'll see some hard-hitting action
between San Francisco and Denver.

You can quit the exhibition game any time by pressing any button
on the Controller. This returns you to the title screen.

< Press START to return to the Game Setup screen.

PLAYING FOR REAL

You’'ll use the Game Setup screen to set up every game.

If you would rather play John Madden Football right away,
and set up your own game later, just press START to use the

Coemme s game’s de_fault settings. You'll be San Francisco playingat = 1THE KICKOFF
home against the Madden-coached Denverteam, in a Regu-

lar Season game with 5 minute quarters.

The visiting team always kicks off. If you're the home team and are
If you're ready to set up your own game, or change the default playing against Madden {the Genesis), the kickoff is automatic.

settings in any way, use the up- or down-arrows on the Directional ~ |[YOU're playing againstMadden, you mightwantto goto the section
Pad to move through the game setup options. called RECEIVING TEAM, below.

2 3
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KICKING TEAM

Use the C button to kick off. Here's how you do it.

After the referee spots the ball and the teams line up, press the C
button. This starts your kicker moving toward the ball and brings up
the Kick Meter on the screen. The Kick Meter helps you kick with
accuracy and power.

KICKING METER

Strength Marker

Direction Marke~

The football-shaped marker inthe strength gauge beginsto move up
as the kicker approaches the ball.

< Whenthe markerreachesthe very top of the gauge, press Cto kick
the ball.
If you want to aim your kick:

“ As the kicker comes toward the ball, press the Directional Pad to
move either right or left. When the marker indicates where you
want the ball to go, release the Directional Pad arrow.

Once the kick is away, the Genesis directs your team to “break the
wedge” and tackle the return man.

< After the return man catches the ball, press the B button to take
control of the defensive guy closest to the ballcarrier.

4

' The player you control is standing on the four-arrow

'-4 symbol so you can recognize him, even with his helmet
A oo

< Usethe Directional Pad to move your guy into position, so he can
make a big hit on the ballcarrier.

4% When your guy is facing the ballcarrier, hit the A button to send
him diving in for a tackle.

If your timing is right, you'll bury the runner in his tracks. If your
timing’s a bit off, your guy goes sailing out of the picture empty
handed. No big deal. Just hit B to get control of the defensive guy
who's closest to the runner and try to bring down the ballcarrier
again.

RECEIVING TEAM

Your deep return man catches the ball and begins to move up field.
He is now standing on the four arrow symbol. Either let the Genesis
pick his route, or control him with the Directional Pad.

When a kickoff or punt goes into the End Zone, it may be
better to “down” the ball rather than try to return it. Don't

ww  run out of the End Zone if you wish to down the ball. This is
atouchback. The returnteam getsthe ball on its own 20 yard
line, and play begins from there.

IN THE HUDDLE

At the end of the kickoff return, both teams huddle up. The game
clock on the right side of the screen shows running time left in the
quarter. The 45-second clock on the left shows how much time the
offense has to start the next play.

5



) P ; _In the offensive huddle you're the Quarterback. Play calling is as
Offense: Don't worry if the 45-second clock runs down to € simple as 1, 2, 3. Just like the pros, you call a set, then a formation,

before the snap during a Regular Season game. Your team
== will NOT get penalized. The clock is there so you can practice
getting off your plays in 45 seconds. In the Playoffs you’ll get
a b-yard Delay of Game penalty if you go over 45 seconds.

The Play Calling Screen and scoreboard appear above the field.
THE GAME SCREEN

and then a play.

Game Clock 1.Choose a SET

A SET is football talk for the group of players who will run your play.
The names of three sets appear in windows A, B, and C above the
i i : , FAST,
Wen you' on oftnse, the Py Callng Sraan (PC)shows you | 195 DLCElslochoore o NOTMAL HANDS 10 PAST
team name and says “Choose Set.” When your team is on defens= '
the PCS says “Choose Formation.”

Play Clock

offensive guys.
Hey, some of my lingo might be new to you—
but it's football talk. If you want a full explana-
tion of any of the words in ITALICIZED CAPITAL
letters, look ‘em up in John Madden’s Football
Talk.

OFFENSE

Call playsthatexploitthe strengths of your best
players. Or choose plays that expose the weak-
nesses ofthe guyschewing their mouth guards.
That's the defense. You know, the guys with all
the bars on their headgear.

To see the other three sets, press the left- or right-arrows on the
Directional Pad.




< When the SET you want is in a window, press the button on the
Controllerthat matchesthe letter ofthe window. This selects as=
and displays three formations in the A, B, C windows. The nams=
of the set you chose is displayed briefly on the screen.

If you want to move back to the Set windows and change
your Set, press the up-arrow on the Directional Pad.

4544820

TO CHOOSE FORMATION IN WINDOW B, PRESS B:

2. Choose a FORMATION

A FORMATION tells your player set how to line up before the snap
There are five formations to choose from: GOAL LINE, FAR, NEAR
PRO-FORM, and SHOTGUN.

To see the other offensive formations in the windows, press the left-
or right-arrows on the Directional Pad.

% When the Formation you want is in a window, choose it like you
chose a Set. This selects a formation and displays plays in the A,
B, C windows.

If you want to move back to the Formation windows and
change your Formation, press the up-arrow on the Direc-
tional Pad.

H01E0
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TO CHOOSE PLAY IN WINDOW C, PRESS C:

OFFENSE

3. Choose a PLAY

Coach Madden designed six different plays for each formation. Their
names appear (three at a time) in the windows along with a graphic
that shows what happens in each play. During the Regular Season
you can check out your choices for as long as you want.

In general plays whose names have yellow backgrounds are running
plays. Plays with brown backgrounds are passing plays. Only
players with white routes have been designated to carry the ball or
receive a pass.

< When the PLAY you want is in a window, press the button on the
Controller that matches the letter of the window.

Once you've chosen a play, the only way to change it is by
calling an AUDIBLE or a TIME-OUT.

% When your players get setin their stance atthe line of scrimmage,
press the C button to SNAFP the ball.

RUNNING PLAYS

Handoffs on running plays happen automatically. You take control
AFTER the handoff. Use the Directional Pad to move the ballcarrier
through the defense, or watch Genesis execute the play you just
called.

9
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The defensive guys are not a bunch of stiffs
impersonating fire hydrants. They try to run
you down. If you can't avoid the contact, you
don’t have to fall down in a heap and give up.
Keep fighting for yardage, anyway you can!

While you're pressing down on the Directional Pad:
+ Hit A to dive for an extra yard or so.

% Hit B to spin and possibly avoid being tackled by pursuing
defenders.

% HitC, the “umph” button, for a boost of extra power and strengt~
that might help you drive through the defensive pile or level any
defensive player unfortunate encugh to get in your way.

PASSING PLAYS

PASSING PLAY

A (B): (C

mark eligible
receivers

Whenyou call apass, hitCtosnapthe ball and then eitherlet Genesis
execute the play or, if you wantto control the play yourself, use the
Directional Pad to move the quarterback backward after he receives
the snap, so he has some time to get the pass off.

10

4 Hit the C button again to bring up the passing windows. They
showwhich receivers are eligible. (Ifthe Genesisis controlling the
quarterback the passing windows come up automatically).

PASSING WINDOWS

Receiver's
distance from
line of
scrimmage

Yard markers

< Select your receiver by hitting the button that matches the win-
dow he'sin.

< Use the Directional Pad to move the receiver to the
yellow circle. (He's doing his best to get there on his
own). If he doesn’t have the speed to get to that exact
spot, press A so he can dive for the ball, or press C so
he can jump for it.

HINT: When you're just learning the game, let the receivers run
the routes [patterns] automatically. After watching a few
times, you can take full control. Whatever you decide to do,
keep a finger near the C button because pressing C at the
right time can really increase your chances of catching the
ball.

Once the receiver has caught the ball, he becomes a runner and he
can do what any other runner can do (see Running Plays above).




DEFENSE

Great defenses don’t simply react. You've got to
try to make the offense do stuff it doesn’t particu-
larly want to do. Exploit known tendencies to run
or pass in certain situations. Sometimes you might
try to force weird matchups, like putting a line-
backer on a wide receiver, just daring the offense
to throw to the guy.

Look at the down, the field position, and the offensive SET, which
flashes on the screen when the offense chooses it. Thencall a play
in three simple steps.

1. Choose a Formation
2. Choose a Set
3. Choose a Play

TO CHOOSE FORMATIONIN WINDOW A, PRESS A:

DEFENSE

1. Choose a FORMATION

On defense a FORMATION is the group of players who will run your
play. There are 5 defensive formations to choose from: BIG, 4-3,

12

NICKEL, DIME, and SPECIAL TEAMS. Each formation represents a
different group of defensive guys.

The names of three formations appear in the windows marked A, B,

- and C above the field. To see the other formations, press the left- or

right-arrows on the Directional Pad.

4 Whenthe FORMATION you wantis in a window, press the button
on the Controller that matches the letter of the window. This
selects a formation and shows the available defensive sets in the
windows.

If you want to move back to the formation windows and
make a change, press the up-arrow on the Directional Pad.

R Laaiia el

TO CHOOSE SET IN WINDOW A, PRESS A:

DEFENSE

2. Choose a SET

* A SET specifies the personnel in your defensive formation and tells

them how to play the offense. There are three basic sets: COVER,
READ, and CONTROL.

' You can use any available set with any formation. But you’ll find that

certain formations work better with some sets than with others.




% When the SET you want is in a window, choose it like youchoss  HINT: If you want, hit the B button before the snap to change the

a Formation. This selects a set and shows the available defensive player you control. Once the ball has been snapped, hitting
plays in the windows. B changes the player you control to the guy closest to the
If you want to move back to the Set or Formation windows. - ball.
press the up-arrow on the Directional Pad. Pass defense works the same way.
TO CHOOSE PLAY IN WINDOW B, PRESS B: % Once the ball is thrown, press B to get control of the defender
2 = . closest to where the ball is being thrown. Hit C to jump and
ar e ol intercept or knock it down.

Crunch Plays

The A and B buttons can help you put a hurt on the offense.
DEFENSE

+ Just as the receiver is about to catch the ball, press A so the
defender dives at the receiver. If you can time your hit on the
receiver so that the defender and the ball arrive at the same time,

H you’ve got a great chance to jar the ball loose or force a fumble.
But be careful! If you hitthe receiver beforethe ball arrives, you may
3.Choose a PLAY get whistled for pass interference. If the “zebras” call your number
You've got a lot of choices here. To BLITZ, or the play is spotted at the location of the penalty and the offense gets
stay home; ZONE or MAN-TO-MAN coverage; an automatic first down.

PREVENT or BUMP AND RUN. That's what
makes the game so great—the possibilities.
Out-foxing the other guy, figuring out what
he's going to do, or making him do something
he thinks he thought up for himself. That's
really fooling him.

< Whenthe PLAY you wantis in a window, choose it like you chose BIG TIME PLAYOFFS

a Set.

< When you make contact with the ballcarrier along with a bunch of
your teammates, hit B repeatedly to improve your chances of
causing a fumble. However, if you're the lone defender, think
twice aboutusing B. [fyou justtryto stripthe ball loose, you might
miss the tackle.

. When you're ready to challenge the rest of the league for the right to

. Onceyou've chosen a play, the only way to change itis by b 1ay on Super Sunday, choose Playoffs as the Season Mode from
calling an AUDIBLE or a TIME-OUT. the Game Setup Screen.



GAME SETUP SCREEN

New
B

B QMO

P

% Use the up or down-arrows on the Directional Pad to move
through the other game options.

Visiting and Home Teams

Initial team matchups are fixed by the Genesis. But you can take any
team you want into the playoffs.

For example, the first time you choose Playoffs as the Season Mode.
Chicago is slated to play San Francisco in the first round. You can
"be” either teamn.

To choose a different team, highlight either the Home or Visiting
team and press the right- or left-arrow on the Directional Pad. Each
press cycles to a new set of playoff pairings. When you see the team
you want to be, set the player control to Player 1 (that’s you).

The weather for your game and the field conditions are determined 1
by where you play. Whenever you're not under a dome, snow, rain,
and mud are distinct possibilities. Watch out for storm clouds.
Everybody has less traction in the mud and rain and long passes *
aren’'t quite as effective.

Player
Player 1 (the player whose Controller is plugged into Control 1);
Player 2 (the player whose Controller is plugged into Control 2); and

* John Madden. Madden-coached teams are tough, gritty, and un-

predictable.

Period Length
Play 15 or 5 minute quarters.

Saving Playoff Standings

The first time you enterthe Playoffs, NEW appears above the Season
Mode. In future playoff rounds, this is where you’ll enter your per-
sonalized password.

% When you’ve made your playoff choices from the Game Setup
Screen, press START.

PLAYOFF TREE

CHICRGO HEW EHGLAND.

RN FRANCISCO.
| ArLanta

DEHYER

PITTSBURGH

_HEW YVORK BUFFALD

ASHINGTON e
HMiNESOTR HOUSTON.

PHILADELPHIA KRNSAS aTY

LOSANGELES CINCINNATI

The Playoff Tree shows the matchups that will lead to the champion-
ship game on Super Sunday.

4 To see the scouting reports for your playoff teams, press C.
< When you’re ready to play your playoff game, press START.
Game rules, functions, conditions and operations arethe same in the

17
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Playoffs as they are during the Regular Season. But remember: the
45-second clock is active in the Playoffs.

< At the end of your playoff game, you'll see a screen with an

updated playoff tree. A seven digit number appears inthe middie

ofthe screen, underthetrophy. Copythisnumberdownonapiece
of paper. It will be your password.

< The next time you choose Playoffs as the Season Mode from the
Game Setup Screen, you'll see New just above Playoffs.

#» Highlight New and press the right-arrow on the Directional Pad.
7 zeroes (0000000) replace New.

%+ Use your Controller to enter the number you copied down at the
end of your last Playoff game. Use the right and left-arrows to
move from digit to digit. Press the A or C buttons to cycle through
numbers 0 to 7.

-

Afteryou enter the password correctly, the playoffs will resume from
the end point of your previous game.

You can choose any team that won inthe previous round to continue
in your attempt to reach Super Sunday.

STATISTICS

STATS SCREEN

At half-time and the end of the game, Coach Madden presents the
stats for your game: who's running well, who's going nowhere fast,
who's sacking whom, and all the rest.

Ifyou‘re in Playoff mode, press any button to see a summary of other
games played today. Ifthere are other games still going on, you'll see
highlights of the close contests.



JOHN MADDEN'S Offense Defense

A B C A B C
FO OTBALL TALK , Atlanta 4 13 18 22 25 31
Buffalo 3 9 17 22 25 31
Chicago 2 9 19 22 26 31
AUDIBLES . Cincinnati 1 13 19 22 28 31
If the play you called in the huddle looks like a loser when you hitthe Denver 4 10 ik a2 29 31
line of scrimmage, you can call an audible. Once information, hitthe Houston 8 14 18 22 23 31
A button once to alert your team that you're calling an audible, and = Kansas City 7 n_ 22 23 31
then press A, B, or C to choose a specific play. Los Angeles 2 1 20 2 Z7 31
Miami 8 15 19 22 24 31
On Kickoffs: Minnesota 7 9 18 22 26 31
Press C for an onside formation. Have your kicker aim a kick New England 5 10 18 22 30 31
toward the right sideline, and kick the ball weakly. New York 1 11 17 22 29 31
Press B to control the player nearest the ball after the onsides Philadelphia 6 11 16 22 30 21
kick. Pittsburgh 6 10 16 22 271 31
Press A to make that player dive for the ball. San Elanciscs 5 15 17 29 24 31
On Offense: Washington 3 14 19 22 28 31
Press A for a trick play, like a flea-flicker, or a double reverse gliariden B 12 Zl & B 21
Press B for an anti-blitz play,
Press C for a running play
On Defense: LEGEND FOR OFFENSE AUDIBLES
Press A to protect against the run 4
Press B to blitz ©®  INDICATES BALL CARRIER ON RUN, OR KICKER (@ INDICATES PASS BLOCK
Press Gl stint, 3% INDIGATES RUN FAKE Oj INBICATES PASS ROUTE
There are over 30 audibles in the game and each team has its own * _ _ _ upicates moTio, PITGHOUT, OR PASS ®® © INDICATES ELIGIBLE REGENERS
set of six. Look at the numbered play diagrams on the following CLETTERS I, B, G) REFER T0 MATCHING
pages to see what your team'’s audibles look like. O INDIGATES RUN BLOCK PASSING WINDOWS
20 21
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DEFENSE — AUDIBLE A (ANTI-RUN PLAYS)

ovv vvino
HB FB

ALL-MADDEN

Every team has a version of play 22, the Anti-Run audible. The strong
safety, anticipating a run, leaves the man or zone he’s assigned to
cover, and “cheats” up to the line of scrimmage just before the snap.
This gives the defense an extra rusher with no one on offense to block

him.

v
O

X

LEGEND FOR DEFENSE AUDIBLES

DOWN LINEMAN
LINEBACKER
DEFENSIVE BACK

v

{

X
SE
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READ
PASS RUSH

COUER OPPONENT MAN-TC-MAN
(EG. SE = SPLIT END) -

ROUTE TO FOLLOW TO MOVE INTO ZONE
OR FRUOR COVERRGE

DEFENSE — RUDIBLE B (BLITZES)

-

MONSTER BLITZ
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AUDIBLE 31—LINE STUNT

Every team in the league has a play 31, the defensive line stunt. It's
. an alignment in which combinations of linemen and linebackers
"1 rush the quarterback using routes to the backfield that are meant to
disrupt the normal blocking assignments of the offensive line and
confuse the quarterback. There are numerous version of the stunt
built into the game. Genesis chooses one at random when you
press C. See also STUNT.

SNAP

All the action starts with the snap of the ball, and only the offense
knowsthe count. If you're on defense and wantto try to anticipate the
quarterback’s cadence, that is how he calls the signals, press C just
before or as the ball is snapped. Your defensive guys will try to fire
into the backfield and dump the quarterback, or at least stuff the play
before it gets rolling.

The down-side is, if you press C too soon before the ball is snapped,
you'll get an offsides penalty (5 yards).

TIME OUT

You can call Time Out anytime before the ball is snapped, or afterthe

play is over. Just press START. This pauses the game and a screen
-‘i‘message reads OFFENSE [or DEFENSE] CALLS: A TIme Out (de-

pending on who called the Time Out}., and gives the number of time
4 outs remaining in the half.

If you want atime out, press A. You can take a break from the action,
or reset a play after a time out. Sometimes an audible just won't do
and you really want to realign your formation. Call a time out and
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take care of it. Better safe than sorry. However, you only get three
time outs each half, so use them wisely.

If you change your mind (you're allowed), and decide against a time
out press START again. Play resumes at the point where you paused *
the game.

OFFENSE—SETS, FORMATIONS, AND
PLAYS

SETS
FAST

My version of the Run and Shoot. It has four quick receivers and a
halfback. Guyswith good hands who runfortyyardsinlessthanfive
seconds are the stuff defensive backs have nightmares about.

NORMAL

Refers to the standard offensive “package:
tight end, a halfback and a fullback.

HANDS

Puts your best group of receivers on the field, and includes two
running backs.

BIG 3

Fields your strongest backs, cannonballs with legs who can grind out
yardsinthe mud and snow. These guys letthe defense grabalegjust
so they can ram it through their chests.

"

two wide receivers, a
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FORMATIONS
SHOTGUN

This is primarily a passing formation because the quarterback
receives the snap about five yards behind the line. He doesn’t have
to drop back to throw the ball, ‘cause he’s already there.

PRO-FORM

This is my version of the pro-set, where a fullback and a halfback line
up beside one another and behind the quarterback.

FAR and NEAR

These are my way of describing where the halfback lines up. He's
either far from or near tothe strong side of the offensive line, that's
the side where the tight end lines up.

PLAYS
FLOOD

One of the most effective ways for a guarterback to beat zone
coverage is to flood, or overload the zone with multiple receivers. A
defender has to think twice about leaving his own zone to follow a
receiver into another guy’s zone.

CuT

You've heard of turning on a dime. That's sportswriter talk. | never
really understood why you'd want to do that, even if it was possible.
| guess it means turning fast. | think cutting is a more accurate
description of the ability to change direction. A guy’s going one way
and boom, he cuts and is going another way.
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PULL

In a pull play the guard runs parallel to the line of scrimmage and
turns up field when he clears the tight end. The running back follows
right behind, a smile on his face.

TRAP

Like all good offensive plays, the Trap depends on deception to work.
The idea is you “trap” a defensive guy into thinking one thing is
happening, when really something totally different is going on. For
example, you let a defensive end just walk into the backfield. You put
uponlytoken resistance. He's saying “Man, thisis a piece of cake, I'm
going to stuff this play and maybe get a sack.” Suddenly an earth
mover disguised as an offensive guard comes from an unexpected
direction and the defensive guy is on his backside wondering what
happened. The runner jetsthrough the area where the defensive guy
was, when he was standing up.

COUNTER

A Counter play relies on misdirection. You try to sell the defense on
the idea that the play is going right, for example, when in fact you
want to go left. It's a tough sell. You send everybody but the water
boy and the guy who's going to carry the ball in one direction. When
you have them movingthe “wrong” way, give the ball to the running
back and he runs to daylight in the opposite direction.

SCREEN

Ascreenisashort passcaught behindthe line of scrimmage. Usually
the quarterback lures rushing defenders toward him and then loops

a soft pass over their outstretched hands to a moving running back/ «

receiver who follows a screen of blockers downfield.
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PLAYACTION

Playaction (also called play fake) refers to a pass thrown after the
quarterback has faked a handoff to a running back. The back tries to
add to the deception by pretending to take the ball and follow
blockers. The idea isthatthe fake delays the pass rushers, and makes
the defensive backs run toward the line to help tackle the guy they
think has the ball.

DRAW

The opposite of a play action pass. The QB drops back as if to pass
and hands offto the running back who charges up the middle of the
formation. By the time the rushing defenders realize the deception,
their momentum may have taken them beyond the ballcarrier.

QUICKOUTS

Sometimes called asquare out. Inthis pass pattern the receiver takes
a few steps upfield and makes a quick 90 degree cut to the nearest
sideline. If he doesn’t want to sit next to the water cooler for the rest
of the game, he tries to stay in bounds.

CROSS

Most crossing patterns are the opposite of quickouts—the receiver
turns toward the middle of the field. Some guys call them slants, but
it just depends on the angle that the receiver runs.

POST UP

Post patterns are for fast guys. The receiver runs downfield and
angles in toward the goal post. If the quarterback can really air out
the ball, and the receiver can run like the wind, this bomb can score.
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OFFENSIVE ALIGNMENTS

The sets and formations show how your offensive team lines up
when you call certain plays (see OFFENSE, above). Remember: Not .
allformations are appropriate with every set. We're showing you the
most common ones here. You'll be more competitive if you use
these alignments in combination with the PLAYER RATINGS. Here's
an example of how they work.

From the PLAYER RATINGS you can find out who your fastest wide
receiveris. You canfind out where that guy lines up by looking atthe
OFFENSIVE ALIGNMENT chart, below. You might wantto call a play
for him from the passing windows, if his hands are as good as his
feet.

SET/FORMATION
NORMAL/FAR
WR1 LT LG C RG RT TE1
QB SE1
HB1 FB
NORMAL/NEAR
WRT LT LG € RG RT TEI
QB SE1
FB HB1

NORMAL/PRO-FORM
WR1 LT LG C RG RT  TE1

OB SE1
HB1 FB
NORMAL/ SHOTGUN 1
WR1 LT LG C RG RT TE1
HB1 FB WR2
0B
36

BIG/FAR
IT LG ¢C RG RT TE1
SE1 QB SE2
HB1 FB
BIG/NEAR
SE1T LT LG C RG RT TE1
0B SE2
FB HB1
BIG/PRO-FORM
WR1 LT LG C RG RT  TE1
0B SE1
FB HB1
FAST/FAR
LT G ¢C RG RT  TE1
WR1 QB SE1 WR2
HB1
FAST/NEAR
LT LG ¢ RG RT  TE1
WR1 0B SE1  WR2
HB1
FAST/PRO-FORM
WR1 LT LG ¢C RG  RT SE2
QB WR2
SE1 HB1
FAST/SHOTGUN
WR1 LT LG C RG RT
SE2  WR2
SE1 HB1
QB
37




HANDS/PRO-FORM
WR1 LT LG C RG RT  TE1

QB WR2
SE1 HB1
HANDS/SHOTGUN
WR1 LT LG 8] RG RT TE1
WR2
SE1 HB1
QaB
KICKOFF RETURN
RG RT LT LG
TE1 FB TEZ
SE1 HB2
WR1 HB1

DEFENSE—FORMATIONS, SETS, AND
PLAYS

FORMATIONS
BIG

A good line up for stuffing the short run and goal line defense.
4-3

Standard four down linemen with three linebackers. Used for short
and medium zone pass coverage and basic defense against the run.

NICKEL

Getsits name from the addition of a fifth defensive back {nickel back}.
When a pass is expected, many teams add a defensive back to their

sets, and take out a down lineman or linebacker. Cover and Read sets
are available.

DIME

‘When the defense is willing to mortgage the farm that the next play
's going to be a pass, they might put in a sixth defensive back. This
is the Dime defense or Dime package. Cover and Read sets are
available.

SETS
CONTROL

A Control set is the best defense against running plays because it
emphasizes containment. Control basically means that the defense
is willing to give up short stuff up the middle, but they're not
prepared to let the offense work the sidelines and make big yards on
sweeps and stuff like that.

Control is not available with the Nickel and Dime formations.

READ

The Read set gives balanced coverage. The defense has a little bit
more flexibility to react quickly to the pass or run. This is known as
having some options. It's probably the safest defense against run or
pass, but it's not the strongest defense against either one.

COVER

Cover is usually the best set against the pass. The defense is trying
to convince the offense that all its receivers are covered and any ball
thrown will be shut down or intercepted. Pass coverage comes in
two basic flavors: Man-to-man and Zone (see Defensive Plays,
below).




PLAYS
BLITZ

A blitz is when one or more of the linebackers or defensive backs
unexpectedly rush the quarterback. This usually happens when the
defensethinks the offense is going to pass. A blitzing linebacker tries
to sack the quarterback but he's satisfied if he puts enough pressure
on the ball handler to make him hurry his motion and throw badly.

STUNT

A stunt is when a defensive lineman takes an unexpected route
toward the quarterback. Instead of going straight ahead and trying
to get by the offensive man infront of him, he might loop around one
or two teammates to approach the backfield . When one or more
defensive linemen stunt, they can cause confusion in the offensive
line.

ZONE

In Zone pass coverage, the defender is responsible for a particular
area of the field. He covers any receiver who enters his area. Some
defensive backs hate itwhen you come into theirzone. They say, “get
out of my area, and no one gets hurt.” Some receivers believe them.
Zone defenders will play 5 yards off the receiver to prevent getting
burned deep.

MAN

In Man-to-man pass coverage, the defender follows a certain re-
ceiverwherever he goes. Man onman defenders are tough guyswho

love achallenge. They play closerto the receiver but better have the _

horsepowerto stay with a speedy opponent. Theirreputationsare on
the line every time the ball goes in the air. They can't say “l thought
you were guarding him.” They say stuff like, “I’'m gonna be on his
back like white on rice.”
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JAM

Zithough it's against the rules to tackle or hold onto a pass receiver
before he touches the ball, a defender can jam or chuck a receiver.

* That means he's allowed to give him one push or block within b

vards of the line of scrimmage, provided the ball hasn't been thrown.
The defensive man is trying to knock the receiver off balance, mess
up his timing, and prevent him from running his pattern.

PREVENT

Prevent concedes a short gain to the offense but focuses on prevent-
ing along gain. The defensive backfield lines up farther back fromthe
ine than usual, so they give up the short pass too. It's usually used
ate in the half or game when the defensive team is way ahead, and
the offensive team is out of scoring position.

DEFENSIVE ALIGNMENTS

The alignments show how your defensive team lines up when you
czll certain formations and sets (see DEFENSE, above). You'll be
more competitive if you use these alignments in combination with
she PLAYER RATINGS. Here's an example of how to use them.

Erom the PLAYER RATINGS you can find out who your fastest
defensive back is. From the DEFENSIVE ALIGNMENT chart below,
vou know where that guy lines up. If he's not covering the man or
zone vou want him to cover, get control of him by pressing B (until
he's standing on the 4-arrow symbol) and then use the Directional
Pad to move him into the position where you think he’ll do the most
good.
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FORMATIONS/SETS

BIG/CONTROL
ss
RCB1 LCB1
PLB
RLB RE RT MLB LT LE LLB
BIG/READ
ss
RCB1 LCB1
PLB
RLB RE RT MLB =T LE LLB
BIG/COVER
FS1
RCB1 LCBA
ss
RLET RE RT MLB LT LE LB
4-3/CONTROL
FS SS
RCB1 LCB1
MLB
RLB RE RT LT LE LLB
4-3/READ
FS S5
RCEA LCB1
MLB
RLB RE RT LT LE LLB
4-3/COVER
FS  SS
RCB1 LCB1
PLB
RLB RE RT LT LE LLB
42

NICKEL/CONTROL

$S
FS1 FS2
RCB1 LCB1
RLB LLB
RE RT LT LE
NICKEL/READ
ss
FS1 Fs2
RCB1 LCB1
RLB LLB
RE  RT LE
NICKEL/COVER
ss
RCB2 LCB2
RCB1 LCB1
RLB LLB
RE  RT LE
DIME/READ
ss
RCB1 Fs2
RCB1 LCB1
MLB
RE  RT LT LE
DIME/COVER
Ss
RCB2 FS2
RCB1 LCB1
PLB
RE RT LE
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PREVENT/COVER
SS
FS1 Fs2
RCB2 PLB LCB2
RCB1 RE RT LE LCB1
PREVENT/READ
$S
FS1 FS2
RCB2 MLB LCB2
RCB1 RE RT LE LCB1
PUNT RETURN
WR1
SS
MLB LLB
TE1 TE2
RLB RE RT LT LE
PUNT BLOCK
FS1
FS2 RLB MLB S5
TE1 RE RT LT LE TE2
FIELD GOAL BLOCK
WR1
SS
MLB LLB
FS1 Fs2
RLB RE RT LT LE
KICKOFF

FS1 TE1 RLB RE MLB P SS
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W

LE LLB TE2 FS2

PLAYER RATINGS

The skills and attributes of every player in our league are rated on a
scale from 0 to 15, with 15 standing for near perfection. Each player
has a speed rating—if you can’t run, you can’t play the game. But,
since different positions require different skills, we’ve also rated the
characteristics that are most important for playing each position.

These player ratings are reflected in my team scouting reports and
in the way individual players perform. Here’s an example of how the
ratings work and how you can use them.

You'll notice that San Francisco’s number one wide receiver (WR1)
has great quickness, speed, and a pair of hands you'd trust to catch
an artillery shell. If you're on offense, you're going to want to throw
o this guy a lot, or use him as a decoy because the defense has to
respect him. If you're on defense, you want to guard against ever
going man-to-man- with this burner with only a linebacker to depend
on. You're probably going to want to put your fastest defensive back
on him. Get the idea?

Keep these ratings in mind when you choose a play. They'll help you
play a better game.
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Key to Player Ratings

Eight groups of players are rated, four offensive and four defensive.

Offense gwmem g‘:‘i‘:w Effff:’m‘f
1. Quarterback = oo Quarterback (QB) ) :’?
2. RUNNING BACKS = wovuveeeeceteseeet e nsnensanees Halfback (HB) Bololetel  Falofel|  Halu|s
........................................................................................ Fullback (FB) * i G ‘E’
ST e ———— Wide Receiver (WR) 5 . o
........................................................................................ Split End (SE) leidelt el el
...................................................................................... Tight End (TE) FEESN N
4, OFfeRBIVE LINE = aammmimivinvsimimissasvassamss Center (C) Hololulel  Eolulol Elf ols
..................................................................................... Guard (RG, LG) A 1 A =
; | ’
....................................................................................... Tackle (RT, LT) 3 ol % sl 1 |42k
Defense E :
1. Defensive Line = e Tackle (RT, LT) i B
End (RE, LE) ‘_;:1: Bl EE‘:Z:‘.’E
2. Linebackers =........... LB (M, middle, R, right, L, Left, P, Passing) e B E
3. Defensive Backs = ..o Strong Safety (SS) £ E
..................................................................................... Free Safety (FS) ig-ﬂg Em_r\_a_-:ff
......................................................................... Cornerback (RCB, LCB) B 3
& SPECIA TEEMIS = wussvsnm s sty vt Kicker (K) . ® = o
............................................................................................... Punter (P) 3 3 P 8 M S
= & % Salofel  Eeiolo|nafe .‘:'r‘l’;;E?.‘
2 &
R § o2 § [EBESD 3 olglelsl
E- &

Quarlgrbacks
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