











FIELD DESCRIPTION
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L% CORNER AREA TOUCH LINE

CENTER CIRCLE

GOAL PENALTY AREA o

man  GOAL LINE (end line)

4

FIELD (the pitch and surrounding area)

MATCH TIME - If you have tvyo cont_rollers inserted two people may play.

: - ‘ - Using a Multi Tap will enable up to four people to play simultaneously.

- Using a Memory Card (sold separately) will enable the results and settings for
League and Cup matches to be saved.

be selected at the sta
(Refer to Game Mode Settings on pége 1







MATCH MODE

DAY/NIGHT: Specifies the time of the match as
day or night

WEATHER: Specifies the weather as clear or rainy
GAME LENGTH: 5 to 30 minutes

LEVEL: Easy, Normal, and Hard

MATCH SETTING: Extra time, Sudden death, PK.
SHIRT: Types 1 to 4 (specifies each combination)
STADIUM: 10 stadiums to select from

n

LEAGUE MODE

PLAYER SELECTION: User controls a team or is
CPU assisted in controlling a team

SEASON: Half, Full |

LEVEL: Easy, Normal, and Hard

GAME LENGTH: 5 to 30 minutes

The matchiis played togeth‘ with the compute

INTERNATIONAL CUP

NUMBER OF PLAYERS: This represents the num-
ber of teams out of the 32 that will be user con-
trolled

LEVEL: Easy. Normal, and Hard

GAME LENGTH: 5 to 30 minutes




KONAMI CUP

TOURNAMENT MODE: Tournament, Round Robin
HOME & AWAY: (Tournament only)

NUMBER OF TEAMS: 3to 16

LEVEL: Easy. Normal, and Hard

GAME LENGTH: 5 to 30 minutes

NUMBER OF PLAYERS: The number of teams that
will be user controlled

EUROPEAN CUP, AFRICAN CUP, AMERICAN CUP,
ASIAN CUP

HOME & AWAY: Yes, No

LEVEL: Easy, Normal, and Hard

GAME LENGTH: 5 to 30 minutes

NUMBER OF PLAYERS: The number of teams that
will be user controlled

MASTER LEAGUE

PLAYER SELECTION: User controls a team or is
CPU assisted in controlling a team

GAME LENGTH: 10 minutes

SEASON: Half

LEVEL: Normal and Hard

TEAM SELECTION

Highlight the team with the directional buttons. Use the &3 button to confirm your

selection. Press the @ button to cancel your selection. Some competitions require
that you select the other teams to participate. This can either be done manually or
all the teams can be randomly selected at once by pressing the @ button.

: y-three coun-
PK matchies and training sessions.
king the penally kicks are chosen

ean All Stars and the World All Stars
atches. Any preferred teams from a
tan be selected for exhibition match-
eam data that is being used for

d from atotal of fifty-three coun-
is started immediately after the teams







SUBSTITUTION
The player being substituted and the substitute player are selected by pressing the &3 button on
the team list when the appropriate player name is highlighted. Players will be changed only
when the ball is out of play and a maximum of three players can be substituted during the
course of a single match. The names of players who are not eligible as starting players due to
the accumulation of yellow cards or a red card are displayed in a darker color.and cannot be
selected. Pressing the ® button when only one player is selected will cancel that player selec-
tion. When both players have been selected press the @ button to return to the menu. From
here you can select Exit to exit the Formation and Strategies menus.

vements.

DISPLAYED PARAMETERS

POSITION EDIT

Speed Dribble
o DESCRIPTION OF POSITIONS

defends the goal'area.

ne to follow up'on any loose balls.

SB (Side back) Defends the side of the pitch.
Moves vertically up and down: the pitch. and par-
ficipates in attacking movements.

MAN MARKING: Marks a specified player on th

s'ankattacking position and par-

ROWS: The p(ayer assumes a defensive posmon and does
ipate much in the attacking movements.

Height Acceleration Curve The position of particular players can be adjusted independently.

Left/Right footed Pass accuracy Technique Align the cursor with the:player whose position is to be adjusted.

Offense Shooting power and then press the left and right directional buitons to asgign that

Defense Shooting accuracy aver as a sweeper:(SWP) or a libero (LIB) or if he is a center

Body balance Jumping power back (CB). Press the €9 button when the cursor is over any player

Stamina Heading accuracy _ to display his location on the pifch. This location can then be ‘
_adjusted by pressing the directional buttons.

GK (Goalkeeper): Saves shots at'goal and general-

SW (Sweeper): Located at the back of the Defense

DH (Defensive half): A defende
of the mid-field. Alsojus
attacking movemen
SH (Side half) Puts

e front.of the

: ckmg movements
WG (Winger): Creates chances to break thro i
the opposing téam vertically from the sid
CF (Center forwatd): The goal.hunter who op
in the goal area:

 The libero (LIB) and sweeper (SW) positions ,
cannot both be assigned to the same player. .
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SETTING UP STRATEGIES

A maximum of four different strategies can be set up. NORMAL and
PROFESSIONAL strategy types are available. In NORMAL mode, the
user executes the first strategy and the computer executes the
other three strategies. In PROFESSIONAL mode, the user executes
all four strategies. Each of the four strategies are assigned to the
®, ®. © and &3 buttons. and the strategies are executed during
the match by pressing the relevant button together with the {L2]
button. The strategy is executed with the [L2] button when in the
NORMAL mode also. The strategy name will not be displayed dur-
ing the match, so it is necessary to memorize each one. All four
strategies can be executed at the same time.

A gmd Balance of offensive and defensive play

FORMATION COPYING

It is possible to save amended formation and strategy data for up to a maximum of fifteen
teams for both the home and away settings. Once this data has been saved. it is also possible
to load it into the system. Select the flag for the team to be copied by pressing the ® button,
and then determine the location to which the data is to be copied.

IMPORTANT NOTICE: The data is not saved onto the memory card at this point. In order to save
the data onto the memory card, display the formation screen and then select Home (Away)
Team Strategy Save.




Each display can be set up with the [Display Options] function when in the pause mode.

COUNTRY FLAG =i ELAPSED TIME

CURSOR: color of each
uniform (When both
uniforms are a similar
color, one of the teams

PLAYER'S NAME will be displayed in a

color that has no rela-
tion with the actual
POSITION color of the uniform)

STRATEGY DISPLAY

DEFENSIVE/OFFENSIVE LEW¢
R2 BUTTON + @ BUTTON: Moves the level position to the left RADAR SCREEN
R2 BUTTON +@® BUTTON: Moves the level position to the right

PENALTY SHOOT-OUTS
GOALKEEPER

KICKER . . COUNTRY FLAG

PLAYER'S NAME, HEIGHT, AGE ~_ |
AND SHIRT NUMBER | ™™o , — SCORE

OUT OF PLAY

This means that the match has been temporarily halted
while the players prepare for a corner kick, a free kick. a
goal kick, a penalty kick and other similar plays. A substitute
player may enter the field when the ball is out of play.

PAUSE SCREEN ,

A variety of settings may be adjusted when in the pause mode. Select the required item by
pressing the up and down directional buttons and then press the €3 button to display the rele-
vant screen. ’

CONTINUE: Cancels the pause mode.

FORMATION: Allows the parameters to be adjusted and the strategy data to be saved or loaded.










