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KONAMI INC. LIMITED WARRANTY

Konami, Inc warrarts ta the esiginal parchaser of this Konami software product that the mediom on

wich this compater prograrm is recorged is free from defects in matesials and workmanship for a

period of ninety |90) days from the date of purchase, This Konami seftwade program is sokd "as isy

without express or impled warranty of any kind, and Kaondarmi is e ale For a0y [oases ar damages

of ary kind resulting frorm use of this program. Konamd agrees for a period of ninety (90] days to

wither repain or replace, 3 its aption, free of charge, any Konami software product, postage paid,
with proof of date of poenchase, a2 its Factony Service Center.

= T This w/arranty i nat applicabie to normal weear and tear. This warranty shall nog be
. ":,Ee- applicable and shall be void if the defect in the Konami softvware product has arisen
L through abuss, urveasanabie wise, Misreatment of neglect. THIS WARRANTY 15 1IN
0 LEL OF ALL OTHER \WARRANTIES ANG MO OTHER REPRESEMTATIONS CR
- CLAIMS OF ANY NATURE SHALL BE BIND#WG QM O QBLEGATE KOMAMI
ANY IMPLIED WWAARRANTIES AFPLICABLE TO THS SOFTWARE PROCDUCT,
B INE LLICING WARRAMTIES OF MERCHAMTABILITY AND FITHNESS FOR A
1% PARTMCLILAR PUIRPOSE, ARE LIWETED TO THE RNETY |50] DAY PERIOD
[ DESCRIBED ABDVE. IN KO EVENT WWILL KONAMI BE LIABLE FOR ANY SPECIAL,
i MCIDEMTAL, Of COMNSECUEMTIAL DAMAGES RESLALTING FROM POESESSACIR,
LSE {0 MALFLIMNCTION OF THIS KON AMI SOF TWARE PRODUICT,

Sowmie states do nod Miow limiations as to how! 100g an implied warranty

lasts andior exclusions or Emitations of incidental o conseguenitial . L

darnages 50 the abowve Emitations andior exciusons of liabiiy may ot This game 15 licensed by
Appdy to you. This warranty gives you specfic rights, and vou may also - MNingenos for play onthe

have other rights which vary from state to state,

ENTERTRINMENT
SWSTEM®

Mrncenoo and Manbendo Erter tamment System ane iracermarks of Mintendo of Smerca ine

CONGRATULATIONS!

Yol now own the authentic Konami home version of
Pouble Dribble, ane of Konami's many original arcade
hits, Wie suggest that you read this instruction manual

thoroughly before playing the game.
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INTRODUCTION
The World Championship Is At Your Fingertips

You're 5 on 5 against mighty Los Angeles in a champlonship series deadlocked at
three games apiece. The last six meetings have been grueling. Your opponent’s defense
has been brutal, his offense awesome. But you've managed to hang tough, running
your game plan, crashing the giass, forcing turnovers, and firing in three point bombs.

Mo it’s crunch time. The firial game. And though your team is battered and
bruised they still hane speed to drive the lane, muscke 1o power past picks, talent o
preak free underneath, and most importantly enough heart 1o win,

50, primed for victary, you charge inta the arena. Fans packed o the rafters
cheer from the edge of their seats. Thousands of reporters wait to make you the hero
o the goat.

It's all-or nothiveg. And you're up for the chalienge. Because you're a pro, ready 1o
be crowned champion of the world

HOW/ TO BEGIN

The Pre Game W arm Ups

Doutble Diribbde, the first 5 on &, full court home basketball game, can be played
by either ane or two players. If only ane person plays, use contral | and take on the
computer. If you want to compete agamnst another player, both contrcls are used.

Whether one or twa persons play, the winner i detérminged by who has the most
points wien the final Buzzer sounds.

To set up the action, press He START button on either of your controls, This creates
ascreen shoning three categories— TIME, TEAM, LEVEL—and an EMND sefection. |5ee
Telect Soreen on page &) Each categony Qives yod options to choose from.

For TIME, your options are 5:00, 10:00, 20:00 and 30:00 minute perlods. For TEAM,
you select one of four tog contenders: Los Angeles, Boston, Chicagooor Mew York, with
each team's jersey color represented at the bottom left corner of the screen. (Wihen only
one person plays, the opponent is automatecally Boston. | And for LEVEL, you can
choose from LEVELS |, 2.and 3, with LEVEL 3 being the most challengirsg.

To make your selection in each category, press the A button. The player at the bot-
v right of the screen will take a set shot, and when the ball swishwes through the net
your option in that category will advance.
pressing the pad gown you will mave the selecion arrow from one category to the
rnext.

After ali three category selections have been made—TIME, TEAM and LEVEL —take
a final shar at the EMD basket. Now your game is set ugp.

The playing of the Mational
Anthem fades, an overbiead view g :
ot the court appears, and the > M
e [eams Lake the court, The
Jurmp Bali is automatic, and to
conrol the Tip you must press
button B an your control.

TEAM
LEVEL
To learn bow to man- _m_
ot St B bty

euver the players see the

OFFEMNSIVE and DEFEMSIVE

COMNTROL diagrams on page & 1F |[CPU £
) \ @ =
| \

Select Screen




Offensive Control

Control Pad
Allomacs yois 1O mave anly

the flagshing player in eight ™—_ |
different directions.

/P:ﬁ] 2

Select Button //;;’rt Button /

Mt uked during trwe
ame cordfiang.

Seares ard paudes
L EBcEiorh.

Defensive Control

‘IIII

B Button

A Button

Adm your man
towvard the neanest
FEoEREr Wino il
begin Hashing and
press A Bumon o
DAss. Ao use A
Do vehen
1akireg the ball out
af Bainds.

Lears your Shant the hall. Press Bottan 1a
i Relsase it b0 haot. Alsa de the B
Bt wihen shaating free thronws.

Control Fad

Mowes your flasheng
defenseman.

Select Button
Mt usedd during
Qe conditions.

Jf?/@;::ﬂ ©
e

B Button
This is wsed when your flashing defense-
man is out of position. When pressed, £
fwvilchies your control 1o a defenseman
clagesl 1o he opponent with the ball.

Start Button
SLarts amd pauses
the action.

A Button

This is wour s thtton
T At Erae Ball, o
miust first getin front of
the ball carner and then
press the A burtan

The Game Screen

Period
[One game consists

of 4 penods)

1 player score

indicates foul ~ |
or violation.

2 player or
EDFI'IFI.IIZ!‘I score

|

5

Fouls: Blocking and

pushing.

Viclations:

1. Traveling 2. Holding the ball
without dribbling
for 5 seconds.

3. Mot getting the ball
acrass half court
i 10 seconds

4, Mot taking a shot
within 24 seconds
taking possesson.

af




The Slam Screen

When your offensive man breaks into
the open and drives for an uncontested lay-
in, the slam screen will automatically appear, Vil
and one of three rim rockin® slams will light e L, ! i
up the stadium. A oamarereil

The style of slam is randomly chasen IR Hi '
by the computer.

In-Bounding The Ball

The Three Pointer

Getting the Ball in bounds is a key
fundarmental of the game. Aim your coolest,
most level-headed player toward a teammate,
wihich will cause the teammate to start
flaskung. Then, while holding gown the
contral pad, push button A

Bur remember. You only hawve five sec

ands to get the Dall into play or 175 a violation.

Just like the pros, your home court
has a thiee point Hne 1o challenge youe
ream's best shooter. 50 if you have the
rowch o launch pin-point jumgers from
weay out, you're awarded three points
instead of Dwo.
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Treat Your Konami Game Carefully

* This Konami Game Fak is a precision-crafted device with
complex electronic circuitry. Avoid subjecting it to undue shiock
or extrernes of temperature. Newver attempt to open or dismantie
the Game Pak.

* Do not touch the terminal leads or allow them to come into
contact with water or the game dircuitry will be damaged.

* Always make sure your NES Control Deck is SWITCHED OFF
when inserting the Game Pak or remaoving it from the NES
Control Deck.

* Mever insert your fingers or any metal cbjects into the terminal
poartion of the expansion connector. This can result in malfunction
or damage.

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and wses radio requency energy and iF mat instalfed and used properly.
Rt is, i strict aocordance with the manulf ACurer s nstructions, may cause interference toradio and
television recepaion. |k has been type tested and found o comply with the limes far a Class Bom-
puting device in accordance with the specrfications in Subpart Jof Part 15 of FOC Rules, which are
desigred (o provide reasonable protection against such interference ina residential installaticn.
Heraeever, [NEre & No guarantee that interference wall pot occur i a partcular installation. IF this
efuiprment does cause interference to radico ar television receplion, which tan be detsrmined by
e the equiprment off amd on, Bhe wser s ercouraged B Ly [o conned [he interference Dy one or
more of the faliowing measures

— Receiert (e recerving anternnag

— Felocate the MNES with respect to the regeiver

— Mdonse thie MES awvay from the receiver

— Piug the WES into @ different outler 5o that compaer and recenver are an different circuits.

I necessary, the user should consult the dealer or d expes wEernced raddl televissantschnician for addi-
tonal suggestions. The user may find the falloaing Bodakiet grepaned Dy the Federal Commurications
Commisson helpful, How b Idergily and Resalve Radio TV interference Froblems. This boolkdet 1s

availableframthe LS, Gensernment Printirg Office, M ashingion, DC 20802, Srock Mo, 0040001003854,

SCORES
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