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Choose a play and watch it unfold, as your teammates run along their routes... 

Get ready to pass the ball to an open catcher, and lead him to the goal zone !

But watch out for the blocky-blocker, who can intercept the ball and stop your catchers before they score.

Before turning the console on

Move the Television Type switch to ‘color’ for NTSC televisions,  to ‘bw’ for PAL 60Hz televisions.

Plug a joystick in port 1 for both Player 1 gameplay and menu navigation.

Plug a joystick in port 2 for Player 2 gameplay during two players competitive mode.
An optional AtariVox or SaveKey unit can be plugged in joystick port 2: an AtariVox can be used to hear the outcome of every action, and either an AtariVox or a SaveKey can be used to save and retrieve up to 6 user defined plays.

Main Menu
Select a menu voice with UP/DOWN

1 Player / 2 Players: Press FIRE to choose between Player 1 VS CPU mode and Player 1 VS Player 2 mode. 

User Play Editor: Press FIRE to open the User Play Editor.

Options: Press FIRE to open the Options Menu.

Start !: Press FIRE to begin a new game.

note: if no selection is made for a while, a gameplay demonstration will start
User Play Editor
Select a menu voice with UP/DOWN

User Play: Move LEFT / RIGHT to select a User Play to edit and practice. There are six User Plays, numbered 1 to 6.
note: at startup, User Plays are loaded  with the contents of pre-defined plays 7 to 12
note: when you select a new User Play, the contents of the previously selected User Play are automatically saved in memory

Copy From: Select a play number with LEFT / RIGHT, and press FIRE to copy the contents of the selected play into the current User Play

note: the source play can be selected from User Plays, numbered 1 to 6, and pre-defined plays, numbered 7 to 14
Clear: Select this voice and press FIRE to clear the current User Play: this clears all the action of route 1 and 2, and assigns default starting horizontal positions for both the pitcher and the catchers

Positions: Move UP / DOWN to select a catcher (symbols ‘1’ and ‘2’), or the pitcher (‘P’). Move LEFT/RIGHT to set the starting horizontal position for the selected player.

Route 1 / Route 2:  Press FIRE to change each of the 6 actions that define the route for each catcher 
note: an empty symbol means ‘wait’
Practice: Press FIRE to enter practice mode for the current User Play

Back: Press FIRE to return to the main menu

note: when you leave the User Play editor, the contents of the current User Play are automatically saved in memory
Practice Mode
Move UP / DOWN to set a starting vertical position, and press FIRE to start the play.

Move the pitcher with LEFT / RIGHT, change the intended catcher with FIRE,  and press UP to throw the ball towards the intended catcher.

Onche the ball is thrown, you can select a catcher with FIRE, and move the selected catcher towards the ball.

Practice ends:

- when a catcher catches the ball

- when the catchers end their routes and the pitcher has not thrown the ball
- when the ball is thrown out of bounds

When practice ends, you are taken back to the User Play editor screen.
Options Menu
Select a menu voice with UP/DOWN

Attempts: Press FIRE to set the number of attempts for the attacking team to reach the goal zone (1 to 9)

Win At: Press FIRE to set how many points a team has to score to win a game (1 to 9)

User Play Load: Press FIRE to load the previously saved User Plays

note: this function requires an AtariVox or a Save Key in joystick port 2
note: if an AtariVox unit is plugged in joystick port 2, it will confirm the completion of the loading process with an audio message

User Play Save: Press FIRE to save the currently defined User Plays

note: this function requires an AtariVox or a Save Key in joystick port 2
note: if an AtariVox unit is plugged in joystick port 2, it will confirm the completion of the saving process with an audio message
Back: Brings back to the main menu

Let’s Play !
Game Concepts
The game is played by two opposing teams, red and blue, that alternate on offense and defense.

The starting offensive team is randomly selected at the beginning of each game.

The offensive team is composed by a pitcher, who has to throw the ball to the catchers, and two catchers, each running a route, who must catch the ball thrown by the pitcher, and take it to the goal zone placed at the top of the field, within a certain number of attempts.
If the catcher that holds the ball is stopped before entering the goal zone, the next offensive attempt (if there remain any) will start where the catcher was stopped.

If the pitcher fails to throw the ball before the catchers end their route, the next offensive attempt (if there remain any) will start back at the bottom of the field.

When the offensive team scores a point, or when it fails to score within the given number of attempts, the teams switch role.

Defense is played by the blocky-blocker, who has to prevent the attack from scoring, by tackling the catchers and trying to intercept the ball. If the blocky-blocker intercepts the ball, a point is given to the defending team, and teams switch role.

Gameplay Sequence
- Play selection

On offense
At the beginning of each play, the offensive team has to choose a play number: move LEFT/RIGHT to increase/decrease the play number by 1 unit, UP/DOWN to increase/decrease the play number by 10 units. Press FIRE to choose a play, and release FIRE to start the selected play.
note: you can still change the play number while holding down the FIRE button, to’ fake’ your play selection

note: the remaining attempts are shown besides the score of the team on offense
On defense
Move the blocky-blocker across the field.
- When a play starts
On offense
Move the pitcher LEFT/RIGHT, press FIRE to select a catcher. Press UP to throw the ball towards the selected catcher

note: the selected catcher is shown in a light color
note: there’s an action counter on the bottom of the screen, showing  the current action of the catchers route (1 to 6)
note: if the pitcher fails to throw the ball before the receiving routes come to completion, the next offensive attempt (if any remain) will start back at the bottom of the field
On defense

Move the blocky-blocker and press FIRE to tackle a catcher

note: a tackled catcher will fall to the ground, and will be unable to run his route and catch the ball until he recovers from the tackle
note: the blocky-blocker cannot move while he tries to tackle a catcher 
- When the pitcher has thrown the ball
On offense
Move the selected catcher towards the ball to catch it. Press FIRE to change the selected catcher.

On defense
Move the blocky blocker, and press FIRE to tackle a catcher or to intercept the ball and score a defensive point.
note: the blocky-blocker cannot move while he tries to tackle a catcher or to intercept the ball
- Ball has been caught by a catcher
On offense
Move the catcher with the ball towards the goal zone to score a point.

On defense 

Move the blocky-blocker towards the catcher with the ball, and press FIRE to stop him before he reaches the goal zone.

note: the blocky-blocker cannot move while he tries  to stop a catcher 
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