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This official seal is your assurance that Nintendo has reviewed this product 
and that it has met our standards for excellence in workmanship, reliability 

and entertainment value, Always look for this seal 
when buying games and accessories to ensure 
complete compatibility with your Nintendo product, 

{All Nintendo products are licensed by sale for use only with other authorized 
products bearing the Official Nintendo Seal of Quality”           
  

  

WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USIN¢ 
YOUR NINTENDO® HARDWARE SYSTEM, GAMe PAK ‘ACCESSORY. THIS 
BOOKLET CONTAINS IMPORTANT SAFETY INFORMATION.    

  

Thank you for selecting NBA Courtside 2 Featuring. ‘obe Bryant Game Pak 
for the Nintendo” 64 system. 

Please read this instruction booklet thoroughly to ensure maximum 
enjoyment of your new game. Keep this instruction booklet and warranty 
information in a safe place for future reference. 

  

This product has been rated by the 
Entertainment Software Rating Board. 

For information about the ESRB rating, or 

  

  

      

  

to comment about the appropriateness of = : 
the rating, please contact the ESRB at hE 

4-800-771-3772. 1 f fe 
Th Ve 
BUDS Lott Fie 
PRODUCT Productions   

©1999 NINTENDO. THE NBA AND INDIVIDUAL NBA MEMBER TEAM IDENTIFICATIONS USED ON OR 
INTHIS PRODUCT ARE TRADEMARKS, COPYRIGHTED DESIGNS AND OTHER FORMS OF 
INTELLECTUAL PROPERTY OF NBA PROPERTIES, INC. AND THE RESPECTIVE NBA MEMBER TEAMS 
AND MAY NOT BE USED, INWHOLE OR IN PART, WITHOUT PRIOR WRITTEN CONSENT OF NBA’ 
PROPERTIES, INC. © 1999,NBA PROPERTIES, INC. ALL RIGHTS RESERVED. 
NBA TEAM ROSTERS ACCURATE AS OF 9/14/99. ALL NBA PHOTOS AND NBA VIDEO USED IN THIS 
GAME ARE FROM THE 1998-99 NBA SEASON. 
© 1999 NINTENDO OF AMERICA INC. 
1M, ® AND THE “N"LOGO ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 
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ABOUT THE CONTROLLER 
The Nintendo® 64 Control 

    ~The Nintendo 64 Control Stick uses un analog system to read the angles and 
directions of its movement, This allows subile control that is not possible using the 

   
  

If the Control Stick is held at an. angled po 
shown in the 0 nthe power is 
turned ON, this posifion will be set as m Thi 
will cause games using he Control Si i 

incorrectly. E 
      
  

To reset the neutral 

       
> 

VD its center position he-picure on the - 
N\ © left) thon pres START while holding the Land R     Buttons Z 

     

  

  

The Control Stick is a precision instrument—make sue not to ids oF place 
any foreign objects into it. If yourfieed assistance, contact Nintendo Consumer 
Assistance at 1-800-255-3700/0r your nearest Nintendo Authorized Repair Center". 

  

  



  

    
Holding the Nintendo 64 Controller 

While playing NBA Courtside? Featuring Kobe Bryant, 
we recommend you use the hand positions shown at 

-lefi. By holding the controller like this, you can 
operate the + Control Pad freely with your left thumb. 
Using your right thumb, you can easily access the A, B 
or C Buttons. 

Connecting the Nintendo 64 Controller 

Up to four, players can play this game. Connect each 
player's controller to the appropriate controler 
socket on the front of the Control Deck. Beginning 

~ on the left, the sockets are for Player 1, Player 2, 
Player 3 and Player 4. You cannot stari a game 
the first controller socket is empty. 

  

    

  

  

    

   

     

ange the-connection during the game, you 
eed fo her a RESET or fi ie power cet OFF Y0'Make-the connection, active. 

     



  

TURBO 
Turbo — In NBA Courtside 2 Featuring Kobe Bryant, Turbo represents more than just a 
burst of speed. Turbo represents an amount of energy that each player has for: 

1) speed bursts; 2) attempfing to steal the ball (so you can’t just swipe at the ball 

repeatedly); and 3) special dribble moves. Each player has a Turbo Bar. that displays 
how much Turbo is available for the player to use. Every time that you use a speed 

burst, attempt a steal, or perform a special dribble, the Turbo Bar will go down 

accordingly. As you resi, the energy will return. As you fatigue (if fatigue is on) 

throughout the game, the maximum amount of Turbo available will go down, until you 
rest up sufficiently on the bench to replenish all of if. The amount of Turbo that each 

player has, and the speed with which it depletes, corresponds to his Stamina. 

 



  

OFFENSE CONTROLS 
_ ABUTTON 

  
  

Passes: You will pass to the player with four little arrows underneath him. To change 
the player that you are passing to, just push the Control Stick in the direction of the 
player that you want to poss fo and make sure that the arrows appear under him 
before you pass. Push the Control Stick a little for a close pass and a lot for a farther 
pass. 
Hold A BUTTON 

Initiates a give-ond-go: Press and hold the A Button while pushing the Control Stick in 
the direction of the player that you want to have receive the pass. Affer the ball has 
been passed, continue holding the A Button until you want that player to pass it back to 
you. When you are ready to getthe pass back, release the A Button. After you pass 
the ball you maintain control of the player. that passed it. 
B Button 

_ Shoots: Press the B Button, hold it, and release af'the top of the player's jump. 

__ Releasing at the top of the jump will maximize the chance of the shot going in. It is 
also important to remember that shooting with a defender-on-you.will lower your 
chances of hitting the shot. Shooting a wide open j will greatly increase your 
chances of hitting a shot. \ 
Top R Button —_—Performs a spin move. 

— Hold R Button Backs the player down intothe jow bs This causes ihe player to 
move more slowly. However, the halls hetter protected as, you 
enter the low-post. é 

Top B Button —_ Head fakes, or up fakes. 
Leff CButton While standing, it performs a quick first-step move. 
Left C Button While running, it performs.a special dribble move. 

    



    
Top C Right Button 
Hold C Right Button   

    

  

¢ Up Button 

Top Z Button 
Hold Z Button 

+ Control Pad 

  

Crossover dribbles while standing still, and switches hands 
while running. This allows you to keep the ball away from 

    

the defense better and minimize the chances of having the 
‘hall stolen. 

_ Calls for a pick. 

  

Highlighted player cuts to the hoop. The with the 
four arrows under him wil head for the hoop as soon os 

you release the Right C Button... ; 

Passes to the player ¢ 
alley-oop. 
Activates the passing icons. 
Turbo: Speed burst that makes the maa tun faster. It 
fatigues the player to use Turbo, and uses up the available 
Turbo for Stealing, Speed Bursts and Special Dribble Moves. 
Call the first four on-the-fly play-calling plays. Holding the 
LButton and pressing the + Control Pad brings up a second 
set of 4 plays. Press START during a game to bring up the 
Team Settings menu, and goto Offensive Sets to sel your 
plays. 

   

   

 



  

In The Post (while holding the R Button) 

C Left Button Makes a post fake move. 
Holding the Control Stick towards the hoop while holding R Button, and then releasing 
the R Button will attempt a roll off move. 

B Button Shoots a post shot. 

Tap B Button Up fake. Tap a second time and the player will attempt an up- 
and-under move. 

   



DEFENSE CONTROLS 
>» Attempts a steal. 
Blocks, rebounds and jumps. 

CDown Button —_Swifches to the defender closest to the ball 
C Up Button Switches to the defender closest to the:hioop. 
Hold € Right Button Intentionally fouls. This is helpful at the end of 
Ze Ze down by a few points and have to foul to save the dock. 

_ R Button Allows the player shuffle backward against a back-down move. 
Holding the R Button while pushing the Control Stick in a 
backwards direction will allow the defender to back pedal, instead 
of having to turn and run. Pressing the A Button to attempt a 
steal while backing up is a mote controlled steal attempt than just 
swiping at the ball with the A Button as a player goes by. When | 
the ball-handler shoots the ball, your defender automatically | 

swings around to box out the shooter from-getting the rebound, | 
and you are less likely to commit a foul. 

    
      

  

    

e, if you are 
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Special 2-Player Controls (Without the ball) 

AButton Calls for the ball. 
B Button Jumps. 
R Button Backs down the defender. 
C Left Button Gets open, of battles in the post. 
Hold R Button Sets a pick. 

All other controlsare the same as with the one-player game.
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ROOKIE MODE CONTROLS 
control mode:that you can choose when you get to the Controller Select screen. 

(ou will have-the option of choosing hetween Pro and Rookie. This mode is VERY 

   

  

HELPFUL FOR BEGINNERS. Also, plays are called automatically by the computer for you. 

A Button 

B Button 

Z Button 

Cleft Button 

A Button 

B Button 

Z Button 
C Down Button 
C Up Button 

aa! 

OFFENSE 
Passes. 

Shoots: Press the B Button, hold it, ond then es at the top 
of the player's jump. Releasing at of the jump will 
maximize the chance of the shot going in. It is also important 
to remember that shooting with a defender on you will lower 
your chances of hitting the shot. Shooting a wide open jumper 
will greatly increase your hones of had a shot. 
Turbo. 
Special Move. 

        

DEFENSE 
Steals. 

Rebounds.” 
Tutho,7 
Switehes to the man, closest to the ball. 

Switches fo the man closest to the haop.
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MENU CONTROLS 

A Baton - _ Confirms a selection. 
B Button — Returns to the previous selection. 

Z Button — Swaps statistics. 

START — Also confirms a selection. 
Conirol Stick — Toggles between choices. 
R Buiton — Brings up the HELP screen. 
CLeft ond Right Buttons — Toggle between statistics. 

   



  

Quick Play: 

Season Play: 

Arcade Play: 

3-Point Contest: 

Practice: 

Preferences: 

Options: 

13 

OPENING SCREEN 
Takes you straight 
to the Team Select 
screen and then 
right into a game. 
Choose between 
Pre-Season, 

Season, Playoffs, 

Statistics, Rosters 

and Options. : 
A faster paced game with more scoring, anda much looser = 
defense that allows for more dunks: This takes you into the Team 
Select Screen and then into a game. (See page 19.) 
Choose your players and the computer players (if any) and 

compete in a three-round shooting contest. 
Choose your team and head fo the court for some skills ae in 
« loosely-formatted game setting. Practice passing, dribbling, 
shooting and all of your team’s plays and strategies. This will help 
you work on your shot release and help to improve your shooting 
percentage. 
Sets the sound levels, turns slow motion dunks, indicators and 
other opfions on or off. 
Sets the desired game options. These options also come up when 
you select Season or Playoff modes. 
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TEAM SELECT CONTROLS 
Team Select: choose ‘the away team fist, 
‘Use the Control Stick (Up and Down) to switch between Divisions and Teams. 
Use the Control Stick Left and Right to change either the Division or the Team that is 
selected. = 
The A Button selects the team. 
The B Button goes back one selection. 

~~ Cleft and right Buttons toggle between divisions. 
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QUICK PLAY ~ 

Select teams and then play.. This is why i's 
~ called Quick Play. os 

   



  

TEAM SETTINGS. 
While you are playing a game, PRESS 
START fo access the Team Settings menu. 

This menu includes: 
Substitutions — Allows you to make 
player changes during the game. 
Team Set-Up — Gives you access to 

defensive match-ups and other defensive 
settings. 

Offensive Sets — Displays your default plays and the on-the- ty play calling. 
Team Stats = Check team statistics for the game, the season, or last year. 
Player Stats — Look at the stats of individual players for the-gamie or season 
Control Options — Allows you to set the controllers for each playery-and the skill level. 

Game Options — See GAME OPTIONS (p.23). 

Preferences — See PREFERENCES (p.24). 
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TEAM SET-UP 
1, You can set Full-Court Pressure to Yes 

/ No /Auto. 
2. You can set the defensive pressure of | 
each player separately at Low, Medium, 
or High. 
3. You can set double-teams. Just select 
which player will be doubling down-on 
which defender. 
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4. Decide if you want a defender to front the player they-are-covering. This is good to 

do against some of the better low post players fo deny an entry pass to them. 

5. You can also lock any player's controls, so that whether or not they have the ball, the 

same human player will be controlling them. This is useful if you want to play an entire 
game as just one specific player. 

OFFENSIVE SETS 
1. This is where you can sefyour two different 

offensive default sets, as well as get a description of 

each different offensive set  



GAME MODES 

    

  

“SEASON PLAY 
Pre-Season: Play a practice game. 

Season: ~ 1) Select New Season 

or Continue Season. 
2) Set the: Season Options. 

SEASON OPTIONS 
Season Length: Season Length: 8 or 14, a, oe or 8 games. 
Trade Deadline: On / Off “ 

Draft: Standard / Ladder / Off 
Standard draft means that the team picking first, will pick first in ki round of the 
draft, so the order will be 1-29 for each round. For a ladder draft, the draft order will 
reverse each round, so it will go from 1-29, then 29-1 and back and forth as the draft 

progresses. 4 
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Playoffs: 1) Select New Playoffs or Continue Playoffs. 
2) Set the Playoff Options. 

PLAYOFF OPTIONS 

Playoff Source: NBA ’98-’99, Season, Random 

Playoff Length: —1-1-1-1, 3-3-3-3, 5-5-5-5, 5-7-7-7 
Draft: Off / Standard / Ladder 

    7



~ Statistics: 

  

_ Rosters: 

    

Options: 

; 2) Team Statistics | (league; or 9899) 

3) Player Statistics (league, or ‘98-'99)_ 
4) League Leaders (league, or ‘98- 9) 

  

      
1) Standings (league, or ‘98-'99) 

5) Player Ratings 

1) Starters (take a look at the starters an iset your lineup) 
2) Trades: release and sign freé agents as well 
3) Edit Player (edit any of your created players) 
4) Skills Mode-t your own NBA rookies) 

    

~ 5) Reset Rosters (this undoes any of the changes that you have nade 0 Z 
the standard, pre-set rosters). 
Game Options (see p.23) ‘ 
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QUICK PLAY: 
si the quickest way to just jump in and play a game. 

ARCADE PLAY: 
Arcade Play features 15% faster game play, unlimited turbo, higher 
percentages, and 5, 10 and 15 point Hot Spots. Maximum fae 
and looser CPU defense allows for more dunks and more action, incl 
dunks that knock down defenders and pump up the crowd. 

    

   

  

       Fill up your team’s Momentum Meter to get your fe the Zone” and access 

“Smokin” Moves, including faster “Smokin” turho, “ Y” passes with increased 
accuracy, and “Smokin” dribbles. Perform Super dunks from just inside the 3-point 
line, sooting over opponents and nearly out of the stadium! 

  

Tostop a “Smokin” team, let the quarter end, po a “Sonic Boom” dunk or hit a 
shot from a Hot Spot. 

ROOKIE Mo 0 E: 
¢ The computer offers your ‘sistance as you play. ‘ 

The computer. utommaticaly switches hands when you are sbi on Wale ne 
© The computer chooses the best shot for'you fo take when you shoot jumper, hop-step, fade, et. 
© Press the B Button to shoot a free throw ond the hot willbe bosed on the player's free throw 

percentage. 

© The computer sets picks, cutsto te hoop ond calls forthe bal for you as well, when thy oe open. 
© You automatically back down when you enter the post. 

When you switch players on offense or defense, the cursor blinks for you fo highligh the a that 
you switched to, = 

19



  

3-POINT CONTEST 
I's just like the NBA All-Star Weekend Contest. You can pick up to eight players to 
compete, and all can be represented by human players. Then, the 3-point contest 
proceeds in three rounds. You shoot five pas 
shots from each of five locations on the o et 
court. Four of the balls are worth one Rie ei 
point, and the last ball on each rack is 
the “money” ball, worth two points. 
Four players advanced from the first Eats | 
round to the second, then two advance 

to the final round, with one winner. 

  

PRACTICE 
Practice can be done with just one: player, or with one entire team. You can practice all 

of your skills: passing, dribbling, shooting, etc. Press the L Button to practice free 
throws. You will be provided with a special practice mefer that will show you at what 

~ point in your jump you should be releasing your shot to maximize accuracy., Use this 
meter to learn that shooter's touch. Also, you will-find a percentage meter that will 

_ show you what percentage each player is shooting from each spot on the floor, so you 
can decide who is the go-to-go at each point on the floor. This practice mode will 
enable you to get familiar with your team, player by player o cand also with the game’s 

‘lay controls. 

20. 
    



CREATE PLAYER 

  

CAREER AND NON-CAREER PLAYERS 

Select SEASON PLAY | 

Select ROSTER | 
You can create either a regular player that 

can later be edited or a Career Player that 
you can power up in Season mode. The t    

  

Selec Gee Player T create or edit 

players. Select Career Player or Non- 
Career Player to create new players. Select 
Edit Player to edit non-eareer players. 

Career Players’ abilities are locked once 
they are set. Saving Career Players——__ 
requires more memory since their 
powered-up ratings will be recorded. Up to 

20 players can be saved? When creating players) move the Control Stick up and down 
to scroll between nares and left oF fight to adjust category sins 

  

Career Players are ard asef of default skill levels based on the position selected. 
For example, a center will be better rebounder and shot blocker, while a point guard 
will have better ball- hang and speed ratings. j 

Career rose on and all of their upgrades can be used in any mode, but bt ey can a be 

2



upgraded in Season mode. Career Players can be powered-up in one of three ways: 

© An outstanding single-game 
performance in any category will g er 
improve that catergory’s rating. 

© Maintaining a high season average in 
a category will improve that 
category's rating as long as the high 
average is maintained. 

© Accumulating stais over the season will 
improve a player's ratings as certain 
hilestones in each category are reached. 
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~ 3,6,9,12 minutes    : Easy, Normal, Hard 

Defensive Fouls: Off, Low, Med, High 
Offensive Fouls: Off, Low, Med, High 
Fou! Outs: On/Off 
Out of Bounds: On / Off 

Back Court: On / Off 

Goaltending: On / Off 
~ 3in the key: On / Off 

5 Second Violation: On / Off 5 
10 Second Violation: On / Off e 
Shat Clock: On / Off 
Fatigue: On / Off 

 



  

Music Level 
Sound FX Level 
Crowd FX Level 
Announcer Level 
Slo-Mo Dunks: 

Special Cameras 
Player Indicator: 

Passing Indicator 

Rebound Indicator 

Turbo Indicator 
Score and Clock Display 
Statistical Updates 
Auto Switch — Shell Court 

Adjusts the volume of the music along a sliding scale 
Adjusts the volume of the sound effects along a sliding scale 
Adjusts the volume of the crowd noise along a sliding scale 
Adjusts the volume of the announcer along a sliding scale 
On / Off 

Replays / In-Game / Off 
On / Off 
On / Off 

On / Off 
On / Off 
On / Off 

On / Off 
On / Off 

 



 



  

  

  

Cp PD'c Ath 5 ky The NBA's 6th Man 
# Now you can own all of the crowd-pumpin' anthems that rock your favorite NBA teams 

arenas! SEX Alphabet City Sports Records creates music compilations that 

combine theihiGttest songs played in-arena, with exciting 

] team souindbytesand memorable announcer 

calls. The results are these 

  

team specific CDs. 

your courtside 

 s<tion-packed, 

  

   
| ticket to, the NBA! 

    
my 

PHABET CITY 
‘A Division of SEX Sports 

300 Park Avenue, 23rd Floor 

NewYork, NY 10022 
PH(@I2) 751-9410 BX(212) 780-9104 

IMGBS! phabetcity;ecom 

  

Ww.alphabetcity.com 

, in 

          



assistance, please contact: 
stance Hotline : 

 



  

You may need only simple instructions to correct a problem with your product. Call the Consumer 
Assistance Hotline at 1-800-255-3700 rather than going to your retailer. Hours of operation are 6 a.m. e 
lo 8. pm., Pacific Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (time subject to 
change), If the problem cannot be solved over the telephone, you will be offered express factory service 
through Nintendo or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER™. Please do not 
send any products to Nintendo without calling us first 

HARDWARE WARRANTY 
Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be 
{foe {rom defects in material and workmanship for twelve (12) months from the date of purchase. 1! a defect 
Covered by this warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED 
FIEPAIR CENTER will repair the defective hardware product or component, free of charge. The original 
purchaser is entitled to this warranty only i the date of purchase is registered at point of sale or the 
‘consumer can demonstrate, to Nintendo's satisfaction, that the product was purchased within the last 12 
months. 

GAME PAK & ACCESSORY WARRANTY 
Nintendo warrants to the original purchaser that the product (Game Paks and accessories) shall be free 
from defects in material and workmanship for a period of three (3) months from the date of purchase. Ifa 
loloct covered by this warranty occurs during this three (3) month warranty period, Nintendo or a 
NINTENDO AUTHORIZED REPAIR CENTER will repair the delective product, fres of charge. 

  

SERVICE AFTER EXPIRATION OF WARRANTY 
Plea Gall the Consumer Assistance Hotline at 1-800-255-3700 for troubleshooting assistance and/or 
relotfal to the neerest NINTENDO AUTHORIZED, REPAIR CENTER. In some instances, it may be 
eweSSATy for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR 
DAMAGE, to the nearest service location. Please do not.gend any products to Nintendo without calling us 
first 

WARRANTY LIMITATIONS 
“THI WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) iSuse WITH PRODUCTS NOT SOLD 
OF LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME 
ENHANCEMENT AND COPIER DEVICES, ADAPTERS,-AND-POWER SUPPLIES); (b) IS USED FOR 
COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED WITH; (d) |S 
DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE. OR BY OTHER CAUSES 
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OF) HAS HAD THE SERIAL 
NUMBER ALTERED, DEFACED OR REMOVED. 

   

    

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARBANTY 

AS ene INNO EVENT-SHALL 

  

NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FRO} 
BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF GONSEQUENTIAL 
OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 

    

   
  

This.warranty.gives you specific ject! rights, ‘and you may also have other rights which vary from state to 
state. Nintendo's address is as set forth on the back cover of this booklet. = 

This warranty is only valid in the United States. ‘tess   
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