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WARNING: PLEASE READ THE ENCLOSED CONSUMER

INFORMATION AND PRECAUTIONS BOOKLET CAREFULLY BEFORE s E"I “ G “P
USING YOUR NINTENDO® HARDWARE SYSTEM OR GAME PAK,

1. Hlip OFF the power switch on your Super Nintendo Entertainment System”®.

- i WARNING: Never try fo insert or remove a gome pok when the power is ON.
L ﬁmim.rs of Fm.' RISrRuI oot Md.llke tu shiend thoi gratieds 7. Make sure o Controller is plugged into contraller socket 1 on the Super NES™.
ol f“'”f““ Ty et _Ihe FIFR Internafiomal Soccer foom members, If you're ploying against a friend, plug the other Controller into Controller
whose patience and understanding during the development of the gome were Sockel 220
e iy 3 Insert M@hﬁ pak into the slof on the Super NES®. Press firmly fo lock the
gome pok in place.

4. Turn O the power switch,
The EA SPORTS logo appears. If you don't see it, begin again of step 1.

MULTI-PLAYER ADAPTER

The Multi-Player Adapters let up to five players play against each other or os
teammates.

Just plug the odapter into Controller Sacket 2 on the Super NES, ond you're ready
1o go.

%) NOTE: The Mol Ployer Adpater i not designed foruse wi iﬁe,’iup&rﬂ'[ﬂuper

Scope o the Super NES .sta,
LICENSED BY

= “ THIS BFFICIAL SEAL 15 YOUR ASSURKMCE THAT NINTENDO
HAS APPROYED THE GUALITY OF THIS FRDDIAT, ALRAYS
LOOK FOR THIS SEAL WHEN BLTYING GAMES AND
RINTENDO, SUPER NINTENDO ALCESSORIES T0 ENSURE CONPLETE COMPATIRILITY WITH
EMTERTAINMENT SYSTEM AND THE DFFICIAL YOUR SUPER NINTENDO ENTERTAINMENT SYSTEM, ALL
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BALL IN THE AIR PENALTY KICK

ABXaY Header (if ball is abave shoulder level) Ao X Kick
Volley {in direction player is focing) B Switch ployer T
Bicycle kick or Half Volley (in direction oppesite the player is LorR Control ball after it is kicked (aRertouch)
fucing) i
FREE KICGK
GOALKEEPER e .
WITH BALL [ b Pass
X Thraw or kick ball into ploy(depending on praximity of ather [ X Give & Go
ployers). See Keeper's Ball section on poge 27 For more { Y Lob
information.
| INSTANT REPLAY
WITHOUT BALL | B Forward ot normal speed
L+R Switch player control o goalie only if no one else is already A Fost forward
contralling him. Works only when the manual goalkespers Y Fost rewind
oplion is odfive, X Frame-by-frame slow motion
Lar R Reverse comera angle
GOAL KICK, CORNER KICK, THROW-IN
AX oY Kick the ball
B Throw-In
LorR Turn on camera

Mave camera with the Control pad for Goal Kicks (comera movement is automatic
for Camner Kick and Throw-In)

@f Wote: The comera option lets you pan acrass the field while sill shawing your active
player in the window. This makes Throw-Ins, Corner Kicks, and Indirect Penalty Kicks
more gecurafe,




INTRODUCTION:
A WORLD OF SOCCER

From the slums of Sao Paulo fo the suburbs of Stuttgart you see them, groups of
childven playing soccer, o pile of discarded clothes for goal posts, a fin can or tennis
ball in place of stifched leather. At this level af least, the gome is universol. It
doesn't require expensive eguipment to fall in love with Associafion Football, just
the desire to ploy. Make no mistake, it's from this youthful melee of flying feet and
floiling arms that the next Pele or Maradono, Charlton or Cruyff will emerge.

Almaost-every nofian on Earth now competes at international level, and soccer is for
and away the planet’s most played, and watched, sport. This wasn't the cose back in
1904 when the Fédération Internationale de Football Association {FIFA) was formed.
The seven founder members were all European: Belgium, Denmark, France,
Holland, Spain, Sweden and Switzedand. It took another two years for the British to
get wise and join the Association, although the first President of FIFA, D.B. Woalfall,
was British,

Reflecting the diversity of teams and the worldwide interest in Association Football,
FIFA International Seccer contoins accurate team fine-ups and player attributes for
30 national sides. Comeroon huesk onta the world stoge with exciting performonces
ot Italic ‘90, and FIFA International Soccer reflects the emergence of Africon teams
as powerful foathalling nations. Pitch the skills of Comeroon against any of the mare
renowned footballing nations, such os Holland, Germany and Brazil — they're oll
here, in the soccer sim that brings the gume stunningly to life, os only an EA
SPORTS™ game: can,

SETTING UP MULTI-PLAYER
GAMES

Up to five friends can join in o gome of EA Sparts FIFA Soccer. You need the Multi-
Ployer Adapter and o controller for each player.

o Plug a contraller into Controller Socket 1 and plug the Multi-Player Adapter
udopter into Controller Socket 2 on the front of your Super NES.

o Push the small black switch on the front of the Multi-Player Adopter odapter
morked Select 2P <— 3-5P left 1o the 3-5P position.

s Player 1 uses the controller plugged into Controller Socket 1. Players 2
through 5 use the controllers plugged into the Mulli-Ployer Adopler adapter.

TEAMS

The 30 notional teams in EA Sports FIFA International Soccer are: Argenting,
Australia, Belgium, Bolivia, Brazil, Bulgaria, Cameroon, Canada, Columbia, England,
France, Germany, Greace, Italy, Jopan, Mexico, Morocco, Netherlands, Nigeria,
Norway, Rep. Ireland, Romanin, Russia, Soudi Arabia, Scotlond, South Korea, Spain,
Sweden, Switzerland, ond USA.




PLAY MODES

When the gome begins, the Play Mode screen appears. Choose Gome Options and

the kind of match you want fo play from this screen.

I.  Press the Control Pud wp/dewn/lett /right to highlight Exhibition,
Tournament, League, Playoffs, Restore, or Options.

2. Press START to select o highlighted option

Exhibition: A one-time game between the two teams of your choice. This is also the
defoult mode.

Tournament: Choose one o eight teams to play in o Tournoment. The teams with
the best Tournoment record go info o Playoffs series to determine the Tournament
thampionship.

Playoffs: Choose one to eight teams for the Ployoffs. Go straight to the Playaffs
without playing Tournament games first.

League: Choose up 1o eight teams to ploy one another for the League
Champinnship.

Options: Set gome Options, such os Half Length, Gome Type, Field Conditions, efc.
(See the Gome Options section immediotely following. )

Restore: Resume o saved Playoff, Tournament, or League game.
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GAME OPTIONS
CHANGING GAME OPTIONS

e AMETARTINMS

F

Some options can be changed only from the Game Set Up screen before Exhibition,

League, Tournament, or Playoffs compefition begins. They are noted.

1. To set Game Options from the Ploy Mode screen, press the Control Pad
left /right 1o highlight Game Options and press START. The Gome Opfions
S(reen Oppears.

2. To select an option, press the Control Pad wp,/down to move the highlight
ball beside it. Press the Control Pod left /right to change o Game Option.

3. To leave the Game Options screen, press START: fo restore all of the Game
Options to their defoult positions, press SELECT.

OPTION DESCRIPTIONS

Game Type: Action or Simulation. In an Adion game the players don't fire os the
match progresses, so their shot power and occurocy don't deteriorate. Adtion is the
default setfing, A Simulation game takes the offect of fatigue on ployers' passing
and shoating into account.

Half Length: (In minutes) 2, 4, 6, 8, 10, 20, or 45. This option con be changed
only from the Game Set-up screen,

Fouls: On (fouls will be called) or Off (no fouls called).

7
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Offsides: On (offsides rule is in effect) or off (offsides rule is waived). See the
Oftfsides section on page 27 for on explonation on this rule. Offsides cen be turned
on or off only from the Game Set-up screen.

Field Conditions: Dry, Damp, Drenched, or Hot. Weather influences the condifion
of the field, which in furn affeds the movement of the ball on the playing surface
and the height of ifs bounce. As a rule of thumb, the drier the field, the quicker the
ball goes on the field surface and the higher it bounces. This option can be changed
only from the Gome Sel-up screen.

Field Type: Notural or Artificial. This eption con be changed only from the Game
Set-up screen.

Clock: Confinuous or In Flay. In Continuous mode, the dock keeps going even when
the ball is out of play. However, to prevent intentional fime wasting by players, the
ref odds on any fime wosted over free kicks and throw ins. In Ploy mode means that
the clock stops when the ball is out of play. This option con be changed only from
the Game Set-up screen.

{®} Note: The clock starls only after the kick off

Goal Keepers: Both Automafic, Both Manual, Team T Menual, Teom 2 Manuol.
With Monual goalies you control the keeper yourself . This tan be difficult before
you become fomilior with the gome, so it's o good idea to use Both Automnatic until
you're more proficient of FIFA International Soccer.

Sound: Stereo or mono.

Music: On [music plays) or off (no music).

Sound Effects: On (sound effects, such os the thud of o kick, player's grunts, etc.)
or Off (no sound effects).

Power Bar: On or Off. The Pawer Bar shows the farce behind g kick or throw. See
the Power Bar section on page 22 for more inflo.

EXHIBITION MATCHES

Exhibifions are one fime games between twa international teams; they ore not o
purt of league or tournament play.

SELECT TEAMS

SELECT TERMS,

1. The Team 1 flag is in the selection box on the left when the Select Teoms
streen appears. The defoult Team 1 s USA. Press the Control Pod up /down
to choose o tearn from the list of 30 national squads. Each teom’s Skill Ratings
are given of the bottom of the screen when its nome and flog appear (see the
Skill Ratings section on page 15 for more info).

2. When you've selected Team 1, press the Contral Pad right to highlight the
Team 2 flag. Choose Team 2 in the some manner o5 Team 1. The default Team
7 is Germany. Again, a team’s Skill Ratings appeor at the bottom of the screen
along when it's nome and flog oppear in the team selection box.

3. When you hove chosen the teams you want, press START fo call up the Ployer
Select sereen.



TOURNAMENT MATCHES

Tournoments consist of six groups (A through F) of four teoms each. After all the
teams in o group have played each other three fimes, sixteen feams — the lop two
teams from each group and the four remaining teams with the best overall records
— go on fo the Playoff stage (see Playoffs on page 11). Like Exhibition and Leogue
gomes, Tournoment games con end in o drow except in the Ployoff round; Playolf
garmes continue info extra fime until one team wins.

TOURNAMENT TEAM SELECTION

el T T EER AT
ol = = =

>

1. When the Teom Selection screen oppears, the nome of Teom 1 i in the
blinking yellow selaction box on the right side of the sreen ond the teom's
skill ratings oppear on the left. The defoult Team 1 is USA. Press the Confrol
Pad left /right fo view other teams and their skill ratings.

2. IFyou wont fo add a second team in the Tournament , press B. {if you want to
proceed fo Tournament play with only Team 1 under your control, press
START.) Team 2 appears directly below Team 1. Again, press the Control Pad
left /right to scroll through the teams.

3. Toselect more teoms, keep on pressing B. To remove o team, highlight it and
press X. You con control up to eight teams in o tournament, and your teams
will be numbered on screen, 1 through 8. Note that oll the gomes for ol the
teams you select must be played to completion.

10

DIVISION GROUPINGS

After you have chosen Tournament teams, the Division. Groupings screen appears.

The teoms you have chosen are placed randomliywithin six groups, A through F.

* [ you wish to see oll the Division Groupings, pms_ﬂi& Control Pod up/down
when the Division Groupings screen appears. The hﬂlﬂi flash around the two
teams about to fuce each other.

BEGINNING A TOURNAMENT

1. Tobegin the Tournoment, press START. The Scouting Report for the upcoming
gome appears, comparing the two team’s skill levels.

2. From the Scouting Report, press START to go to the Ployer Select screen (see
Player Select on poge 14 for instructions).

3. From the Player Select Screen, press START to start the next match.

PLAYOFFS

Ployoffs are the elimination stage of o tournoment: One loss eliminates o team. In
Tournament mode, they come ot the end of a Tournament; but in Playoff mode, you
v skip the Tournament stage and go shraight to the Playoffs.

PLAYOFF TEAM SELECTION

»  Ployoff team selection is the same os in Tournoment team selection; see
Tournament Team Seledion on page 10 for info.

n
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PLAYOFF TREE

After you have chosen your Playoff teamis), or after you have played through o
Tournament to the Playoffs, the Playoff Tree appears. Playoffs are arranged in four
rounds; teams thon win in one round advance to the next. Your teams are ploced of
random in the first ployoff round. If you are playing Playoff mode only, your feoms
are numbered from 1 up to 8; if you are playing Playoffs at the condusion of o
Tournament, they are numbered as they were in the Tournoment.

¢ To see the enfire Playoff Tres, press the Control Pad left/right. The borders

around the two teams involved in the first game flosh.
»  Toleave the Playoff Tree and go to the Scouting Report, press START.

LEAGUE GAMES

A Leogue is a group of eight teams. Teams in @ League play each other twice to
determing the League championship. The championship is decided on the basis of
paint awerded for wins (each worth two points) and draws (each worth one point).
No points ore awarded for losses. The team with the most points of the end wins the
thampionship.
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LEAGUE TEAM SELECTION

1. On the Team Selection Sereen, press the Control Pad left /right 1o scroll
through the list of 30 international teams; the national flag and skill rotings of
each team appears on the left side of the screen.

2. When the feam you want upgears, press B fo go add the team to your League.
To delate o team, press X. To add mare teams, keep on pressing B.

3. When you have chosen oll the teams you want, press START fo go fo the
League Standings streen{see League Standings section below). Press START
ogoin to go to Scouting Report an bath teams” skill levels.

4. From the Scouting Report, press START 1o go fo the Player Select screen (see
Player select section on page 14 for more info).

5. From the Player Select screen, press START ta go to the Pregome screen.

The feams you select for your league ore numbered 1 up fo 8. If you pick fewer
than eight feams, the remaining league slots will be filled with teams chosen of
random; these teams will not be numbered. You play only numbered teams’ games.

LEAGUE STANDINGS

The League Standings screen appears before the first League gome and between
matches, It shows the teams’ current won-lost-fied record and total points. The
borders flosh around the next twa teams to face each other.

RESTORE

You con save o League, Playoff, or Tournament, and pick it up loter from where you
lefi off i you have the correct Password given at the End of Game screen (see End
of Game on page 30 for more info),

ENTERING A PASSWORD

1. When the Enter Possword screen comes up, o selection windaw is in the first
space of the password. Choose the first character in the Password by pressing

13
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the Control Pod up /down fleft /right 1o scroll through the characters af the
battom of the screen. The character in the selection window chonges as you
scroll through these charoders.

2. When the correct chorocer oppears in the first space of your Password, press
B. The selection window will automatically advance to the next space in the
passward.

3. If you enter an incorrect charadler, press A 1o erose it and X 1o backspoce.
Press B to odvance the selection box and follow step 1 above to select the
correct character.

4. When you've entered the entire password, press START 1o return to the
Player Select streen.

5 To leave the Enter Possword screen without entering o password, press

PLAYER SELECT

From the Player Select screen, dedde who controls which team, whether a team will
be controlled by one player or by multiple players, and how the control pad will
direct ployers on the field.

GONTROL SETUP

Controller 1 always defaults to Team 1 on the Control Setup screen, represented by

the controller icon under Teom 1. If there are two or more controllers plugged info

the Super NES, a controller icon appears in the center of the screen for eoch of these
tontrollers. The ican for controller 2 is ot the top of the stack, and the icon for
controller 5 is ot the bottom.

o Press ench Contral Pod left /right to move its contraller icon beneoth o
tearn, If o contraller icon remuains in the center of the screen. it will be inactive
ot the start of the game. If no controller icons are assigned to the teams, the
computer will control both teams during the game. However, controllers can
be reassigned to o different feam or to o neutral position during o game.

14

o Once all the controllers have been ssigned to a teom (or left in o neutral
pasition), press START tfo go to the Pregome Opfions screen, or press B to
toggle the control method (see following section).

CONTROL METHOD

FIFA International Soccer's unique perspecive gives you o TV-slyle view down onto

the field. To compensate for the angle of this paint of view, you may want to change

the respanse of your Control Pod.

The default position of white arrow on the controller icons is angled; that means you

must use the diogenals on your Control Pad to make the ployers move straight up

the field.

1 To toggle between the twa control methads, press B.

2. When you change the arrow 1o point directly up, press the Control Pod
up,/down /left /right to move o ployer around the field in straight lines.

3. When you are satisfied with your control methed, press START o go the
Pregume Options Screen.

*  From the Scouting Report, press START 1o begin the gome.

SKILL RATINGS
TEAM SKILL RATINGS

Team skill rafings oppear at the battom of the team selection screen, and each skill
level is represented by o gold bor. The longer the gold bor for o given category, the
higher the team’s skill rating in that aspedt of their play. The six skills rated are
Shooting, Running, Passing, Defense, Tackling and Gooliending. There is also a final
Overall rafing.

I5
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PLAYER SKILL RATINGS

Ployers' skills are roted on o 0-99 scale in 14 skill categories on the Substitufions
screen [see Substilutions section on page 24). The Skills Rated are: Skill, Speed,
Reaction, Ball Contral, Shot Power, Shot Accuracy, Slides, Agility, Bicycles, Headers,
Staming, Passing and Agaression.

The Pregome screen appeors befre @ gome begins. From this screen, you can seledt

your team’s strategy, formation, starting line, and other options.

e To configure your team, press the Control Pad wp/down fo move the soccer
ball icon down through the list of options; when the ball is beside the option
you want, press A, B, X, or Y.

«  Togo straight to the field and ploy with defoult setiings, press START.

START GAME

Use this aption ta begin the gome.

CONTROL SETUP

Using this opfion, you can change the Control Setup and Contral Method you chose
earlier (see Conirol Setup and Control Method section on poges 14 and 15 for more
info). You can also change which team you contrel during o game.

OPTIONS

Use this option to change the Game opfion you selected eorlier (see the Gome
Options section on page 7 for option descriptions).
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TEAM COVERAGE

Use this option to adjust the range of your players' field coverage.

*  Press the Control Pad wp /down to highlight Defense, Midfield or Attack.

e Press the Control Pad left/right to odjust the length of the arrow on the
field. The Midfield arrow con be extended in either direction, foward defense
and oftock.

The further your defenders push up, the more likely you are to find yourself under-
manned on defense when the opposifion counter-attacks.

If you leave the midfield players grouped in the center of the field, it's hard for
them 1o link with defenders ond ottacking ployers: but if you spread them too thin
and they're likely o be overrun.

The aren of field covered by your forward players depends to a large extent on the

chosen strateqy (see Taam Strategy): if you're playing Long Ball it's all right to

leave them camped well inside the opposition holf, but choose Detend and they

need 1o drop bock.

= When you've adjusted Team Coveroge, press START to return fo the Pregame
SCreen.

TEAM STRATEGY

Use this option to select o strategy for your feom
®  Press the Control Pad wp/down 1o scroll through the available strategies.
Diagrams on the field change illustrate each strategy.

Auto: The computer automatically selects a strategy for you, ond changes it when
approprinte,

Long Ball: From defense the ball is punted upfield, with midfield and ottacking
players racing up to meet it. Often referred to os Route 1, this strategy is simple,
direct, ond works best when you have tall center-forwards who ore good headers of

17



the ball. Soccer purists, however, would say that it lacks the finesse of skillful
passing play.

All Out Defend: Players ore kept behind the ball in an attempt to fend off the
opposition by sheer weight of numbers. Choose this if you expedt o real hammering
from the opposition forwards, or in the dying moments of o match when you're
defending o narrow lead.

Attack: An open strateqy designed to maximize shots on gool, with defenders
pushing up and midfield players supporting the front men.

Defend: A fight strategy that keeps midfielders in and around your own half of the
field to form on extra defensive borrier.

All Out Attack: Everyone pushes forward into the opposition half, giving little
thought 1o preventing goals. Use when fime is running out and defeat would
otherwise be inevitoble.

s Tochoose o strategy, press START when it is highlighted. You return 1o the
Pregame screen.

TEAM FORMATION

Use this option to adjust the pasitioning of your players on the fiehd. The yellow dats
on the field mark ployer positions. Hote tht different teams have different defoul
formations,

& Press the Control Pod wp/down to stroll through the available formations.
Diograms on the field illustrate each formation.

3-5-2: The well-manned midfield tries to get control of the ball before the 3-man
defense is threatened, ond feeds it to the forwards.

4-4-7: i well-balanced although canventional farmation, solid in both defense and
midfield, but requiring o good understonding between the two center-forwards if
goals are fo resubt.
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Sweeper: An extra man of the back plays in o freer defensive role. He's the lost
line of defense when the men in front hove been hen!en hul ton also push up into
midfield and sweep the boll forward. i
4-2-4: Although weakened in midfield, ﬁﬁuurffmmds are expected to
overwhelm any unwary opposition defense. {qndﬂrﬁﬁlﬁe in conjunction with
Atiaick strategies.

4-3-3: Another well-balonced formation, ﬂiiailds InTﬁﬂ attacking options of
4-4-2, although there is u subsequent weakening of the midfield.

*  To thoose o formafion, when the highlight ball is beside it press START. The
Pregame screen or Pouse screen reappears. :

STARTING LINE

L IEETITI TSR A
< o iiEs 8 Y >

. i P

Use this Opfion to adjust your lineup. Keep in mind that in Simulafion mode, the
number of subs used per game is limited to twa. In Acfion mode, subsfitutions are
unlimited. Players' positions are designated on this scene by single letters:
F=Foward, G=Goolie, D=Defenseman, M=Midfielder. Note that o goalie can be
replaced only by another goalie.

1. Press the Control Pad up /dewn to move the highlight ball through the squod
list. When the highlight ball is beside o player, his nome appears in the Subs
window af the bottom of the screen, ond his position on the field floshes.

19
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When the name of the player you want to pull from the gome oppears in the
Subs window, press B to select him.

2. Press the Control Pod wp/down to move the highlight boll beside the player
you want to send into the gome os o substitute. Press the Control Pad
lett/right to check his Skill Ratings o see if he hos the skill lavels you want
(see Skill Ratings on page 15 for more info). The name of this player oppears
beneath the other player's name in the Subs Window.

3. Tosend in o substifute player, press B when the highlight ball is beside his
name; o “Swapped” message confirms that the substitution is mode.

4. ToConcel o Substitution and choose anather player, press X.

5. Toleave the Substitution screen, press START.

8} Note: If a player has been sent off the field for a flogrant foul, use the

Subsfifutions apfion o repasition e remaining players ia fry o plug the gap left by
his exit.

QUIT GAME

When you select Quit Game, you're asked to confirm your choice, YES or HO. YES
takes you back to the Game Sefup screen; your current match ond any Game
Configuration chonges will be lost; NO returns you to the Gome Configuration
screen.

1. Toselect YES or NO, press the Control Pod left /right io place the highlight
boll bereath your answer.
2. To confirm your choice, press START, A B, X ot Y.

ON THE FIELD

When you're safisfied with your feam configuration, press START and the recl
action begins — an the field.

THE KICK OFF

*  To kick off ond get the gome underway, or restart following a goal ond ofter
helf fime, press A or B. Press the Control Pod up/down /left /right to
direct the pass.

Note: Defending players are not allowed into the center circle until the bafl has
been kicked off.

CONTROLLING THE PLAYERS

Players control the player on the field who is marked by colored star: Ployer 1%
controlled player is marked by o red star, Player 2's is marked by a blue star,
Player 3 is yellow, Player 4 purple, and Player 5 black.

The star appears only as on outline when the player daesn’t have the ball. The stor
is solid white in the center ond shaws the player's number when he is in possession.
When the confrolled player is nat on screen, an arrow oppears end paints in his
direction. Arraws are colored coded just like the control stars are: Player 1=red,
Ployer 2=blue, Ployer 3=yellow, Player 4=purple, ond Player S=black.

e To switch between players, press B. The ster moves to your player neorest to
the boll.

#  To direct the movements of o highlighted player, press the Control Pad in the
direction you want the ployer to go.

See the Control Summary section on page 1 for more information about
Controlling Players.

21
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POWER BAR

Being able to control how much power is used when moving the hall is important.
For instance, the more force that's used on o shot on the net, the less accurate the
shot will be. To see how much power is used for lobs, shots, kicks, throw ins, or
comer kicks, check the Power Bar. The goalie can also refer to the Power Bar fo
decide how hord 1o kick in the ball.

The Power Bar oppears when a controlled player kicks or throws the ball. The Power
Bar does not appear for a computer-controfled ployer.

»  To build up power when one of your players is in possession of the ball, press
ond hold B. The Power Bar will build up from left fo right. The yellow level
warries the least power, the orange level is in the middle, ond the red level
indicates the highest level of power.

PAUSING THE GAME

* T pause the game al any time during play, press START.

When the game is paused, the Poused Gome Configuration screen oppears. From
this screen, you can change the Control Setup, Options, Team Coverage, Teom
Strategy, and Team Formation; make Substitutions; view Game Stats, Score
Summary, and Foul Summary; or Quil. (See Gome Configuration Screen below for
explanations of these option.)

The Pause screen is similar 1o the Pregame Configuration screen, and you con use it
to thange many of the some options.

*  To select an option from the Pouse screen, press the Control Pod up/down to
move the spinning soccer ball beside the option you want and press A.
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*  To return to the field from the Gome Configuration screen, use the Resume
Game option (described below) or press START.

Resume Gome refurns you to the gome at the poinl where it was paused: any
configuration changes you made while the game wos paused come into effect when

the gome is resumed. -

L,

e You can also return to the fiekd by pressing START.

INSTANT REPLAY

Instant Reploy replays {instantly) the past 10 seconds of the game in o variety of
speeds and modes—forward, buckward, o freeze frome. When you select Instant
Reploy, o controller icon oppears on sereen. As shown an this icon, the confroller
buttons control replay funclions os fallaws:

To rewind the action, press and hold Y. Release Y 1o stop rewinding.
To advance the replay one frame of o time, tap X. To advance the replay in
slow motion, press and hold X.

*  To reploy the action at normal speed, press B. The replay will play through
until you press B again or it reaches it's completion.
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*  To fost forward, press and held A.
*  To change the replay comera ongle, press L or R.

Instant Replays focus on the ball unless you use Ployer Tracking (explained below).

PLAYER TRACKING

Player Tracking locks the reploy comera on o particulor player. You can track o
player from either team throughout the entire replay, or track different players.
You con select the player to be tracked only when the reploy is freeze framed.

®  Press the Control Pod up/down fleft /right 1o place the yellow tracking box
near the ployer you want to track. When yellow crosshairs appear beneath
thot ployer, the camera is locked on hirm,

TEAM COVERAGE

The same as the Team Coverage option in the Pregame Configurafion screen. See
Team Coverage on poage 17 for instructions.

TEAM STRATEGY

The same os the Team Strategy opfion in the Pregome Configuration screen. See
Team Strotegy on poge 17 for insfructions.

TEAM FORMATION

The seme s the Team Formation option in the Pregome Configuration screen. See
Team Strategy on page 18 for instructions.

SUBSTITUTIONS

The same os the Starfing Line opfion in the Pregome Configuration screen. See
Starting Line on page 19 for instructions.
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GAME STATS

The Gome Stufistics sereen gives on up-to-the-minute summary of these stats for
bath teams: Score; Shots on Goal; Saves; Corner Kicks; Minutes Aftacking, In
Midfield, and Defending; and Fouks.

SCORING SUMMARY

The Scoring Summary screen lists the players who scored. the team they scored for,
and the fime the gool wos made.

FOUL SUMMARY

The Foul Summary screen lists oll ployers whose misbehavior hos earned sither o
red or yellow cord, along with their team and the fime their offense occurred.

BALL OUT OF PLAY

The ball & out of play when it enfirely passes over the touchline or goal line. The
referee will whistle to signal it. There ore three ways o ball out of play can be put
bock in play :

Goal Kicks: If an atiacking ployer shoots wide of the gool and none of the
defenders touch the ball on its way over the goal line, the ball is outomatically
pluced of the corner of the goalie’s bax {which side depends on where the ball went
out) and the goalie must kick the ball upfield.

*  Tomoke the goalie kick the ball upfield without siming it, press A or B.

*  Toaim a kick, press L or R fo call up the target box. Press the Control Pad
up/down/left /right to ploce the target box where you want the boll to
go. Then press A or B o kick it.
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Note: From a Goal Kick, the ball must of least reach the edge of the penalty area.
No ofher players are allowed infa the penalty area unfil the ball has been cleared.

Corner Kicks: A comer kick takes pluce if the lost player judged to have touched
the: ball an its way over the goal line was o defender or the godlie. A Corner Kick is
token from within the quarter drdle morked around the corner flag (which side
depends an where the ball went out). The player taking the kick is chosen
automatically.

*  Press the Control Pad up/down /left /right to ploce the red target box
where you want the ball to go, and then press A or B to kick the ball inta the

penolfy orea.

Throw Ins: Taken from the touchline where the ball went out of play, o throw in is
awarded when an opposifion player kicks the ball into fouch. The pluyer taking the
throw is chosen aufomatically,

e To move fhe Target Box fo the area of the field where you want to throw the
ball, press the Control Pad up /down /left /right, and then press A or B to
throw il. :
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Keeper's Ball: When an ottack breaks down and the ball is safely in the goalie’s
hands, it's o Keeper's Ball. Even when goolies are computer-controlled, the player
who controls the goalie’s team automatically tokes control of the godlie and has to
get the ball back inta play, either by kicking or throwing the ball upfield.

e To throw or kick: Press X ond press the Control Pad
left /right /up /down to direct o throw or kick to o nearby defender.

»  To throw or kick using the target box: Press L or R fo call up the target
box. Press the Control Pad left /right /up/down ta put the target box
where you want the ball to hit, and then press X.

Depending on the proximity of ather ployers, the goalie will either kick or throw
the ball.

Note: During a Keeper's Ball, the goalie may only foke 5 steps before releasing

the ball
INFRINGEMENTS
OFFSIDES

The Offsides rule is designed to prevent atiacking players from “goul hanging” in
the hope of getting the ball while the defenders are upfisld. I states that there must
be o defending ployers between on attocker ond the goal when the ball is played to
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the attacker in the opposition holf. This only applies when the attacking player is in
o position to inferfere with play. A player con't be Offside in his own half of the
field, direct from a Throw-In or o Corner Kick.

When o ployer is cought Offside the referee signals a free kick, and the Offside icon
appears along with the offending ployer’s nome. A free kick is then aworded, token
from where the player wos cought Gfside .

With this option OFF the gome is more free-flowing, with fewer free kicks and more
storing opporiunifies.

(%) Note: When the Offsides aption is on, the ref awards o free kick for all Offsides,

oven if the Fouls option i off.

Free kicks are awarded for fouls ond technical infringements. These include violent
o lute tackles, shaving o player off the boll and Offsides (see Offsides an page 27).

When you win a free kick, the boll is placed where the infringement took place, so
there's no chance of gaining o few yards by creeping forward with the ball. A player
is nutomatically designated o fake the kick. The human-conirolled player dosest to
ihe infracion when the whistle is blown takes the free kick.

*  Press the Control Pod in the direction you want the kick o fravel, Press X for o
short free kick to o nearby player. If you're in range, press A for a shot on
goul direct from the free kick.

@ Note: Opposition players must remain 10 yards from the ball until the kick

is taken,
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PENALTIES

A Penalty is aworded when an offense worthy of o free kick occurs in the penalty
aren. So o foul by the defender within his own penalty area results in a penalty kick.

TAKING A PENALTY

o The computer outamaticolly nominates o penalty loker, who stands in the
penalty area ready for the kick. Press B to chonge players.
#  Press A to shoot; use the Control Pod fa direct the boll in the air

When more then one player per teom is human-conirolled, the player who was

fouled gets to take the penalty kick.

If the referee considers o foul to be particularly vidous, he is likely to show the
quilty player the yellow card. Play stops while the ref takes the player's nome.

Repeat offenders generally receive the red card. Play then stops and the offending
player is ejected from the gome. An ejected player con't be reploced by o sub; so
after o team’s first ejection, when ploy resumes they will have only ten men on the
fieldl. (1t is possible to play with as few as seven men on the field.)
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To score in FIFA Infernotionad Soccer, put the ball in net to break the invisible vertical
plune linking the posts, the bar, and the goal line. While the ball des not have to hit
the bock of the net fo score o goal, the whole of the ball must crass the goal fine.

After the celebration over o gool dies down, the ball is returned fo the center circle

for o kidkof
HALF TIME

When the referee signals the end of the first half, both teoms leave the figld and the
Half Time Report appears. It provides pertinent information about the first half of
the ongoing match: Score, Shots On Goal, and Save.

e Toreturn to the Game Options sereen, press START

END OF GAME/FINAL REPORT

S

When the final whistle blows, the Final Report screen appears. It contins the same
information as the Half Time Repori—Score, Shots on Goal, Soves, ond o password
(remember fo copy down the possword carefully ) . The Final Report also contains
the name, number, and team of The Man of the Match, the most voluable ployer in
the game just ployed.
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ELECTROMIC ARTS LIMITED WARRANTY

Elestranic Arls wnrrants 16 the original purchoser of this Eleciranic Arts software peodu that the medium on which
this camputer program s rexoeded & free from defeds in meteriok and workmanship for o period of ninsty (%0)
doys From the dute of puechase. This Blecteonic Arfs software program is sold “os &, withou! express o implied
worranty of ony kind, ond Electronic Arts is not liable For asty lossas or damages of ey kind resulling from use of
this pragram. Electromic firts agrees for o pesiod of ninety (90} doys to either repair or replace, f ifs opian, fres of
charga, any Fhectranic Arts software product, postage paid, with proof of puechase, of e Elecieonic Arts Warranty
Depariment. This warrcaty is net opplicable to normal wear and beas. This warranty shall no be spplicnble ond shall
be vaid if the defect in the Electronic Arts software product has arisen through ohuse, unreasonable use,
mistreziment or megleck.

LAMATATIONS — THIS WARRANTY 15 IN LIEY OF ALL OTHER WARRANTIES AKD NO OTHER REFRESENTATIONS OR
CLAIMS OF AMY NATURE SHALL BE BIMDING OH OF OBLIGATE ELECTROMIC ARTS, ANY IMPLIED WARRAKTIES
APPLICABLE T0 THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABELITY AND FITMESS FOR A
PARTICULAR PURPOSE, ARE LIMITED TO THE MIMETY (90) DAY PERIOD DESCRIBED ABOVE. IN KO EVERT WIEL
ELECTROMIC ARTS BE LIABLE FOR AMY SPECIAL, INCIDENTAL, OR COMSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE DR MALFUNCTIOR OF THIS ELECTRONIC ARTS SOFTWARE PRODUCT.

Some sfofes do not allew limitalions os to how long on insplied worranty losis ondy/or exdisions or limitations of
imdantal or conseguentiol domages so the obove fimitoians andy‘er exchusions of lidkdity may not agply 1o you,
This warranty gives you specilic rights, ond you may ake have atbhes rights which vory from shate fo stae,

RETURNS AFTER WARRAKTY — To replocs defeciive medio offer the ninsty (90) day warranty period bes expired,
send the seigingl qome pake to Electronic Arts' oddress below. Enchse a statement of the defect, your name, your
return oddress, and a check or meney arder for 530,00,

Electronic Arts

Customer Woeranky

Pl Box 1578

San Maten, Coliforsia 94403-7 575

1F you need to tolk to sameane about this product, coll us o {41 5) 578-0316 Manday theough Friday between 8:30
an and 4:30 g, Pocific Time,
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Need o Password? CALL
1-900-288-HINT
1-900-288-4448

Recorded hints, tips, and passwords available 24 hours o day, 7 days o week!
95¢ for the first minute, 75¢ for each additional minute. If you are under 18, be
sure fo get a parent’s permission before calling. Hotline requires o Touch-Tone
telephone and is only available in the US. Call length determined by user:
average length is four minutes. Messages subject fo change without nofice.

Unless indiented otharwise, oll softwore ond documentation is € 1994 Bactronic Arfs.
Al Rights Raserved.

Official FIFA Licsnsed Product. All rights reserved. EA SPORTS, the EA SPORTS logs, StodismSound oed If
1's In The Game, it's In The Game are rodemerks of Eledronic Arts. All ghts reserved.
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