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JOIN THE
QUARTERBACK
HAI)

Are you ready to compete with the most elite athletes on the
face of the earth? Are you ready to press your skills to their very -
limits? Are you ready to handle the most pressure-ﬁlled ;
situations in all of sports? ¥

Then you're ready for NFL™ ammncxﬂuri x

quarterbacks, 28 NFL™ tsams, and
gridiron action! >

.‘-'.-’ v e

NFL™ gar
playbook of :
pressure of the most intense 1
in the sport’s hlstqry—-lncludmg 1
tests ever! —through a spectacular Simulation mede!
No matter how you play, NFL™ QDARTEW Gwﬂ“ta]m
right to the line of scrimmage with a level dl;eaﬁsm that has t
be seen, heard, and experienced to be believed'

The stadium is packed! The crowd is cheering In an‘ticlpatlonl 4
The kickoff is near! Strap on your helmet and hit the field: You've =
joined the NFL™ QUARTERBACK CLUB™...and you'll never think
about football the same way again!

3

n'-".

3

: 'cn;ueﬁﬁe (see page11- -17),

_ ‘BUHTBUTT ﬁ '.’.

7 FIELD RIGHT-AWAY, TURN TO

BEFORE YOU HIT
THE GRIDIRON

LOADING:

1. Make sure the power
switch is OFF.

- 2. Insert the NFL™ QUARTERBACK CLUB™ %
Gﬁmé Pak as described in your SUPER NINTENDO ENTERTAINMENT
S‘{STEM’ instruction manual. If you wish to play a three, four or

7 five Ia yer-game, plug in a Super Multitap™ (sold separately) at
| ks thls

e as fescribed in lts mstruchon manual.

2 ,Wrmme ‘game mﬁde screen appears you will have three
un‘fmm and %hallengmg game play opti iIuartemack

R

- NFL” Play. (see page 18), and
'$linumtorl’ (seé page 31 »327
- Press LEFT or. lﬁffﬂn«ﬂie .
%sum PAD to highight the
option you wish, men press the

IF YOU'D LIKE TO HIT THE

" PAGES 33-34 FOR OFFENSIVE
AND DEFENSIVE CONTROLS.

_NOTE: For details on
each individual game play
option from this point on,
turn to the appropriate page
noted above.




UARTERBACK
ROFILES

NFL™ QUARTERBACK CLUB™ features 19 of the greatest quarter-
backs the sport has ever known! Here’s a quick rundown of their
careers, accompllshments and abilities:

& TROY AIKMAN/COWBOYS
i ~ Troy Alkman is one of the most laam(qmrherham in. :
Hisaocuraieannanﬂkeenmhrunupen ptie
E racemurhavenettndmmmsnpermrﬂnos. - While at - .28
. UCLA, Aikman threw 41 M;mhmnﬂixmmr A
| The Dallas star passed for 4,328 yards two'years.
 in the NFL"™, more than any third-yeaF quarterback in Dallas
* history. . Imwashommnmrm mamwm 2 4
covina, l:-ﬂltonﬂa ) : ]

S-—‘

DREW BLEDSOEIPB‘PRIOTS St
The top draft pick in the nation in 1993, Drew's rookie.
season with the Patriots was an'i ve one, as he:-
threw for 2,494 yards in 13 games. - . Born on February -
14in 1972, he is one of the youngest members of the
NFL™Q . Drew threw four touchdown'
passes in a single game againsmhml mm :

" Waiter Andréw Brister i hails from Aléxaniria, L
" He was a fourth round draft pick in 1981— mw
) " Tigers! Bubby has had some ihcredible seasons! in 1990 hé

since Hall of Famer Terry Bradshaw threw 22 in ‘81. .
| Bubby is a teammate of NFL™ Quarterback Club’ _rnemhar :
' Randall Cunningham. . : 4

threw 20 touchdown passes, apanumtseenlnﬁﬂﬂm

This electrifying quarterback has made Philadelphia a
football force to be reckoned with. . . As likely to run as
throw, Randall excels at reading the defense and making
the most of opportunities, . . Among the leading rushing
quarterbacks in NFL" history, with over 3,500 yards to his
credit. . .Led the NFC with 30 touchdown passes in 1990. . .

JOHN ELWAY/BRONCOS

IREEEE s =

Stanford graduate John Elway f
was drafted into the NFL" asa '
first round pick by the Colts, i
.. but has spent his profes-
: simalmarwithnamer |
.. One of the most accu- ]
lammmwasa:uund..luhn g
* has appeared in four AFC |0 e
Wlshl p games, and three Super
“Bowls. . . This Pro Bowl quarterback @ _
*h&smedl‘oraimustmtouchduwns —
& ."l-hismaecompllsbﬂdpm

Eslasun
i Uangals all the way to Super
' Bow! XXill in 1988, and was
named the NFL™'s Most

Valuable Player. . . He threw

« - aclub-record five touch-
down passes against the

New York Jets in 1986,
and again in 1989 ’

against Tampa Bay. ..

f_j-'




JIM KELLY/BILLS

Jim began his professional career in the now defunct USFL,
where he was named MVP in 1984 . . . Kelly played two
seasons for the Houston Gamblers belure joining Buffalo in
" 1986. . . He has led the Bills to four Super Bowls. . . Famous
for his ability to read a defense, Jim has thrown for over
36,000 yards in his pro career. . . The Pittshburgh native has
been selected for the Pro Bowl four times. . .

JIM EVERETT/SRINTS

The first quarterback in Rams history to pass for more
than 4,000 yards in a season (4,310 yards in 1989), he
came close to repeating that feat the following year when
he threw for 3,989 yards. . .The right hander earned his
business degree at Purdue. . . A first round draft pick for
Houston, he never played there, but has instead been a
stand out for Los Angeles before moving to the Saints. . .

;= - DAVID KLINGLER'BENGALS
. e ﬁaﬂdlsmﬁarﬂrslmmdplck (sixth overall) who has
i d quickly since the beginning of his pro career in
Cin AMmmmhimaﬂablehelrtnfor—
: ,stﬂrli.ng nBand NFL™ nuartemack Club™
NE Mner Eﬂason

BRETT FHVRE/PBQKBBS e

Brett was born in Pass Christian, Mississippi on October -

10, 1969. . Playadinmmmmmﬂmmmapm

seasons. . . In his brief career, he has ea

pletion rate. . Knuwnfarhls -

me"mrs"hnntlﬂ.‘
at.

JIM HARBAUGH 9
The son of a head coach mﬂslnutﬁlq_ﬂm
mmawhmmﬂinhﬂ%.sﬁﬁﬂ oun W:
pick for the Bears in 1987, the Michigan graduate
ﬂvelndiampollstaﬂshﬂ? Am

E!‘!‘H -
of the elite few to earn more than one Super 8

m.kﬂlwmmwmmw

| in5 years in 1990. . . Jeff had a careef high 3,242-passing -~

yards with the Raiders in1993. ... Known for his tough-~
ness, the veteran quarterback blaﬁrplaxﬂwygh“ :

mjunathalmighlsldeluleomm : 3




WARREN MOON/VIKINGS

One of the best-likad players in the game, Moon has
enjoyed a long and successful pro career. . . Led the AFC in
passing with 4,689 yards in 1990. . . Warren started out in
the Canadian Football League with the Edmonton Eskimos,
leading them to five Grey Cups, the Canadian equivalent of
the Super Bowl. . . His 21 TDs and 3,485 passing yards
were second only to John Elway in the AFC in '93. . .

DAN MARINO/DOLPHINS

The complete quarterback, Dan Marino has established
many records, among them throwing for 5,084 yards in
1984, the same year he threw 48 touchdown passes

~ (another record). . . He is second only to Fran Tarkenton in
' career passing yards with 40,720. . .The Dolphin quarter-
back is famous for his fourth-quarter come backs; oppos-
ing teams have learned the hard way that no lead is safe
from Dan Marino. . . A qulck release and pin point w;ural:y
are his trademarks. .

o B n:fn. omnum;sugrmnmmse
; i - Y i | 0'Donnell Jersey
CHRIS m:.x.mmms ﬁwm o Universify.of Marylany. . el enoys
Accu v B *‘mﬂﬁgﬁﬂmummung. .As a Steeler, he has
: in m§1n£WMalm1.wowu o

wlthmamarmmn yardage
with 2,833.. meﬂmm‘ gl
Year.. ﬂ\enmmmgradws&bom - |
March3.1970lnﬁos!wn._lndlm 7



First, press UP or DOWN on
THE UAHTEBBAGK “g the GONT%OL PAD to scroll
cH nl. E"GETM i through the list of names and
‘ highlight the specific quarter-
back you want. When your
choice is highlighted, press the

B BUTTON to see the player’s _
- statistics and attributes. To TEVW  [REEE

The Quarterback Challenge™ will test your skills in four ‘
demanding events. It's great for competing against other quarter- i
backs, or for use as a training tool in the preseason before get- q :
ting the team on the field for full-scale game play! You can-also " P is
build up your own Custom Quarterback by competing repeatedly ,! '.-,_.' = %;ﬂ;%&fmz;
in the challenge events— and then import him lnio NFL"' Play in AR e e ﬂ ing a final selection
- % < . ij ! zwg <

preseason mode! : e e e a2 DﬂWNoItthe_
PLAYERMODE = : '@ =icisod
When you choose I]uamm,ack_; ally

screen, you will see a screen wﬂlﬂ'ﬁh t, ea
a different color. Note the player order bo M | '

(which w down
on screen) to press their -
START BUTTON and enter the
challenge. Once all partmlpat-
ing player controllers have .
been entered, the player order
box will randomize the order
in which players will select

'is&m,mm Yotir custom ﬂuarterback will initially start
E< un‘f,miﬂ: nommal ath'lbutnratmgs in each of the categories used
~inthe NFL' 'guaﬂemack Club™, To make him a viable competitor,
ydu must increase your custom player’s abilities by successfully
- “competing in the Quarterback Challenge events. Each time you
Quartariarks A9 COPRE T do so, you will raise your custom quarterback’s ability ratings.To

the first event. e | Er o 5 prir
: | select the Custom Quarterback feature, first highlight Select QB,
SELECTING OUR QUARTERBACK | then press RIGHT on the CONTROL PAD to highlight the Custom

Each player will then be asked to select their quarterback from | category, then press the B BUTTON. You may choose uniform
the 19 NFL™ superstars available in NFL* QUARTERBACK CLUB™. | color, uniform number, player skin tone, and the player’s throwing
1l : arm (left or right) by first pressing UP or DOWN on the CONTROL

|

W 1



PAD to highlight a category, then the B BUTTON to scroll through then press the B BUTTON. You will see a display of all four events.

to the desired settings. You can give your custom quarterback a Press the CONTROL PAD to highlight the event you want to com-
name of up to eight letters by pressing LEFT or RIGHT on the : pete in, then press the B BUTTON to select that event.

CONTROL PAD to highlight letters. Press UP or DOWN on the CON- If you do not select any events and choose “START CHALLENGE,” you
TROL PAD to scroll through letters and numbers. To erase or go _ will be competing in a complete four-event quammack Challenge
back over any letter, press the Y BUTTON. Once you’ve entered a ' If at any time you wish to _

name, press the START BUTTON to exit. When you are satisfied " review the rules of a specific

with your selections, press DOWN on the CONTROL PAD to high- = Quarterback Challenge event,

light Custom QB, then press the B BUTTON to exit the CustomQB - - gimply highlight the CHALLENGE

option. You can give your custom guarterback a name of up tb" cigead ,HULES option at the top of the
eight letters by pressing the CONTROL PAD to Iyghllght Ieﬂers o e m ang press the B BUTTON.
then pressing the B BUTTON to oonilrm fhem e R s < m@m each avant‘ a

viously "bunlt"quarterhatk in order to
competing in the challenge again. To se
Quarterback feature, first highlight Select
BUTTON. Use the CONTROL PAD to hlglimup estor
option. Press the B BUTTON fo select any saved Custom
Quarterbacks. When the-desired wamm)gis-hisplw._
the coumgi mto highlight Custom OB, v a
him as nder Build a Custom ns;’mwm
Quarterback Challenge, highlight custbm@._
BUTTON. At this point, you maymmmcaﬂems‘ review
Quarterback Challenge’ rules. Press tfie CONTROL PAD to high-
light specific listings at the top of the screen, , then pressthel‘
BUTTON. A Custom Quarterback may be ushd in the NFL™ Play
Preseason mode to actually bring your Custom ﬂuaﬂsrback Infﬁ
real NFL™ action!

SELECT AN EVENT

.'t..-»

gEVIEWING BRTER :
RLLENGEP LES - @
3 -Press macmg FAD tohlghl 'GIMLLENGE RULES
npﬂpn then press B'ﬁll‘ITON to hnhallp the first of the four
event rules screens. A display
of rules for that event will

appear. When you are finished
reviewing the rules for the first
event, move on to the next one
by pressing the B BUTTON.

it Continue until you have viewed

you to chpose from among the four events. Compete in one, or BUTTON to return to the chal-
compete in them all! To do so, press the CONTROL PAD to move lenge screen. You can then select another option at the top of the
13 the highlight bar at the top of the screen to “SELECT EVENT”, screen by pressing the CONTROL PAD and the B BUTTON. 14

-




CHALLENGE EVENT RULES Press the CONTROL PAD to move your way around the field.

Note the worn path in the turf. This is the general course you

EVENT 1: ACCURACY ' want to follow as you make your way past the obstacles. After
The object of this event is to throw the foothall and hit the : you hurdle the crosshar, you will step in to the throw zone. Press

moving targets as accurately as possible. The closer the ball is to the B BUTTON to start the red targeting arrows in motion. Press

the target bullseye, the higher the point totals that will be ¢ the CONTROL PAD to adjust the arrows for aiming your throw.

awarded. You will have four * When the arrows are at the desired distance, press the B BUTTON

chances to test your accuracy g 6% WANGW the b,

skills. Yellow frame cursors A R

indicate the distance at which : i3 ‘ iVEN 7.3 DISTANCE

object of this event is to throw the football as far as

the ball will be thrown at bulls- 1he
Ible,fach quar@rback wlll have two thruws, the best one
 toward the

eye level within the frame. - &
Press the B BUTTON the dis-  §
tance you think will draw biq_
points for a hit.

.‘;

EVENT 2: SPEED &. y

have to d piayars,
have to th thall ataﬂxam ! .g;ui@‘mﬁm 0.
jump over an ohstacl&aud the Y BUTTON to duck under au-@;ﬁ-
cle. The faster you make your way e V7

closer to the bullseye you throw the biﬂ—*ﬁlgﬂlulm mr ﬁme- mmmxm s to test y your ab?li‘l'y to recognize

will be on this event. You'll have two chapm to mﬂke-yuur]ia! Hlive’ tal m dst 3 gi‘oup of moving targets, and to hit those
through the course as quickly : as n‘&enrate!yas possible. You'll have four chances to test
as possible. Knocking a bar or i :ead an(f récognmon abilities.

i wil "’_fl“" e “"t‘: - Six targets will be on the field, but only three of those will be
f:rnz:y;i?tstinm tg'?::;? rine = , _r.‘_‘live" targets; those will be the targets indicated by orange flags.
bulsllse;fe wiilgsubtract timeg -~ Note the yellow frame cursors that move along the surface of the
trom your AUk ONWig:y s field. These indicate where the ball will be thrown. You can adjust
: ’ your aim by adjusting the position of these brackets by pressing
higher score. the LEFT and RIGHT on the CONTROL PAD. When you feel your aim




is correct, press the B BUTTON to throw the ball. Be careful,
though: if you hit a dead target, your throw will be considered an
interception! If you hit the target rings—or the bullseye—those
points will be deducted from your event score!

SAVING YOUR CUSTOM QB
If you have used a Custom QB in the Quarterback Challenge™,

you will be given the option of saving him or continuing. You can

save up to five quarterbacks. If your quarterback did poorly and

you don’t wish to save his performance, select Continue with the’

CONTROL PAD, then press the START BUTTON to return to the
game mode screen. If you are satisfied with your quaﬂetbad’;
performance, use the CONTROL PAD lghﬂghﬂhe Sa\le
option, then press the STAH‘I Jtﬂﬂ'
TROL PAD to select which box y
to. NOTE: Saving over an msﬂng__
quarterback and replace him w
START BUTTON to save the currer
Continue and press the START'

mode S

17

NFL PLAY

Are you ready for the most realistic NFL™ game action ever?
Then you've come to the right place! Because the NFL™ Play
option of NFL™ QUARTERBACK CLUB™ gives you more plays, more
strategies, and more helmet-crunching action than you've ever
seen before!

.. SIXGAME MODES
; "_..NFL Play provides you with six modes of play:

P ‘{L'PBESEASBH Use this mode to compete in Preseason

Pwseaoou mode allows you to import Custom

- No matter which mode of play
you choose, you can compete
at three levels of difficulty:
ROOKIE, PRO, or ALL-PRO.




GHOOSING YOUR
TEAMS

Once you've chosen your mode of play, it's time to choose the

team you want. This screen allows you to choose which of the 28

NFL™ teams you want to be on.

Press the UP or DOWN o
all 28 NFL™ teams. Note matatm‘bute
important es: passing, run
hmzing,d%, : '; | téa

selected team will face in the upcommg gajna.

CUSTOMIZING WEATHER, PLHYING 3
SURFACE, AND OTHER GAME OPTIONS

Once the teams are chosen, there are several other decisions
about the game that need to be made. NFL™ QUARTERBACK
CLUB™ provides you with the following choices:

lg B Choose a home or away game

ol

m Choose from six weather options: fair, rain, snow, hot, cold,
or auto—which allows the computer to randomly choose for you.

H Choose between grass and artificial turf playing surfaces.

H Choose one of five quarter lengths: 1, 2, 5, 10, or 15 minutes
per quarter.

GAME TIME

PLAYER SELECT

- After selecting your teams and setting your custom options,

g E- j!l’s-tima to select which team to play on. Five players appear in a

SEes Wbpﬂuné screenand -
~ selecting Restart Game. If you
' .'wish to watch a computer

“the START BUTTON without

semii-circle. A number appears above every player there is a

‘foummller plugged in fnr. [Each controller has a color assigned to

D it is in effect for all modes of play) An

] change your se 'eeii'dn ,You may do so
S: .' y.pt‘ess’lng the START BUTTON to bring up the

sStadivm®

controlled game, simply press S TR P EITR e T Ay

“moving a player to either team.




In a multi-player game, play calling priority is determined by
controller number. The player whose controller has the lowest
number is the Offensive Team Captain, and therefore chooses the
offensive plays. The player whose controller has the next lowest
number (the Defensive Team Captain) calls the defensive plays.
For example, if players with controllers 1 and 3 have selected the
Cowboys, and players with controllers 2, 4 and 5 have chosen the
Bills, the player with controller 1 will call offensive plays for the
Cowboys, while the player with controller 3 will call defensive
plays for them. The player with controller 2 will call offmswe
plays for the Bills, while the player with cnniml[pr 4 will call

defensive plays. In this axample thepiayer wtﬂwommilor e 3

does not call plays; only players with the tumilﬁest Bhntrdlar
numbers on a given team are captains.
K
THE COIN TOSS. *;
The coin toss determines. i
receive. The visiting team cﬂls.m lllfﬂw
CONTROL PAD to move;ﬁdl' tor
Results of appear -
immediately. win the»
toss, you may alect toeithet
kick off or receive by pressin
the CONTROL PAD to highlight = §
your choice and the B BUTTON §
to select it. If you lose the toss, |
you get to choose which goal
you wish to defend by high-
lighting your choice with the :
CONTROL PAD, then pressing the B BUTTON to select it. After
selecting, each team will choose the respective kick or return
play they wish to run. It's kick off time!

- available. To activate that -
_pptim, préss theB BUTI‘BH To

THE PAUSE OPTIONS SCREEN

At any time during game play, you may press the START
BUTTON to halt game play and activate the Pause Options screen.
This screen allows you a wide
variety of statistical and game
play options:

Press the UP and DOWN
CONTROL PAD to highlight one
of the eight pause options

and DOWN CONTROL PAD to
scroll through the statistical list-
ing. Press the B BUTTON to return
to the Pause Options screen.



SET AUDIBLES: This allows you to access your playbook and
assign specific plays to the A, B, and Y BUTTONS for audible use.
Press the LEFT and RIGHT CONTROL PAD to scroll through the
plays, then press the A, B, or Y BUTTONS when the specific play
you want assigned to that button is in the box labeled with that
button’s letter. Press the SELECT BUTTON to move the highlight
between Offensive and Defensive plays. Press the START BU‘ITON
to return to the Pause Options screen. -

DRIVE SUMMARY: This provides you with detmls of the cumflt
drive, including how the team with the I:albgamad possession,

Press the CONTROL PAD to scan the field where the action zqokt._- 3 j.' i

place. The screen will also provide mgﬂllu
down of that drive. Press the. B

Options screen.

SMOOTH CAM REPLAY: This will allow you ln reme?u and analiz%

b mm. This allows the’

the previous play. Press the CONTROL PAD to move the camera’s - 4

point of view to the ball, a specific player, or a particular area of -
the field. To watich the play in real time, press the A BUTTON. To
watch the play in frame-by-frame slow-motion, press the B
BUTTON. To rewind the action and review the play again, press

the Y BUTTON. For fast forward, press the X BUTTON. To shift the
replay to an opposite-angle point of view, press either the LEFT

or RIGHT trigger. Press the START BUTTON to return to the Pause
Options screen.

“J.'J’.‘,&.-«';
TART GAME: This allows you to cancel all game play up to
point and return to the Player Selec! to choose which
two teams you wish to nd options

s f r the game up to

s 1 plawr to set a “no huddle” situation on
Ulﬁﬂ&n for ﬁievﬂmﬂseof-speedy game play or hurry-up and

-two=minute drill situations. If the no huddle option is set, no play-

book optmns will appear, and players will call plays from their

“selected or default audibles. When you choose this option, the

,_computer will ask you if you are sure. Press the LEFT or RIGHT
CONTROL PAD to highlight either “yes” or “no,” then press the
B BUTTON. NOTE: Once a No Huddle offense is set, it will remain
in effect until the clock stops or you turn it off by choosing a hud-
dle setting.

24



ON DEFENSIVE PLAQUES:

A Circle denotes a
Lineman at the line
of scrimmage. This

player will remain near the

THE PLAY BOOK

This is your playbook, your guide to the strategies and
circumstances that pro quarterbacks must master to succeed
in the NFL®. A poster featuring every play in NFL Quarterback

T ————— e

Club is enclosed with this game. '[ scrimmage line.
: A Square denotes a
player defends

Each play in NFL™ Quarterback Club™ is diagrammed on a may
plaque. To help you understand the dlagraum.a hrlef Iegend
appears below. : ARy : N f

ON OFFENSIVE PLAQUES:-

A Circle dennmsa iy —
player. The circle
represents whamlhe r ~

player is positioned at the
start of a play. 5L

f' osion
the player should & ¥ omhlmc

.;g

the Ilnamen
 An dunoto_sa_

\J |
.'.“"
i |

move in/to, 'ﬁﬁikw,fof‘ﬂm @ﬁnﬁ ‘ %_ g
dista llows. -
Q_ A Dotted Lmefrom h@ﬁ#ﬁﬂ]ﬂ!@r‘ R S P
the Quarterback - o .» il thatdirection/ penetrate the
O donotes a Pitch out AR B I g T offensive backdield. .~
or Hand off. Bl : STent eyt e Tl
25

A Darkened Circle at
m the end of a line from
a Square or an X

denotes the player is going to
an Anchored Zone. This means
the back will defend this zone,
and not leave it to pursue an
offensive player unless it's
clear that surrounding
coverage has failed and

“there is no one else able to
~ pursue him.

A Clear Circle at the

offensive player in



YARDAGE SITUATIONS ]

Offensive and defensive plays are divided into Short, Medium
and Long yardage situations, with many plays in each formation.
For example, in a Short yardage situation, in a Pro Set formation,
the offense can choose from a half dozen different plays. Below
is a brief outline of some of the |
characteristics of each yardage sutuatmn

SHORT s
Short yardage situations include anylhmg from 0-15 yards
Offense AR
PASSING — Patterns tend to amphasiznvasioh e =
RUNNING — Short yardage situations call MMBI’ plays, anﬂ 2
tend to favor the higger.men, ull'backs and Halfbacks :
Defense e B
PASSING — In defending against the pass'ig'short yardage- .+
situations, linebackers and defen _ ﬁlpmestﬂhﬂéh o
coverage close to the Iiﬁe i kemm cwemd'—- :
a tough assignment. -~ - RS X TR
RUNNING — Defense issimlwr 1
situations; butiwith greater.emphasis

MEDIUM s Ay 5
Medium yardage mtllﬂtltlﬂShMiﬂﬁi@f@} ﬁ‘aﬂﬂlﬂl&
Offense -
PASSING — Passing patterns'in medhlm:arﬁaaﬂons-are Iikylyﬂr “o i
have the receiver breaking at a point douhb mati)ismrtwﬁlm
plays. Speed becomes more important. 3
RUNNING — Misdirection plays a greater part in the Medlum 2>
yardage running game, with increasing use of trap and puil
blocks. -
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Defense

PASSING — In many Medium yardage situations, pass coverage
means intense line penetration coupled with plenty of depth
coverage from the defensive backs, who must still be wary of the
short play.

RUNNING — Defending against the run in a medium yardage
situation requires the defense to be especially watchful of the
offensive line and backfield as they try to draw the defense into
misreading the play and committing costly blunders.

- LONG

Lnng yardage s:tuatlons mclude anythmg over 30 yards.

~Offgnse: ~. -
b PASSING — Long yardage passing plays are not desperation

it md play patterns that often result in

o

the

back's nightmare. Def

-
ana
wct )';P

eommiiting

. RU ING — Moﬂ‘uer sﬂl]atmn where the oﬂense will be faking

 pass in order to gain big on the ground. Defenders must be
lﬂnliant at the rIl'IB =



OFFENSIVE PLAYBOOK | DEFENSIVE PLAYBOOK

The Offensive Playbook in NFL™ Quarterback Club™ is i The Defensive Playbook in NFL™ Quarterback Club™ features
extensive. The plays use four different offensive formations, five popular defensive formations, which have multiple play
which apply differently in Short, Medium and Long yardage options in either Short, Medium or Long yardage situations.

situations. The formations are as follows:

6-a8 6-2

PRO-seT | PRO SET The 6 - 2 defense features six linemen and 2
The Pro Set is perhaps the most popular offensive linebackers. It is a potent defense against the
lineup in the NFL®. In this setting, a fullback aml R ol run, but don’t rule it out for pass coverage.
#HEREET | halfback line up beside eanh bthar behind the B B owe 2™ | Check the playbook for plavs featuring extra
A quarterback. e -3 -2 Ta o safeties.
FOWER T | I FORMATION 5o +5 e i
S ) 'Tlft‘ls*lﬂrmaﬁnn features three down lineman and
backers and is very effective against
it L = medli’[m passes. as well as the run.
SHOTGUM =3 :
Ve sholg i alignment of two
4 MEEaEn S LA linemen (the
@ 2 oo oo ppropriate against
RUN +SHOOT RUN & 3]-]]]0‘!‘ e s '—h;‘chEL
2‘; f:;:,esﬂf a::alfbacﬂkmﬂz?ﬁ four : 85| .« "« | TheNickel defense gets its name from the addi-
o™ e " Fivirs can maks Tok quick yardage wnﬂo : T, tion of an extra defensive back, making for five.
? the pass is completed. _'-- : 4 _ | This makes for effective pass coverage in a situ-

« o o o |ationwherea passis likely.

NFL" QUARTERBACK SIGNHTURE PLHYS i

Each quarterback featured in NFL™ Quarterback Club™ has a
signature play which is typical of his playing style and highlights
his particular strengths. Once you've selected a quarterback, look
through the playbooks to find his signature play, which is
designed to make use of his unique abilities.

OIme DIME
AL AL The Dime has backfire potential in it, as the
defense opts to add yet another defensive back.
Only used when a pass is a virtual certainty, as it
= leaves the defense vulnerable to the run.
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PENALTIES !
KICK OUT OF BOUNDS: ILLEGAL PROC SIM“LATION
2 EDURE

If a kickoff goes out of bounds without either team When you choose Simulation mode you find yourself
touching it, the receiving team may take possession at their thrust into the high-pressure turning points of past Super
own 40 yard line or at the yard line where it went out of Bowls and other intense game situations! You may be down
bounds, whichever is better for them. 28 to 14 with 3:50 left to play, as the Raiders were against

] : 3 the Steelers in September of 1976, or you may find yourself
DELAY OF GAME . N | playing in the very first Super Bowl, with Kansas City 18

5 yard penalty, plus repeat of down, The ofransa must mker ~ &1 points behind Green Bay in the 4th quarter. You may even

the ball before the 40 second play clnck explres, T 'wirld up back in 1957 for the Western Conference
- e ok 4_ : e | champmnshlp with the Lions trailing the 49ers 24-7 at the
OFFSIDES T e s vEFS RN | AR half—-a‘ game the Lions went on to win!

5 yard penalty. No offensi ' . “As) _ igh-pressure simulation situations,
scrimmage before the ball is 4+ youwill be ab ‘all the plays and functions of cur-
be on his side of the ball when : -
touch an opposing player prior
PASS INTERFERENCE : 2 et

Fil'st dmn ﬂipoil‘ltoi '.‘. fer \- ; e S ; _ : L : ,.__‘..\-."
with a receivenbefore he c atch ¢ : Bl 2o
3l



BASIC OFFENSE

GENERAL DFFENSE CONTROL
Move control to player withball ..., ..........ovuievrnvnionsns B BUTTON
Move controlled player aroundfield ........................ CONTROL PAD
QUARTERBACK BEFORE THE SNAP

Bring up audible ., ... 3 s N e e e e o .A BUTTON
Select aUdibIB. i o ¢ iy i o veevieees Y, Bor ABUTTON

NOTE: An audible Mﬂcamlaﬂerzsewndsﬂmﬁmispm m'fmhmiy

by pressing the X BUTTON. Rk P Y o

Put tight end in motion
(on some running and pasamg plays) A
Fake'hike:, | SO0 0 e e T

Bring up pass tsns -
Throw to intundﬁrmivarg.
NOTE: A quick tap mw lob m

PLAYER m POS! N UF?N.L;
Hun with.

KICKOFFS, FIELD GOALS AND PUNTS - ’
Hike the ball and start the kick meter. ...........ioiheivnneesss
Kick the Ball ... = 2o daite ool S i il ity gt

Control the Angle of the Kick until the

Kick Meter is Locked inPlace..................
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AFTERTHESNAP

BASIC DEFENSE

BEFORE THE SNAP CONTROL
Select a different playertocontrol .................. LEFT/RIGHT TRIGGERS
Call updefensive audibles .. ........cocvieiiiiiiiinniiiiaan A BUTTON
Select defensive audibles. ..............co0iivininiin Y, B or A BUTTON

NOTE: An audible will cancel after 2 seconds if no button is pushed, or instantly
by pressing the X BUTTON.




SPECIAL OFFER ON
A GIANT-SIZED QUARTERBACK

New Action Packed® MAMMOTH CARDS

* Giant 7.5" x 10.5" Embossed, Gold Stamped Cards!
* One card of each member of the NFL Quarterback Club™
* Limited Edition...only 25,000 of each card printed!

The legendary players,

* Each card individually numbered! eS| e
3 oo & what it is today--
Get yours now: Send only 5 Package Backs from Action Packed® Ihasd m:‘::‘“m"’_"

Football Cards plus $3 for shipping and handling to:

Acclaim Mammoth Offer

J : As previewed on tn.e
P.O. Box 748 A quarter-century of action Al ; " Fo:p'w network...
ltasca, IL 60143-0748 you were eyewitness to, 4 AR action-packed profiles
with Frank Gifford, Howard - | This tape's on fire with of Jerome Bettis,

Cosell, Al Michaels, Joe
Make checks payable to Action Packed. Please allow 4-6 weeks for delivery. Namath and Don Meredith,

Offer available while supplies last or until May 31, 1995.

NFL stars carrying it on to Reggie White, Steve
the cutting-edge sounds Young, Sterling

of Pantera, Cracker, Sharpe, Nate Newton,
Fishbone, Iggy Popp, Emmitt Smith, Eric
Brother Caine, Red Cross Allen, and coach

(Due to limited production, requests for specific players cannot be honored--Mammoth and Soup Dragons!

cards will be redeemed randomly.)

{Te= 3903 3HL NO

T { T

NFL Quarterback Club Cards:

Troy Aikman Jeff Hostetler Neil O’'Donnell {FL HONKY TONK COUNTRY o

Drew Bledsoe Michael Irvin Jerry Rice L i Lorrie Morgan is your boot- sy

Bubby Brister Jim Kelly Mark Rypien : B e ol passes, fabulous fumbles

Randall Cunningham  David Klingler Barry Sanders (T rmsic..Nr stie! Music by SV s

: ;i Sa  Vince Gill, Wynonna, loe time! It's a countdown of

John Elway Bernie Kosar Phil Simms 3 Diffie, Dwight Yoakam, catastrophe that will
i ; : : = §F"  Sweethearts of the Rodeo, have you in stitches

Bpomer Esiason Dgn Mgnno Emmitt Smith l 12 George Jones and ag:i“ s asit

Jim Everett Rick Mirer Steve Young d Y  avk Wikiams.

Brett Favre Chris Miller .

Jim Harbaugh Warren Moon @ '

PolyGram Video
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