WIN TICKETS TO A G
SPORTS EVENT YOU'LL
NEVER FORGET!

“~  PLAY

TFiPIB SLBBPS

What's your pleasure? Choice seats at one of the final games of the professional
basketball championship playoffs..a grandstand view of the biggest race in
America, the Indy 500...or, tickets to a pro-hockey championship playoff game.
Take your pick and you, along with a lucky friend, could be there when you play
TRIPLE SWEEPS. Secondary prizes include your favorite basketball team jacket,
an Indy-style radio-control race car and a pro-hockey team jersey of your choice!

To play, complete the information requested on this entry form,
and mail to arrive no later than July 27, 1992, to: Printed in Japan
Konami Triple Sweeps ™

o KONAMI®  ro Boxssies

Milwaukee, Wi 53224

to a sports event you'll never forget!

play TRiPIE SWEEPS
See back cover



Collect the All-Star Line-Up
of Sports Titles from Konami/Ultra"
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W s AN
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Double Drbble® and 5 on 5™ are registered tradermarks of Konami Inc.
Konami® is a registered tradermnark of Konami Co., Lid.
© 1991 Kanami Inc. All Rights Reserved
Printed in Japan




KONAMI INC. LIMITED WARRANTY

Konami Inc. warrants (o the onginal purchaser of this Konarmi software product that the medium on
which this computer program is recorded is free from defects in matenials and workmanship for a penod
of minety {90) days from the date of purchiase. This Konarmi soltweare prograrm is sold “as is” without
express or implied warranty of any kind. and Konami is not hable for any losses or damages of any
kind resulting from use of this program. Konami agrees for a period of ninety (90) days o either repair
or replace, at its option, free of charge. any Konami software product. postage paid, with proof of date
of purchase, at its Factory Senvice Center,

This warranty is not applicable 1o normal wear and tear. This warranty shall not be applicable and
shall be void if the defect in the Konarmi software product has arisen through abuse, unreasonable use,
mistreatment or neglect. THIS WARRANTY 1S IN LIEU OF ALL OTHER WARRANTIES AND NOQ OTHER
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE KONAMI.
ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY
[90) DAY PERIOD DESCRIBED ABOVE, IN NO EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL,
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNC-
TION OF THIS KONAMI SOFTWARE PRODUCT.

Some states do not allow limitations as 1o how long an implied
warranty lasts and/or exclusions or limitations or incidental or
consequential damages so the above limitatons and/or exclusions
of liability may not apply to you. This warranty gives you specific
nghts, and you may also have other rights which vary from state

o state

vy

LICENSED BY THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT
- NINTENDC HAS APPROVED THE QUALITY OF
Nintendo THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL
WHEM BUYING GAMES AND ACCESSORIES TO
ENSURE COMPLE TE COMPATIBILITY WITH YOUR

ﬁﬁﬂ%‘;@fﬁ".‘i B%Ls Konami Inc. GAME BOY SYSTEM ALL NINTENDO PRODUCTS
ARE TRADEMARKS OF 900 Deerfield Parkway ARE UICENSED BY SALE FOR USE DNLY WITH
NINTENDO OF AMERICA INC., Buffalo Grove, IL 600894510  OTHER AUTHORIZED PRODUCTS BEARING THE
© 1989 NINTENDO OF AMERICA INC. (708) 215-5111 OFFICIAL MINTENDO SEAL OF QUALITY.

WELCOME

TO THE WORLD OF KONAMI!
You're the playmaker in KONAMI's jammin’
version of Double Dribble—5 on 5 for

Game Boy. We suggest you read the following
instructions before heading on to the court.
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5 ON 5 ACTION MAKES THIS GAME

A PERFECT 10

From the beginning lip-off to the final buzzer you'll experience
ultimate pro-style basketball in the only 5 on 5 match up for Game
Boy:. It'll take more than a good eye and fast hands to be named
king of this court. You'll
need to be a top notch
strategist, because each
team has strengths and

weaknesses to contend

with, making this about s
the closest you can get %

1o the big time without

a multi-million dollar
contract.

BOS
DoO

SOME TIPS BEFORE THE TIP-OFF
First, insert the Game Pak into Game Boy with

the label facing outward. Next, turn Game Boy

on and press Start to advance to the title
screen. When the title screen appears, press
the Control Pad Up or Down 1o select
either the 1 PLAYER Mode (you
against the computer) or VERSUS
Mode (you against a friend with
another Game Boy and game).

Press the Start Button to lock

N your selecton.




1 PLAYER MODE—-TAKE THE
COMPUTER TO SCHOOL

Pick your team from the Team Select screen. Press the
Control Pad to the Left or Right to scan your choices,
then press the A Button to lock in your selection (see
pages 8 and 9 for teams’ strengths and weaknesses).
Now use the Control Pad in the same way to pick
the computer’s team, then press the A Button to go
to the Time Select screen.

ITS JUST ABOUT GAME TIME

Push the Control Pad Up or Down to select 5, 10 or 15
minute quarters. Then press the A Button and you'll
go straight to the tip-off.

Push the Control Pad Up or Down 1o select levels 1, 2
or 3, 3 being the most difficult. Then press the A button
and you'll go straight to the tip-off.

NOTE: Ifit's all tied up at the end of requlation, the

winner will be determined in sudden death overtime.

THE SCOUTING REPORT

There are eight teams to choose from. The diagram on each team’s
screen shows how the team rates in five key areas: shooting, stealing,
speed, outside shooting and passing.

The closer each point of the SHOT

pentagon is to the outer circle

the better the team performs in

that particular skill. As you press

the Control Pad to scan the

teams, you'll see that each PASS STEAL
team is better at somne skills than

others. Here's how the clubs

shape up:

LONG SPEED
SHOT
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BOSTON FROGS
Alittle green on defense, but more than makes up for it with fast break
ability and passing effectiveness.

NEW YORK EMPIRES
These guys stand above the others in dribbling and outside shooting.
Although, good teamwork is not their specialty.

ATLANTA EAGLES
Pass work and defense soar above the rest. Weak insicle play. Strong
mid-range scoring.

DETROIT WHEELS
Passing and defense are weak, but speed and scoring ability can really
get this team rolling.

CHICAGO BISONS

Great range of talent. Passing can make or break them. Defense is
major strength.

DALLAS MUSTANGS

When it comes to passing these guys don’t horse around. Extra strong in
second and third quarter. Strong shooting from 5 to 15 feet out.

PORTLAND SCOUTS

Can get out ahead of you with speed and defense. Not great shooters
from outside, but love to run and gun nevertheless.

LOS ANGELES WAVES
High scoring and strong inside play can turn the tide for this team. Attack
oriented. Great shooters from the outside.

1



2 PLAYER MODE-
GO IN-YOUR-FACE-TO-FACE WITH A FRIEND

In the VERSUS mode two people can play each other by hooking the
Garme Link™ Connector Cable between two Game Boys. Two Double
Dribble—5 on 5 Game Pak are required. Connect the cables as
shown here, make sure the cartridges are
properly inserted, then turn the power ON.

After the title screen has appeared on both
units, select the VERSUS Mode on one of the
two units. The player that selects the VERSUS
Mode will become the team on the left [visi-
tor team, white jerseys|. The other player
becomes the team on the right (home team,
dark jerseys).

The player playing visitor selects his team first, then locks in his selection
by pressing the Start Button. The player playing the home team selects
his team and then locks in his selection by pressing the Start Button too
[see 1 PLAYER MODE. page 6 for how to select a team). Either player can
press the Start Button to begin play.

12 NOTE: Only one Game Pak included in a package. Game Link not included.

THE COURT IS IN SESSION

- YOUR

OPPONENT'S

— _ FREE THROW
@-02:a9 25T TIMING GAUGE

y6 gi_/ ]:
QUARTER GAME CLOCK

SCORE
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CONTROLLING YOUR PLAYERS

NOTE: You control the player that is below the cursor.

CONTROL PAD
Defense: Press to move

player.
Offense: Press to move

player. Also used (o direct
pass.

SELECT
Not used during game play.

START

Press during game to
pause. Press again 10 ——
resume play.

A BUTTON

Defense: Move delender

in front of player with ball
and press A Button to steal.
Offense: Press Control Pad
in direction of desired team-
mate, press A Button to pass.

B BUTTON
Defense: Use 1o change

— player you control. When

pressed, player closest to ball
becomes defender.

Offense: Press to shoot a field

goal. Press and release to
shoot a free throw.

FREE THROWS
When one of your players is fouled he’ll go to the charity stripe. To shoot
the free throw, press and release the B Button. When the B Button is
pressed, the Timing Gauge next Lo your score appears and the dot starts
moving up the arc. Shot percentage is highest g
when B Button is released as the dot nears the
50 degree mark (see page 11 for gauge).

JUMP BALL
After the whistle, press the B Button. A well-timed
press gives your team the ball.

15
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THE STUFF DREAMS ARE MADE OF
Thirill the crowds with a rim-rockin’ jam. Just drive the lane without
drawing a foul and press the B Button. But remember, timing’s everything.

DONT RULE OUT THE POSSIBILITY OF

FOULS AND VIOLATIONS

FOULS

A foulis called when a player intentionally makes contact with an
opponent. Or, when a player engages in unsportsmanlike conduct. Two
Free Throws are awarded to the player who has fouled,

A Blocking Foul is called when a player uses elbows or knees to push, or
to obstruct the movement of the offensive player.

VIOLATIONS

The opposing team will inbound the ball when a violation occurs,
including: traveling, 5-second wviolation, over-and-back, and the 30-second
rule.

17
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—I Il“]lﬂ EIIIEEI]E OFFICIAL SWEEPSTAKES RULES -—I IlIIIIE EIIIEEIIE OFFICIAL ENTRY FORM
= [ |

1. To entar the Konami® “Trigle Sweeps’ weinil 19 enited, and Pt your name, #ge. ddness and phome nurmiber

o the oificus entry ki proveded m the Double Drbibie’ SMS'MUQU'“MGMW‘ Gama Boy® games trom Konami and Usra, and mad to: Konami Treple Sweeps,

P.0. Box BINEE, Mitwauked, W1 53724 &mmﬂumnm«mrmm Swee0S yOu kb BRIBNSG, BrYOUR BTy will be disguaiified. You may Mes obtain aa eniry

to: Triple Swaeps Entry Rsuest, P.0. Box 23321, Mitwaukee. WA 53224, WA and VT residents need nol affr retam
. Only onginal entry lorms wdl be ehgible, Entry form must b obtained leghmately; no

PeOrOgUCtions wil e acoeoted. Al metries must be recaived by July 27,
2. RANDOM DRAWING FOR PRIZTES witl e hid on o7 about Acgust 3, 1982, Drawngs wil WO BRCIONS
ane boal. Mo resporzsibilty is assumed for lost. damaged, late. misdinected, ilegbie. meWhmﬁ‘m MW“WMMO*WI‘: nd none wil be rrurned,
Odds of winning degnd on the number of entrs Ceved. Unclismed of 1orfitd prizes wil nol be awared,
3 mwmammuwvm 813,050y

SWEEPS — 1 FIRST PRIZE: Tmn-mlzm-mwm-mmmnmm.umwumwmm1 Trig for twe includes: roundtiip coach
min WQWN{MM Erangportabon 1o snd from holel and $tadwm, %0 $500 Spendsng money. Winnes 1§ reSp0nbie for Lransporabion tTrom srport. All meals, laxes,
Graliatats dvd Olfse Eapanded nol SpRClied hetin A B PHEONLEATY Of The winndr. Cash valul $3,800
% SECOND PRIZES: Oaw (1) offcial Batkashad taam [acket foam team of wannar's choice Cash vaiue: $130 sacn
MOCKEY SWEEFS — | FIRST PRIZE: Trp for wo (2) 10 ama in 19503 (of §2.500 cash alternaties). Trg 1or Two includes: roundrip coach sirtare.
Potel 2 nights (dowbie mmwwmmwwmmmmmﬂw ANSpOration tfrom Sepon. Al meals, e, grastes
and ciner expenses N0t speciied harmn e e responiibdny of Se wenner. Cash vaue: $3.800.
5 SECOND PRIZES: One (1) offical taam hockey jersey from feam of winner's chowr. Cash value: 5130 aach.
RACING SWEEPS — 1 FIRST PRIZE: Trap for teed [2) 1o Pae 1993 nbnapolis 500 mele caf rice, T wobhisnd 0f May 29, 1950 Trip for srtare o
Indeana, hols 7 nghts (Bouble SCcupancy). IaspoMatan it and from hotel and race track, and $500 spanding money. Winner is responsible 107 IRASEOMANGN IBATOM Birpon A meals,
taxes, gratiatas and ofhar sxpansen not speciied harein an B respensibelity of e winner, Cash value: §2.900.
S SECOMD PRIZES: Ona (1) Indy-style, racdo-conirol car (prowded by JAL Toys). Cash value: $50.00 sach.
a, mm: Fargl Prize antnrg whos 4k Mafabrg a0k 1equer s 10 Erave wilh pasint of legaé guardian, o priow will ba Jwardad o parent o Mgl Quardian. SoMs Bekts 04 trips Subjct
sy, No SUbSITNON Of tracited

nmumummuww.h mmawmumnlmmﬂmnrmummmmm Deograpmical
information and photogragh andini kkaness fol sowtling and pOMOGOND pU/pOSES withoet adddaional compensaton of further consent. Payment of federal, stxie and local tares is e
ooligation of the winsr

5 open to ol the U.S. . Emplomess of Konams in., ity Subianes, rethiers, drintators,
wummlm Ing.. wmmmwmmmlmnm Swesptiahet tubject o Al lederal, 1Mt 300 I6CH Idwl. Sweapttibet satrants
relaase Konami e, Acgust, Brsnop & Maisr, Inc.. Mas sgants End aSsigns from any claima. losses of damages resulting from fha receist and use of pries awarded.

8. TO ORTAIN A LIST OF PRIZE WINMERS: Send 3 sail-addressed, stamped arveiope 1o Triple Sweseps Winners Lest. PO, Ban 23321, Mjlwaukee, W1 53224, Riequests must be recerved by
Seotembar 1, 1992,

CHECK ONE (Plus, you must indicate the sweeps you'Te entering

on back of envelope.)

[J Basketball []Racing Sweeps
Sweeps

PRINT CLEARLY

Name

[[JHockey Sweeps

Age

Address

City State

PhoneNo.(___ )

JackevJersey Size: [JS [OM L

See Official Rules for complete details. @ 1991 Konami, Inc
Not sponsored by Nintendo,

XL



