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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING
YOUR NINTENDO® HARDWARE SYSTEM, GAME DISC OR
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT
SAFETY INFORMATION.

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

| AAWARNING - Seizures|

+ Some people (about 1 in 4000) may have seizures or blackouts triggered by light
flashes, such as while watching TV or playing video games, even if they have
never had a seizure before.

Anyone who has had a seizure, loss of awareness, or other symptom linked to an
epileptic condition should consult a doctor before playing a video game.

Parents should watch when their children play video games. Stop playing and
consult a doctor if you or your child have any of the following symptoms:

.

Convulsions Eye or muscle twitching Loss of awareness
Altered vision Invol Yy s Disori i

To reduce the likelihood of a seizure when playing video games:

. Sit or stand as far from the screen as possible.

. Play video games on the smallest available television screen.
. Do not play if you are tired or need sleep.

. Play in a well-lit room.

. Take a 10 to 15 minute break every hour.
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|AWARNING - Repetitive Motion Injuries |

Playing video games can make your muscles, joints or skin hurt after a few hours.
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel
Syndrome or skin irritation:

* Take a 10 to 15 minute break every hour, even if you don't think you need it

If your hands, wrists or arms become tired or sore while playing, stop and rest

them for several hours before playing again.

« If you continue to have sore hands, wrists or arms during or after play, stop
playing and see a doctor.

[ AAWARNING - Electric Shock|

To avoid electric shock when you use this system:

Use only the AC adapter that comes with your system.

Do not use the AC adapter if it has damaged, split or broken cords or wires.

+ Make sure that the AC adapter cord is fully inserted into the wall outlet or
extension cord.

= Always carefully disconnect all plugs by pulling on the plug and not on the cord.

Make sure the Nintendo GameCube power switch is turned OFF before removing

the AC adapter cord from an outlet.

[ ACAUTION - Motion Sickness |

Playing video games can cause motion sickness. If you or your child feel dizzy or
nauseous when playing video games with this system, stop playing and rest. Do
not drive or engage in other demanding activity until you feel better.

[ AACAUTION - Laser Device

The Nintendo GameCube is a Class | laser product. Do not attempt to
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only.

Caution - Use of controls or adjustments or procedures other than those specified
herein may result in hazardous radiation exposure.

CONTROLLER NEUTRAL POSITION RESET

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of
neutral position when the power is turned ON, those positions will be set as the
neutral position, causing incorrect game control during game play.

To reset the controller, release all buttons

and sticks to allow them to return to the L Button R Button

correct neutral position, then hold down the
X, Y and START/PAUSE Buttons * ‘

simultaneously for 3 seconds.

Control
Stick C Stick



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.

Official
Niniendo
Seal of Quality

Al Nintenda products are licensed by sale for use only with other authorized
produets bearing the Official Nintenda Seal of Quality, ®

THIS GAME SUPPORTS THIS GAME CAN BE SET TO
SIMULTANEOUS GAME PLAY DISPLAY A HIGHER
WITH TWO PLAYERS AND RESOLUTION IMAGE ON TVs

= 2 Player CONTROLLERS.
Simultaneous
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SCAN MODE (EDTV, HDTV).
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OR STATISTICS.
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WELCOME TO BACKYARD FOOTBALL ™!

The roar of the crowd. The grass stains on your pants. Running home
late for dinner. The Backyard Football* game brings you all of the action
and excitement of the gridiron, with all of the charm and nostalgia of
neighborhood sports.

Create the football team of your dreams! It's great football action with
the Backyard Kids and real pro players as kids. Pick your team, logos
and playing fields. Play single games or an entire season. It's the chance
of a lifetime to play with the pros right in your own backyard!

As the coach, draft your team, set your starting line-up and strategize
your plays. Make a custom playbook with plays you create! Then play

a 14-game season against the toughest teams in the Backyard Football
League (BFL). You can become a football dynasty, filling your team’s
trophy case with honors and awards!

GETTING STARTED

NINTENDO GAMECUBE"
1. Turn OFF the POWER Button on your Nintendo GameCube”.

WARNING: Never try to insert or remove a Nintendo GameCube™
Game Disc while the power is ON.

2. Make sure a Nintendo GameCube™ Controller is plugged into Nintendo
GameCube™ Controller Socket 1 on the Nintendo GameCube”.

3. If you're playing against a friend, plug another Controller into
Controller Socket 2. If you're going to play in Season Game mode, insert
a Nintendo GameCube™ Memory Card into either slot. If you're going to
be playing Coaches’ Challenge, insert Memory Cards comalmng the
information on both coaches.

4. Insert the Game Disc into the Nintendo GameCube” Optical Disc Drive.

5. Turn ON the POWER Button and proceed to the title screen. If you
can’t proceed to the title screen, begin again at step 1.

6. At the title screen, press START/PAUSE to advance to the Main Menu
(see page 10).

[

PROGRESSIVE SCAN MODE

This game can be set to display a higher resolution image on TVs that
support progressive scan mode (EDTV, HDTV).

In order to use the progressive scan mode, you need a TV that can
accept this type of input (see your TV operation manual), and a Nintendo
GameCube Component Video Cable (available only through Nintendo,
visit www.nintendo.com or call 1-800-255-3700).

To activate the progressive scan mode, press and hold the B Button
while the Nintendo GameGube logo is being displayed until the message
“Do you want to display the game in progressive mode?” appears. Select
YES to activate the mode.

Please note that on some TVs, activating the progressive scan mode will
set the format of the image to a wide screen (16:9) format.

SAVING AND LDADING

Backyard Football keeps Season Game mode information about the
teams and players' progress in the season. Your coach name identifies
which saved game is which (each coach has only one saved game).
Before you begin a season, you'll be asked to enter a coach name. This
will create a saved game file on a Memory Card. Each saved game takes
up six blocks on the Memory Card. There is no limit to the number of
coaches you have, other than how many will fit on a Memory Card. The
game will recognize Memory Cards in both Slot A and Slot B.

You can delete coaches in-game, too.
Please refer to the Nintendo GameCube™ instruction booklet for directions
on how to erase non-coach saved data and how to initialize a Memory Card.

Note: Do not remove the Memory Card from the Nintendo GameCube™
while the power is ON, especially when the game is being saved. Do not
press the POWER Button during this time, either. The Memory Card
could be damaged by either of these actions,



CONTROLS

4 )
L Button R Button
/ Z Button
¥ Button
Control Stick
X Button
A Button
B Button
START / PAUSE
+ Control Pad C Stick
N 3

NINTENDO GAMECUBE™ CONTROLLER CONFIGURATIONS

Menu Controls

ACTION CONTROL

Highlight menu item +Control Pad or Control Stick

S | Up/Down/Left/Right

Select, or Go to next screen A Button

Cancel, or Return to previous screen | B Button ]
On Field

ACTION CONTROL

Pause game START/PAUSE

Maove player Control Stick Up/Down/Left/Right

Change player B Button

[

Kicking

ACTION

CONTROL

Pick direction of kick (except Easy mode)
Kick the ball after picking direction

A Button freezes the arrow
A Button

Offense Controls

ACTION

CONTROL

Show your play route
Look around before ball snap

Z Button
Control Stick

Use audibles L Button or R Button to select,
- A Button 1o trigger

Hike the ball A Button

Pass the ball A Button, B Button or X Button,

depending on what icons are
above receivers' heads

Toggle scramble/run

Z Button, or just move past line of
scrimmage

Turbo Run

A Button will move player quickly
for a second

Juke (Dodge)
Stiff Arm Right

L Button or R Button while running

|Stiff Arm Left B Button
Hurdle Y Button
Defense Controls
ACTION CONTROL
Show your play route Z Button
Use audibles L Button or R Button to select,
A Button to trigger

Tackle ball carrier
Turbo Run

Jump/Deflect
Change selected player

A Button (when next to ball carrier)
A Button will move player quickly
for a second (when not next to ball
carrier)

Y Button

B Button or X Button

Note: The Rumble Feature is supported, for those Controllers that sup-
port it. You can turn it ON from the Game Options menu (see page 18).



MAIN MENY

This is the starting point to ail the
Backyard Football League (BFL)
action. From here, you can start a
quick pick-up game, create load a
coach for a single-player season
game, learn new moves, maybe do a Options

little two-player coach vs. coach exhi- oL 410~
bition gaming, look through the player CRERER i
cards, or personalize your game options.

From the Main Menu, you can select from the following:

¢ PICK-UP GAME — See pages 10 to 12 for details.

e PLAY SEASON - See pages 13 to 16 for details.

e TEAM PRACTICE - See page 17 for details.

COACHES' CHALLENGE - See page 17 for details.

MEET THE PLAYERS — See page 17 for details.

CREDITS — See a list of the people who created this game.
GAME OPTIONS - See page 18 for details.

PICK-UP GAME

A pick-up game is a quick, 4-quarter
game between two teams. It can be
single-player or two-player. The
results of the game are not saved.
You can select from seven fields, four
field conditions, three difficulty levels,
and three time lengths for a quarter.
To advance, select Kick Off! if you
want the game to pick the teams and players for you, or select Pick
Teams if you want to create your perfect team.

If you choose Pick Teams, you will then go to the Pick Teams screen.

PICK TEAMS SCREEN

You're free to choose from all 32 NFL
teams and 8 BFL teams in either the
Backyard Conference or Frontyard
Conference. You can switch between
conferences from the scrolibar at the
top of the screen. Move the selection
highlight with the +Control Pad or ; 1
Control Stick and press the A Button G
to accept the selection.

Once both Home and Away teams have been chosen, the game moves to
the Controller Select screen.

CONTROLLER SELECT SCREEN
You can use any of the four Controller |8
Sockets. The game supports up to two |
players, but will show all attached
Controllers. For each player, use the
Control Stick to move the Controller
image from the center to either the

Controllers are assigned, press the
A Button. If you press the A Button
without assigning a Controller to any team, a CPU vs. CPU game starts.

If you've reloaded an existing season coach, you jump to the Matchup
screen. Otherwise, you go to the Pick Players screen to fill out your team.

PICK PLAYERS SCREEN

After each player is assigned a
Controller, it’s time to pick the kids for
each team. Just like in a real neighbor-
hood game, coaches play the traditional ¢
Leather or Laces guessing game to
pick who goes first.




Each coach needs seven players. The current team players are shown on
the right side of the screen. As kids are selected, they also appear with a
helmet as you scroll through them. To scroll between players, move the
Control Stick left or right. Notice that the stats for each kid are displayed
as they are highlighted. To change the order the kids are displayed in,
move the Control Stick up or down. To rotate a kid, move the C Stick.
To check out a kid, press the A Button and the player card will appear.

If you pick the player, the head shows up on the right side of the screen
in one of the seven slots, and the full body image now sports a helmet
and team shirt, indicating that player has been picked and is suited up.
When all team members are selected, press the A Button to continue to
the Matchup screen.

If you have the players you really want, but there are more to pick, press
START/PAUSE and the game will automatically select the rest of your
team (both teams, in two-player mode).

Player Card

Here you can examine the selected kid in more detail, and decide whether
to pick him or her for your team or not. Either way, you go back to the
Pick Players screen. Note: You can also examine the player cards from
the Main Menu, by selecting Meet The Players.

Creating Custom Players

Maybe you just don't see that perfect player you're looking for. If so,
select a Custom kid (the one with the question mark) to create your
special player. You're given a pool of skill points that you can distribute
any way you want. Make that star Quarterback or “Hall of Fame" kicker
— it's your choice. Custom kids will stay with a coach, or exist for a
single pick-up game.

Change Line-up

Sometimes, you have to go-with a player’s strengths — even if that player
is tuckered out. In the line-up, you can change the position each kid on
your team plays. This screen is also accessible from the Game Sidelines,
where you can change positions or swap in a substitute player.

Matchup Screen

If you want to, change your team’s handicap to get a more balanced game.
Use the Control Stick to add footballs, making your team play better. Now
you're ready to play! After the Matchup screen, you'll see an introductory
“flyby” animation of the field, and then commentators Sunny Day and
Chuck Downfield will fill you in on the game. Press the A Button to skip
either animation.

R

SEASON GAME

Unlike a pick-up game, you coach a team for multiple games in Season
Game mode.

COACH SIGN-IN
Create a new coach to start a new sea-

a season of play, or delete a coach.
Note: The game displays four coaches
at a time, but the number of coaches is
limited only by available space on the
Memory Card. Switch between Usihitree 53
Memory Cards in Memory Card Slot A GRS
and Memory Card Slot B with the
Control Stick. Each coach takes up six blocks on a Memory Card.

If you create a new coach, you'll be building a new team from scratch
and starting as a new team in the Backyard Football League.

CREATE COACH NAME
Your coach name can be made up of

types, up to 15 characters (including
spaces). A name made up of all
spaces, or no name, is not allowed.
The first letter will start as a capital,
then the letters will switch to lower
case. You can switch back and forth “—*ﬁ““——"‘——T:—
between lower and upper case letters
by using the L Button and R Button.
If you create a new coach, you'll then go pick your team and players.
After that, or if you decide to load an existing coach, you then go to the
Play Season screen.

PLAY SEASON

So what do you want to do now, in
the season?

Play Next

Start your next season game.

nnggaagunn.
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Exhibition

Match your team against any team in your regular season schedule, in a
friendly exhibition game that doesn't count in the season. A second player
can control your opponent, or you can play against the CPU.

Sidelines

See the Season Sidelines section below for details.

On the Play Season screen, you can also adjust Game Options, select a
field, choose weather conditions, and pick a difficulty level.

SEASON SIDELINES

From here, you can choose from the

following:

e VIEW TEAM - View your teams
roster.

e SEASON STANDINGS - See below
for details.

e TEAM SCHEDULE - See page 15

for details.

WEEKLY SCHEDULE - See page 15 for details.

SEASON STATISTICS - See page 15 for details.

CHANGE PLAYBOOK - See page 16 for details.

CHANGE LINE-UP - See page 16 for details.

VIEW TROPHIES - See page 16 for details.

HALL OF FAME - View the best of the best.

SEASON STANDINGS
Check how well you've done so far,
or how well your opponent has done.

TEAM SCHEDULE

See what teams you're going up
against, and where. You can check out
the schedule for every team in the
league here, from week 1 to 14.

WEEKLY SCHEDULE

This screen lists what teams are
slated to play each other during
any week. Use it to check out your

likely competition. (efunnng

SEASON STATISTICS
From here, you can choose from the
following:

Team Statistics

See what kind of impression your
team — or the opposition — is
making this season.

Player Statistics

See how well every player in every
team in the league has done in
Passing, Receiving, Rushing, Defense, Kicking and Returns.

League Leaders
See who's the best in the league and who's not.




CHANGE PLAYBOOK

Your playbook holds only a small
number of plays, but the BFL offers
many more — and you can create
custom plays, too! Use Change
Playbook to swap out the plays you
don't use for ones you want to use. Or
you can Edit/Create plays to put into
the playbook. Use the Control Stick to
move up and down through the top
menus, and use the C Stick to move through the playbook at the bottom
of the screen.

CHANGE LINE-UP

You can assign player roles in this
screen, as well as bench any fatigued
players. Plus, the changes can be
assigned to only certain plays, for g

when you want to use your excellent :‘
runner as Quarterback in some plays, R
but your terrific passer in other plays. i -

Lieay Cruman [
You can check each player’s stats with
the Y Button, and toggle between player
faces and their positions with the X Button. To change a position, select
the player to replace by highlighting them, and then press the A Button.
The name will turn orange. Then move to the person you want in that
position and press the A Button again to swap.

To the right of each player’s name is a vertical bar indicating fatigue level
(normally it's green). As a kid plays, the bar gradually turns yellow, and
then to red to show that the kid is really exhausted. If a substitute player
is put in from the Reserves bench, the bar on the swapped-out kid grad-
ually returns to green, and he or she is ready to go again!

VIEW TROPHIES

Examine all of the awards, certificates
and trophies your team has won dur-
ing and after a Season Game.

i Ernle Steake
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TEAM PRACTICE

This mode helps you to learn the
game controls, and to learn more
about football itself.

||nimi|mmu——-¢ul-—-u
The Tutorial teaches some of the

basics of the game by the master him- v F
self, Chuck Downfield. Special Teams, [ 0 '4.;'0 44!"“"“ e
Passing, Running and Defense teach s

some of the essentials of these vital .

aspects of the game. In Play Offense and Play Defense, you will be able
to practice all of the plays in the Playbook and in the BFL's vast library.

COACHES' CHALLENGE

This is a one-game contest between
two coached teams. Select your coach
name (where your team stats are
stored). Your opponent does the same.
Then each coach selects a Controller,

and the game starts. Note: You must DA
have a Memory Card with at least one |l ﬂ _ s

Wk Ddecapt

coach on it to play Coaches’ Challenge. '@

MEET THE PLAYERS

Look through all of the player cards.
Select any Backyard or Pro kid and
bring up his or her Player Card by
pressing the A Button.




GAME OPTIONS

Choose to turn the following options ON or OFF:
Special Plays — Turn this ON if you want the ability to earn power-ups.

Fatigue - Tired players eventually stop performing. Good coaches
put in substitutes before that happens. Turn this OFF, and players will
not become fatigued.

Wind - Wind can make any kick more challenging, but more realistic.

Turn-Overs - If turn-overs are not allowed, then a ball carrier will

never fumble, and Defense players can only deflect a pass, not catch it.

TD Close-up - Set this to OFF if you want to turn off all of the player
touchdown dance close-ups.

Rumble Feature — Turn this ON for a rumblin’ good time (supported
Controllers only).

Play Clock — Turn this OFF to stop the clock countdown on the Pick
Plays screen.

Reset to Default — Return options to their original settings.

Set Sound - Go to the Set Sound menu (see below for details).
SET SOUND MENU

Adjust volume levels for the following:

Music — Set the volume for the menu and touchdown music.
Commentary — Set the volume for Sunny Day and Chuck Downfield.

Ambient Effects — Set the volume for trains, frogs and other environ-
mental sounds.

Sound Effects — Set the volume for sound effects (such as when menu
items are selected or when players are tackled).

Sound Qutput - Set the game to Stereo, Mono or Surround Sound.
Reset to Default — Return sound volumes to their original settings.

LET'S PLAY SOME FOOTBALL!

Football is an easy game to play and a tricky game to master. When playing
Backyard Football, you'll control a single player on the team (the one
highlighted by the brightly colored circle).

OFFENSE

Plays

Whether playing Offense or Defense, the play’s the thing. Before each
play, a Pick Plays menu comes up. Defensive plays are along the top,
Offensive Plays along the bottom. Pick a play before the countdown
timer hits zero, or else a play will be chosen for you. Any earned power-up
plays will also be shown here, under the “S” tab.

If you pick a play and see that the Defense is lining up against you with
a strong chance to beat that play, you can call an “audible” before the
ball is snapped. An audible is a last-minute change in plays announced
to your team. To select one of the two audibles, press the L Button or

R Button. Press the A Button to trigger the audible. Access audibles from
the Change Playbook screen.

Your playbook only has a limited number of plays. You can double that
number by flipping (reversing) a play with the Y Button. But the BFL has
many more plays to choose from, and you also have the ability to create
more. To replace unused plays, or make new ones, access the Change
Playbook screen from the Pause menu.

Hiking the Ball
Once you're all set for the Quarterback to start the play, press the
A Button and the Center will hike the ball back to the Quarterback.

To move the ball holder, use the Control Stick.

When you've got the ball, everyone wants to get close and personal with
you. You have two choices — pass the ball, or run for it!

Passing the Ball

When you pick a passing play, all eligible ball receivers will have a button
icon over their head. Press the corresponding button to throw the ball to
them. If the ball is received, get that ball carrier running!

Of course, the Defense won't wait for the Quarterback to decide — they
might just come running right toward your Quarterback.

If you start a “pass” play, but running seems a better option, go for it. Just
pass the line of scrimmage or press the Z Button, and the Quarterback will
automatically start running (so passing is no longer an option).

W



Running the Ball

Whether you're the Quarterback on a “run” play or a receiver carrying
the ball after a pass, you've got to move the ball down the field past the
Defense. To move the ball holder, use the Control Stick.

Press the L or R Button to “juke” or dodge tacklers coming directly at
you. Or try to block the tackler coming from the side with a stiff-arm

tactic (press the X Button or B Button). To avoid tacklers behind you,

press the Y Button to hurdle.

Kicking

When you first start the game, or when you score a goal or choose to
punt, you'll get to use the Kick-O-Meter (except in Easy mode).

The little Kick-0-Meter icon offers you two settings. At first, the arrow
moves back and forth pointing in the direction the kick will go. Press the
A Button to freeze its position. Now the arrow stretches and shrinks —
the longer the arrow, the more powerful the kick. Press the A Button
again and it will freeze again, and the Quarterback will kick the ball. If
wind is turned ON from the Game Options menu, an orange arrow on the
Kick-0-Meter indicates the direction of the wind.

Once the ball is kicked, the receiving team takes ownership of the ball
and becomes the Offense (unless the Defense can take the ball away).

If you catch a kick in your own end zone, and you don't think you'll make
it to at least the 20-yard line, just do a touchback. Stay still instead of
running, and in two seconds, the play will end. The next play starts on
the 20-yard line.

DEFENSE

When you're on Defense, you're defending your half of the playing field.
You have two objectives: keep the ball from advancing, and try to take
control of the ball (away from the Offense).

Just like when you play Offense, you control one player on the team at a
time. Remember, the selected player has a brightly colored circle under
them. You can change the selected player by pressing the B Button.

Use the Control Stick to move the selected player. If you want to throw
in a burst of running speed to catch up to the ball carrier, press the

A Button. To tackle the ball carrier when you get close enough, press
the A Button again.

L

GAME PAUSED

When things get hectic, or you want to change strategies, don't forget

you can pause the game by pressing START/PAUSE. From the Pause

menu, you can select from the following:

* RETURN TO GAME — Go hack to the game you just paused.

e REPLAY - See the Replay section below for details.

* CHOOSE CAMERA - See the Choose Camera section on page 22
for details.

e GAME SIDELINES - See the Game Sidelines section on page 22
for details.

e GAME OPTIONS - See the Game Options section on page 18
for details.

* VIEW CONTROLLER - See the View Controller section on page 22
for details.

* QUIT GAME - Exit the game (without saving, in Season Game mode).

REPLAY

Replay allows you to examine the last ;
play of the game. Think of it like a VCR. I'
The controls are shown on the bottom )

of the screen (from left to right): ol |

m

0 @

ACTION CONTROL
| Rewind (for as long as button is pressed) | L Button

Move the red cursor around the field Contral Stick
Pan the camera up, down or around C Stick

red cursor

Exit back to the Pause menu B Button |
Advance the play g A Button

Zoom In Y Button

Zoom Out X Button

Hide the controls Z Button _—
Fast Forward (for as long as R Button

button is pressed)

The red cursor you'll see is controlled by the Control Stick. If the cursor
is on a player, the view stays on that player. If the cursor is on the field,
the scene is shown from that camera angle.



CHOOSE CAMERA

The point of view usually starts from behind the Quarterback, but it's
always fairly close to the kids. However, there are alternate views. Move
the Control Stick left or right to alter the view. Press the A Button to
accept the point of view you've highlighted. or press the B Button to exit
without accepting. Note: In a two-player game, either player can switch
the camera view. and the change applies to both teams.

GAME SIDELINES

From here, you can choose from the

following:

* CHANGE PLAYBOOK - See page 14
for details.

 CHANGE LINE-UP - See page 15
for details.

e GAME STATS - Examine current :
statistics for the game being played.

VIEW CONTROLLER

Not sure what button does what? Take |
a peek here for both Offense and
Defense controls.

OFFICIAL BFL RULES

The rules of Backyard Football are
drawn mostly from the NFL, but
modified for BFL play.

0BJECTIVE
Score the most points by advancing the ball into the opposing team's
territory and crossing their “goal line.”

POSSESSION
The home team always receives the opening kickoff.

The kicking team kicks off from its own 40-yard-line.

A ball that is fielded in the opposing end zone can be downed for a touch-
back. Possession of the ball is given to the offensive team at the 20-yard-line.

The offensive team has four chances or “downs” to advance the ball 20
yards. If the offensive team succeeds, it is given four more downs. If the
ball is placed inside the defensive team’s 20-yard-line, then the offensive
team is given four downs to score a touchdown.

If the offensive team fails to advance 20 yards after four downs, then pos-
session is given to the opposing team at the spot of the ball. However, the
offensive team may elect to kick a field goal or punt to the defensive team
on fourth down.

Missed field goals outside of the defensive team’s 20-yard-line are given
to the opposing team at the last spot of the ball. Missed field goals
inside the defensive team’s 20-yard-line are given to the opposing team
at the 20-yard-line. However, if a missed field goal lands in the field of
play, it is a live ball.

NUMBER OF PLAYERS

The team will consist of seven kids. The play will be five-on-five on the
field. The two remaining spots on the roster are designated Reserves.

FIELD OF PLAY

The field of play will be 100 yards from goal line to goal line division,
16 yards from sideline to sideline division, with a 10-yard end zone at
each end.

Field divisions are marked on the field every 10 yards, with hash marks
every yard.

ATTIRE
The only requirement is a Backyard Certified Football Helmet. Skirts,
shorts and overalls are allowed.

Team colors consist of a primary color for the jersey and helmet, and a
secondary or accent color for the stripes.



TIME

The game is divided into four 1-minute quarters (default setting).

The game clock stops after every play.

The 30-second countdown can be shut OFF from the Play Clock setting
in the Game Options screen.

Befare a play, on the Pick Play screen, the play clock allows each coach
only 30 seconds to choose a play from the playbook. If you do not pick
one within this time period, the computer will select a play on the dis-
played playbook page for you.

Computer time will pass as real time (1 Backyard minute = 1 real minute).
If the score is tied at the end of regulation time, the game will go into
Sudden Death Overtime. Possession is given to the home team. Time is
not kept and the game continues until a team scores, winning the game.

PASSING
An offensive player can only pass the ball from behind the line of scrim-
mage. Only one forward pass is permitted per play.

All forward passes that touch the ground are considered dead.
RUNNING/RECEIVING

The ball is spotted at the furthest point it was advanced when the ball
carrier's knee/back/bottom touched the ground.

A player must have at least one foot in bounds when making a reception.
Otherwise the ball is ruled incomplete.

TURN-QVERS

A ball that a ball carrier drops is-considered.“live” and is ruled a fumble.
A backward pass that touches the ground is considered “live” and is
ruled a fumble.

Fumbles may be advanced by the recovering team.

Interceptions change possession of the ball and may be advanced.

Kickoffs and punts that are first touched by any member of the receiving
team are considered “live,” and can be recovered and advanced by the
kicking team.

However, any kickoff or punt that is first touched by the kicking team but
not “downed” can be recovered by the receiving team, who retain pos-
session even if they fumble the ball on the return.

w

SCORING

Touchdown — Players can score a touchdown or extra point either by
running across the opponent’s goal line with the ball or catching the ball
inside the opponent’s end zone. Ball carriers can also run into or touch an
end zone marker for a touchdown or extra point. Touchdown = 6 points.

Point After Touchdown (PAT) — After scoring a touchdown, the team is
given the opportunity to add one or two “extra points” or “points after
touchdown” from their opponent’s 5-yard line. PATs can be scored either
by kicking an extra point field goal for 1 point, or by running/passing for
a conversion, equaling 2 points.

Field Goal - The offensive team can attempt to kick the ball through the
goal posts from any point on the field. A successful field goal is worth 3
points. A missed field goal, if it lands in the field of play, can be returned
by the defensive team like a punt.

Safety — Safeties are ruled when an offensive ball carrier is either tackled
in their own end zone (the one at their end of the field) or if they fumble
the ball out of bounds from their own end zone. The Defense is then
awarded a safety, and the Offense must kick the ball to the Defense. A
safety scores 2 points.

Note: Penalties are neither allowed nor assessed.

BFL STRUCTURE

The Backyard Football League is divided into two conferences (Backyard
and Frontyard), each with four divisions (West, North, South and East),
with five teams in each division, for a total of 40 teams.

SEASON STRUCTURE

Each team plays the other three teams in their division two times each,
four teams from a random division in the same conference once each,
and four teams from a random division from the opposing conference
once each, for a total of 14 games.

PLAYOFF STRUCTURE

The BFL playoffs are modeled precisely after the NFL's playoff structure.
In each conference, the two teams that finish the regular season with the
best win-loss records in their divisions are awarded the Division
Championship and automatic berths in the playoffs. The three teams with
the next best records earn berths into the playoffs as “Wild Cards.”
There can be more than one Wild Card team in a division — it's even
possible that all three Wild Cards can come from the same division.
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INFOGRAMES WEB SITES

Infogrames has exciting, full and active web sites dedicated to ensure
you get the most out of your new games. You can visit us at:

hitp://www.funkidsgames.com
Kids, check with your parent or guardian before visiting any web site.
Visit and you will discover that Infogrames web sites contain such things as:

» Hints and Tips

* Demos

= |nterviews

= Competitions

+ Community

= And much more

We are constantly updating our web sites, so stop by and visit us frequently.
With events and new additions planned, you won't want to miss out.

TECHNICAL SUPPORT (J.3. & Canada)

Help Via the Internet

Up-to-the-minute technical information about Humongous Entertainment
products is generally available 24 hours a day, 7 days a week via the
Internet at:

http://www.ina-support.com

Through this site you'll have access to our FAQ (Frequently Asked
Questions) documents, our Hints/Cheat Codes if they're available, and
an E-Mail area where you can get help and ask questions if you do not
find your answers within the FAQ.

Note: In the event we must send you a Hint Sheet, FAQ document, patch
or update disc via E-mail, we may require verifiable consent from a par-
ent or guardian in order to protect children’s privacy and safety online.
Consent Forms are available at the web site listed above.

Help Via Telephone/Fax or Mail in the United States & Canada

For phone assistance, call Humongous Entertainment Tech Support at
(425) 951-7108. Our Interactive Voice Response and Faxback system is
generally available 24/7, providing automated support and allowing FAQ
documents to be faxed to you immediately.
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This console-based product has automated support, which includes
information such as gameplay tips, information on Control Keys, possi-
ble Cheat Code combination keys, and instructions for finding secret
screens and/or additional game levels (if these type of items exist and
are made available for this particular product).

Great News! We've improved our Automated Systems so that you can
get product-specific Troubleshooting help more quickly. All you need to
do is enter the product’s Part # when prompted to do so. This will take
you directly to all of our known issues and solutions for this title. The
product’s Part # is located in several places (on the CD label, Game Pak,
package and/or plastic disc case, if applicable) and is usually identified
by a number such as 04-12345. When prompted by the Automated
System, enter the last five digits of your product's Part #. (For example,
Part # 04-12345 would require that you enter the “12345” portion of the
number for that product.) Note: Some products simply feature a five-
digit Part # without an “04-" prefix.

Live support is generally available Monday through Friday, 8:00 AM until
6:00 PM (Pacific Time). Note: We may be closed on major holidays.

You may also fax in your Technical Support questions or problems to;
(425) 806-0480, or write to the address below.

Product Return Procedures in the United States & Canada
In the event our technicians at (425) 951-7108 determine that you need

to forward materials directly to us, please include a brief letter explaining
what is enclosed and why. Make sure you include the Return Merchandise
Authorization Number (RMA#) supplied to you by the technician, and
your telephone number in case we need to call you. Any materials not
containing this RMA# will be returned to you unprocessed. Send your
materials to the following address:

Infogrames Interactive, Inc.
Attn: TS/CS Dept.

13110 NE 177th Place

Suite # B101, Box 180
Woodinville, WA 98072-9965
RMA #:



Humongous Entertainment, a division of Infogrames, Inc., reserves the right to make improvements in the
product described in this manual at any time and without notice. This manual and the software described in
this manual are copyrighted. Copies of pages from the Handbook may be reproduced by the buyer of this
product for the buyer's personal use, or for use in the buyer’s classroom, but not for commercial resale. No
part of the described software may be copied, reproduced, translated, rented, or reduced to any electronic
medium or machine-readable form without the prior written consent of Humongous Enterainment,

Limited Warranty

Humongous Entertainment warrants to the ariginal purchaser of this compuler software product, for a period
of ninety (90) days from the dale of original purchase, that under normal use, the media and user documen-
tation are free from defects in materials and workmanship

Warranty Claims

It you wish to make a warranty claim, please call (425) 951-7108 for assistance from our Technical
Support/Customer Service Department within 90 days of purchase. In the event our technicians determine
you need to forward materials to us, please include the Game Disc, Proof of Purchase fram the product box,
your dated sales receipt (with title or SKU clearly legible), your name, return address, daytime phone num-
ber and a statement of the defect. Make sure you include the Return Merchandise Authorization Number
(RMA) supplied to you by the technician, Any materials not confaining this RMA number will be returned fo
you unprocessed. Your mail should be sent to the following address: Humongous Entertainment, Atin:
TS/CS, 13110 NE 177th Place, Suite B101, Box 180, Woodinville, WA 98072-9965,
RMA# . If our technicians determine thal the product is defective within ninety (90) days of orig-
inal purchase (unless otherwise provided by applicable law), Humongous Entertainment will replace the item
free of charge, to the original purchaser, if the item is accompanied by the original dated receipt and Proof
of Purchase. If you do not have the original receipt, or if the warranty period has expired, Humongous
Entertainment will replace the product (media only) for a nominal fee. If our technicians determine the product
was damaged after purchase, Humongous Entertainment will offer a replacement for a nominal fee.

Limitations

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE HUMONGOUS ENTERTAINMENT. ANY
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MER-
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY
PERIOD DESCRIBED ABOVE. IN NO EVENT WILL HUMONGOUS ENTERTAINMENT BE LIABLE FOR ANY
SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MAL-
FUNCTION OF THE HUMONGOUS ENTERTAINMENT SOFTWARE PRODUCT.

Some states do not allow limitations on how long an implied warranty lasts, and/or exclusions or limitations
of incidental or consequential damages, so the exclusions or limitations of liability may not apply to you.
This warranty gives you specific legal rights, and you may also have other rights which vary from state to
state. If your product contains Technical Support phone numbers for Europe, you must contact thos phane
numbers and abide by their warranty policies.

END-USER LICENSE AGREEMENT

PLEASE READ CAREFULLY. BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE
TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THESE TERMS, PROMPTLY RETURN THE CD-ROM
IN ITS PACKAGING TO THE PLACE WHERE YOU OBTAINED IT.

1. License. The software accompanying this license (the "Software’) and the related documentation are
licensed to you by Infogrames, Inc. and are subject to this license. If the Software is configured for loading
onto a hard drive, you may so load the Software anly onto the hard drive of a single computer and run the
Software off only that hard drive. You may not delete the copyright notices or any other proprietary legends
on the original copy of the Software. You may transter all rights we grant to you in this license to someone
else as long as he or she reads and agrees to accept this license. If there is an editor incorporated into the
Software, this license is also subject to Section 8 below.
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2. Restrictions. The Software contains copyrighted material, trade secrets and other proprietary material.
You may not decompile, modify reverse engineer, disassemble or otherwise reproduce ihe Software except
as expressly allowed by us. You may not rent, lease, sublicense or distribute the Software. You may not
electronically transmit the Software from one computer to another or over a network,

3. Termination. This License is effective until terminated. You may terminate this License at any time by
destroying the Software and related documentation. This License will terminate immediately without notice
from us if you fail to comply with any provision of this license. Upon termination, you must destroy the
Software and related documentation

4. Disclaimer of Warranty on Software. You are aware and agree that use of the Software and the media an
which it is recorded is at your sole risk, The Software, relaled documentation and the media are provided
“AS IS" Unless otherwise provided by applicable law, Infogrames, Inc. and affiliates warrant to the original
purchaser of this product that the Software storage medium will be free from defects in material and work-
manship under normal use for ninety (30) days from the date of purchase. This warranty is void if the defect
has arisen through accident, abuse, neglect or misapplication. WE EXPRESSLY DISCLAIM ALL OTHER
WARRANTIES, EXPRESSED OR IMPLIED, INCLUDING BUT NOT LIMITED TO, THE IMPLIED WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. WE DO NOT WARRANT THAT THE
FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS, NO ORAL OR WRITTEN
INFORMATION OR ADVICE GIVEN BY US OR ANY OF OUR AUTHORIZED REPRESENTATIVES SHALL CREATE
A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY, SOME JURISDICTIONS DO
NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS MAY NOT APPLY
T0 YOU.

5. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL WE BE LIABLE
FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES THAT RESULT FROM THE USE OR
INABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION, EVEN IF WE HAVE BEEN ADVISED
OF THE POSSIBILITY OF THOSE DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR
EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATION
OR EXCLUSION MAY NOT APPLY TO YOU. In no event shall our total liability to you for all damages, losses,
and causes of action (whether in contract, tort or otherwise) exceed the amount paid by you for the Software.

6. Controlling Law and Severability. This ficense shall be governed by and construed in accordance with the
laws of the State of Delaware, USA, If any provision of this license is unenforceable, the rest of it shall remain
in effect.

7. Gomplete Agreement. This license constitutes the enlire agresment between the parties with respect to
the use of the Software and the refated documentation,

8. Editor and End-user Variations.

(a) The Software may include an “Editor". An “Editor” is a feature that allows you to modify the Software or
to construct new variations for use with it. These modifications and variations can be both playable and non-
playable. An Editor includes its associated tools and utilities. An Editor is NOT shareware, You may not
freely distribute it to any BBS, CO, floppy or any other media. You may not sell it or repackage it for sale
(b) Using the Editor, you may create modifications or enhancements to the Software, including the con-
struction of new levels (collectively referred to as “Variations™), subject to the following restrictions:

I, Your Variations must only work with the full, registered copy of the Software, not independently or with
any other software

ii. Your Variations must not contain modifications to any executable file.

Iil. Your Variations must not contain any libelous, defamatory, or other illegal material, material that is scan-
Galous or invades the rights of privacy or publicity of any third party, or contains any trademarks, copyright-
protected work, or other recognizable property of third parties.

iv. Your Variations must be distributed solely for free. Neither you nor any other person or parly may sell
them to anyane, commercially exploit them in any way, or charge anyone for using them. You may exchange
them at no charge among other end-users.

v. By distributing or permitting the distribution ‘of any of your Variations, you hereby grant back to us an
irrevocable royalty-free right to use and distribute them by any means,

vi. The prohibitions and restrictions in this section apply to anyone in possession of the Software or any of

your Variations.
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