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COMMAND SUMMARY

START button

Directional Pad Up

GENERAL

Move a player

Pause (when the ball is dead)

PUNTING/KICKING

Fake snap signal

Start power bar/snap the ball
Aim the punvkick

Punv/kick the ball

Call for fair caich (punting only)

Control the kick receiver

BEFORE THE SNAP
DEFENSE

Call an audible
Select player o control

Show blitz

D-Pad any direction
START

B

C

D-Pad &/

C

B then START
D-Pad any direction

Athen A, B, or (
B
«

Set a man in motion
Call an audible

Select player to control
Fake snap signal

Snap the ball

AFTER THE SNAP
DEFENSE

Dive
Control player closest to the ball
Special moves

Chuck player

Rushing

Dive/QB slide

Spin/juke/hurdle

High step/burst of speed/stiff arm

Lateral 1o closest teammate

Passing

Scramble (move the QB)
Bring up passing letters
Pass to receiver A, B, or (

Throw the ball away

D-Pad &/
Athen A, B, or C

B (multi-player only)
B

| &

START

D-Pad any direction
C

A B orC

START



Receiving

Dive A

Control receiver closest 1o the ball B

Jump C

Push off START
PLAY CALLING

Move play selection highlight D-Pad {t/0
Choose a formation/play A B or(
MENUS

Move highlight up/down D-Pad 11/0
Cycle through choices D-Pad /=
Select highlighted option (

STARTING THE GAME

1. Turn OFF the power switch on your Sega™ Genesis™.
Never insert or remove a game cartridge when the
power is on.

!\)

Make sure a Controller is plugged into the port

labeled Control 1 on the Genesis Console

3. Insert the game cartridge into the slot on the Genesis.
To lock the cartridge in place, press firmly.

4. Turn ON the power switch. The EA SPORTS™ logo

appears (if you don't see it, begin again at step 1)

MAIN MENU [

Choose a game mode or sign up for the Scouting Combine

77[ aAce 77( e
D-Pad /0

W Ngigt ¢ Play Now
Hew: Seasoe

(Continue Season
Scouting Combine

Press START to select the highlighted option and continue.

PLAY NOW
If you're anxious to get out on the grid iron, choose PLAY
NOW to play an exhibition game. This year, you have the
option to play an exhibition game with injuries on.
Mote: Traded and/or created players are not available in exhibition mode.
To start an exhibition game:

e From the Main menu, highlight PLAY NOW and press

START. The Team Select screen appears.



TEAM SELECTION

It’s time to choose sides and decide which team you want to
play for

c"_',l ?
7 aw oDeteclea

r;q
D-Pad /0 ;
|
. /)74

Press START to accept the team matchup and continue

GAME SETUP

Customize the upcoming game to your specifications
(default settings are bold)

gﬂ. e Setx,é

D-Pad /0
to highlight x 5 HINUTES

Press START to accept the game setup and continue

[SPORIS
QUARTER LENGTH Choose to play 5, 10, or 15
minute quarters

WEATHER Choose 1o play in FAIR, RAIN,
or SNOW conditions

CONTROL SETUP

Choose the teams that you and your opponent want to con-
trol, or choose your team and let the CPU (Sega Genesis)
control the opposing team.

Countral Sc“'fx,t"

Press START to accept controller setup and continue

MULTIPLE PLAYER GAMES

Up 1o four players can play at the same time using the 4
Way Play™ Adapter. Each controller has a colored star next
to it, and that controller controls the player with the cor-
responding colored star

In multiple player games, the lowest numbered controller
controls the team captain. The team captain is in charge of
calling the coin toss, kicking the ball, calling plays in the
huddle, and quarterbacking the team on offense



To become the intended running back or pass receiver
on offense:

e Before a play starts on offense, press B.
PRE-GAME MENU
From the Pre-Game Show menu you can make coaching
decisions and customize the upcoming battle.
START GAME
¢ To start the game, highlight START GAME and press
C or START.

INJURIES ON/OFF
® To turn injuries on/off, highlight Injuries on/injuries
off and press C.
SET AUDIBLES
You can set up six audible plays (three offensive and
three delensive).
¢ To set offensive/defensive audibles, highlight Set
offense/defense Audible A, B, or C and press C.
To highlight a formation/play, D-Pad ¢/8 .
e To choose a formation/play, press A, B, or C.
When you have set all three audibles, press START 1o
return to the Pre-Game menu.
PLAY CALL MODE

Madden NFL 96 defaults to Direct play calling mode. When
the competition is heating up and you want to be sure your
opponent can't see what play you just called, choose Bluff
mode.

® To choose Bluff mode or Direct mode, highlight Bluff

—
AE -l:i
Mode or Direct mode and press C.

When you select Blufl mode, only one highlighted box
appears on the play calling screen. For more information
about Blull mode, see Calling a Play on p. 21.

PASS CATCH MODE

If you want to make sure your receiver is exactly where he

should be to catch a pass, choose Manual Catch mode and

take control of the receiver while the ball is still in the air. If

you want to let Madden NFI. 96 worry about getting the

receiver into position, choose Automatic Catch mode.

¢ To choose manual or automatic pass catch mode,

highlight MANUAL CATCH MODE or AUTO CATCH
MODE and press C.

SUBSTITUTIONS

Each team has a full NFL player roster, and you can send
any available member of the squad out onto the field when
you need them. If a player is injured, a replacement is sub-
stituted in automatically.

FREEN

D-Pad </
1o highlight a

Press START to save substitutions and exit

W




To make substitutions:
® To cycle through the offensive and defensive
formations, press A or C.
* To highlight the player you want to change, D-Pad
&/,
® To cycle through the available players for each
position, press B.

e To save substitutions and return to the Pre-Game

menu, press START.
INJURY REPORT

Injury Report shows a list of players injured, how
long the player is going to be out, and what the injury is.
¢ To leave the Injury Report screen, press START.
Note: After your Star Player recovers from an injury, you must substitute him back
into the various formations.

NEW SEASON

Once a new season begins, League Stats and League

Standings are accumulated. You can stop mid-season and

continue at a later time without having to stant again at the

beginning. See Continue Season on p. 14.

From the Main menu:

* To start a new season, highlight NEW SEASON and

press START. The NFL Schedule for Week 1 appears.

Note: By selecting NEW SEASON, all created players, trades, and previous saved
$eason games are erased.

d—
H‘iliilln-‘_

WEEK SCHEDULE @

Heek B 1

BROWUNS

PATRIDTS

DILERS®

IRGURRS

PANTHEK

FALCONS
Press C to
select/dese-
lect a game

Press A to view a team's schedule
Press B to go to the League News menu

Madden NFL 96 creates an entire NFL season and playolffs that lead
up to the Super Bowl
Play any games you choose throughout the season or stick
with your favorite team and try to win the Super Bowl. The
Genesis (CPU) can simulate any games that you wish to
bypass. Realistic statistics, standings, and injuries are com-
piled and saved for every game, played or simulated.
You play the checked game, and the Genesis simulates all
the other games.
® To begin your season game and simulate all
unchecked games, press START.

TEAM SCHEDULE
View each teams schedule for the whole season.

e To view the highlighted team’s season schedule, press A.

11



LEAGUE NEWS

From this screen you can make trades, view player

and team stats.

Game Setup: Exit Season mode and return to the Main
menu

Week Schedule: Return to the NFL Week Schedule screen
and continue playing the season.

Injury Report: View a list of players injured, how long the
player is going to be out, and what the injury is.

Trade Player: Trade players [rom one team to another.

TRADING SCREEN

‘ J
l"f'-’!({(»'f;’f

o e W

tt"xtt
ERN R B B i

D-Pad & /c>

1o change to

8 other team
C . THOMAS

BAC PLAYER START TRADE

Press A to exit without making any trades,
Press START to make the trade

12
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To cycle through teams, D-Pad /8. @
To change teams, D-Pad /.

To cycle through players, press B or C.

To make a trade, press START.

To exit without making any trades, press A.

Note: The NFL must approve all trades. If you try to make an unreasonable trade

(trading a QB for a defensive lineman), your trade will be rejected by the NFL.

TeAM StATS: View stats for each team.

PAsSING LEADERS: View the players with the best passing

stats in the league.

RUSHING LEADERS: View the players with the best rushing

stats in the league.

RECEIVING LEADERS: View the players with the best receiv-

ing stats in the league.

KICKING LEADERS: View the players with the best kicking

stats in the league.

PUNTING LEADERS: View the players with the best punting

stats in the league.

TACKLE LEADERS: View the players with the best tackling

stats in the league.

SACK LEADERS: View the players with the best sack stats in

the league.

INTERCEPTION LEADERS: View the players with the best

interception stats in the league.

Note: When you enter the playoffs, your Team Stats and League Leaders are reset,
in order to keep track of your playoff statistics.
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CONTINUE SEASON

If you have played part of a season, but you don't want to
play all the way through at one time, you can stop at any
point and return to the last completed game by selecting
this option
* To continue a saved Season, highlight CONTINUE
SEASON and press START.
Note: (Only one playoff or season series can be saved at a time. If you

start a new season, any saved playoff or season games will be erased, and
you will have to start over at the beginning.

SCOUTING COMBINE

The Scouting Combine allows you to create a player and see

if you can make it through tryouts and onto your favorite

NFL team.

Note: The Scouting Combine usually allows 10 players to be created. If the battery
backup can not store your created player in memory (due to saved season

games, trades and other created players) a player from the NFLPA is auto-
matically chosen.

PLAYER REGISTRATION

To Enter your name:

1. D-Pad /8 to scroll through the letters

2. Press ¢3/=> to move to the next space

3. When you have entered your name, press START to
confirm your entry and continue.

To Complete the Registration form:

4. D-Pad ©/8 to cycle through the choices for Team,
Height, Weight, Position, and Jersey Number. When
you have made each choice, press START to confirm
your entry and continue.

OFFICIAL TRYOUT REGISTRATION
Take your newly created player through a series of grueling
events, Each position (QB, OL, RB, WR, DL, LB, DB, K, P)
has several different sets of test events. The upcoming event
flashes on the screen.

e To begin each event, press C.
40 YARD DASH
This race is your basic all out sprint. The 40 yard dash sets
the standard for gauging the speed of NFL players.
The speed of your player depends on how fast you press
the buttons.

e To run, press the B and C buttons repeatedly as fast as

you can.

AGILITY DRILL

The object here is to run between the tackling dummies
and make it to the finish line as quickly as you can. You are
penalized 2 seconds for running on the wrong side of a
dummy.

W
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RECEIVER CATCH DRILL
The coach wants to see what kind of hands you've got. In
this drill you try to get open against some well respected
defensive backs. Run any pass route you want and
when you [eel like you're open, call for the pass. Try
and get as many yards as you can. Its pretty tough to
get open and its even tougher after a second defensive
back comes out to help defend you. After eight attempts a
third comes out to make you look even more foolish.

e o start the play, press C.

To go out for a pass, D-Pad any direction.

-
® To call for a pass, press C.
e To dive, press A.

B

To jump, press C.
Note: If you don't call for the pass within 5 seconds the QB throws automatically.

DEFENSIVE BACK DRILL
Its all up to you on this drill. Nothing stands between the
quarterback, the receiver and the goal line-except you. Do
whatever you have to do to stop the receiver from catching
the ball.

® To run, D-Pad any direction.

® To dive, press A.

® o spin, press B.
10 YARD FIGHT DRILL
This one’s pretty straightforward. Show the coach il you're
quick enough, strong enough and have enough heart to go

N— —

one-on-one, one-on-two and one-on-three against some
angry defenders and make it across the goal line. Just to
make sure you dont wimp out and try to run away, you
can't run outside of the hash marks or back behind the 15
yard line.

¢ To run, D-Pad any direction.

e To dive, press A.

* To spin, press B.
DEFENSIVE 10 YD. FIGHT
Here’s your chance to go head on with those running backs
that are always pestering you. They don't have much run-
ning room, but you still have to make an open field tackle
and stop him from scoring,

® To run toward the back, D-Pad any direction.

¢ To dive at the running back, press A.

PLAYING THE GAME
COIN TOSS

Tails

17
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The visiting team captains call the coin toss in the air.
e To select headshails D-Pad </=.
The team that wins the toss has the option to kick or
receive the opening kickoff.
e To kick, press A. To receive, press C.
The team that loses the toss chooses the goal that they want
to defend.
e To defend the home goal, press A. To defend the
visitor goal, press C.
Note: To assist you in your choice of goal, the wind sock displays which direction
the wind is blowing.
THE KICKOFF .
The opening kickoll can set the emotional tone for the

entire game. Make sure your special teams are pumped up
before you take the field and kickofl.

KICKING

Press C to
start the power

g

1DIRECTION

To kick the ball:

1. When your team is lined up in kicking formation,
press C to set your kicker in motion and start the
power bar.

2. D-Pad /= 1o aim the kick.

3. Press C again to stop the power bar and kick the ball,
The higher the power bar is at the time you stop it,
the further the ball will travel in the air.

As soon as the ball is in the air, rush your kicking team
down field as fast as possible and smash the kick returner.

To make a special teams tackle:

¢ To chase down the kick returner, D-Pad any direction.

e To take control of the player on your team that is
closest to the ball, press B.

To make a diving tackle, press A.

To make a big hit, press C.

ONSIDES

Use the onside kick to attempt to quickly regain possession
of the ball and get back on offense. If you're behind at the
end of a game you may want to try an onside kick.

An onside kick must travel at least ten yards. Once the ball
has gone ten yards it’s “live” and the team that recovers it
takes over on offense.

To attempt an onside kick:

1. From kicking formation, press A to call up the
audible indicator.

2. Press A or C 1o set the onside kick formation. Your
kicking team shifts to the right or left-hand side ol the
ball.

19




e To return to standard kickofl formation,
press A to bring up the audible indicator again
then press B.

3. Press C to set the kicker in motion and start the
power bar

4. D-Pad < or = and press C again immediately to stop
the power bar

RECEIVING
Il you don't take control of the kick returner, he automati-
cally gets under the ball and catches it and begins to run
up field. If the kick is deep and he catches it in the end
zone he remains in place until you run him out. If you do
not run him out, the referee signals a touchback and the
ball is taken out to the 20 yard line.
To control the kick returner:

e To run when you have possession of the ball, D-Pad

any direction.

To dive for that last bit of yardage, press A.

e To spin out of a tackle, press B.

e To get a burst of speed and get around a tackler,
press C.

To lateral to your nearest teammate, press START.

CALLING A PLAY

D-Pad 11/
" 1o move
the play
selection
highight

Far Single
Near Back

| Form Shotgun =M=
Shoot

Io choose formations and plays:

1,

The Play Calling screen appears before each down.
From the huddle, D-Pad ©/8 to scroll through the
formations.

Press A, B, or C to select the formation in the
corresponding box. A set of plays appear that are
available from the selected formation.

To back up and change the selected formation,
D-Pad 1 to highlight RESET and press C.

D-Pad /8 to scroll through the plays.

To run an offensive play in the opposite direction,
D-Pad 1 to highlight FLIP and press C. To return the
play to its default direction, highlight FLIP and press
C again.

Press A, B, or C to select the play in the
corresponding box.

i
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Note: After you have selected a formation and called a play, the only way
to change your decision is to call a timeout or an audible from the
line of scrimmage. If you call a timeout, you are sent back to the
huddle where you may choose a different play.

To call a formation and play in Bluff mode:

1. From the Play Calling screen, D-Pad any direction to
move the highlight box to the formation you want to
select.

2. Press C to select. The play choices appear.

3. D-Pad any direction to move the highlight box to a
play you want to use as a bluff.

4. Press B. Bluff several plays to confuse your opponent.

5. D-Pad any direction to move the highlight box to the
play you want to run.

6. Press C. The play is selected, but you stay at the Play

Calling screen.
. Press B to bluff another play or so.
8. Press A. You return to the field and your opponent
has no idea what you are going to run.

When the clock is running down at the end of the half or,
more critically, at the end of the game, you may want to
save time and bypass the Play Calling screen. At the end of
a play, you can get right back on the line of scrimmage by
running a no huddle offense.

-~
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To execute a no huddle play:
1. Immediately after the ref. blows the play dead, hold
C. Your team rushes back to the line of scrimmage
2. Press C to snap the ball. Your team runs the same
play it ran the previous down.
To run an audible from a no huddle play:
1. Immediately after the ref. blows the play dead, hold
C. Your team rushes back to the line of scrimmage.
2. Press A to call up the audible indicator.
3. Press A, B, or C to select the desired audible.
4. Press C to snap the ball. Your team runs the selected
audible.
To stop the clock from a no huddle play:
1. Immediately after the ref. blows the play dead, hold
A. Your team rushes back to the line of scrimmage.

2. Press C 1o snap the ball. The quarterback immediately
throws the ball into the turf.

RUNNING PLAYS

On the Play Calling screen, rushing plays are displayed
against a grey background on the play choices. You can
watch the Genesis execute the play or take control of the
ball carrier after the hand-off. A color-coded star and jersey
number appear beneath the ball carriers feet so you know
who he is.

To execute a rushing play:

1. When the offensive line is set, press C to snap the
ball. The hand-off or toss is automatic.
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2. D-Pad any direction to take control of the
ball carrier and start breaking tackles.
To break tackles and shake defenders:
e To dive for that last bit of yardage, press A.
¢ To spin out of a tackle, press B.
e To get a burst of speed and get around a tackler,
press C.
e To lateral to your nearest teammate, press START.
Note: If your quarterback is the ball carrier and in danger of being tackled, press A
to make him slide feet first. This is a good way to prevent the quarterback
from getting injured from a rough tackle.

PASSING PLAYS

On the Play Calling screen, passing plays are displayed
against a blue background on the play choices. You can
let the Genesis execute the play for you or control the
quarterback and take over yoursell.

To execute a passing play:

1. When the offensive line is set, press C to snap
the ball.

2. D-Pad any direction to move the quarterback and take
over control of the play.

3. Press C to call up the passing windows. A yellow
letter appears next to each eligible receiver on the
field. These letters correspond to the A, B, and C but-
tons on the Controller.

e To throw the ball away if all the receivers are tightly
covered, press START.

e

4. Press A, B, or C to throw a pass to the corresponding
receiver.

Watch the receivers run their patterns on the field and
throw a pass to the open man. Once the ball is in the air, a
yellow crosshair appears on the field marking the ideal
reception spot. The receiver automatically completes his
pattern toward the crosshair, raises his hands for the ball
and runs upfield-if he makes the catch.

You can manually control the designated receiver while the
ball is still in the air to make the catch.

To control the intended receiver:

1. When the ball is in the air, press B to take control of
the intended receiver. A color-coded star appears on
the field beneath the player.

2. D-Pad any direction to guide the receiver toward the
yellow crosshair.

To jump and raise hands for the ball, press C.
To dive for the ball, press A.



Note: When playing in the Manual Pass Catch mode, you must take control of the
intended receiver or he will simply run his designated pattem.

DEFENSE
Select your defensive formations and play the same way
you select offensive plays, described above.
If you don't choose a formation and a play in time, your
team lines up to run the same play it ran the previous
down.
To execute a defensive play:
1. When the defensive line is set, press B to take
control of a different defensive player.
2. D-Pad any direction to move the controlled player.
Note: Defensive players can be repositioned anywhere you like, but if they make
contact with the offensive line before the ball is snapped or are past the line
of scrimmage when the ball is snapped, an offside penalty is called.

To tackle the ball carrier and break up offensive plays:
® To take control of the player closest to the ball,
press B.
* To dive, press A.
e To jump, hit hard, or raise hands, press C.

A V-

SPECIAL TEAMS

Special Teams plays are used in punting, extra point, and
field goal situations.

To select a Special Teams play on offense:

1. From the Play Calling screen, D-Pad 8 1o highlight
Special Teams.

2. Press C 1o select the Special Teams formation in the
corresponding box. A set of plays appear that are
available from the selected formation.

3. D-Pad ©/8 to scroll through the plays.

4. Press A, B, or C to select the play in the correspond-
ing box. Your team breaks the huddle and sets up at
the line.

To select a Special Teams play on defense:

1. From the huddle, D-Pad § to highlight Special Teams.

2. Press C to select the Special Teams formation. A set
of plays appear that are available from the selected
formation.

3. D-Pad ©/8 to scroll through the plays.

4. Press A, B, or C to select the play in the
corresponding box.

PAUSE MENU

Check on game stats and summaries, view an instant replay
of the last down, or call a timeout. The Pause menu offers
all of the options available from the Pre-Game menu along
with additional choices relevant to the present game.



For information about the options not listed here, see
Pre-Game Menu on p. 8.

e To bring up the Game Paused screen during gameplay,

" press START.

To make selections from the Game Paused screen:
e To highlight options, D-Pad /8.
e To select a highlighted option, press C.
® To return to a previous screen, press START.

RESUME GAME
Return to the game in progress.

INSTANT REPLAY

Oustanding plays are worth seeing again. Instant Replay
allows you to view those great plays over and over. Utilize
the VCR-like controls to step inside the production booth
and roll the tape.

To view an instant replay:

To play at normal speed, press C.

To pause, press C a second time.

To play in slow motion, hold B.

To rewind, hold A.

To exit Instant Replay, press START.

To focus the replay on a player or area of the field,
D-Pad any direction. A highlight appears, and the

. camera follows the highlighted player or stays
focused on a section of the field.

TIMEOUT
Each team is allowed 3 timeouts per hall. A timeout stops
the game clock and resets the play clock to a full 25 sec-
onds. Call a timeout to gather your wits when you must
score before the end of the hall, or il you're behind and
your opponent is attempting to run the clock down.

PLAYER STATS
The Player Stats screen displays current game statistics for
each player on the team. Stat categories are separated by
position, and rosters are listed one team at a time. The
Team Stats screen is a good place to determine if your
players are performing up to their potential and make
some preliminary substitution decisions.

e To change teams, D-Pad &/,

e To cycle through positions, D-Pad /8.

® To exit, press START.

GAME STATS
Measure the performance of both teams at any time
during the game with up-to-the-minute stats. The Game
Stats screen lists the two teams side-by-side for easy
comparisons.
To view Game Stats:

® To scroll through the game stats, D-Pad /8.

® To exit, press START.

MADDENISMS
e To turn Maddens colorful comments on or off,
highlight MADDENISMS ON/OFF and press C.
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ELECTRONIC ARTS LIMITED WARRANTY

Electronic Ans warrants to the onginal purchaser of this Electronic Ans software
product that the medium on which this computer program is recorded is free from
defects in materials and workmanship for a period of ninety (90) days from the date
of purchase. This Electronic Ans software program is sold “as is,” without express or
implied warranty of any kind, and Electronic Ans is not liable for any losses or dam-
ages of any kind resulting from use of this program. Electronic Ants agrees for a peri-

od of ninety (90) days 10 replace, free of charge, any Elecironic Ans software product,

postage paid, with proof of purchase, at the Electronic Ans Warranty Department.

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 Electronic Ans software product has
arisen through abuse, unreasonable use, mistreatment or neglect
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 ELECTRONIC ARTS. 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
ELECTRONIC ARTS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSE-
QUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNC-
TION OF THIS ELECTRONIC ARTS SOFTWARE PRODUCT.

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

RETURNS AFTER WARRANTY— 1o replace defective media alter the ninety
(90) day warranty period has expired, send the original canridge 1o Electronic Ans’
address below. Enclose a statement of the defect, your name, your return address, and
a check or money order for $20.00:
Electronic Ans, Customer Warranty
PO. Box 7578, San Mateo, California 94403-7578
I you need 1o talk 1o someone about this product, call us at (415) 572-9448 Monday
through Friday between 8:30 AM and 4:30 PM, Pacific Time. EA Tech Support Fax:
(415) 286-5080
HOW TO REACH US ONLINE

: Game Publishers Forum A (GO GAMAPUB)
Or send E-mail to 76004,237
America OnLine: Send e-mail 10 ELECARTS
Internet e-mail: support | @ea com
(Or send e-mail to elecarts@®aol com or 76004.237@compuserve.com)
World Wide Web: Access our Web Site at hip\\www.ea.com
FTP: Access our FTP Site at fip.ea.com

In Australia, contact:

Electronic Ans Pry. Limited, PO. Box 432, Southpornt Qld 4215, Australia

In Australia: Gameplay, Hints, and Tips Line Phone:

1902 262 062 (1.00 per min.) ITMS

Technical Phone: 1 902 263 163 (2.00 per min.) ITMS

7 days a week 8:30 AM—10:30 PM. If you are under 18 years of age parental
consent required.



Need Help? Call EAs HINTS & INFORMATION HOTLINE for recorded hints, tips,
and passwords 24 hours a day, 7 days a week!

In the US, dial 900-288-HINT (4468) 75c per minute (95¢ for first minute)

In CANADA, dial 900-451-4873 $1.15 (Canadian) per minute.

If you are under 18, be sure 1o get a parent’s permission before calling, Hotline
requires a Touch-Tone telephone. Call length determined by user, average length is
four minutes. Messages subject to change without notice.

NOTE TO HOTLINE CALLERS:

To help you quickly locate the information you need, Electronic Ans will gladly send
you printed menus. To receive a copy, please send your name, address, title of game
you want the menu 1o, and the hardware (Genesis, Super NES, IBM, etc.) 1o:

Hotline Menus, PO. Box 7578, San Mateo, CA, 94403-7578

Licensed by Sega Enterprises, Lid. for play on the Sega™ Genesis™ System.

Sega and Genesis are trademarks of Sega Enterprises, Lid. ;

Software and documentation © 1995 Electronic Ans. All rights reserved.

EA SPORTS, the EA SPORTS logo, 4 Way Play, the 4 Way Play logo, and “If t’s in the
game, its in the game” are trademarks of Electronic Ans. All rights reserved.

NFL team names, logos, helmet designs and uniform designs are registered trade-
marks of the team indicated.

Super Bowl and the NFL Shield logo are registered trademarks of the National
Football League. TM/© 1995 NFLP

Officially licensed product of NFL Players. ©1995 Players Inc.
Electronic Ans is a registered trademark ol Electronic Ans.

TELL US WHAT YOU THINK:
Please send us a letter or an e-mail with your suggestions to:
Madden Mail, c/o EA SPORTS

1450 Fashion Island Blvd.,San Mateo, CA 94404
or mrubinelli@ea.com or ghellamy@ea.com

Please Nete: Al submissions become the property of Electronic Arts and may be

freely utilized at EA's discretion.




IF IT'S IN THE GAME,
IT'S IN THE BOOK!

Whether you get schooled by your friends or you're the Madden 96 champ,
the Madden NFL 96 Player's Guide is for you! EA SPORTS™ has compiled its
best-kept secrets to make the definitive strategy guide for Madden NFL 96:
»  (Over 200 pages of the Madden 96 info you need!
> Complete gameplay tips, hints, and tricks.
> Coaching strategies with pictures, diagrams, and step-by-
step instructions.
In addition, the Madden NFL 96 Player’s Guide offers a comprehensive look
at football to provide you with an in-depth understanding of the sport's
past and present. Discover the game behind the game!
> Complete rosters with statistics and ratings for each
Madden 96 team.
> Explanations of rules, violations, and infractions.
»  An inside look at the development of Madden 96.
Playing Madden 96 without the Player's Guide is like playing football with-
out a helmet!

COMING SOON:!

TO ORDER, VISIT YOUR
NEAREST RETAILER OR

CALL 1-800-245-4525

SPORTS.

749305




