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LYNX NFL FOOTBALL

It’s third and 8. Pittsburgh has the ball on Miami’s 42 yard line with
thirty seconds to play. Down 20-14, the Steelers need to score
quickly. The quarterback calls the last time out and jogs to the
sideline. He discusses the situation with the coach, then runs back
to the huddle. Will they run or pass? The teams line up. The crowd
is silent with anticipation. The snap. The quarterback takes the ball
and turns to the fullback. The defense reacts to the handoff. It’s a
fake. The quarterback rolls out and throws to the wide receiver in
the corner. The receiver and the cornerback both jump for the ball
as time runs out. They fall together into the end zone. The ref
rushes over. Touchdown!

Getting Started

1. Insert the Lynx NFL Football game card(s) in the Lynx
machine(s).

2. For a two-player game, connect the Lynx machines with the
Comlynx cable as directed in the Lynx Owner’s manual.

3. Press ON. The title screen appears. Turn the Lynx machine so
the buttons are away from you and the joypad is close to you.

4. Press A or B. The Team Selection screen appears. Press the
joypad right or left to select a division, and up or down to select a
team.

5. When you’ve chosen your team, press A or B. The game begins.



Go for Gridiron Greatness!

This is the game you’ve waited for all year. The Lynx Bowl!
Everything you've done this season has been for this. Now listen
up! If you want to be a champion, you’ve got to do what I say.

We have already won the toss, so we will receive the kickoff. As
you know, you control the flashing player. When the kick returner
catches the ball, he will start to flash. Press the joypad to make him
run. Don’t try anything fancy. Just stay away from the wacklers as
long as you can. Then let the offense take over (Screen 1). (See the
Gallery of Screens at the end of this manual).

Before each play, you will choose your play from the Official
Playbook {Screen 2).

There are three types of plays: passing, running, and specialty.
There is also a time out option. Press the joypad up or down to
select the type of play, then right or left to choose the play you
want. Make it quick; you don’t have much time! When you decide
on a play, press B.

If you choose a running play, move the quarterback toward the
running back, then press A to hand off. Once you give the ball to
the runner, you control the runner.

Passing plays are another story. When the ball is snapped, hold
down the B button to make the quarterback drop back. While
holding down B, the passing cursor appears (Screen 3).



+
Move the cursor over one of your receivers, then release the B
button to throw. If you timed everything correctly, the receiver will
catch the ball. When he does, use the joypad to move the receiver
down field. If you did not time things right, you will throw an
incomplete pass, or even worse, an interceplion.

Specialty plays are field goals and punts. To punt, wait for the snap,
then press B to kick. To kick a field goal, wait for the snap. When
the kicker approaches the ball, press the B button. A direction
indicator appears. When the arrow is near the center, press B again
to kick (Screen 4). If the kick is good, you get three points. If not,
the other team gets the ball.

When you are on defense, select a play like you did on offense. Try
to anticipate whether the other team will run, pass, or kick, then
choose the best defensive play to stop them. If you pick a specialty
punt return or field goal return, you will control the returner after he
catches the ball.

Two lines on the field show the line of scrimmage and the first
down yard line (Screen 5).

Like regular football, you have four chances to get a first down
before you have to give the ball Lo the opponent.

During the game, keep an eye on the scoreboard (Screen 6). The
information on the scoreboard will help you plan your strategy. For
example, You have three time outs per half. To call a time out and
stop the clock, pick Time Out from the playbook.



Scoring
Scoring works like real football:

Touchdown: 6 points
Field Goal: 3 points
Safety: 2 points
Point After Touchdown: 1 point
Strategy

Leam the plays, especially the passes. You will be much more
successful if you know where your players are.

Speaking of passing, practice a lot. You have to pass to win. The
first few times you play, you might want to pass on almost every
play, just to get used to it. It’s easy if you know where your
receivers are and move the cursor quickly. Take too long and you
get sacked.

On kick returns, press the joypad in the direction you want to run
before you actually catch the ball. The returner will not run until he
catches the ball, but he will start a split second sooner if you are
already pressing the joypad. In a game of inches, that small head
start can make a difference.

When punting, don’t rush the kick. Give your teammates time to
get down field to keep the return short. But don’t wait too long;
you'll get tackled or the kick will be blocked.

Don’t waste your time outs. Call them only when time is running
out.



LYNX NFL FOOTBALL

L’instant est crucial. Pittsburgh a le ballon sur la ligne de yardage
42 de Miami et il reste seulement 30 secondes & jouer. Avec un
score de 20-14 en leur défaveur, les Steelers ont intérét 2 marquer
rapidement. Le Quart arriere demande le dernier temps mort (Time
out) auquel son équipe a droit et court vers la ligne de touche. Il
discute avec ’entraineur de la situation puis rejoint le petit groupe
en courant. Vont-ils courir ou faire une passe ? Les équipes
s’alignent. Dans un silence religieux, la foule attend ce qui va se
passer. Surprise ! Le Quart arri¢re prend le ballon et se tourne vers
I’ Arriere. La défense réagit. C’est une ruse ! En fait, le Quart arri¢re
roule sur lui-méme et lance le ballon au receveur de corner. Le
receveur et le Quart arriere sautent tous les deux sur le ballon alors
que la fin de la partie est imminente ! Ils tombent ensemble sur la
ligne de but. L’arbitre se précipite. Victoire !

Préparatifs

1. Introduisez la cartouche de jeu NFL Football dans votre
Lynx.

2! Pour jouer & deux, connectez les Lynx avec le cable
Comlynx en suivant les directives du manuel d’instruction.

3\ Appuyez sur ON (marche). L'écran Titre apparait. Toumez
la console pour placer la manette de jeu prés de vous (les boutons
de I'autre c6té).



4. Appuyez sur A ou sur B. L’écran Team Selection (Sélection
de I’équipe) s’affiche.

5 Appuyez sur la manette & droite ou & gauche pour
sélectionner une division et en haut ou en bas pour sélectionner une

équipe.

6. Lorsque 1’équipe est choisie, appuyez sur A ou sur B pour
commencer la partie.

En avant !

Voici le moment que vous avez attendu toute 1’année. Le Lynx
Bowl! Tout ce que vous avez fait durant cette saison trouve enfin
son sens. Maintenant écoutez bien ! Si vous voulez devenir un
champion, vous devez suivre mes conseils.

Le tirage au sort a tourné en votre faveur. Vous avez I’avantage de
la mise en jeu. Comme vous le savez, vous dirigez le joueur qui
clignote. Lorsque le "Returner' attrape le ballon, il commence &
clignoter. Appuyez sur 1a manette de jeu pour le faire courir.
N’essayez rien d’extraordinaire. Evitez les tacles... autant que vous
pouvez ! Puis laissez I’offensive prendre la reléve (Ecran 1). (Les
numéros d’écrans indiqués dans ces instructions se rapportent aux
illustrations qui se trouvent a la fin du livret).

Avant chaque partie, vous pouivez choisir votre type de jeu dans
1’Official Playbook (le livre officiel - Ecran 2).
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