


WARNING: REAP BEFORE USING YOUR FLAYSTA-

* warranty. Only official or licensed peripherals should be used in the con-

' g—

TION“2Z COMPUTER ENTERTRINNENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light patterns or flashing lights. Exposure to cer-
tain patterns or backgrounds on a television screen or while playing video
games, including games played on the PlayStation 2 console, may induce
an epileptic seizure in these individuals. Certain conditions may induce 1
previously undetected epileptic symptoms even in persons who have no
history of prior seizures or epilepsy. If you, or anyone in your family, has
an epileptic condition, consult your physician prior ta playing. If you experi-
ence any of the following symptoms while playing a video game—dizziness,
altered vision, eye or muscle twitches, loss of awareness, disorientation,
any involuntary movement, or convulsions—IMMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS!
Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD
type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZEP FROPUCT:
The use of software or peripherals not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your

troller ports or memory card slots.

HANPLING YOUR FLAYSTATION 2 FORMNAT P1sc:

® This disc is intended for use only with PlayStation 2 consoles with the
NTSC U/C designation.

Do not bend it, crush it, or submerge it in liquids.

Do not leave it in direct sunlight or near a radiator or other source of
neat.

Be sure to take an occasional rest break during extended play.

®@e 606

Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a
int-free, soft, dry cloth, wiping in straight lines from center to outer
edge. Never use solvents or abrasive cleaners.

This product has been rated by the Entertainment Software Rating Board.
For information about the ESRB rating, or to comment about the appropri-
ateness of the rating, please contact the ESRB at 1-800-771-3772.
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Getting Started
PLAYSTATION 2 COMPUTER ENTERTAINMENT SYSTEM

MEMORY CARD slot 2 — disc tray RESET button
MEMORY CARD slot 1

(OPEN) button

controller port 1 --
controller port 2 - —

Set up your PlayStation®2 computer entertainment system according
to the instructions In its Instruction Manual.

2. Make sure the MAIN POWER switch (located at the back of the
console) 1s turned on.

. Press the RESET button. When the power indicator lights up, press
the open button and the disc tray will open.

. Place the NBA STREET Vol. 2 disc on the disc tray with the label side
facing up. Press the open button again and the disc tray will close.

. Attach game controllers and other peripherals, as appropriate.

. Follow on-screen instructions and refer to this manual for information

on using the software, d

- L2 multitap connector
mw ] I II =7 (for PlayStaton®2)
Up to four players can play S '[

NBA STREET Vol. 2 by using the £ g

multitap (for PlayStation'2) A - UV aEfiter
iNnserted in controller port 1.

m

MEMORY CARD slot A — ]— _I‘l EEe— H_.‘_-_j——MEMIJHT CARD slot D
il 1] WE
(R LI LI
controller port A - Sl B P D‘! | ii.. i o controller port D
= b MULTITAP alis
l sl [T B v s
| controller potB ———-4 | L. & controller port C
| i H ol |4
| l o)l | 1': e Il
MEMORY CARD siot B 2y 2 = L MEMORY CARD slot C

i
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Gommand JReference <

PURALSHOCK"2 ANALOG
.  CONTROLLER CONFIGURATIONS

L2 button R2 button
L1 button 1 | l ‘ ] I R1 button
.J':I : f\\\ i._' | =
| SONY A
directional button xa @;,mﬁwm (=) O
(D-button) I TS e = | 1GR
left analog stick (L3 button | | il } \ '3;
when pressed down) \ / P 1 .
SELECT button == | 2\ button
* ANALOG mode button O button
START button X button
right analog stick (R3 button when pressed down) [ ] button |
Menu “Gontrols
Change Selections D-button £ ‘
« + | Change Settings/Options D-button <>
L Select/Accept (Advance to % button

" the next screen)

" Return to previous screen/menu A button




SBasic BGontrols |

Listen up now. Before you can run the floor like Magic or sky like Dominigue,
you have to get your game up to speed by learning the basic controls. You
gotta walk before you run, playa. Baby steps, man. Baby steps.

 General Gameplay

Move Player D*buttun or Ieft analog stick

anhn L1 bul:tun, L2 button, R1 button,
or R2 button

Fau:e Game STAIIT buttnn

Jffense

Sllnut [Iluﬁlflau-llpl

j Trick MI‘.IHB

ll

o — ——

llnm Double-tap any Turbe button

ﬂefeme

Switch Flayers ® button
Shot Blnntfllelmuml A button
Steal B button

Dive Double-tap any Turbo button




Ah yeah, your game just got bigger, dawg. The streets have been swept
and a whole new ballgame is in town. Take your skills to a new level as you
call out the greatest hoop icons to ever play the game. From old school

" legends to the hottest stars of today, this is your chance to show up the
 best ballers the streets have to offer. With an all-new arsenal of dunks,

- passes, dribbles and signature moves, enter the realest urban worlds ever
created and begin your journey towards becoming a street legend with
NBA STREET Vol. 2.

Game ¢Features

® Challenge the Best Players of All Time
The greatest NBA legends hoop it up for ultimate bragging rights.
Featuring original, old school uniforms and player-specific signature
! moves—own the court as DOr. J, Magic, Bird, Wilt, Moses, and more.

® The Country’s Best Courts
J Eleven AUTHENTIC urban worlds that re-create the feel and grit of the

true street game, including Soul in the Hole, Rucker Park, and The Cage.

® All-New Electrifying Moves
Besides spectacular dunks, dribbles, and passes, NBA STREET Vol. 2

features the newest moves from the street;

Back 2 Papa—Pass the rock off the backboard to yourself to confuse
your opposition.

Off the Heezay—Regain your dribble by passing the ball off your
opponent's head.

Be the Dop—Pass the ball to a teammate while retaining control of the
player without the ball. Create some space, sky high, then Alley-Oop
the pass back to yourself.

® Level 2 Gamebreaker
Now you can pocket your Gamebreaker and bust it out later in the

game as the show-stopping Level 2 Gamebreaker.
@® NBA STREET Vel. 2 Multiplayer
Hoop it up against the CPU or your pals, or team up against the best
players in the world (1-4 players).

For more info about this and other titles, wvisIt
EA SPORTS BIG™ on the web at www.easportsbig.com.




Ukay, playa. So you got the basics down and think you're game enough to
ball in the big time. Well, before you call out the kings of the street, settle
yourself down and master these moves.

General Gameplay

Move Player D-button or left analog stick
| Turho L1 button, L2 button, R1 button,
or R2 button
| Pause Game START button
JIffense
| Shoot (Dunk/Lay-Up) @® button
Pass % button
Trick Move W button
" Dive Double-tap any Turbo button
- Call for Pick R3 button
gefense
Switch Players ® button
j Shot Blnl:ltmehnund A button
. Steal ) B button 3
'- ' Dive _ Double- I:ap any Turlln b;t;c;n_ =

HNote

Flayers can only dive when the ball is loose on the ground.

_Note

To win the pre-game tip off, press the ® button when the
ball reaches its highest point. This takes timing, not button
mashing!




~ Advanced Qffense— - o
o or the real ballers

.. This section is for ballers who are ready to run with the best.

Advanced grick gMoves

« 4 Put Back (when going for
. offensive rebound)

@ button + any two Turbe buttons

Advanced Dunk ® button + two or more Turho butmr};
Advanced Trick Move B button + two or more Turbo buttons
Advanced FBall glandling

Hypnotizer L1 button + RT button + M button

Lampin L2 button + R2 button + M button

Gotcha Open R1 button + R2 button + M button

Double Dutch L1 button + L2 button + I button

The sdvanced ball handling moves listed above are just
some of the ones that the NBA plavers have when vou're
playing on the court. However, there are plenty of other

moves besides these. What? You thought that we would
tell you everything’? No way, man. Get vour game on and
try different combinations of turbo buttons (using the i
button) to discover other moves.,

" DHote

It takes time and practice to rise to the skill level of the
NBA's best. Use development points to raise your Created

Baller's ratings and learn new dunks and tricks. Become a
E better player by saving your Development Points, dawag.




: / F o Pty 3
“Quer the Jop” PBall Fandling
=1 Clown your opponent with a “Back 2 Papa” or “Off the Heezay" pass back to
yourself. Legends are made with these specialty moves.

Back 2 Papa ® button + two Turhe buttons
(while moving towards the basket)
Off the Heezay % button + two Turbe buttons
(while standing still)
Advanced Dunks
Don't just dunk, dunk with authority.
 Take That L1 button + RT button + @ button
£ - Da Hangman L2 button + R2 button + @ button
Backbreaker R1 button + R2 button + @ button
. Around The Way L1 button + L2 button + @ button

Jyote

Just like we said with the ball handling moves, try different
combinations of turbo buttons (using the @ button) to
discaover new advanced dunks.

Player Bock Strategy (Give and ?o)

With Player Lock Strategy, you are able to retain control of a player with-
| out the ball. If you're good, you'll be able to pass the ball to a teammate,

create some space, sky high, then Alley-Oop the pass back to yourself for
a sweet Give and Go.

Enable/Disahle Player Lock right analog stick
| I:ﬁll f;_ﬁass_ | ® button : R
Call to Shoot ® button
- Jump for Alley-Dop S & Euttnn + any Turho buttun_
Set a Pick R3 button + two Turhn_ l;uttnns




Using Gamebreakers

Light up the scoreboard with a Gamebreaker: -4

Gamehreaker Shot or Dunk ® button while holding any two
Turbo buttons

Jyote

The Gamebreaker shot is available only when the B
Gamebreaker meter is full. Don't bother otherwise. For

more information on this cool shot, > Gamebreakers/
Gamebreaker Meter on p. 16.

Pocketed Gamebreakers

Pocket a Gamebreaker and bust it our later in the game or mess with your
opponent by canceling their pocketed Gamebreaker.

Pocket Gamehreaker SELECT button o S
Fasss,
Cancel Gamehreaker any Turbo button + the SELECT button | o P
v
e S S
_ Note: For more information on the "pocket" Gamebreaken, 4 Jl:
| l > Pocket Gamebreaker on p. 17. ot
W
|
| Advanced Defense ~.
‘ This section is for all y'all that wanna put the lock down.
Advanced Defensive gMoves |
Turbo Block A button + any two Turbo buttons ' e

Trick Counter B button + any two Turbe buttons

JHNote

The advanced defensive moves are not easy to perform
but with practice, you'll get It.

It takes time and practice to rise to the skill level of the
NBA's best. Use developmeant points to raise your LCreatea
Baller's defensive ratings.
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Hittin' Jghe Streets

The trash talkin' stops here. It's time to back up that smack with some
sweet moves on the court. Take it to the house in a Pick Up Game, or take
on the league's best in NBA Challenge. You can also work your way to the
top in Be A Legend mode and more. The ballin’ starts from the Main menu.

Main ¢Menu

From the Main menu you can choose the NBA STREET Vol. 2 game mode

you want, create a baller or a custom team, unlock players and courts with |
Reward Points, adjust game settings or check out the greatest ballers of

all time. b

st

2 Press the D-button ¢ to change a Main menu selection.

Choose the game you
want to play (> Pick
Up Gameonp. 11 or

Cther Game Create a baller or a
Modes on p. 18] T
esonp. 19 My Team custom team (> My
o Tearn on p. 22) .
Unlock new players and ' Rewards =
courts with reward | Ot Adjust game settings |
points (> Rewands on . ptions and manage user »
p. 24) High Scores names (> Options on
' . 24)
Check out the Inside Vol. 2 q
greatest SL_FEEL : - Inside Vol. 2
ballers of all time (= below)

_Note

Default options are listed in bold in this manual,

Inside Yol. 2

Check out what's new in NBA STREET Vol. 2, or get a preview
on all the available dunks and moves featured in the game.




Playing a Pick Up Game helps you get quickly acquainted with life on the
streets. This is not your momma’s basketball so pay attention to what we
have to say. These games don't mean jack, so brush up on your skills without
worrying too much about the outcome. Don't take it personally if you get
schooled early on. Just pick yourself up off the floor and come back for more.

TO BEGIN A PIck UF GANE!

= From the Play It menu, highlight PICK UP GAME and press the
® button. The User Setup screen appears.

User Setup

Before you start shootin' the rock or making sweet no-look passes in a Pick
Up Game, create a user name for your bad self in order to track your
progress and game records.

TO HOOK YOURSELF Uf WITH A USER NANE!:

1. From the User Setup screen, choose HOME or AWAY and press the %
button. Next, select YES to enter a name or select a pre-existing user
name. If you don't wish to save user stats select NO. After a name
has been created or selected, the User Setup pop-up screen appears.
Here you can review your career stats.

2. When youre finished reviewing the career stat categories, press the
® button. Now wait for any other users to finish their setup.

® If you're only ballin® with one human-controlled team, press the %
button again to continue to the Choose Team screen.

® |If you're hoopin' it up with 2-4 players, Player 2, Player 3, and Player 4
can join the game at any point during the User Setup process by
pressing the START button on the respective controller. Players 2-4
must select to play with or without a user name, as well as Home or
Away, before advancing to the Choose Team screen.

® Two user controlled players per team. The third baller will be
controlled by the CPU (> Player Lock Strategy on p. 8]

oy ote

When playving with 3-4 playvers only controllers inserted into
the multitap will be recognized.




Ghoose geam

Ah yeah, the NBA world is now your playground. Select from one of the 29
NBA teams, or hoop it up with a squad of Old School Ballers or an all-star
squad of NBA Stars.

‘Ghoose ﬂ'tumw

Selected eam

Team ratings

CScroll down to 3CCess
the Handom team icon

- TO SELEST A TEAN

=== 11. From the Choose Team screen, press the D-button to scroll through
gl s the available teams. |

= -|I
'I’-.||'_- i i

* | 2. To select a team, highlight its logo—it also appears In the big
b & 1 window—and press the 8 button.
=

|

— ———

3. Repeat step No. 2 and select a squad for the opposing team. The
Choose Players screen appears.

I‘I :
TN
i .

 “Ghoose Players

| Own the court with the NBA's best. Unce you select a team, choose three
=1 ballers from your current lineup and get ready to run the floor.

e — —
i
i

| “Ghoose ﬂnycu

S%¢ re

Player ratings |

Selected Player

TR

a




TO CTHOOSE YOUR THREE STARTERS:

= From the Choose Players screen, highlight the
player you want to play with and press the %
button. After you select the third player,
the Choose Court screen appears.

‘Ghoose “Gourt |

Take it to the house on one of the 11 authentic urban worlds featured in
NBA STREET \Vol. 2.

TO CHOOSE A COURT:

1 2 From the Choose Court screen, highlight the locale you wish to play at
and press the % button. Highlight PLAY GAME and press the ¥ button
to begin the game or highlight MY RULES and press the % button to
change your game settings.

My HAules

Tweak the game rules to fit your playin’ style.

Game Mode Select the play mode for your next game. Select
PICK UP, TRICK POINT CHALLENGE, DUNKS ONLY, T
NO GAMEBREAKERS, NBA SCORING, OLD SCHOOL =
SCORING, GAMEBREAKER WINS or BACK TO il
BASICS. For a detailed description of these game /
modes, check out the on-screen display located at
the bottom of the My Rules menu,

set the amount between 1-50 points, 100,000 to ~_
1,000,000 trick points, or Level 1 Gamebreaker to
Level 2 Gamebreaker (depending on the game mode).

Play To Set the amount of points that you will play to. You can i f__

"

. Spot Points Give yourself or your opponent an edge by spotting — ES8
" either side some extra points before the game starts.

N Shot Clock Set the shot clock violation at 12, 28, 48 seconds.
You can also turn the Shot Clock setting OFF.




On the JBlacktop

School is now in session. Lace up the tops, turn up the beats, and take
your show to the streets. It's game time, playa.

Away Paints Home Points
Gamebresker Meter Turbo Meter
Away Trick Points Home Trick Points

ﬁ_r'#

L=

Controlled Player

| The rules for NBA STREET Vol. 2 are pretty simple, yo. The ultimate goal is
A8 to win. However, everybody knows that it feels much better to win big.
Sure, you can shoot a lazy jump shot, but why not set it up with a few Trick
Moves first? Or better yet, put together a series of Trick Moves and then
l|'l slam it in your opponent’s face with a nasty dunk or Alley-Oop.

i e o rick ¢gMoves

’_':i Trick Moves not only make you look tight on the court, they can help earn
Trick Points as well. Trick Points in turn can help build up your

Gamebreaker Meter as you ball and style your way to a Gamebreaker. But
4 don't forget that Trick Moves can be just as easily countered by the oppo-
sition. Below are a few Trick Moves to help your game.

FAKEOUTS

Fakeouts occur as a result of a successful Trick Move. When a Trick Move
fakes a defender out, he stumbles or falls, suffering extra embarrassment
4 and scoring additional Trick Points for the ball carrier.

PUNks

Show your opponent up with an authoritative slam dunk. The object of the
! game Is to score, so why not bring it home with a nasty, in-your-face dunk?
| There are several levels of dunks: from basic to really advanced. The more




advanced dunks score correspondingly more Trick Points
when performed.

ALLEY-OOFS

One of the advanced dunks is an Alley-Oop. When you're on offense, look
for your teammate who has an open lane to the basket. Assuming he has
hops, he will sky over the basket anticipating the pass. However, it's up to
the ball handler to feed him the rock.

= lo complete an Alley-Oop pass, press the % button when your teammate
flies toward the rim. Success depends on timing so don't pass the ball
too early or too late. The dunking skills of the receiver and the reaction
of the defense also play big parts in the completion of an Alley-Oop.

HOOK-U¥S

You can "Hook-up” @ teammate by passing the ball during a dunk or Alley-
Oop to a teammate who is “Alley-Ooping” above you. This scores huge Trick

- Point bonuses. When you're above the rim, look for your teammate jump-

Ing above you far an Alley-Oop. Don't be a glamour hog—pass it.

= Pulling off a Hook-Up is similar to finishing off an Alley-Oop. Just press
the % button during your move to the basket while your teammate is
above you.

STARTING A coNEo

Combinations of Trick Moves that are linked together to create a cool play
can also run up your Gamebreaker Meter. The plays include Fakeouts (a
Trick Move that causes your opponent to stumble), mid-air dishes, blocks,
picks, steals, kick passes, dives, shots from beyond the arc, dunks, lay-
ups, and Alley-Oops. Nearly every Combo requires you to score, and the
only exceptions to the scoring requirement are defensive Combos featuring
blocks. When you score a Combo, a text overlay appears at the bottom of
the screen telling you which moves were linked.

coNBEO SCORING

Combos are the best way to rack up Trick Points. By combining two or
more maoves In a row, the Combo adds the total value of all moves con-
tained in the play and then adds an additional multiplier bonus for the
Combo itself. Higher scoring moves result in bigger Combo scores. The
only exceptions to this rule are the Trick Moves that do not result in
Fakeouts. These continue the Combo but don't add the multiplier bonus
that other moves do.




REFEAT NMOVES
If you continually repeat the same Trick Move, the Trick Points you receive
are cut down. Mix it up to score maximum Trick Points.

TURBO METER *
Each Turbo move decreases the amount of energy on your Turbo Meter.
The higher the level of a move, the more Turbo it costs.

GANEBREAKERS/ GANEBREAKER METER

l' B
Gamebreaker Ball |

5,1’" -
‘ ‘...1
3

Increase your team's Gamebreaker Meter by pulling off sick Trick Moves, mad &

Combos, and nasty dunks. Once the Gamebreaker Meter is completely full,
you're awarded with a “Gamebreaker.” At this point you have the opportunity
to score a wicked basket unlike any other, However, you have a limited time to
shoot a Gamebreaker so be sure to bust it out before time winds down.

If you make the Gamebreaker shot, the shot scores points for your team
while deducting points from your opponent. How cool is that? Once a
Gamebreaker has been shot, or if the time runs out, the meter empties
and you start over again building it. The Gamebreaker Meter also empties
itself if you do nothing to fill it up. And remember, your opponent can sub-
tract from your Gamebreaker Meter by pulling off blocks and steals.

GAMEBREAKER PUNKS AND SHOTS
The Gamebreaker adds a bonus to the player's base rating for shooting or
dunking. So the better a player is at long-range shots, the higher their
chance of hitting a Gamebreaker from long range. Likewise, the better a
player is at dunking, the higher their chance is of completing a Gamebreaker
dunk. Gamebreaker dunks and short-range shots are worth one point and

| take one point from your opponent (two-point swing), long-range shots are
worth two points and still take one point from your opponent (three-point
swing). Dunks are worth more Trick Points than other shots.

‘{Em‘hﬁ_ i >
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i PoanT GAMEBREA#ER

If you want to get greedy, you have the option to pocket
your first Gamebreaker shot in order to acquire a second, over-the-top “Level
2 Gamebreaker” shot. Level 2 Gamebreakers (aka GB2s), are worth twice
the total point swing as the original Level 1 Gamebreaker (> Gamebreaker
Point Breakdown Chart below) and up to five times more Trick Points. The

° best Combos in the game will always end in a Level 2 Gamebreaker dunk.

= To pocket a Gamebreaker, press the SELECT button once the
Gamebreaker Meter lights up for your Gamebreaker (you must have
possession of the ball). Once it has been pocketed, the Gamebreaker
Meter illuminates indicating that you have pocketed a Gamebreaker.

| CANCEL GANEBREAKER

| To keep your opponent from scoring the devastating Level 2 Gamebreaker
against you, just cancel his pocketed Gamebreaker. This is a great way to
frustrate your opposition just when they are about to get the big play.

|1 2 To cancel a pocketed Gamebreaker press any Turbe button + the
SELECT button once the Gamebreaker Meter lights up for your
Gamebreaker. You must have possession of the ball and your opponent
must have a pocketed Gamebreaker:

GANEBREAKER POINT BREAKPOWN
Level 1 Gamebreaker Points For Points Taken From Opponent

— e e ———— —— e — — = = = - - —

Short Ranga 1 1

1} Lﬂng F{ange e 1

* Level 2 b‘amehreakar
- 34 Short Hange e 3

- = —hk == i = e e = = = - — = — = — ——

Long Range e 4

= — m—— —_— ——— - - e —— o — = — = —— i —— —— = = —_




When the action becomes too much to handle, pause the game, gather \
| your gym shorts, and take a breather. You can also make some in-game

| adjustments when the game is paused. |

Controller Layout

. EA Trax

Camera Type

 Music Volume
. SFX Volume

Replays

Visual Effects

Adjust the button configuration for players 1-4 on NG
your game controller. Only the player who paused the ,
game may change their configuration. N

Crank up the new hits featured in NBA STREET Vol. 2
(> EA Trax on p. 24).

Set the camera view to STREET, COURT, SLIDE,
SOLID or WIDE.

Adjust the volume of the speech in the game.
Adjust the volume of the tunes in the game.

Adjust the volume of the sounds of the game such
as sound effects, crowd noise, etc.

Set the replay option after awe-inspiring plays to
AUTOMATIC, ALWAYS, or MANUAL. When set to
MANUAL, press the B button to watch a replay
when the replay icon appears on screen.

Turn ON/OFF the Onscreen help. When ON, the
onscreen help provides tips and button instructions
in gameplay. It also displays the pregame controller
help at the start of gameplay.

Turn ON/OFF the Visual Effects. When ON, extra flair
is added to players when more advanced combo
moves are performed.

Quit the game, get off the court, and go home. You
also have the option to play a rematch between the
same two teams as well.
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Other Game Modes

lake on the league in NBA Challenge mode or become a legend of your
own. Just as good, enroll in Street School and get your learn on, create
yourself a new super baller or team for the blacktop, or check out the
rewards you earned with your winning ways on the court. You can also
change your game options or view High Scores.

NBA “Ghallenge

Tour the country region by region and put away all comers along the way.
This is your chance to show up all 29 NBA teams in the league. Pick your
squad, run with it, and show no mercy for the others.

TO START A GANE IN NEBA cHALLENGE NOPE:

1. Proceed through the User Setup and Team Select screens just like you
would in a Pick Up Game (> p. 11) and then pick a region to play in:
NORTH WEST, CENTRAL, SOUTH WEST, NORTH EAST, or SOUTH
EAST. Every region has at least five teams to play, and you must knock
them all off before moving on.

2. After selecting a locale, highlight a team in your selected region to

play, and press the % button. The Choose Players screen appears.
3. Select your three starters and press the % button to begin the game.

Be A SBegend

Experience the life of a Street Legend. Will you be remembered as one of
the all time greats?

_HNote

Before you can begin playing Be A Legend mode, you must
first create a baller of your own. Choose Be A Legend from
the Play It menu and follow the instructions in the Create A
BHaller section before continuing on. Once your baller is com-
highlight the created name fromm the Choose Baller

plete,
screen and press the ¥ button. Be A Legend mode begins.
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HBefore the Game

1 In Be A Legend mode, you start out as an absolute nobody. Your journey
begins at the neighborhood Rec Center, just playing against the local
ballers. Show you've got what it takes and soon you'll be touring the coun- .
try to take on the best America has to offer.

Jhe Map -

From “The Map," your life as a legend begins. Event 1 starts out at the
Rec Center in New York City. Pick up two teammates to play with, create a
city name, a team name, and choose a logo for your squad. Then head out
to the court for your first game.

FROGRESS

. / After each victory, you earn Progress. Earn enough and you'll be able to
unlock other venues and other challenges. There are courts available
nationwide but you must earn the right to play on them first.

STREET CHALLENGES

Besides the casual Pick Up Games and official Tournaments there are also
Street Challenges spread across The Map. These special events have their
own sets of rules and types of play. You don't earn Progress for Street
Challenges but each one gives you the chance to unlock surprise rewards.

After the Game

| After the game, check out your team and player game stats. If you were
good enough to win @ game, you can steal a player from the team that you
just beat and add them to your squad.

—

To APP A FLAYER FRON AN OfFPOSING TEAN! |
From the Update Team screen, highlight the portrait of the player you want 1
to add and press the # button. That player is removed from their current
roster and added to your team. The next time you play, their name

appears on your team roster.

ote

You can only have a maximum of five players on your team.
If vou choose to add a player when your roster is full, you
must replace a player from the current ineup.




CEPIT BALLER
~ After every game, game stats tell you if you earned any Development
| Points for your baller. If so, youre in luck.

. Unce a game ends, you return to The Map screen. From here, you have
the option to edit your baller, assuming you earned some Development
Points. Be sure to add some sweet attributes or new moves to your playa

. before playing the next game. After all, the games get tougher as you
move on.

Street School

Learn the skills of the street game with the help of Street Legend and your
mentor, Stretch.

® During a practice session, you ball on the court one lesson at a time.
During your training, you'll learn everything there is to know—from the
basics to some of the more advanced moves in NBA STREET \ol. 2.

® |If you fail.to complete a lesson the first time, don't worry. You'll get to
run the drill again until you get it right.

® (nce all of the lessons are complete, you graduate from Street School
with some mad skills.




My JTeam

Create a baller from scratch and build him into a legend, or put together
basketball's greatest street team.

Greate A JBaller

When creating a baller, you don't have a lot of Development Points to work
with. Your first created baller has limited skills as a rookie. However, you
can earn more Development Points during gameplay. In short, the better
you play, the more development points you earn.

After you begin playing your first Be A Legend games, remember that the
more Irick Points you earn during a game, the more Development Points
you'll get as a reward. You also get Development Points for Gamebreakers,
both Level 1 and Level 2. Once the game ends, take the Development
Points and add them to your baller's attributes.

- To CREATE A BALLEK:
1 1. From the My Team menu, select CREATE A BALLER.

2. From the Create A Baller screen, highlight an empty slot and press
the % button. Next, choose MALE, FEMALE, or PREMADE and press
the ® button again. The Create Baller screen appears.

3. From the Create Baller screen, choose your player's build. Press the
D-button ar left analog stick <> to select a height and press the
D-button or left analog stick $¢ to choose a body type. Once you've
found a Build that's right for you, press the # button to advance to the
next stages including Look, Hair, Facial Hair, Outfit, Skills, and Name.

= If you want to go back and edit an attribute, press the L1 button or
R1 button.

= When changing a player option, press the D-button or left analog stick
to toggle the choices. Once you find an option that you like, press the
® button.

&. |If you choose to play with a Premade baller, you can select which baller
you want to run with as they have a pre-assigned set of skills and
attributes.

5. After you create a player, create a First and Last Name, and select a
Baller Icon. When your player is complete, choose to save your baller.
Your player is ready to begin play in Be A Legend mode.

oVote

The Look and Build attributes are only adjustable at the
Create A Baller screen., The other attributes can be

changed with Development Points later on in the game.




EPIT MOVES
From the Edit Moves screen, use your Development
) Points and edit your player's moves. Improve your
game with moves that make any highlight reel. Your created baller already é

E

comes equipped with a handful of show-stopin’ moves, but why not
upgrade them and shine on the court like nobody's business?

= o access the Edit Moves screen, press the @ button from the Edit Baller
\ screen or by selecting a created baller in the Create a Baller menu, then
selecting Edit Moves.

TO EPIT & MOVE!

1. From the Edit Moves menu, press the L1 button or the R1 button and
highlight the type of moves (Shots, Tricks, Dunks) you want to edit.

2. Once a section of Shots, Tricks, or Dunks is highlighted, press the
D-button $ to select the move you want to replace. Press the 8 button
to select the move you wish to edit and a list of available moves appears.

3. Choose a move that you wish to add to your repertoire and press the
% button to begin the purchase process. If you wish to preview the
move press the @ button. After a move is selected, highlight YES and
press the ¥ button again to purchase the move (assuming you have
enough Development Points).

| 4. After a move is purchased, it will replace the move that you chose to
edit. This move can now be performed using the same button combina-
tion as the move you replaced.

‘Greate Jeam

Create your own squad of all-stars and add them to the mix. All unlocked
players are available to choose from—you can pick five. Once a team is
created, it's added to the Choose Team menu in all game modes (except
Be A Legend made).

TO CREATE YOu OWN TEAN:
1. Select CREATE TEAM from the My Team menu.
™

% 2. From the Create Team screen, highlight the player of choice and press
8 the 3% button. The selected player is added to your lineup. (To toggle
between the available NBA PLAYERS, STREET LEGENDS, NBA LEGENDS
or CREATED BALLERS, press the L1 button or the R1 button.)

3. After you have selected your five ballers, the Where's Your Team From
: prompt appears. Enter the name of where your team comes from. |

| 4. Enter a Team name, followed by a Team Logo and press the % button
to confirm that this is the team you want to run with. Your new team
Is added to the Choose Team menu.

o
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ARewards
Unlock new players, jerseys and courts with Reward Points.

GENERAL
After winning a game in NBA Challenge or Pick Up Game you'll gain Reward
Points. If you're good enough to earn points, cash them out here.

. REWARPS
Winning results in earning Reward Points that can be used to unlock NBA
Legends, Street Legends, Development Points, Jerseys and Courts. |

R
\ TOo BuY 8 REWARP:

ﬁ

\ | ) From the Rewards screen, highlight a reward that you wish to unlock
| T“ and press the % button. If you have enough points available, your

reward is activated.

Jdptions

A
R q Adjust your game option to fit your playin’ style.

2

CA Jrax
Crank up the hits featured in NBA STREET Vol. 2. With the EA Trax feature,
music plays in the background while you're playing on the courts or at

menu screens.

3 Jyote
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AUDIO OPTIONS in the Options menu.

The EA Trax option is listed between GAME DATA and
TO SET A FLAY LIST:

=) While a Track number is highlighted, press the D-button <> and select
ON. The title is added the to the play list. When set to OFF, the song

is removed from the set list. Pressing the 3 button when highlighting

a particular track will preview that song.

Music Experience  \When the play list is set to Playlist, only music plays
during gameplay while commentary is muted. When

set to INTERACTIVE, the EA Trax are played along
with game commentary.

Song Rotation Set the song rotation to SEQUENTIAL, where songs
are played in order, or set it to RANDOM.




Jther ptions
Difficulty Choose the difficulty for your game: GOT GAME
(Easy), MAD GAME (Medium) or LEGENDARY (Hard).

. Controller Layout Adjust the button configuration for players 1-4 on
your game controller.

Game Data Save or load games to and from your memory card |
([BMB) (for PlayStation“2). You can also delete user
names, created teams, and created ballers from here
(> Saving and Loading on p. 26 for more information).

Audio Options Set the audio to STERED, Dolby® Pro Logic®Il, or

MONO.

Speech Uolume Adjust the volume of the speech in the game.

Music Volume Adjust the volume of the music in the game.

SFX Volume Adjust the volume of the sounds of the game such
as sound effects, crowd noise, etc.

Replays Set the replay option after awe-inspiring plays to

, AUTOMATIC, ALWAYS, or MANUAL.
Onscreen Help Turn ON/OFF the Onscreen help. When ON, the

onscreen help provides tips and button instructions,
and the pregame controller help display appears at
the start of gameplay.

Visual Effects Turn ON/OFF the Visual Effects. When ON, extra flair
Is added to players when more advanced combo
moves are performed.

AutoSave When ON, the game progress and settings
Information are automatically saved to your memory
card. Once you have been prompted to create a new
file on your memory card, you no longer have to
confirm memory card saves after each game. The
game simply automates the process, as long as the
memory card hasn't been removed or replaced. The
default is set to ON. When Autosave is set to OFF,
you must manually confirm each save or load
process in the game.

JYote

LGame data is autosaved to the memory card in MEMORY
CARD slot 1.




Widescreen When ON, your television screen display Is set to a ‘
16:9 ratio (Widescreen). The default is set to OFF. |

 Adjust Screen Allows you to adjust the position of the on-screen |
graphics to suit your television screen.

Exit the Options menu and return to the Main menu.

To access the game credits, press the ® button from the
Options menu.

|
1 To SAVE A FILE!:

1. From the Game Data menu, highlight Save and press the % button. A
save pop-up screen appears.

2. Highlight YES to save game data to your memory card and press the %
button. The data is saved to the memory card in MEMORY CARD slot 1.

TOo LOAP A FILE!
1. From the Game Data menu, highlight LOAD and press the % button. A
load pop-up screen appears.

2. Highlight YES to load game data from your memory card and press the
% button. The saved game data is loaded from your memory card.

' To PELETE A USER FILE:

1. From the Game Data menu, highlight DELETE NAME, DELETE
CREATED TEAM, or DELETE CREATED BALLER and press the %

putton. A delete pop-up screen appears.

. From the Delete screen, press the D-button or left analog stick $,
highlight the file you want to delete and press the % button. A pop-up
screen appears indicating if deleting was successful.

Never remove the memory card, reset or power off the
PlayStation 2 console when loading or saving files.




' RETURNS AFTER THE 90-PAY WARRANTY FERIOP

SBimited 90-day
Warranty '

ELECTRONIC ARTS LINITED WARRANTY

Electronic Arts warrants to the original purchaser of this product that the recording medium on which the
software program(s) are recorded (the "Recording Medium') and the documentation that is included with
this product (the “Manual’} are free from defects in materials and workmanship for a period of 90 days
from the date of purchase. If the Recording Medium or the Manual is found to be defective within 90 days
from the date of purchase, Electronic Arts agrees to replace the Recording Medium or Manual free of
charge upon receipt of the Recording Medium or Manual at its service center, postage paid, with proof of
purchase. This warranty 1s limited to the Recording Medium containing the software program and the
Manual that were originally provided by Electromic Arts. This warranty shall not be applicable and shall be
void if, in the judgment of Electronic Arts, the defect has arisen through abuse, mistreatment or neglect.

This limited warranty 1§ in heu of all other warranties, whether oral or written, express or implied,
including any warranty of merchantability or fitness for a particular purpose, and no other representa-
tion of any nature shall be binding on or obligate Electronic Arts. If any such warranties are incapable of
exclusion, then such warranties applicable to this product, including implied warranties of merchantabili-
ty and fitness for a particular purpose, are limited to the 90-day period described above. In no event
will Electronic Arts be liable for any special, incidental, or consequential damages resulting from pos-
session, use or malfunction of this Electronic Arts product, including damage to property, and to the
extent permitted by law, demages for personal injury, even if Electronic Arts has been advised of the
possibility of such damages. Some states do not allow limitation as to how long an implied warranty
lasts and/or exclusions or imitation of incidental or consequential damages so the above limitations
and/or exclusion of liability may not apply to you. In such jurisdictions, the Electronic Arts' liability shall
be limited to the fullest extent permitted by law. This warranty gives you specific rights. You may also
have other rights that vary from state to state.

RETURNS WITHIN THE 90-PRAY WARRANTY FERIOP

Please return the product along with (1) a copy of the original sales receipt, showing the date of purchase,
(2] a brief description of the difficulty you are experiencing and (3] your name, address and phone number
to the address below and Electromic Arts will mail a replacement Recording Medium and/or Manual to you.
If the product was damaged through misuse or accident, this 90-day warranty is rendered void and you
will need to follow the instructions for returns after the 90-day warranty period. We strongly recommend
that you send your product using a traceable delivery method. Electronic Arts is not responsible for prod-
ucts not in its possession.

If the defect in the Recording Medium or Manual resulted from abuse, mistreatment or neglect, or if
the Recording Medium or Manual is found to be defective after 90 days from the date of purchase,
please return the product along with [1) a check or money order for $15.00 made payable to Electronic
Arts, (2] & brief description of the difficulty you are experiencing and (3) your name, address and phone
number to the address below, and Electronic Arts will mail a replacement Recording Medium and/or
Manual to you. We strongly recommend that you send your product using a traceable delivery method.
Electronic Arts i1s not responsible for products not in its possession.

ERA WARRANTY CONTACT INFO

E-mail and Website: http://techsupport ea com 1 3
Phone: (650) 628-1900 '

EA WARRANTY MAILING APPRESS

Electronic Arts Customer Warranty
P.0. Box 9025
Redwood City, CA S84063-8025
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JNotice

Electronic Arts reserves the right to make improvements in the product described in this manual at
anytime and without notice. This manual and the product described in this manual are copyrighted. All
rights reserved. No part of this manual may be copied, reproduced, translated, or reduced to any elec-
tronic medium or machine readable form without prior written consent of Electronic Arts, P.O. Box
9025, Redwood City, Califorma 94063-9025.

TECHNICAL SUPPORT—If you need technical assistance with this product, call us at (650) 628-4322
Monday through Friday between B:30-11:45 AM or 1:00-4:30 PM, Pacific Standard Time.

| TECHNICAL SUFPPORT CONTACT INFO
E-mail and Website: http://techsupport.ea.com
Mailing Address: Electronic Arts Technical Support, PO Box 8025, Redwood City, CA 94063-9025

If you live outside of the United States, you can contact one of our other offices.

In Rustralia, contact: In the United Kingdom, contact:
Electronic Arts Pty. Ltd Electronic Arts Ltd.

P.0. Box 432 PO. Box 181

Southport Gld 4215, Australia Chertsey, KT16 OYL, UK

Phone (0870) 2432435

In Australia: For Technical Support phone the EA HOTLINE: 1 902 261 600 (95 cents per minute.) CTS
7 days a week 10 AM-8 PM. If you are under 18 years of age parental consent required.

This product contains Font Software licensed from Agfa Monotype Corporation and its suppliers, which
may not be distributed, copied, reformatted, reverse engineered, or decompiled for any purpose. You
may transfer the Font Software as part of the product to a third party provided that (i) the third party
agrees to all the terms of this agreement and (il you have destroyed all copies of the Font Software in
your custody or control, including any installed in your computer, immediately upon transferring such
product. The Font Software is also protected by copyright and any copying or distribution of the Font
Software, with or without the product, constitutes both copyright infringement and a theft of valuable
property. You acquire no right, title or interest in the Font Software except the personal right to use
such software, consistent with this agreement, as part of the product when installed in your computer.
All mghts reserved.
| To see Agfa Monotype's complete Font software End User License Agreement please go to their web-
site www aglfamonotype.com,
Software and Documentation @ 2003 Electronic Arts Inc. Electronic Arts, EA SPORTS., the EA
SPORTS logo, EA SPORTS BIG and the EA SPORTS BIG logo are trademarks or registered trademarks
of Electronic Arts Inc. in the U.S. and/or other countries. All Rights Reserved. s
The NBA and individual NBA member team identifications used on or in this product are trademarks, 1 ‘
copyrighted designs and other forms of intellectual property of NBA Properties, Inc. and the respective - !
L
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NBA member teams and may nat be used, in whole:or in part, without the prior written consent of NBA |8
Properties, Inc. © 2003 NBA Properties, Inc. All Rights Reserved. i)

Dolby and Pra Logic are trademarks of Dolby Laboratories. Manufactured under license from Dolby
Laboratories.

All other trademarks are the property of their respective owners.
EA SPORTS™ and EA SPORTS BIG™ are Electronic Arts™ brands.

GET IN THE GAME

Proof of Purchase
WANT TO JOIN THE #1 INTERACTIVE NER STREET VOL.. 2
ENTERTAINMENT COMPANY? 1461905

WMiEIT EA NECRUWTER AT HTTRPL/JODE..EA.CCHh,

STILL A STUDENT?

CHECKE DUT EA ACADEMY AT HTTRLY/EAACADEMY..EA.CQM,
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AVAILABLE NOW

TOTAL PLAVER
CONTROL

\TURES ______

« REVOLUTIONARY EA SPORTS™
FREESTYLE CONTROL

Make lightning-quick steals and
sweet crossovers with
unprecedented two-handed
control.

* QUICK PLAYS FOR QUICK
SCORES AND STOPS

Run the floor and exploit
mismatches with
on-the-fly playcalling.

« CLEAN THE GLASS
WITH AUTHORITY

Dominate the boards with
one-button control-square

up, box out, and own the paint.

* THE CHARGE

Sacrifice your body and change
the momentum with the all-new

‘Charge button. -
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Electronic Arts Inc. 209 Aachwood Shores Parkway, Rodwood City, CA 84065,
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Computer Entertainment InG. The ratings icon 15 a trademark of the Interactive Digital Software Association. Manufactured and prnted in the 1S A THIS SOFTWARE IS COMPATIBLE WITH
PLAYSTATION 2 CONSOLES WITH THE NTSC W DESIGNATION. U5, AND FOREIGN PATENTS PENDING. 1461905 '




