SNS-SP-USA

& JALECO.

falas o

RYNE SANDBER

D,
»
=

INSTRUCTION BOOKLET



A AR XN 3t & A

—

JALECO™ USA INC. LIMITED WARRANTY

Jaleco USA Inc. warrants to the original purchaser of this Jaleco 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 Jaleco software program is sold "as is," without express or implied
warranty of any kind, and Jaleco is not liable for any losses or damages of any kind
resulting from use of this program. Jaleco agrees for a period of ninety (90) days to
either repair or replace, at its option, free of charge, any Jaleco software product,
postage paid, with proof of date of purchase, at its Factory Service Center.

This warranty is not applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect in the Jaleco software product has arisen
through abuse, unreasonable use, mistreatment, or neglect. THIS WARRANTY IS
IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE JALECO.
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 JALECO BE LIABLE FOR ANY
SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE, OR MALFUNCTION OF THIS JALECO SOFTWARE

PRODUCT.

Some stales do not allow limitations as to how long an implied
warranty lasls andlor exclusions or imitations of incidental or

consequential damages so the above limitalions and'or exclusions of
liability may not apply to you. This warranly gives you specific rights,

and you may also have other nghts which vary from state 1o state.

Jaleco™ is a trademark of Jaleco USA Inc. Ryne Sandberg Plays
Super Bases Loaded ™ & ©@1991 Jaleco USA Inc.
All nghts reserved,

LICENSED BY

NINTENDO, SUPER NINTENDO
ENTERTAINMENT SYSTEM AND THE
OFFICIAL SEALS ARE REGISTERED
TRADEMARKS OF NINTENDO OF AMERICA
INC. © 1991 NINTENDO OF AMERICA INC.

JALECO USA INC.

310 Era Drive
Northbrook, lllinois 60062
(708) 480-1811
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B Seal of Quality

THIS OFFICIAL SEAL IS YOUR
ASSURANCE THAT NINTENDO HAS
APPROVED THE QUALITY OF THIS
PRODUCT. ALWAYS LOOK FOR THIS
SEAL WHEN BUYING GAMES AND
ACCESSORIES TO ENSURE COMPLETE
COMPATIBILITY WITH YOUR SUPER
NINTENDO ENTERTAINMENT SYSTEM.
ALL NINTENDO PRODUCTS ARE
LICENSED BY SALE FOR USE ONLY
WITH OTHER AUTHORIZED PRODUCTS
BEARING THE OFFICIAL NINTENDO
SEAL OF QUALITY.




A Ak N Kk & A

TABLE OF CONTENTS

INTRODUCTION covccesnnasnamennsisnmrssmmsisennmms 5
OBJECT OF THE GAME
— READ THIS OR YOU'LL STRIKE OUT!.................. 6
GETTING STARTED. ..o 7
WATGCHING GAMES. ...ccocvnnnnnnmannimmnismawssiuimes 8
CHOOSING TEAMS... 0
CHANGING YOUR LINEUP RSN EssR T TR
A WORD ABOUT BASES AS THEY
CORRESPOND TO THE CONTROL PAD.......ccccceeivirenneeee. M
CONTROLLER FUNCTIONS.......coiiiiiieieeeesicnriare e raeee e 12
ON-SCREEN DISPLAY S...cccccsininmmsismmmaiaiinsisvssississsimmiesss 1
The Raday Screen. conennsnmiimmamssinaivnensee 14
BATTING... = I o sl
Moving the Batter in the Batters ch .................................... 14
SWIRgING the Bat.....cuscauasimnimsisssasssismminssasrssiss 15
Bunting... vRATRRssres. D
BASEHUNNING & STEALING BASES s 19
Advancing Bases 15
REAUMINY T BASEs..ccusmvarisinmmsmimsarmsio s ssssmsssamsiaie T
Staaling BaASESs. ...csmnuanunaaimismnsnanaams 10
PITCHING... M s ppeo Ry ot sr ool |-
FIELDING & THROWING U SUURSTRRUUUUPUPRRPOPI I 4
Catching the Ball 17
Thiowing thie Ball........covmunannasiannnnaanninaneig 18
MAKING SUBSTITUTIONS.......ccooeiieeeeeeeeeeeve e eeevveeeeeeeeee. T
THE RATING SYSTEM......cooiiiiiiiiiieie e 18
TEAM ROSTERS... ; 19
GAME TIPS — THE JALECO MAJOFE PLAYEH'S HOTL!NE 32
TAKING CARE OF YOUR JALECO GAME.........cccoocvvvvrinnirnnee.. 33

WARNING: PLEASE READ THE ENCLOSED CONSUMER
INFORMATION & PRECAUTIONS BOOKLET CAREFULLY
BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM

OR GAME PAK. 3



A A& 3 3 t & £

s WHY SHOULD YOU JOIN THE JALECO s
MAJOR PLAYER'S CLUB?

Here's what you get if you join:

«  WIN FREE GAMES

You'll be eligible to win free Jaleco games from our once-a-
month drawings!

. FIND OUT ABOUT NEW GAMES

Find out about new Jaleco games before they're released!
Get in on special Jaleco promotions and contests! And more!

: TEST GAMES BEFORE THEY'RE RELEASED

Hey, maybe we'll even ask a few of you if you'd like to test Jaleco
games before they're released! You could be selected as a
Jaleco Major Player!

Here's what you get if
you don't join:
- YOUGETNUTTIN'IF YOU DON'T JOIN!

And there's only one way you can get in on all this good stuff — and
all it's going to cost you is a few moments of your time and the
price of a postage stamp!

Here's how 10 jOIN: m————————

. Find the JalecoMajor Player's
Membership/Warranty card enclosed in this
package.

. Fill in the information requested on the card.

. Put a stamp on the card.

. Drop the card in the mail.

That's right, all you gotta do is fill out the card, mail it to us, and you're in!
Even if you've joined before, fill out the card and send it again. It will
increase your chances of winning! Welcome to the club!

4
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INTRODUCTION

Playball — like you've never played it before! This is the one —
Ryne Sandberg Plays Super Bases Loaded, the crowning jewel in
Jaleco's best-selling Bases Loaded series of games. You're about
to experience the greatest graphics, the best sound, and the most
awesome gameplay ever in a home baseball videogame. And
we've also got the ultimate baseball challenge for you — to play
the perfect game!

Super Bases Loaded features a centerfield camera point of view to
make fielding more realistic. And we've made fielders much larger
than they have been in any otherBases Loaded games. We've
also added an EDIT team so that you can alter the statistics of the
players. And of course you can make diving stops and leaping
grabs, throw curves and changeups, make lineup changes, bunt,
steal bases, and everything else you expect from a great baseball
game.

And with Super Bases Loaded, winning the game is only part of
the challenge of a one-player game against the computer. You
won't beat Super Bases Loaded unless you play a perfect game
against the toughest team we can throw at you. And in two-player
head-to-head games, expect nothing less than exhiliration! I
you're anything like those of us at Jaleco who have played the
game together, you'll scream at your player for making a bad
throw, you'll taunt your opponent with biting sarcasm when his
baserunner gets caught off third base, and you'll laugh together
when your opponent scores seven runs in the bottom of the ninth
to tie the game 15-15. We're pretty sure you're going to have a
good time with this game — because we sure do!

And how does Ryne Sandberg fit into all of this? It's pretty simple.
We can't think of a more perfect player to help us get across to you
the idea that we think we have the perfect game (well, near perfect
anyway). Ryne Sandberg is as close to perfect as any player in
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baseball. Take fielding, for example. Sandberg has won eight
Gold Glove awards. He shares the all-time record for the highest
fielding percentage among second basemen. He holds the all-
time record for most consecutive errorless games among second
basemen. Or take hitting. Sandberg led the National League in
homeruns in 1990 with 40. His career batting average is closing in
on .290 and climbing. Or take baserunning. Sandberg has
averaged about 30 stolen bases per season for his career. Your
game will have to be as good as Ryne Sandberg's game in order
for you to beat our game. And besides, Ryne Sandberg really
does play video games, and he really does love Super Bases
Loaded.

Jaleco and Ryne Sandberg want to know — can you play the
perfect game?

OBJECT OF THE GAME
READ THIS OR YOU'LL STRIKE OUT!

Just score more runs than the other team, right? Only partly right!
You not only have to beat the other team, you also must play the
perfect game in doing so in order to beat Super Bases Loaded.
The 130 game seasons you might be familiar with from previous
Bases Loaded games for the NES® are gone, because we figured
that, with a brand new Super NES®, you were ready for a brand
new challenge in Super Bases Loaded — the ultimate challenge.

In one-player games, you're play is rated in 13 categories. Every
time you mess up, the computer's rating system deducts a certain
number of points from your starting total of 100 points. There are
five levels of difficulty. Based on your rating, you can work your
way up from playing a Level 1 team in the first game to playing
higher level teams. You can even jump straight from playing a
Level 1 team to playing a Level 5 team if you're good enough.
Your ultimate goal is to defeat a Level 5 team andto get a perfect
100 rating! Any time you lose a game, regardless of the level of

6
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your opponent, you'll be dropped back to Level 1. See the section
entitled The Rating System for more details.

Note: There is a "slaughter" rule in Super Bases Loaded. When a team
is ahead by nine runs or more in the bottom of any inning, the game is
stopped at that point and the team with the big lead gets the win without
having to finish the game.

GETTING STARTED

1. Place the Super Bases Loaded cartridge into
your Super Nintendo Entertainment System®
and turn on the unit. The title screen appears.

2. Choose a one-player game (1 PLAY), a two- 1PLAY WATCH
player game (2 PLAY), a game you want to ol L L A

LICENBED DY

watch rather than play (WATCH), or EDIT (to RIS OF AR, U85
change the statistics of the players on the EDIT

team) by pressing any direction on the Control Pad or SELECT to
position the little guy on the screen next to the choice you wish to make.
If you don't make a selection within 10 seconds or so, the game goes into
demo mode. To get back to the title screen from demo mode, press
START.

3. Press START (or the A or B buttons).

4. The designated hitter option appears on the screen. Press up or down
on the Control Pad (or SELECT) to position the character on the screen
next to the choice you wish to make. If you want to use a designated
hitter to bat for your pitcher, select ON. If you want your pitcher to bat for
himself,select OFF. Then press START (or the A or B buttons).

5. Next, you are given the option to have music during the game or to
turn the music off. Note that the sound effects will be audible during a
game regardless of your choice. Press up or down on the Control Pad
(or SELECT) to position the character on the screen next to the choice
you wish to make. Then press START (or the A or B buttons).

6. A screen appears that explains that your goal is not only to outscore
the opponent, but also to get a perfect rating of 100 against a Level 5
team. To move more quickly through this screen, press and hold the A
or B buttons.
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Also, note that between innings and after homeruns there are several
screens with rotational effects, celebrations, fireworks, etc. They're
impressive at first, but after awhile you might want to skip them and get on
with the game. Just keep pressing the A button to skip screens until you
reach the game again.

WATCHING GAMES s—

If you're really laid back, you can pick two teams and just watch 'em play
by selecting WATCH from the title screen and then following the directions
for choosing teams and lineups.

Select EDIT from the title screen. The TEAM EDIT screen appears. For
batters, you can change the hitter's name, batting average (from .150 to
.350), homeruns (from 0 to 40), running speed (from 0 to 31 with 31 as the
maximum), and position in the batter's box (left or right as indicated by "L"
or "R"). For pitchers, you can change the pitcher's name, earned run
average (from 1.50 to 6.60), stamina (A, B, or C with A indicating the
greatest stamina), pitching speed (from 0 to 31 with 31 as the maximum),
and throwing arm (left or right as indicated by "L" or "R"). The player's
stats will appear on the right-hand side of the screen as their name is
highlighted. We'll walk you through the process of changing a player's
name and all of his statistics.

1. To change the name or stats of a player on the EDIT team, first press
up or down on the Control Pad to highlight the player whose name or
stats you wish to edit. To change a player's name, press right on the
Control Pad while the player's name is highlighted. The first letter of

the player's name changes color. To change the first letter, press up

or down to cycle through the letters of the alphabet until the letter you
want appears. Press right again to move to the next letter of the player's
name and repeat the process, and so on until you have changed the
name to your satisfaction. To change the player's stats when you've
finished changing letters, press right until the player's batting average is
highlighted. If you don't wish to change the stats, press the X button or
the Y button.

2. To change a batting average, first make sure that "AV" is highlighted on

8
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the screen. [f it is not, highlight the player's name whose average you
wish to change and press the A button. "AV" now will be highlighted in
addition to the player's name. Now press the A button or the B button.
The player's batting average changes color. Press up on the Control Pad
to raise a player's average or press down on the Control Pad to lower a
player's average. When you've reached the desired average, press the X
button or the Y button. Now press down on the Control Pad to move on to
homeruns.

3. To change the number of homeruns, first make sure that "HR" is
highlighted on the screen. If it is not, highlight the player's name whose
homerun total you wish to change, press the A button, and press up or
down on the Control Pad until "HR" is highlighted. Now press the A button
or the B button. The player's homerun number changes color. Press up
on the Control Pad to raise a player's homerun total or press down on the
Control Pad to lower a player's homerun total. When you've reached the
desired total, press the X button or the Y button. Now press down on the
Control Pad to move on to the player's running speed.

4. To change running speed, first make sure that "RUN" is highlighted

on the screen. If itis not, highlight the player's name whose running
speed you wish to change, press the A button, and press up or down on
the Control Pad until "RUN" is highlighted. Now press the A button or the
B button. The player's run number changes color. Press up on the
Control Pad to raise a player's running speed or press down on the
Control Pad to lower a player's running speed. When you've reached

the desired speed, press the X button or the Y button. Now press down
on the Control Pad to move on to the player's orientation in

the batter's box.

5.To change the batter's orientation in the batter's box, first make sure
that "BOX" is highlighted on the screen. If it is not, highlight the player's
name whose orientation you wish to change, press the A button, and
press up or down on the Control Pad until "BOX" is highlighted. Now
press the A button or the B button. The player's batting orientation
changes color. Press up or down on the Control Pad to change to "L" or
"R" depending on whether you want the hitter to bat left handed or right
handed. Press the X button or the Y button.

6. Follow these same rules to change the pitchers' names, earned run
averages, stamina, throwing speed, and arm.



7. When you've finished changing players' statistics, press the X button or
the Y button as many times as necessary to highlight "END." Then

press the A button. If you've highlighted "END" but want to go back to
change more statistics, just press up on the Control Pad.

Go ahead, build yourself a team of .350 hitters capable of Ruthian
homerun statistics and incredible speed and 100 mile-an-hour pitchers
that never tire.

RHAE_ SBLEOR CHOOSING TEAMS

Press left or right on the Control Pad to highlight
the team you want to use ("1P" appears under
the highlighted team). Then press the A button to

i

A chlipw cosTuz | select that team. Note that the uniform colors for
each team are shown as you cycle through the
teams. Each team has a separate home uniform
and road uniform. In a one-player game, your team is always the visiting

team. In a two-player game, Player 1 is the visitor.

Next, choose the computer team (in a one-player game) or have Player 2
select a team (in a two-player game) in the same manner described
above. There are 13 teams to choose from, including the EDIT team.
See the section entitled Team Rosters for more details about each team.

Note that if you want to alter the EDIT team's player statistics, you must
choose EDIT from the title screen and make the alterations before you
select EDIT from the TEAM SELECT screen.

After you select teams, the STARTING LINEUP
screen appears. The current starting lineup
appears on the left side of the screen, along with
each player's position in the batting order (the
number to the left of the player's name) and their
position in the field (the number to the right of the
player's name). If you don't want to change the
default lineup, just press the A button. There are some awfully good
players on the bench, so we advise you to make substitutions freely rather

10



A A K 3Nt & A

than simply accepting the default lineup presented to you.

To put bench players into the starting lineup, first press down on the
Control Pad to highlight "MEMBER CHANGE." Press the A button. Now
press up or down on the Control Pad to highlight the name of the player
that you wish to remove from the lineup. Press the A button again. Next,
press up or down on the Control Pad to view the other players available to
fill the lineup spot. Note that a position player's homerun total, batting
average, and batting orientation are displayed at the bottom of the screen.
For pitchers, the earned run average and throwing arm are shown. When
the name of the player you want in the lineup appears on the screen,
press the A button. Repeat this process for any other players you wish to
change in the lineup.

If you just want to swap two players' positions in the batting order without
bringing in a new starter from the bench, press up or down on the Control
Pad to highlight "ORDER CHANGE" and press the A button. Now press
up or down to highlight the name of the first player you want to swap and
press the A button again. A second (flashing) highlighter appears on the
screen. (To cancel a swap at this point, press the X button or the Y
button.) Press up or down to highlight the player whose position in the
batting order you want to swap with the first player you selected. Press
the A button. The two players change spots in the batting order.

When you've finished bringing in new starters and changing the batting
order, press up or down to highlight "PLAY BALL" and press the A button.

A WORD ABOUT BASES AS THEY CORRESPOND

HOME PLATE When using the Control Pad
in conjunction with throwing or
running the bases, keep in

1ST THIRD mind that up represents home
BASE <:| O E:.> BASE plate, left represents first
base, down represents
second base, and right
oND represents third base. Bases
BASE on the Control Pad are set up

11
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in the same way as your on-screen point-of-view. You view the game
from behind the fielders, so home plate is toward the top of the screen,
first base toward the left, second base toward the bottom, and third base
toward the right.

We call this to your attention because most baseball videogames are set
up from the perspective of the batter, with home plate at the bottom, first
base to the right, and so on. We changed the perspective, so we
changed the controls accordingly. After you've played a few games, we're
confident that it'll make perfect sense and you'll press the correct direction
instinctively. Meanwhile, we hope you don't get frustrated!

CONTROLLER FUNCTIONS
DURING A GAME

Left Button

Right Button

Cross Button e -
8 o0

X Button

A Button
B Button

Select Button Y Button
Start Button
BAT
SWING BAT LEVEL: B BUTTON (press and hold)
SWING BAT HIGH: UP & B BUTTON
SWING BAT LOW: DOWN & B BUTTON
BUNT: Y BUTTON (UP or DOWN optional)
CANCEL BUNT: Y BUTTON
MOVE BATTER IN
BATTER'S BOX: LEFT or RIGHT BUTTONS (press and
hold) & LEFT, RIGHT, UP, or DOWN on
Control Pad

12
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BASERUNNING

ADVANCE BASERUNNER: CONTROL PAD (base headed for) & B
BUTTON

RETURN TO BASE: CONTROL PAD (base returning to) & Y
BUTTON

STEAL BASE: CONTROL PAD (base headed for) & A

_ BUTTON (press and hold)

PITCHING

SELECT LOCATION: CONTROL PAD (location pitch should
go) - press and hold while starting windup

START WINDUP: B BUTTON

SELECT SPEED OF PITCH: UP during windup for fast, DOWN
during windup for slow

ATTEMPT PICKOFF: Y BUTTON followed by throw to base
MOVE PITCHER
ON MOUND: LEFT or RIGHT BUTTONS (press and

hold) & LEFT or RIGHT on Control Pad

FIELDING & THROWING
MOVE FIELDER

TOWARD BALL: CONTROL PAD (direction headed for)

CATCH BALL: Use CONTROL PAD to run fielder into
path of ball

THROW BALL: CONTROL PAD (base throwing to) & B
BUTTON

DIVE FOR BALL: CONTROL PAD (direction to dive) & Y
BUTTON

LEAP FOR BALL: Y BUTTON

MAKING SUBSTITUTIONS

. CALL TIME: START

BRING UP ROSTER: A BUTTON while time is called

CANCEL SUBSTITUTION: X or Y BUTTON from Roster Screen

OTHER

SKIP BETWEEN-INNING
AND HOMERUN
CELEBRATION SCREENS A BUTTON

13
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uemmm=ro) ON-SCREEN DISPLAYS

% SaBABY g !

The inning, score, batter's position in the batting
order, batter's name, batting average, and number
of homeruns are displayed in the upper portion of
the screen. The pitcher's name, earned run
average, and current stamina are shown on the
bottom portion of the screen. Note that after a pitcher has thrown a few
innings, his stamina will decrease with every pitch. As his stamina
decreases, so does his velocity. Pitches will begin to drop into the dirt.
Curveballs will become "rainbow curves" and will no longer break sharply.
In addition, rating points are deducted if you leave a tired pitcher in the
game.

Also, when there are runners on base, an inset of the diamond appears
above the information about the pitcher, with home plate at the top of the
diamond, first base toward the left, second base toward the bottom, and
third base toward the right. The inset shows the baserunners. When they
appear to be running in place between pitches, it indicates that they are
leading off the base.

THE BRADAR SCREEN

When a ball is hit, a radar screen showing an inset of the diamond
appears on the screen. This screen is useful for two purposes. It shows
the position of baserunners (represented by orange circles). The radar
screen also serves as an invaluable aid to fielding.

The batted ball is shown as a moving, solid white circle. The fielder
closest to the ball is shown as a hollow circle in the dominant color of the
defensive team's uniform. This circle also moves as the fielder moves.
Use the radar screen to help you move fielders not yet shown on the
screen toward the ball. This technique is most useful with balls hit to the
outfield.

MOVING THE BATTER IN THE BATTER'S BOX

To move the batter left, right, forward, or back in the batter's box, press
and hold the left or right buttons (on the top of the Controller) and press
left, right, down, or up on the Control Pad.

14
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To swing level, press and hold the B button as the pitch approaches the

plate. Timing is everything. Keep in mind that when you press the B

button, you start the batter's swing, but the bat won't be in a position to hit

the ball until a split second later because, just as in real baseball, it takes

a little time to bring the bat from its starting position to a position where it

. strikes the ball. When those of us at Jaleco first started to play Super
Bases Loaded, we found it helpful to start the swing a little bit earlier than
our instincts told us to allow time for the bat to come around.

You also can swing high or swing low. Press and hold up on the Control
Pad and press the B button to swing high. Press and hold down on the
Control Pad and press the B button to swing low.

BUNTING

To bunt, press the Y button as the pitch is delivered. You can move the
bat up or down by pressing up or down on the Control Pad. To cancel the
bunt (to take the pitch, for example), press the Y button again before the
pitch crosses the plate.

BASERUNNING & STEALING BASES m—
ADVANCING BASES

When a ball is hit, the batter automatically runs to first. However, once he
reaches first base, he's under your control. To advance to the next base,
press and hold the direction on the Control Pad that corresponds to the
next base (base headed for) and press the B Button. While it only takes
one well-timed press of the B button to advance the runner while holding
down the proper direction on the Control Pad, we've found that if you
repeatedly press the B button while a baserunner approaches and rounds
' a base, you'll run less risk of your baserunner not getting the message
and stopping. When you have more than one baserunner on base, you'll
have to get each of them moving individually, so start your lead runner
and then start any trailing runners. You can watch your baserunners
moving around the bases on the radar screen.

RETURNING TO BASES

To send a baserunner back to a base, press and hold the direction on the
15
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Control Pad that corresponds to the base your baserunner is returning to
and press the Y button.

Be careful to send runners back to a base when the situation warrants it.
For example, if you have a man on second with fewer than two outs and
your batter hits a routine flyball, your baserunner just might head for third
unless you stop him by sending him back to second. On line drives to
infielders, baserunners are less adventurous and return to the base
without your having to send them back.

To tag up on a flyball, you must first get your runner back to the base, then
send him on his way after the ball is caught by following the instructions
given in the section entitled Advancing Bases.

STEALING BASES

To steal a base, press and hold the direction on the Control Pad that
corresponds to the base you wish to steal and press and hold the B
button. You can watch your baserunner moving toward the base on the
inset of the diamond that appears above the information about the pitcher
whenever there are runners on base. To attempt a double steal, you'll
have to start each baserunner separately. Start with the lead baserunner,
then make the trailing baserunner take off.

Pitching can be as simple as pressing the A button — except the
opposing team is going to start clobbering you if that's all you do. Pitching
effectively involves several steps:

1. Move the pitcher to the location you want him to pitch from by pressing
and holding the left or right button and then pressing left or right on the
Control Pad.

2. Select the location of the pitch by pressing the appropriate direction
on the Control Pad (including diagonals). For example, to throw a pitch
high and outside to a right-handed batter, press the up-left diagonal. A
low pitch requires that you press down. For an inside pitch (to a right-
handed batter), press right, and so on.

3. While still holding down the desired location on the Control Pad, press
the B button to start the windup.

16
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4. You can increase the speed of the pitch by pressing up on the Control
Pad after you've started the windup. For a slow pitch, press down on the
Control Pad after you've started the windup. For a blazing fastball right

. down the middle, just press the B button to start the windup and then
pressup on the Control Pad.

To attempt a pickoff, press the Y button (the screen will switch to the

+ fielding perspective) and then quickly press and hold the direction on the
Control Pad that corresponds to the appropriate base and press the B
button to make the throw.

FIELDING AND THROWING s—
CATCHING A BALL

As soon as a ball is hit, a high, centerfield-based fielding perspective
appears. To catch a ball, use the Control Pad to run your fielder into the
path of the ball. You don't press any buttons to catch the ball unless you
want to dive or leap. Just get in the ball's way and you'll catch it. Down
moves a fielder back, up moves him forward, and obviously left moves
him to the left and right moves him to the right.

To dive for a ball, press and hold the direction on the Control Pad that you
want the fielder to dive and press the Y button. To leap for a ball, simply
press the Y button and don't mess with the Control Pad (or the fielder will
dive instead of leap).

THROWING THE BALL
Press and hold the direction on the Control Pad that corresponds to the

. base you want to throw to and press the B button to throw the ball.

v To bring in a pinch hitter or a relief pitcher, press START to call time.
Then press the A button to bring up the PINCH HITTER or CHANGE
PITCHER screen. Press up or down on the Control Pad to highlight the
name of the player that you want to bring into the game and press the A
button. To exit the PINCH HITTER or CHANGE PITCHER screens
without making a change, press the X or Y buttons.

17
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THE RATING SYSTEM

The rating system, which is used only in a one-
player game against the computer, is all important
in Super Bases Loaded. During a game, your
play is rated in 13 categories, and every time you
make an error, strikeout, throw to an unmanned
base, get picked off, etc., points are deducted from
your starting score of 100.

If you lose a game, you won't get a rating and your next game will be
against a Level 1 team, regardless of the level you just lost at. If you win
a game, two rating screens are presented to you. The first rings up your
total rating and tells you the level number of the team you'll play next.
Next, a screen appears that shows you the specific rating categories so
you can see where you lost (or gained) points. The screen also gives you
advice about how to increase your rating.

When you're finished looking at this screen, press the A button to continue
in the quest for your ultimate goal — to defeat a Level 5 team with a
perfect rating of 100. Here's how the rating corresponds to the five levels:

RATING LEVEL
90 or higher 5
80 or higher 4
70 or higher 3
60 or higher 2

If you score 90 or better in a Level 1 game, you'll move all the way to
Level 5 for your next game. In other words, you don't have to move up
one level at a time. If your rating after a victory falls below the minimum

rating for the level you just played, you'll be dropped to a lower level for
your next game.

Higher level teams are a lot tougher to beat than lower level teams. At
higher levels, the computer team is more aggressive on the basepaths.
They don't blow the rundowns the way they do in Level 1. The fielders get
to the gaps much more quickly so hits are harder to come by. They throw
the ball instantly after catching it (unlike Level 1 in which the fielders are a
bit thick-headed about where to throw). The pitchers are tougher. Our

18
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experience tells us that you'll have a lot of high scoring games at Level 1
with lots of hitting. By contrast, Level 5 games generally are low-scoring
affairs.

You'll need to know what areas of your game are being watched, so here's
a list of the 13 rating categories and their point values:

, CATEGORY POINT VALUE

Making an error

Failing to throw on an attempted steal
Allowing an inside-the-park homerun
Throwing to an unmanned base

Leaving a tired pitcher in the game
Forcing in & run with a base on balls
Allowing more than three runs in an inning
Allowing a walk or hitting a batter

. Striking out

10. Getting caught stealing

11. Getting picked off (or doubled off a base)
12. Making a great play

13. Bonus

TEAM ROSTERS

A list of all of the players and their statistics follows. Super Bases
Loaded does not keep track of statistics generated as you play games.
The statistics given in the following charts are meant only as a guideline to
help you get a general idea of what to expect from each player. If you
keep track of statistics from games you play, you may discover that

,  players perform either better or worse than their statistics indicate in the
following charts. A lot depends on your skill as a player.

000 A O e GO RO
AR ATAR AR AR AR AR AR AR AR A

=
- N

Note that position numbers listed in the team charts refer to the following

¢+ positions: 1=Pitcher; 2=Catcher; 3=1st Baseman; 4=2nd Baseman; 5=3rd
Baseman; 6=Shortstop; 7=Left Fielder; 8=Center Fielder; 9=Right Fielder.
With regard to the statistics given in the charts, in general, the higher the
number, the greater the skill of the player in the category. The exception
to this is EARNED RUN AVERAGE (ERA). Lower earned run averages
are desirable because they indicate that a pitcher allows fewer runs.
When letters are given to indicate a skill level, "A" indicates maximum
skill. Pitchers have two stamina ratings. One applies when you use a
DH, and one applies when you don't use the DH.
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Also, note that, among pitchers, batting statistics are only given for the
starting pitcher. While there are minor differences in pitchers' baserunning
speed, all pitchers have a .150 batting average.

A = ATLANTA AMOEBAS
THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

HENRIE 1 1 3 259 10 R 4
FAVELL 2 2 9 288 9 R 6
GAGE 3 3 14 327 3 L 9
KILBUR 4 4 20 303 7 R 7
TAMBUR 5 5 25 300 8 R 8
BECK 6 - 6 289 7 L 5
GLAZER 7 7 22 287 7 L 3
PAYNE 8 8 13 273 5 R 2
BONDS 9 P 0 150 5 R 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

DIAS ? ? 4 .249 9 R ?
SMERKO 7 ? 3 273 3 R ?
THEOLY ? 9 25 .300 8 R DH
OHARA ? ? 30 333 0 R ?
BURNS ? i 40 a1 0 L ?
TOSCA ? ? 7 .254 6 R ?
WOOIEY ? ? 0 .200 8 R ?
JANSON ? 6 5 284 5 L ?
RUSS ? ? 2 .209 9 R ?

THE PITCHING STAFF

PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA

NAME SPEED ARM STYLE NO D-H WiD-H
PERRY 3.68 98 L OVER E A
WEST 2.50 98 R OVER A A
SHARD 3.20 98 R OVER E C
HENTER  2.70 98 R OVER B B
JOEL 2.90 93 R OVER E B
JARVIS 3.02 98 R OVER D C
LEWIS 3.96 98 R OVER B A
BONDS 2.16 98 R SIDE A A
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B = BOSTON BUZZARDS
* THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

ALFONS 1 1 16 .287 10 R 6
CUNNIF 2 2 3 .301 10 R 4
LRETON 3 6 6 .254 8 R 8
PIVNIC 4 5 25 .300 3 L 3
FRIED 5 3 25 313 2 R 7
BUCHAN & - 10 .250 3 R 9
ROSCOE 7 7 & .294 9 R 5
KAUFMA 8 8 3 .265 3 R 2
FINE 9 P 0 150 3 R 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

SACHS ? ? 0 .284 3 L ?
FLYNN ? ? 0 .250 4 L ?

NYE ' 9 1 .268 2 L DH
CORTEZ ? ? 20 300 0 R ?
UMARS ? ? 40 323 0 R ?
UTTER ? ? 5 .200 2 R ?
TOBINO ? ? 5 .250 3 R ?
YORK ? ? 5 .250 6 R ?
: CAPUTO 7 4 17 .283 3 5 't

THE PITCHING STAFF
» PLAYER ERA. PITCHING THROWING THROWING STAMINA STAMINA

NAME SPEED ARM STYLE NO D-H W/D-H
GUIDO 3.14 98 R OVER A A
PACOS 4.38 93 R OVER E B
PAGE 3.16 98 L OVER B A
GREENE 3.96 98 L OVER c A
ROSA 2.88 98 R OVER E c
GROSS 2.58 93 R SIDE D B
BIRD 3.28 98 R OVER E c
FINE 3.52 98 R OVER A A
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C = CHICAGO CYCLOPS
THE STARTING LINEUP '

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NO D-H W/D-H RUNS AVERAGE SPEED HAND POSITION

RUTKOS 1 1 11 303 9 L 6
MURPHY 2 - 4 298 5 R 4
NEWKIR 3 9 7 277 7 L 8/DH
STRIET 4 4 34 290 2 R 3
LOWREY 5 3 25 313 2 L 7
JUBY 6 5 27 289 3 R 5
VOLGER 7 6 20 274 2 L 9
DAMROW 8 8 7 250 3 R 2
VINSON 9 P 0 150 2 R 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

WHITE ? 7 2 .246 3 L ?
GROPPO 7 ? 2 272 2 R ?
PRICE ? ? 1 .200 6 R ?
COOPER 7 2 12 .249 5 R ?
SLATER ? ? 30 .333 0 L ?
CARSON  ? ? 40 311 0 R ?
GREGOR ? ? 0 229 2 R ?
MATHEW 7 ? 2 27 3 R ?
GILLIS ? ? 4 .250 10 R ? ‘

THE PITCHING STAFF

PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA "

NAME SPEED ARM STYLE NO D-H W/D-H
ACKER 5.20 98 R OVER E A
BAILEY 3.54 98 L OVER A A
KOZAR 3.60 88 R OVER E C
GRECO 3.86 93 L OVER E B
WESTIN 3.50 98 R OVER B B
SCOTT 4.10 98 R OVER B A
BONDI 3.24 93 R OVER C A
VINSON 3.26 98 R OVER A C
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N = NEW YORK MERCS
" THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

SULVAN 1 2 2 226 3 R 6
GELMAN 2 6 4 259 9 L 7
VASTA 3 3 10 323 9 L 4
DONAHU 4 5 17 326 3 R 9
BECKER 5 4 25 300 2 L 8
KITZIE 6 - 1 309 3 R 3
WASSER 7 7 4 264 6 R 5
MULLER 8 - 3 200 2 R 2
CARTER 9 P 0 150 2 L 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

ABNER ? 9 5 310 3 R DH
TUCKER 7 ? 2 281 5 R ?
FINK ? ? 2 261 2 R ?
FLOOD ? ? 1 276 5 L ?
ELAIS ? 1 4 310 9 R ?
PANKA ? ? 20 .300 0 R ?
MUSSIO 7 ? 40 333 0 R ?
VINSON ? 8 3 .200 2 R ?

: WALKER 7 ? 2 283 2 R ?

THE PITCHING STAFF

' PLAYER E.R.A. PITCHING THROWING THROWING  STAMINA STAMINA
NAME SPEED ARM STYLE NOD-H W/D-H
DARCY 2.16 98 R OVER E o
SHOTZ 3.78 a8 L OVER C A
CORY 3.30 98 R OVER D C
HODGES 6.08 93 R OVER D B
SNYDER  4.06 88 R OVER o A
PHILIP 3.70 93 L SIDE D B
KING 3.92 98 R OVER A A
CARTER 3.50 98 L OVER A A
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P = PHILADELPHIA HAWKS
THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

NOVITS 1 1 6 279 9 R 9
ROTHMA 2 - 4 237 9 R 8
ABLE 3 3 31 303 5 R 6
PHILIP 4 5 30 300 1 R 4
O'RILY 5 4 25 313 3 R 3
NYER 6 2 8 282 5 L 7
MULVEY 7 7 6 2300 3 R 5
MORROW 8 8 3 250 2 R 2
FOX 9 P 0 150 2 R 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NO D-H W/D-H RUNS AVERAGE SPEED HAND POSITION

FILSON ? ? 7 .250 5 R 2
MANTER  ? 9 8 244 2 L DH
ERVING ? 6 1 .292 3 L ?
REAVES ? ? 40 .300 0 R ?
EASTON ? ? 20 350 0 L ?
SYKES ? ? 1 .250 3 R ?
VERONA 7 ? 3 .300 3 R ?
SINGER ? ? 4 .250 5 R ?
ADAIR ? ? 2 .228 10 R ?

THE PITCHING STAFF

PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA :

NAME SPEED ARM STYLE NO D-H W/D-H
MARX 4.06 a8 R OVER E B
STONE 3.80 88 R OVER B A
RUSH 3.32 88 R OVER E C
LAWSON  4.04 97 L OVER D B
GANTOS  3.16 88 R UNDER D A
MORRIS  4.04 98 R OVER A A
CAR 4.18 98 R OVER E C
FOX 4.18 98 R OVER A A
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W = WASHINGTON WEASELS
THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

LEFF 1 - 2 270 9 R 9
AMADIO 2 1 8 .304 9 R 6
HART 3 4 30 .300 2 L 8
SILBUR 4 3 20 .265 5 R 4
FOSTER 5 5 25 310 5 L 3
STEVEN 6 6 28 250 9 R 5
SHEA 7 2 17 304 5 R 7
ANDERS 8 8 5 235 2 R 2
DAVID 9 P 0 150 2 R 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

GLASS ? 7 1 .280 3 L ?
ENNIS ? 9 4 .208 9 R DH
NILER T ? 35 320 0 L ?
RADSON 7 ? 40 .300 0 R ?
SANNER 7 ? 2 .200 2 R ?
WOQODS ? ? 0 .200 2 R ?
SHERM ? ? 0 347 5 R ?
HESHER ? ? 1 282 8 R ?
DRABER 7 1 3 .261 8 k ?

THE PITCHING STAFF
. PLAYER ERA. PITCHING THROWING THROWING STAMINA STAMINA

NAME SPEED ARM STYLE NO D-H W/D-H
ALLEN 4.92 93 R OVER E B
KNAPP 3.00 93 L OVER C B
SETHER 3.26 93 L OVER B A
KNIGHT 3.50 98 L OVER E A
MORGAN  2.30 98 R SIDE D B
FENNER 4.60 98 R OVER A A
FINN 2.48 98 L OVER D C
DAVID 4.90 98 R SIDE E C
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H = HAWAII ISLANDERS
THE STARTING LINEUP '

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

FENZ 1 1 3 .266 9 R 4
PARDI 2 2 2 .267 9 R 9
WOLFOR 3 3 35 256 10 R 8
wooDs 4 4 37  .307 5 R 3
MOGICA 5 5 42 263 2 L 7/DH
MILLER 6 6 8  .298 8 R 5
POKORS 7 9 11 281 5 R 2
TOPJIA 8 7 6 239 5 R 6
COOK 9 P 0 150 0 R 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NO D-H W/D-H RUNS AVERAGE SPEED HAND POSITION

MOLLER ? ? 1 215 2 L ?
KELLY ? 8 1 .260 5 L ?
BAHR ? ? 0 210 2 L ?
YURY ? ? 2 200 2 L ?
WELLS ? ? 30 .300 0 R ?
GRANT ? ? 30 .300 0 L ?
FAREBER ? ? 0 .200 3 R ?
FLETCH ? ? 2 .200 2 R ?
CAROL ? ? 0 270 9 R ?

THE PITCHING STAFF

PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA '

NAME SPEED ARM STYLE NO D-H W/D-H
TAMINO 3.36 98 L OVER B A
WAXMAN  3.50 86 R OVER D C
BETTIS 1.84 98 R OVER E B
HINNER 3.54 98 R OVER A A
CRAINE 3.38 98 R OVER A A
VICK 3.00 93 R SIDE E C
WALTON  3.94 98 R OVER E B
COOK 2.96 98 R OVER A A
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K = KANSAS CITY KINGS
THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

LYNN 1 1 21 .284 8 R 5
LEIGH 2 2 1 211 2 R 4
FATTON 3 3 7 307 2 R 3
BAKER 4 4 37 273 2 R 7/0H
SIMON 5 5 37 .285 6 L 9
QUORB 6 6 12 .283 3 =] 2
BONNER ri 7 3 231 3 R 8
ELKIN 8 9 5 .260 8 R 6
RYAN 9 P 0 .150 0 L 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NO D-H W/D-H RUNS AVERAGE SPEED HAND POSITION

BAUM ? ? 0 .286 3 R ?
RAMIS iy 8 6 .246 8 L ?
FELDER ? ? 3 .289 6 R ?
SHICK ? ? 1 331 8 L T
HABER ? ? 30 333 0 L T
DONNIS 7 T 40 .300 0 R ?
CONWAY 7 ? 6 .248 2 R ?
DAGGET 7 ? 0 .200 3 R ?
HARREK 7 ? 1 .238 > R 1

THE PITCHING STAFF

- PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA

NAME SPEED ARM STYLE NO D-H W/D-H
CARTER  3.50 98 L OVER E B
BAER 412 93 L OVER B A
PATSON 3.18 98 R UNDER D C
MILLS 4.80 93 R OVER B A
BLACK 3.74 98 R OVER B A
SAKO 4.10 98 R OVER 3 C
WILLIS 2.94 98 L OVER E B
RYAN 4.02 93 L OVER E A
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L = LOS ANGELES LIZARDS
THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NO D-H W/D-H RUNS AVERAGE SPEED HAND POSITION

BERMAN 1 1 18 .287 5 R 6
JONES 2 2 0 .283 9 R 4/DH
GENTZ 3 3 25 300 2 R 7
BACA 4 4 35 278 2 L 9
SHAB 5 5 1 253 8 R 5
DAVIDS 6 6 1 .266 2 R 3
WRIGHT 7 9 2 244 8 L 8
STRICK 8 8 9 244 3 R 2
HUNT 9 P 0 150 0 R 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NO D-H W/D-H RUNS AVERAGE SPEED HAND POSITION

SANZO ? ? 6 262 6 L ?
GILSON ? ? 10 264 5 R ?
NEWTON 7 ? 0 281 3 L ?
ECKERS ? ? 40 300 0 L. ?
HALPER ? ? 20 .350 0 L ?
SMALL ? ? 0 .200 3 R Y
DUNN ? ? 1 .250 2 R ?
JUSTIN ? 7 4 .290 3 L. ?
BRENT ? ? 4 .248 5 L ?

THE PITCHING STAFF

PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA

NAME SPEED ARM STYLE NO D-H W/D-H
WALSH 3.62 86 L SIDE D B
TUCKER  2.70 98 R OVER D C
BARDO 3.10 98 R OVER C B
MEYERS 3.10 98 R OVER F A
JENSON  3.46 93 L OVER C A
ROSEN 2.96 93 R OVER C A
MANLEY  4.06 93 R OVER e C
HUNT 3.88 98 R OVER A A
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S = SEATTLE STORM
THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NO D-H W/D-H RUNS AVERAGE SPEED HAND POSITION

WINTON 1 1 10 327 5 R 8
CAMBER 2 2 20 314 9 R 4
BEALE 3 3 29 245 2 L ¥
LYONS 4 4 22 300 5 R 6
oTT 5 5 24 303 2 L 3/DH
CARLIN 6 6 22 270 2 R 9
DULSEY 7 7 17 274 5 R 5
HARMS 8 8 12 .301 2 R 2
ANDERS 9 P 0 150 0 R 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

REINER ? ? 6 292 3 L ?
VANDOR 7 ? 3 217 3 R ?
YOUNG ? ? 3 285 4 L ?
BRADY ? ? 10 .300 0 R ?
CRIBBS ? ? 30 333 0 L ?
GERARD 7 ? 4 .236 2 R i
SPEARS 7 ? 2 .250 3 R ?
KRAFT . 9 2 .243 3 L ?
EPHROM 7 ? 2 .200 3 R ?
THE PITCHING STAFF

PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA
NAME SPEED ARM STYLE NOD-H W/D-H
HUNT 4.04 a3 L OVER E B
WATTS 4.62 98 L OVER A A
GIBBS 5.26 98 R OVER E A
MILES 3.38 98 R OVER = C
WATERS 5.04 88 L OVER C A
RENNOR  4.58 88 R OVER E B
TATE 3.10 98 L OVER D C
ANDERS  2.90 98 R OVER A A
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T = TEXAS TORNADOS
THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

MALVOE 1 1 3 338 10 R 8
LAINO 2 2 6 292 6 L 4
MCFEE 3 3 21 243 5 L 3
MARCUS 4 4 33 311 2 R 2
FALLON 5 5 18 265 3 R 5
GROGAN 6 6 2 215 8 L 9
FORGE 7 7 2 250 8 R 7
POTTER 8 8 9 27 7 R 6
KRAMER 9 P 0 150 0 R 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

WEBB ? ? 1 .250 2 L ?
MUNOZ ? ? 3 .250 3 L ?
MADDEN 7 ? 30 .320 0 R ?
BARON ? ? 30 .330 0 R T
OLIVER ? 9 6 227 3 R ?
BALZAK ? ? 0 .200 9 R ?
BANKS ? ? 1 .200 3 R ?
EMILIO ? ? 1 .220 5 R ?
CARLOS 7 ? 0 .200 3 R Tt

THE PITCHING STAFF

PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA

NAME SPEED ARM STYLE NO D-H W/D-H
WALLS 4.22 98 R OVER B A
MAJOR 3.78 98 R OVER A A
TUNNEY  4.82 98 R SIDE D B
ROBERT 3.18 88 R OVER D C
NEWTON 4.44 93 L OVER E B
UNSEL 3.24 98 R 3/4 D C
PEREZ 3.98 98 L OVER A A
KRAMER 3.26 98 R OVER A A
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U = UTAH STARS
THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NOD-H W/D-H RUNS AVERAGE SPEED HAND POSITION

CRUIX 1 1 14 273 9 L 8
BELAMY 2 2 5 265 9 R 4
MORAN 3 3 20 300 1 R 5
ANSON 4 4 31 280 1 R 9/DH
MERTZ 5 5 25 300 1 L 3
CALLIF 6 6 20 258 2 R 7
LEMON 7 9 5 260 8 R 6
SHAKLY 8 T 7 311 3 L 2
LARKER 9 P 0 150 0 L 1
THE BENCH

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NO D-H W/D-H RUNS AVERAGE SPEED HAND POSITION

SAMSON 7 8 6 .304 6 L ?
PLUMB T ? 8 313 5 L ?
MARSH ? ? 30 333 0 R ?
GARRET 7 ? 10 300 0 R ?
FAUST ? T 2 250 3 R ?
PAYTON ? ? 3 357 3 R ?
STRICK ? ? 2 265 6 R ?
ZWICK ? ? 12 21 5 R ?
HARLAN ? ? 5 .270 5 R ?

THE PITCHING STAFF

PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA

NAME SPEED ARM STYLE NO D-H W/D-H
TILLIS 4,70 98 R OVER B C
BELTON 5.78 98 R OVER E A
KLING 3.50 93 R OVER E B
CORBIN 3.00 88 R OVER C A
MURRAY  4.06 93 R OVER D A
LUNDT 4.94 88 L SIDE E B
STAVER 2.38 98 R UNDER D C
LARKER  5.10 98 L OVER B A
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E = EDIT
THE STARTING LINEUP

PLAYER LINEUP LINEUP HOME BATTING RUNNING BATTING FIELD
NAME NO D-H W/D-H RUNS AVERAGE SPEED HAND POSITION

ZINSKI 1 1 13 2.73 5 R 8
RUIZ 2 2 9 2.88 9 R 6
BREWER 3 3 6 2.89 7 L 9
CROSBY 4 4 5 2.84 - L 7
NORMAN 5 5 22 2.87 7 L 5
SHARP 6 6 3 2.59 10 R 4
BENSON 7 T 14 3.27 3 L 3
BELTON 8 8 20 3.03 7 R 2
PAUL 9 P 0 1.50 2 R 0

THE PITCHING STAFF

PLAYER E.R.A. PITCHING THROWING THROWING STAMINA STAMINA

NAME SPEED ARM STYLE NO D-H W/D-H
GARCIA 3.24 93 L 3/4 C A
CROFT 3.18 98 R UNDER A A
PAUL 2.90 98 R OVER A A

GAME TIPS — THE JALECO MAJOR PLAYER'S HOTLINE

If there's something you don't understand about your new Jaleco
game, or if you're having problems with your cartridge, or if you're
just plain stuck, you're welcome to call the Jaleco Major Player's
Hotline between the hours of 8:30AM and 5:00PM Central time
Monday through Friday (except holidays). One of our friendly
game counselors will be happy to give you tips or help you out with
any problems you're having. Here's the number to call:

708-480-7733

Note: Normal telephone charges apply when you call the hotline number.
It is not a toll-free call. Kids: get your parent's or guardian’s permission to
call before dialing the Jaleco Major Player's Hotline!

32



A AR XN 3t & A

33



A A& 3 3 t & ﬁ\q

34



A AR Nt & A

35




& JALECO.

Watch for new Jaleco video games for the
Super Nintendo Entertainment System® in coming months.
And, always remember to ask your favorite video game store
for the latest Jaleco video games for
the Nintendo Entertainment System®
and the Nintendo®Game Boy®
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