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WARNING: READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM.

EPILEPSY WARNING:

A very small percentage of individuals may experience epileptic seizures when exposed to
certain light patterns or flashing lights. Exposure to cerfain patterns or backgrounds on a
television screen or while playing video games may induce an epileptic seizure in these
individuals. Certain conditions may induce 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 to playing. If you
experience any of the following symptoms while playing a video game — dizziness,
altered vision, eye or muscle twitches, loss of awareness, disorientation, any |nvo|unh:xry
movement or convulsions — IMMEDIATELY discontinue use and consuh your physuzlﬂn
beFore resuming play. .

WARNING TO OWNERS OF PROJECTION TELEVISIONS: |

Still p|c’rures or images mc:y cause permanent picture-tube damage or murk fhe phosphor
of the CRT. Avoid repea’red or extended use of video games on large-screen prqech&n
’re|ewsmns_ Refer to your projection TV instruction manual for more details.

J SEGA SEAL OF QUALITY

= This official seal is your assurance that this product meets the highest
quality standards of SEGA™. Buy games and accessories with this seal fo
~ be sure that ’rhey are compatible with the SEGA™ SATURN™ SYSTEM.

HANDLING Y.UR SEGA SAFURN DISC:
The Sega Smturn disc is infended for use on|y with the Sega Saturn™ system.
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 heat.
Be sure fo take an occasional rest during exfended pluy, fo rest yourse” und the Sega
Saturn compact disc. e
 Keep your Sega Saturn compact disc clean. A|wr.:|ys ho[d ’rhe dlsc by the edges and keep
~itin its profective case when not in use. Clean the disc with a lint-free, soft dry c|o’r|1
~ wiping in strcngh’r lines from center to outer edge. Never use solvenfs or abrc:swe

'-:..:_'3"-._:_Th|s product has been rated by the Entertainment Soﬁwure Rating Board. For information

* about the ESRB rating, or to comment about the appropncﬂeness of the rating, please
conh:lc’r ’rhe ESRB at 1-800-771-3772.
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you to feel as though you are ON THE FIELD. Pitch, Bat, Run and Field with more
control than you’ve ever experienced! Paint the black with your best heat, wait for a

hanging curve and swing for the fences, stretch a hit into a double, dive for a rope

"--;:--'_;q’r the track. All this control is at your fingertips.

Gwde your team through a sec:son of inter-league play. Promote players from your
prospect list. Pick up players from the Free Agent pool. You'll also make trades with

other.. Generadl Manage’f?Qg;--sh"i‘ewd as you! Pick your own team of All Stars.

1. Set up your Segc Saturn sys’rem and plug the Control qu into CONTROL
PORT #1.

3. Turn on your 1 nd fr
4. The Sega |ogo ’rhe V’rgm In’rera
will appear.

5. Press the ST_};_._.T"Rf buﬁon fo go io fhe START/ OPTIONS screen. If you do no’rhmg, e

shor’r pr*ewew/ demo mode will run for vy you..

......

| conso|e Turn the power swﬂc:h .N again.

A|wc:ys turn the power switch OFF when you are mser’rmg or removing the disc.




PLAY BALL

This option will get you right into a game using default teams, seftings and skill
levels. Highlight the Play Ball option and press the € Button. At the Vs. screen
choose which team you will control by moving your controller to the side of the
screen where your teams logo is displayed. Press the € Button again fo begin the
game.

THE MAIN MENU

To operate the Main Menu or any of the other menu screens, use the D-Pad to
move the highlight up, down, |ef'f or right. Press the € Button to choose an op’rlon_{}_'_'
or move ahead and ’rhe B Buﬂon to back up. o




Th ;Is:-?;ophzon“‘;?viﬂ:::i:lef:you‘ play a game with any two teams you choose (including two
All Star teams) as well as the stadium where you want to play. Highlight the
Exhibition option and press the C Button.
~® You can get right info choosing teams by highlighting the Start option and
pressing the C Button.
® To look at any user records saved from previous games, highlight the Records
option and press the C Button.

' To alter the default option, highlight Options and press the € Button.

Once on the Team Select screen: -
‘® Move the D-Pad left or right to cycle through the e
® To switch to the other league’s reclms without cycling all the way around, press the
- Z Bution. |
e To choose a team, press the € Buﬂon while its logo and description are
on screen. |
You will choose the Home team Tst and the Visiting team 2nd.

After the teams have been chosen, you will automatically be taken to the Stadium

Select screen.

e To view all the qvaﬂable stadiums, simply press the D-Pad left or right to cycle
'rhrough them. |

e To switch to the s’radlums in the other league, press the Z Button.

e To choose a stadium, hlghhghf the Done button and press the € Bul'l'an

you are done reading the back of the postcard, you can get back 10 fhe si-adlums
by highlig 1hng the glasses c:mcl pressing the € Button again. L

After you have selected a sradlum you will be automatically taken to the Control
Select screen. You can choose to be the Home team or the Visiting team here.
° To choose elt‘her Home or Awax, move the controller graphic under Home or

Away.

o If you are p|oymg the compu’rer the bottom controller stays in the middle.
o If you are playing against someone, they will need to move their controller to the
opposite side of' yours

After the team:s, s’racllum and con’rro”ers have been chosen, you will be able to view
your roster and make any batting, pltchlng or ||neup changes

If you dtn t need to: make any changes, hlghhgh’r the Done button and ¢ press ihe C
Buﬂon

To change your batting order

2 F’ress and hold the € Button.

9 Carry the player to the new batting order posfrl@n by moving the D-Pad up
or c]own

Below ’rhe plc’rure of the S’radlum is a pair of eye-glasses. You can wé\;\} some. .
stadium statistics by highlighting these glasses and pressing the € Button. Aﬁer |



A Drop the p|uyer by releasing the € Button. The replaced player will
automatically move to the Vclcqn’r spot

To make a pitching change:

eHighlight Pitching Staff on the boﬁom of ’rhe hneup card and press the C Button
(this will take you to the pitching Roster). g

e Highlight the starting pitcher you want to put in rhe game

e Press and hold the C Button. k.

® Carry the player to the pitching position on the lineup cc:lrd

. ® Drop the new pitcher by releasing the C Button. The rep|uced pltcher will be

moved bc:lck fo ’rhe ros’rer

To make a lineup change Wy

o Highlight the player you want to replace.

® Press and hold the C Button.

o Carry the player fo the new position on the lineup card.
® Drop the player by releasing the € Button.

After you are done making your roster moves you can get to the game by
highlighting the Done button then pressing the C Button.

ATy

uide your favor wough a full. 1;'62 game season (13 and 52 game
seasons are also available), playoffs and a World Championship. Along the way
you can even play an All Star game comp‘_lgte with Tater Tourney.

To start a new season:

e Highlight the New option and press the C Bui'l'on
e Choose a team on the Team Select screen

e Choose a season length. .

To resume your season: .
e Choose Load Season and press the € Bui'l'on
e Choose a previously saved game (marked Season) and press the C Button.

To save a season: _.

o Ahter playing a season gume choose Save and press the C Button.

e There are four save slots per memory card available. I the slots are marked
Ava:lable you may save in that slot. If the slors are mqu(ed Occupfed tha’r

;:-_..j.:_.:.-;=_1_:_.;'flif.press'n g ﬂ'\e C Buﬂ-on YOU can QISO

e Check out your schedule by highlighting Calendar.
e Check out the standings by highlighting Standings.
° Check out the leaders in statistics by highlighting Leaders.




o Make roster moves and trades by highlighting Roster.

o Check out season award winners by highlighting Records.
o Change any of the game options by highlighting Options.
o Save up to four different seasons by highlighting Save.

Calendar
Within the Calendar the entire schedule can be viewed month by month. The logo
of the selected team can be seen in the upper left corner of the calendar. The current
month is displayed in the middle top portion of the calendar. Your opponent’s team
 logo appears on the date or dates that you are scheduled to play. In the lower right
corner or each day is an icon that determines: (1) If the game is to be played at the
home stadium or visitor’s stadium. A yellow icon means Home, a red icon means
Away; (2) If the game is marked to be Simulated or to Play; P in the icon means
Play, an S means Simulate. Individual season games, a whole month or an entire
season, can be simulated.
e To mark an individual game to be simulated, highlight the game and press
the C Button. |
e To simulate a whole month of games, highlight the Sim Month button on the
month you want to simulate and press the C Button.
e To simulate an entire season, highlight the Sim Season button and press
the C Button.
e To begin any simulation, highlight the Go To Simulation button and press
the C Button. o
e Once there, highlight the Start Simulation button and press the C Button.
e Press the C Button or move the D-Pad at any time to stop the simulation.
e At any time in the calender, you can play your next game by hlghhgh’rlng the
Play Ball button and pressing the € Button. _ .
e To move forward or backward through the months, highlight the arrow buﬁons |
and press the € Button. |
e View the standings of the other league while on the Standings screen b)f
highlighting the League Logo and pressing the C Button.
e To back up i‘o the Season Options screen, press the B Button.

Standings

View the results of all the |eogue play. Check to see if your team is in 1st or how
many games behind the leader they are. See what kind of streak your team is on,
how they have foféd at home Clﬁ'd on the road. Just like in the morning paper.

To view the srdndlngs highlight ’rhe Standings option and press the C Button.

* View the standings of the other league while on the Standings screen by
hlghhghhng the League Logo and pressing the € Button.

e Go fo the Calendar screen by highlighting Go To Calendar and pressmg
the C Button.




Leaders |
After at least one played or simulated game, view the leaders in numerous statistical

categories. Leaders are sorted by 12 different offensive categories and 12 pitching
categories. Sorting can also be done by All Players, players in America’s League,
players in Nation’s League, All Teams, teams in America’s League, teams in Nation’s
League. '

To view the leaders, highlight the Leaders option and press the € Button.

To change the category sorted, highlight any of the 12 statistical icons by moving
the D-Pad left or right and then pressing the C Button. '

To change between Batting and Pitching, highlight the heading Hrﬁmg or

Pitching and press the C Button.

To cycle Categories (Leagues, Players, etc.), highlight the Bold text heqding on the
upper left and press the € Button fo cycle through.

To back up to the Season Options screen, press the B Button.

Rosters and Trading
Make roster moves within your own team or trade with other teams. Release or pick
up players from the free-agent pool or play General Manager.

Grand Slam rosters have 31 players to start with; 25 active players and 6 reserves.
Only 25 players may be active at any one time. The game will never let a team
have less than 25 active players, but the reserve list can be empty or have as many
as 8 players. Other teams may want to trade with you. If so, the Message light will
be Hlashing.

To view the Team roster, highlight the Roster option and press the € Button.
Make line-up changes by carrying players to their new destination then dropping
them with the C Button. |

View current season stats by highlighting the Season tab and pressing

the C Button. |

View 1996 Stats by highlighting the 1996 tab and pressing the € Button.

To view the Pitching staff, highlight Pitching Staff and press the € Button.

To view your opponents personne| and stuts hlghhgh’r Opponent and press

the C Button. y

To initiate trades, promote players or release players, highlight the Trade icon
then press the C Button.

To release someone from the reserve list, highlight the player to be released,

press the € Bul‘l'on hlghhghf Release at the bottom of ’rhe screen and press the
C Button. S

To promote, hlghhght a player in the prospect list AND ’rhe player in the active ||st

you want replaced, then press the € Button, highlight Promote at the bottom of
the screen cmcl press, the C Button.

% qﬁemp‘r a Trclcle with another team:

Highlight a player or players in your active and/or your reserve list.

Cycle through and select the team you want to trade with by highlighting the
arrows on the top of the page on the right and pressing the € Button.
Highlight the player or players on that team’s active and/or reserve list you wish
to trade for, then press the C Button.




e Highlight the Offer button and press the c Buﬂon The manager of the other
team will let you know if the trade was accepted or denied.
* To view messages, highlight the Message button and press the C Button.
e To accept the proposed trade, highlight the Accept button and press
_the € Button.
- ® To deny the proposed trade, highlight the Cancel button and press
~ the C Button.
~* Tosign Free Agents, highlight the Free Agent tab and press the C Button. Then
~ highlight any of the players on that list, then highlight the Sign button and press
the C Button.

Al Star Break P

‘When the season breaks for three days in JU|y, you can p|c1y or simulate an
Exhibition game between two teams or All Stars from the current season.

Select Vote when the calendar gets to July 8 and then press the € Button.

There are default teams selected, but you can Vote for the players you would like fo
see play by highlighting a player and pressing the € Button. To write in a name,
choose Write In and press the C Button. You may then choose ANY player from
an active roster. When finished voting, choose Done and press the € Button.

friends. Up to 8 dncferen’r players (human or computer) can participate. The pitcher
is Al confrolled and pl’rches 70-80 mph fastballs right down the heart caF ’rhe s’rrlke

Zone.

o nghhghf the Tater Tourney option and press the C Button.

e Once in Ehe Tater Tourney you will see a chalkboard with all of your ephons In .'

this screen the options for ’rhe tourney can be selected by clicking on the
desired box

e Number OF Contestants: (2 through 8) (other contestants can be human or
computer controlled). o

e Number of R@unds il 2 or 3)

* Innings** per Round: (1 ‘rhrough ?).

° Quts™* per In'_nling (1,3, 5, or 10 outs).

e Batting Skill: ( Baﬂ Farm, or Show)

After these op’rlons have been sei The players can be chosen by selecting Start, or
choose a siddlum by selecting Sfad:um

conrasian’rs Two contestants can only play a one round SLireent

- ”Innmgs refers to the numl:n—:-r__mc attempts the batter WI” ger fo step up. to the

pleﬂe

e An “Out” is defined as any hit ball that does nof clear the fence. Balls and
S’rrlkes do not count. A foul ball is an out. o




You can choose the stadium where the Tater Tourney will take place by highlighting

Stadium and pressing the € Button.

e To view dll the available stadiums, 5|mp|y press the D-Pad left or right to cycle
through them. |

e To switch to the stadiums in the other |eugue press the Z Button.

® To choose a stadium, highlight the Done button and press the C Bution.

After you have set your desired ophons “highlight the Staré buh‘on and press the €
Button.

Buﬂer Selectlon Screen

Now you can select the parhmpan’rs that will slug it out in the Tater Tourney

o You can rofate befiwesn the feams by clicking the page flip buttons on eﬂher side
of the team logo. - W
® You can switch leagues by pressing the Z Button.

Highlight the player you want in the later Tourney and press the C Button.

As soon as you click on a player’s name, he goes to the right side of the batter
selection screen. You may select all the participants or you may highlight the Fill
button on the right page to have the computer select the rest of the participants. The
default is for the human to have control of all participants. To get any or all of the
participants to be controlled by the computer: Highlight one of the selected players
on the right page. Press the € Button. A red X will appear in the box to the left of
the players name. This red X denotes computer control. The Clear button can be
used to clear all selections and start from scratch.

As soon as the batter lineup is complete ’rh:é”:'__user can start the Tater Tourney by
clicking Begin. |

Should there be a tie between two or more baﬁers after the round is completed,
then those batters must compete in a sudden death round with each batter getting
three outs. These sudden death overtime rounds continue until the proper number of
batters for the next round is cletermlned

Note: During the Tafer Tourney, every humcm contestant uses controller 1.

P

There are three different practice modes within Grand Slam: Batting, Pitching and

 Fielding. To get in some practice before taking on the compufer ora Fnend ina real

o Atthe Practice Menu, select either Batting, Pitching, or Fielding by choosing them

game:

° At the Main Menu, choose the Prachce ophon c:nd press the C Bution.

and then pressing the € Button.




Batting 0
You get fo choose what skill to it with, (See the Skills description in this manual for
explanations of the different skill settings.) Choose if the batter will be left or right

handed. Choose the computer pitcher skill level and the arm with which it will throw.

;*‘1\|50,+ choose what pitch type you want to face. You can plck one pltch type at a
time or select Varied to face a mix of different pltches. To quit practice, press the
Start Button and choose Quit.

~ Pitching
~ Here you get to choose the pitch skill and what arm you will throw with. (See the
Skills description in this manual for explanations of the different skill settings.)

You get to choose if the computer batter will be left or right handed. Choose the
computer batter skill level and the type of pitches to practice. Up to four different
pitches can be selected at a time. To select a pitch, choose the pitch type and the €
Button. If you change your mind and want to use a different pitch, choose the
pitch you don’t want and press the € Button again. This will de-select that pitch.

One additional feature is also available in Pitching Practice mode. Tutor will walk
you through the button pressing mechanics of pitching. To select one or both of
these features, simply choose the feature and press the € Button. Practice pitching
as long as you wish. To quit practice, press the Start Button and choose Quit.

Fielding

Just pick what position you want to practice and press the € Button. Someone wil

hit the ball out to your position. You just have to field it. A short time alter you field
the ball, another one will be hit out to you. Practice as long as you won’f Mc:||(e suie

and try both camera angles available.

These are ’rhe mony gclme ophons ’rhc:’r can be set before (or during) gamepby The

Optwﬂs .....  ®You can ¢ anemcmy general game conditions here by highlighting an
op’r:i'gn and pressing the C Button.
Seftings: Tur’_r.-ﬁ__'the Wind on 'c')_r off
e Turn Errors on or off
e Turn Auto-Fielding on or off
Auto- Ffeldmg is useful for playing your first couple of games. When the ball
is hit by your opponent, your fielders will automatically run to field the ball.
~ Once they catch it, you still must make any throws. NOTE: If you move the
 D-Pad while an auto fielder is on the way to the ball, the Auto- Fielding will
be terminated for the rest of that play! it




DH Ru|e Choose when the DH will be in effect

e Park Rules - the DH will be in effect for both teams when games are played af
the stadiums of America’s Lleague teams.

e Always On - the DH will be in effect for bo’rh teams when games are played in
any stadium. |

o Always Off - the DH rule is never in effect.

Signals - Have your catcher suggest a pitch by signaling with 1, 2, 3 or 4 fingers.
e 1 = pitchers top pitch, 2= next best pitch, etc.

GAMEPLAY

You can select View, Baserunning and Throwing options here by highlighting the
option and pressing the € Button.

Baserunning - Select the way you will control your baserunners.

Point to Runner - When moving baserunners, point the D-Pad toward the runner
you want to control and the Advance or Retreat button. (Consult the control diagram
in this manual for the specitic buttons).

Point to Base - When moving baserunners, point the D-Pad toward the base you
want them to go to and the Advance or Retreat button. (Consult the control diagram
in this manual for the specific buttons.)

View - Select the view in which you will play defense.

Home Plate - This is a traditional view. It is from behind the plate with the camera
moving to where the ball is hit. Your fielders will be facing the camera. (Normal
throwing is probably best for this view.)

Fielder - This is a behind-the-fielder viewpoint. The camera will place itself behind
the fielder that has the best chance at fielding the ball. (Forty Helens agree that the
Relative Throwing is best for this view.)

Throwing - Select the way your fielders will throw the ball.

Normal - Pressing down on the D-_-Pdﬂ and the Throw Button will send the ball |
to Home. Pressing left and Throw will send the ball to 3rd, up and Throw to 2nd,
right and Throw to 1st. |

Relative - This type of ’rhrowmg is view specific. Depending on where your fielder is,
pressing a direction on the D-Pad and the Throw Button will send the ball in ’rhe
direction pressed. For example, if the camera is in the Fielder view and the 3rd -
baseman has the ball, pressing the D-Pad fo the left and the Throw Button WI”
send the bc1|| to ’rhe |eH 2nd base, pressing up and Throw would send the ball up-1st

 base.

When in the outfield, the Relative Throwing is more like the Normal Throwing, except the
diamond is flipped. For example, if the Center fielder has the ball and you press up and
the Throw Button, the ball will go home, to the right and throw the ball to 3rd, etc.




When in the outfield, the Relative Throwing is more |||<e rhe Norma/ Throwing, except the
diamond is flipped. For example, if the Center fielder has the ball and you press up and
the Throw Button, the ball will go home, if you press right and the Throw Bution, the
ball wr" 99 to 3rd base, efc.

.. _._.-_-_5ZKIL|_5
 Choose the skill seftings for how you and your human opponent will pitch and bat.

(I you are playing against the computer, the skill settings for Batter 2 and Pitcher 2

| do not change.)

~ Batting o
- T-Ball - The easiest skill setting. All you need to do i is time your swing. You don't
“have to worry about where the ball is in the strike zone. Just swing away! (You can

‘move your batter in toward the plc:te by holding the A Button and moving the D-

Pud toward the plate.) .

Farm Now you will be required fo place the batting cursor on the ball when you
swing. The more of the ball covered by the cursor, the harder you will have to hit
the ball. Move the cursor with the D-Pad. (You can move your batter in toward the
plate. by holding ’rhe A Button and moving the D-Pad toward the plate.)

The Show This Ts thel mosr challenging of the batting skill levels. You have to be really
good c:und have your head in the game fo be successful with this skill sefting. Instead of
just pressing the € Button fo swing, you have fo press AND hold the € Button fo sfep
into the pitch. You will see a power meter next fo the plate. The longer you hold down

the € Button the higher it goes. When it is at the top you have maximum power. It 0n|y N

stays at ’rhe top for a very short time before it begins falling again. This srmula’res the
correct timing of stepping info a pitch. Step in too early and dll of your power will be

gone before the ball gets there. Step in too late and you will be behind the ball. Step in
just right and POP the ball hard You will have to put the cursor on the ball again in thls o

mode and you can move your hiﬁer toward the plate by holding the A Button down.

Pitching
Meat -The |eas’r d Hicult skill |eve| The needle will sweep slowly and the green
accuracy zone WI" be very |c|rge

Rookie - The need|e sweeps bl’r faster and the accuracy zone is a bit smaller.

Ace -This is ’rough I’r’s just like real pl’rchlng It requires a lot of concentration to be
consistent. The needle sweep Is Fast Gnd the green accuracy zone s tiny.

Nofe: On GH 5|<||| |eve|s of pitching, rhe needle wnll sweep back Faster nc you go I

the red zene

SO_UND -The volume of music and SFX can be altered.
° 13 Music and SFX will be at 1/3 normal volume

® 2/3 - Music and SFX will be at 2/3 norma volume

e Full - Music and SFX will be at Full normall volume ”

e




Credlts

To view the names of the folks who made Grand Slam, highlight the Credits option

PR ]

ACTION.

and press the C Button Togg|e_ rhez--D-Pud left or_ﬁ.rlght to ¢ cle through the pages.

R

Batting

Swing

Press C to . fo swing

Hitch & Swing
~ (The Show skill level only)

C (Press and hold = hl’rch
Release to sw ing) : e,

Before you release the swing button.

Place the cursor over the bélfl"Wi’rh
the D-Pad as it comes at the plcﬂe

To crowd the plate.

A + D-Pad left or right

Bunt

7

Baserunning

AT = ===

Point to runner

Lead off

L + D-Pad in direction of runner

* Leac o@ll_

L

* Stea
* Stea A||_

B + D-Pad in direction of runner.

B + Down

Hit and Run

Advance During Play

- Hold B + D-Pad in direction of runner.
- during pitch.

B + D-Pad ’ro_errent Base

Advance All During Play

B + Down

Lead Back

R+ D-P_cEI_ in direction of runner.

lead Back All
Retreat During Play

Y + D-Pad to previous Base

Retreat All During Play
Retreat During Pick Off

Y + D-Pad in direction of runner.

Y + Down

Slide At t Play -

e

without stopping

To advance all to next base

without stopping

" Hold down B + current base

before reaching next base.

B + Down before reaching next base.

Point to Base

lead off

|+ D-Pad in direchon of des’rlnahon

B + D-Pad in direction of destination
base.




Action

Baserunning (cont.)

Hlon

Hit and Run

Hold B + D-Pad in direction of
destination base during pitch.

Adx{dn'c.é During Play

B + D-Pad to Destination Base

‘Advance All During Play

B + D-Pad toward 1st base

lead Back

R + D-Pad in direction of br::lse_

~ Lead Back All

R

~ Retreat During Play

Y+ D-Pad to previous Base

- Retreat All During Play

Y + D-Pad toward 1st base

Retreat During Pick Off B
Slide At Play e
To advance to next base without Hold down B + current base before
stopping reaching next base.
Pitching

Select pitch type

D-Pad toward desired pitch type

on menu.

Pitch Location

Select pitch location with D-Pad +

.. press C
Pitch Meter Press and hold C, release in desired
| velocity range, press C again in
control zone. it
Pick Off B + Base before windup animation
. begins .
Fielding . |
Sprint . B + direction 0 s 5 L
Dive C + direction ____
Jump | c
Normal Th’réwing =
(Fielding View)
Throw Home C+Up
Throw to 1st oA itym C + Left
Throw to 2nd C + Down

Throw to 3rd

| C + Right

Normal Throﬁiﬁg
(Home P|c1’re Vlew) :_-

Th r_q,w to 3rd

Throw Home O Down e "
"1row._"r'o"1 st CrE nghf e ;
Throw to 2nd JoC+Up

C + Left




Camera Relative Throwing (fielder view)

Throw (from behind home view)

Throw Home | C + Down
Throw to 1st e + Right
Throw to 2nd C+Up
Throw to 3rd C + Left
Throw (from behind 1st]

Throw Home C + Left
Throw to 1st C + Down
Throw to 2nd C + ighf
Throw to 3rd C + Up
Throw (from behind 2nd)

Throw Home C+ Up
Throw to 1st C + Left
Throw to 2nd C + Down
Throw to 3rd C + Right
Throw (from behind 3rd)

Throw Home C + Right
Throw to 1st C+ Up
Throw to 2nd C + Left
Throw to 3rd C + Down
Shell and Menu Navigation

In Game Pause Menu Player 1 Start

In Game Pause Menu Player 2 Start
Advance in Shell C

Back Up in Shell B

Resiart Crond Slam

AL B4 C + Start




Production Team Programming Staff:
Lennard Feddersen

Chris MacDonald
Smootham sysfé.'m, Buﬂmg system;

Steve Mcnrhn
____.__-..;_:;':Baﬂ Physics; 3D surface collision; commentary system

Joe Sandmeyer
Fielder, Base runner Al; Player database; Immediate

- cam system; data pipeline

Design Staff:
- Chris Rausch
- lead Des:gner, DAN man,data jockey; Trade engine;

l"_"TOm Shoenhdtr

" Rosfers Player database; Play by Play scnpfmg,

Mlke McCaa
Play mechanincs; Manual;
Rules of Baseball

Aaron Blean, Todd Livdahl,
Scott McClellan, John Lee
Vlctur Rodrlguez
Des:gn .-Assrsfants

Art Sl'aﬂ:
Joel Shwe|y L
Art D;recfor Movies; Preﬂy screens, Animation

Charlie B|0¢mer
Lead Arfist; Texrures, Sprite producﬂon Art pipeline

Susan nghf Mlllle Reith,
Betsey Grey

Artists

Chris Rausch
Player Sprite cfean—up

Erik Drageset
Avrtist

3D stadiums
Jay Holland
Khanh Nguyen
Pyros Pictures

Associate Producer: Mlk&MCCuu

Executive Producer: Jesséﬁ’pybr

Support Team:
Vice President -
Product Dewefopmenf Neil Young

Vice Et?fesrdenf - Technology: Christopher Yates

Tools_ and technology:
Mcrlt"':"f'lm Johnson, Ron Fortier, Scott GUH_
Trien Ngo, Anthony Ignacio, Steve Zhou,
Mike Williams, Rich Rempel, Tommy Rolfs,

Byon Garrabrant, Mike Michaels, Cyndi Monter

R Obb H{]rf Jeﬁ: GOrdon i Chugurls r
Menu system; Pitching system; |

b Legul SEWICES- .

John LEE‘; Aqrc:n Lenz, 3
; T{m Rumgge Leqd PI'OdUCf Aﬂﬂ])’SfS o __..r
Aaron Blean Paul Ahn Scoh‘ Clufo Tim Hu”
Anthony Perea, Gail Salamanca, Todd Livdahl, |
David Hunt Victor Rodriguez, Nate Biccum sl

.............................

...............

Audio Department:
Keith Arem, David Fries, Mical Pedriana, Joey Kuras

Baseball Video Shoot:
Flying Rhino Productions .
John Delaplaine L

Baseball Talent:

Danny Lewis, David Cornell, Jeff Pick,

David Matthiesen, Dirk Thompson, Todd Gonzales,
Mike Schwarizer, Alton Ching

T
-

Statistics Data: T — %
STATS, Inc o

Felicia Cohen, Scott Maples, Chris Drews,
Todd Piccus, Carolyn Whene

Marketing:
Simon Jeffery, Jeanine Mouchawar,
Justine Rosenheck, Amy Bartlett

Publicity:

Kris Kraves, Michelle Nino, Kathleen Peters

Creative Services:
Lisa Marcinko, Lori Elllison, Shawn Markert

Special Thanks:
MARK KELLY!!, Mike Witt, Juan Sanchez,
Chris Drews, Bruce Dennehy, Brenda Camargc::" L
Gavin McCullen, Judy Leon, Mike Winfield,
Jerry Bennett, Stuart Gregg, Heldi Webster,
Chris Burtis, Mike Davis, Joe)-f':':s'anchez,
Jeff Wagoner, Dan Moses, Tim Mead
G. Charles Wright, Khanh Nguyan'

Thanks to our hard workmg QA' dn d
play testing staff: S
David Maxey - Director of QA

Chris McFarland - QA Planning Analyst
Paul Moore - QA Technical Analyst
Mick Love - QA Technical Support/Media Replication

Jon Gross - Media Replication

Mitch Feldman, Scott McClellan,
Stuart Roch - QA Supervisors




VIRGIN INTERACTIVE ENTERTAINMENT’S

AUTOMATED SUPPORT SYSTEM

V.L.E. has continued to improve upon its Automated Support Sys’rem available 24

~ hours a day, 7 days a week. Customer service information and answers to common
" technical problems are available on this system. Simply dial (714) 833-1999 for
assistance at any time. A fouch-tone phone is required outside of normal business

hours. Many solutions can be obfamed in less than four minutes with no wcuhng
necessary. '

TECHNICAL SUPPORT

It you need assistance, our technical support team is available to help you. If the
answer is not available in our Automated Support System, live technical support
representatives are available Monday through Friday from 8 a.m. to 6 p.m. Pacific
standard time at (714) 833-1999. When calling please position a phone
near your system. Also, please have a pen and paper handy as

you may want to take notes.

FAX SUPPORT

It you have access to a FAX machine, many technical support documents are
available for FAXback through our Automated Support System.

You can also FAX requests for technical supﬁprr to (714) 833-2001. Please include
a complete description of the problem you are having. Also, please include a phone
number in case we need to contact you for further information.

ON-LINE SUPPORT

If you have access fo the Internet, Virgin offers""?zl hour, 7 days a week support
through our web site address at http//:www.vie.com. Customer service information
and answers to many technical problems are available on this system.




ORDER LINE

The latest V.LE. products can be orclered over the phone using your credit card! The
toll-free number is (800) 874-4607. This toll-free number is for orders only. If you
are unable to call 800 numbers, you can also reach our Order Line by calling (619)
693-1200. The order line FAX number is (619) 530-2225. The International phone
- order line number is (619) 490-9234.

Please note that the V.I.E. Order Line and Retail Center is not equipped to handle
~ your technical support requests or inquiries. It is a separate, independent facility
~ that is located in another county from the Virgin Interactive Entertainment

- headquarters. Calling the order line will not expedite your prob|em handling, and
may result in even further delays.

HINT INFORMATION

There are many ways to receive hints for V.I.E. games. Clue Books are available for
most major games, and can be found at many software stores or ordered from our

dir_ec’r order line at (800) 874-4607. See above for more details.

V.I.E. also has two automated hint lines, available 24 hours a day. The cost is only
$.95 cents per minute.You must have a touch-tone phone, and be at least 18 years
old or have parental or guardian permission before calling. Please be advised that

not all V.I.E. products/titles are supported on the hint lines. In the U.S.A., please call
(?00) 288-4744.




purchase. Simply mail in rhe deFec’rtve disc(s) with a copy of your receipt in a
regular envelope with a letter explaining the problem(s) you encountered, a return
address, and the name of your system. Please remember fo include your phone
number in all correspondence in case we must contact you.

If you do not have the receipt, or |f 90 cluys have pcrssed p|ease enclose a check or
money order for $10.00, made payable to Virgin Interactive Entertainment. Sorry,

. we do not accept cash or credit cards. Please do not mail your entire game box. If

you require a refund for a product, you must return the product to the original place
of purchase under any refuncl and/or exchange policy the store has.

Please return the disc(s) to:

Virgin Interactive Entertainment

18061 Fitch Ave.
Irvine, CA 92614
Attn: Customer Service

V.I.E. HIGHLY RECOMMENDS CALLING THE CUSTOMER SERVICE/
TECHNICAL SUPPORT DEPARTMENTS BEFORE SENDING YOUR DISC(S)
BACK FOR REPLACEMENT. YOUR PROBLEM CAN OFTEN BE SOLVED
RIGHT OVER THE PHONE. |




This is a license agreement between you (E:lther an 1nt:||wduc1| or an en’rlry) the end user, and Vlrgln
Interactive Entertainment, Inc

VIRGIN PRODUCT LICENSE

e _GRANT OF LICENSE. This Virgin License Agreement ("License") permits you to use one copy of the
“specified version of the Virgin software/cartridge product identified above ("Product") on any single
computer or game platform.

2. COPYRIGHT. The Product is owned by Virgin or its suppliers and is protected by the United States
copyright laws and infernational treaty provisions. Virgin retains all rights not expressly granted.
Therefore, you must treat the Product like any other copyrighted material (e.g., a book or musical
recording) except that you may either (a) make one copy of the Product (if the Product is software) solely
for backup or archival purposes, or (b) transfer the Product to a single hard disk provided you keep the
original solely for backup or archival purposes. You may not f copy. the written materials accompanying
the Product.

3. OTHER RESTRICTIONS. This Virgin License Agreement is your proof of license to exercise the rights
granted herein and must be retained by you. You may not loan, sell, rent, lease, give, sublicense or
otherwise transfer the Product {or any copy). Notwithstanding the foregoing, in one case you may
transfer your rights under this Virgin License Agreement on a permanent basis provided you transfer this
License Agreement, the Product, and all accompanying written materials, retain no copies, and the
recipient agrees to the terms of this Agreement. You may not modify, adapt, translate, create derivative
works, decompile, disassemble, or otherwise reverse engineer or attempt to reverse engineer or derive
source code from, all or any portion of the Product or anything incorporated therein or permit or
encourage any third party fo do so. If the Product is an update, any transfer must include the update
and all prior revisions.

LIMITED WARRANTY

LIMITED WARRANTY. Virgin warrants that the Product will perform substantially in accordance with the
accompanying written materials for a period of ninety (90) days from the date of receipt. Any implied
warranties on the Product are limited to ninety {90) days. Some states/jurisdictions do not allow
Iimitutidns on duration of an implied warranty, so the above limitation may not upply to you.

CUSTOMER REMEDIES. Virgin's entire liability and your exclusive remedy shall be at Vlrgln s opnon __
either (a) return of the price paid or (b) repair or replacement of the Product that does not meet Vlrgln §
Limited Warranty and that is refurned to Virgin with a copy of your receipt. In no event shall Virgin's
|t{:1|:>r||fy with respect fo this limited warranty exceed the cost of replacement of the media on which the
Product is recorded. This Limited Warranty is void if failure of the Product has resulted from accident,
abuse, or misapplication. Any replacement of the Product will be warranted for the remainder of the
original warranty period or thirty (30) days, whichever is longer. Neither these remedies nor

any product support services offered by Virgin are available for this U.S.A. version
product outside of the United States of America.




NO OTHER WARRANTIES. Virgin disclaims all other warranties, either express or
implied warranties of merchantability and fitness for a particular purpose, with
respect to the Product and the accompanying written materials. Virgin does not
warrant that the enclosed product or documentation will satisfy the requirements of
your computer system or that the enclosed product or documentation are without
defect or error or the operation of the enclosed product will be uninterrupted.

NO LIABILITY FOR CONSEQUENTIAL DAMAGES. In no event shall Virgin or its
suppliers be liable for any damages whatsoever (including, without limitation,
damages for loss of business profits, business interruption, loss of business
information, or other pecuniary loss) arising out of the use or inability to use this
Virgin product, even if Virgin has been advised of the possibility of such damages.
Because some states/jurisdictions do not allow the exclusion or limitation of liability
for consequential or incidental damages, the above limitation may not upply to
you.

The warranty and remedies set forth herein are exclusive and in lieu of all others,
oral or written, express or implied. No Virgin dealer, distributor, agent or e
employee is authorized to make any modification or addition to this warranty.

U.S. GOVERNMENT RESTRICTED RIGHTS. The Product and all accompanying written materials are
provided with RESTRICTED RIGHTS. Use, duplication, or disclosure by the Government is subject to
restrictions as set forth in Restricted Rights in Technical Data and Computer Software Clause at FAR
52.227-7013(c)(1)(ii) or FAR 52.227-19. Munufacfurer is Virgin Interactive Entertainment, Inc., 18061
Fitch Avenue, Irvine, California, 92714.

This Agreement is governed by the laws of the State of California. For more information about Vi rgin's
licensing policies, please write: Virgin Interactive Enfertainment, Inc., 18061 Fitch Avenue, Irvine, CA,
92714. Virgin strongly recommends calling the technical support department at (714) 833-1999 prior
to returning your product to Virgin. Often, your problem can be solved over the phone.

Patent Numbers: U.S. Nos. 4,442,486/4,454,594/4,462,076/5,371,792; Europe No. 80244; Canada
No. 1,183,276; Hong Kong No. 88-4302; Singapore No. 88-155; U.K. No. 1,535,999
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Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. © 1997 Virgin Interactive Entertainment, Inc. All rights reserved. Grand Slam is a trademark of
Virgin Interactive Entertainment, Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd. Burst is a trademark of Virgin Interactive Entertainment, Inc.
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VISIT V.L.LE. ON THE WEB AT www.vie.com
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