


WARNING TO OWNERS OF PROJECTION TELEVISIONS!

Still pictures or images may cause permanent picture-tube damage

or mark the phosphor of the CRT (television screen). Avoid re-
peated or extended use of video games on large-screen projection
televisions.

EPILEPSY WARNING

PLEASE READ BEFORE USING YOUR SEGA VIDEO
GAME SYSTEM OR ALLOWING YOUR CHILDREN TO
USE THE SYSTEM

A very small percentage of people have a condition that causes
them to experience an epilepric seizure or altered consciousness
when exposed to certain light patterns or flashing lights, including
those that appear on a television screen and while playing games.
Please take the following precautions to minimize any risk:

Prior to use

[f you, or anyone in your family, has ever had an epilepric
condition or has experienced altered consciousness when exposed
to flickering lights, consult your doctor prior to playing.

Sit at least 2.5 m (8 ft.) away from the television screen.

[f you are tired or have not had much sleep, rest and commence
playing only after you are fully rested.

Make sure that the room in which you are playing is well lit.

Use the game on as small a television screen as possible (preferably
14" or smaller).



During use

Rest for at least 10 minutes per hour while playing a video game.
Parents should supervise their children’s use of video games.

If you or your child experience 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 doctor.
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Directional L
Pad (D-Pad) |

\ T

e

Diagonal Down  Right
SEGA controller

Base Selection

First base = D-Pad right
Second base = D-Pad up
Third base = D-Pad left
Home plate = D-Pad down

Batting
Bunt A
Swing ¥
Position Batter D-Pad

Power Up Options START
(Press C to exit Power Up Options)

START
button



Base Running

Extra Bases
Lead OfF /Steal

Return to Base

Pitching

Throw pitch
Begin Pick Off
Throw Pick Off

Position Pitcher

B + D-Pad
B + D-Pad
C + D-Pad (after lead off)

C
B + D-Pad (to step off the mound)

C + D-Pad (select base to throw to)
D-Pad left/right

To control Pitch after it is thrown:

Power Up Options

D-Pad right = pitch breaks right
D-Pad left = pitch breaks left
D-Pad up = slows down pitch
D-Pad down = speeds up pitch

START

(Press C to exit Power Up Options)

Fielding

Jump
Throw Ball to Infield

I)iving Catch
Run with Ball

C

D-Pad (use D-Pad to select base
to throw to) + C

C + D-Pad down

B + D-Pad (use D-Pad to select

base to run to)



High Tech Me Out To The Ballgame

By the end of the 20th Century, the game of baseball was in

disarray. Teams were dr;lwinf_-, smaller and smaller crowds, and

almost all franchises were in critical economic conditions. Some
proud old teams with long histories and storied pasts went into
bankruptcy and ceased operations. Top-flight athletes gravitated
toward more stable professional sports. Stadiums fell into such
disrepair that some were declared dangers to public well-being and
closed. The national pastime appeared to be breathing its last.

Then, a mixture of bold new rules and technological innovations
revived baseball. The game’s ancient corporate structure was re-
placed by the sleck, new, international Super Baseball Association.

The old leagues were reorganized and teams reassigned. A single
stadium with a revolutionary design replaced scattered, crumbling
fields and domes. The league was opened up to women and, more
spectacularly, to robot players. Grass and artificial turf were
replaced with a variety of surfaces that made the game both more
exciting and more playable. The stands were protected by a reified
hypostatic force field. Players were equipped with “armor” to amp
up their natural playing abilities. A system of immediate rewards
for good play took the place of inflated salaries. Baseball became
Super Baseball.



Here in the year 2020, Super Baseball is the greatest sports

spectacle in the world. No other entertainment medium even
comes close. All teams are strong and healthy both in their front
offices and on the field. The availability of Robots and player
armor have established parity among the teams. Anybody can win,

anybody can go all the way.

S0 strap on vour titanium cleats, tape up your ceramic-graphite
bat, change the oil in vour batting armor, and put some fresh
batteries in your robotic catcher. The crowd at Cyber Lgg
Stadium expects a good game from you. Naturally, vou won't

disappoint them.

Getting Started

Flip OFF the power switch on vour Sega™* Genesis.
WARNING: Never try to insert or remove a cartridge when
the power is ON.

Make sure a Controller is plugged into the port labeled Control |

=]
on the Console. If you're playing against a friend, plug the other
Controller into Control 2.
Insert the cartridge into the slot on the Sega™ Genesis.
Press tirmly to lock the cartridge in place.
Turn ON the power switch.
Press START to bypass the logo and opening animations and

start playing.



Passwords

[F this is not the first time you've played Super Baseball 2020 and

you want to resume a [’ I.uaagm: series where you lett off or at an

L".l]'“L‘]' H['.lgt'. you can enter a l["".'l.'ﬁf\"l.\'“l'd.

At the end of every 1P League game, a Password appears. Write
down these Passwords carefully. Without a password, you cannor

continue a league season.
ENTER PASSUGRD
AZJARA
AEHB1
AMAIA
cHEHB
THEN PRESS STHART

!
S pie paassiol o

Entering A Password
Passwords consist of four lines of five letters each. Use the D-Pad
to select a letter and line. Press C to scroll forward lhrnugh letrers

and numbers; press B to scroll backward.

When you have entered the password, press START.



Game Mode Selection

Press the D-Pad lett/right to highlight 1P League or 1P vs 2P,

(The two Game Modes are explained below.) When the Game
Mode you want is highlighted, press any button. There is a time
limit on Game Mode Selection; it you don’t choose a Game Mode
in the allotted time, one will be selected for you.

1P League

Thisisa 1 player game. You will play a 15 game scason, consisting
of three games against cach of the other 5 teams in your league. If
you are in first place at the end of the season, you go on to the
Super Baseball 2020 World Series game against the champion of
[hl' HI]‘I-::I' ]c:\guc. {“‘IWU or more teams are tied f'ur ﬁ]’:ii p|;lL'L' dat

the end of the season, the human player’s team will go to the
World Series.)

The pl;ljn:r always hits first in 1P l_mguu games.

1P vs. 2P

This is the 2 F‘-I;l}'{:r game. Each pl;i}'cr will select a team from the

same league (see League Selection immediately following), Each

game Is a hinglc, stand-alone contest and 1s not part of a season.

Note: The first player to press a button on their controller is
Player 1 in a 1P vs, 2P game.
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.I'r.:".f{}{!ft' sefection screen

There are two leagues in Baseball 2020, the Exciting League and
the Fighting League. Press the D-Pad left or right to highlight one
of the lcagucx? then press any burtron to select 1t. There is a time
limit on League Selection; if you don’t choose a League in the

allotred time, one will be selected for VoLl
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Team Selection

e .f;g-:f :.'"rqu weed

ream

[eam strong

J,l':.rJ,r..',.',"

[ —

abilities

.J'rr';HH _'-'|:'.".{'¢ FON Screen

There are six teams in each league. When the Team Selection
screen appears, press the D-Pad |ciia’right o higi]iigh[ each team.
Information about a team appears at the lower left of the screen
when the team is highlightmi. There i1s a ume limit on Team
Selection; il'j.-'uu don’t choose a Team in the allotted time, one
will be selected tor you.

Team info includes the team’s average rating in 4 Player Abilities:
P Pitching

H Hitting

F Fielding

?  Chance

(See the Players section of this manual for more information

about i’l;ijﬂ.‘r Abilities.)

1



Team Info also designates the team’s greatest strength: Pitching,
[ i LS

Hitting, Fielding, Chance, Running, Balance (if the team’s ratings
L - w [

are consistently and evenly high), or Hi-Tech (if a team is pri-

marily roboric).

When the Team Selection Screen appears, you have 10 seconds
to select a team. To select a team, highlight it with the D-Pad and

press any button. The teams (and their identifying initials) are:

Exciting League
American Dreams (AD)
Tokyo Samurais (TS)
Naples Seagulls (NS)
Taiwan Megapowers (TM)
Korea Dragons (KD)
Battle Angels (BA)
Fighting League

Battle Heroes (BH)
Ninja Black Sox (NB)
Aussie Battlers (AB)
Mechanical Brains (MB)
Meral Slashers (MS)
Tropical Girls (TG)

12



Starting Pitcher Selection

Each team has 4 pitchers o choose from as its starter. Press the
|

D-Pad up/down to hi;h!ight cach pitcher to check their Earned
Run Average (ERA). ERAs appear at the bottom of the Pitcher
List. Better pitchers have lower ERAs. When you have 11ig|1|ighlcd

the pitcher you want, press any button.

Relief Pitchers

There is no real distnction between starting and relief pitchers

in Super Baseball 2020. Any pitcher can start and or relieve.

Players

Pitching Ability
Pitching ability measures pitcher’s arm strength. The stronger the

arm, the faster the pitch_

Batting Ability
Batting ﬁal}ili[}' measures a hitter's srrcngti]. Stronger hitters hit
farther.

Fielding Ability
Fielding Ability measures a player's ability to position himself in
the infield or outfield, catch, and throw while pl;{}’ing defense.

13



Chance

Chance is the sum of a player’s general ability to defy the odds,

otherwise known as “luck”. |".:-:;||‘ni*.rl::5 are htiﬂg in the right place

at the right time, making lucky hits or catches, etc.

Game Stats
When a player comes up to bat, their stats for previous at bats
during the game will be displayed in the middle of the screen.
All hits, and outs, will be listed. If a player is replaced by a Spare
Robot, the player’s game stats will still be displayed when the

Robot comes up to bat.

Lucky Player

[n every game, a Lucky Player will be selected at random on each
team. A Lucky Player’s batting ability is increased for the duration
of that game. The Lucky Player’s identity is never revealed directly.
But if you pay close attention, you may notice a batter playing
better than he usually does. He's the Lucky Player.

Power Ups

A number of Power Ups are available to i"hl}*fcr:-a inchlding Armor
and Robot substitutes. See the Power Up Options section of this
manual for details.

14



Injured Players

i
Ambulance

Players can only be injured when they're hit by a pitch. (When
fastballs come in excess of 125 mph, this is bound to happen.)

A flying ambulance will immediately pick up any player who can-
not continue because of injury. Both Human and Robot players
can be knocked out of a game this way, and a spare Robor is sent
in to take the place of the injured player. Injuries only last for the

duration of the game in which they occur.

Injuring a player with a pitch incurs a stringent penalty in Super
Baseball 2020: The pitcher’s team is fined $2000.

15



Robots

Break Downs

Robots, being machines, can break down or run our of fuel. You'll
know a Robot is in mechanical trouble when it begins to spark or
is surrounded by arcs of leaking electricity. When you see either of
these conditions, it means the Robot is about to break down and
explode. A broken down Robot is automatically replaced by a

Spare Robot, who all have very low playing ability.

Spare Robots

When a player is injured or a robot runs out of fuel, a Spare Robot
automatically takes their place in the line up. Spare Robots have
very low player abilities, so you'll probably want to replace the
Spare Robot with a player off the bench or a use the Power Up
option to enhance their abilities.

Selecting A Base With The D-Pad

You will often need to select a base for certain plays (stealing a
base, throwing to a base, etc.). Each base is aligned with a
direction on the D-Pad:

First Base D-Pad right

Second Base D-Pad up

Third Base D-Pad /eft

Home D-Pad down

16



Example: A fielder has picked up a grounder and you want him

to throw the ball to First Base to get a base runner out. Press the
D-Pad right 1o select First Base and then press C to throw the ball.

See the Playing Offense and Playing Defense sections of this manual

for more information about plays that require you select a base,

Playing Offense

Batting Screen
Current tnning e Pitcher’s siame
aned care i IR e

e, = and FERA

Running time Base schematic

of game
Runner on

Power U
ey Ip é’dﬂ'

sfercnes”

Count: Balls/
Strikes/Outs

Batter’s name,
spot in the bat-
ting order,
batting avg

and HRs

Batting screen

* Power Up Status; when Power Ups are possible, “Power Up OK™ will appear here.
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Batting

Posi tinning the Batter

Press the D-Pad left/right to position the batter farther left or
farther right in the batter’s box. Press the D-Pad up/down to
position the batter farther up or farther back in the batter’s box.

Swinging

To swing at a pitch, press C. To check a swing, release the C
burton before the ;'.-iu,'h reaches the }1|.m-.

Bunting

To bunt, press A.

Base Running

Base RunningIExtra Bases

To make a runner run for extra bases press B and then press the
D-Pad toward the base where you want the runner to go.
Leading Off

To make a base runner lead off, press B and then press the D-Pad
in the direction of the base you want the runner to lead oft toward

before the pitchur throws a pitch.

18



Stealing

To make a base runner attempt to steal, press B and then press the
D-Pad in the direction of the base you want the runner to steal
toward as the pitcher throws. Steal attempts are usually more suc-
cessful if the base runner is leading off before he breaks for the

next base,

Returning to Base

To make a pl;l_ﬁ.'::r return to base after [calding off, overrunning a
base, ro avoid a pi{:k—uﬂ_;lm'mph etc., press C and then press the
D-Pad toward the base vou want the runner to return to.

Playing Defense

Pitching Screen

oy Defensive
Pitch speed prize (only
Umpire’s call affera play)
Offensive prize Base schematic;

(only after a hit) players on base

Pitching screen

19



Pitch Speed and the Umpire’s Call appear only immediately after

a pitch.

Prize announcements appear nnl}' immediately after a pitch or

play.

Pitching

Positioning The Pitcher
Press the D-Pad left to position the Pitcher toward the left side
of the pitcher’'s mound, or press it right to position the pitcher

toward the right side of the mound.

Throwi ng a Pitch
Press C to throw a pitfh. (See fu]]{m'ing for control/speed.) You
must throw a pitch within an allotted time, or your pitcher will

automatically chrow one.

Pitch Control

The D-Pad controls the way a pitch breaks after it is thrown.
Press the D-Pad left to make the pitch break left, and press the
D-Pad right to make it break right. You can also throw a “screw-
ball” — a pitch that will break first in one direction and then in
another — by pressing the D-Pad left then right, or right then left.

Pitch Speed
The D-Pad also controls a pitch’s speed after it is thrown. Press
the D-Pad down to throw a faster pitch, and press the D-Pad up

to throw a slower pitch.



Pick Off Plays (Feint Ball)
[n Super Baseball 2020, a Pick Off play is sometimes called a Feint
Ball. Press B to call up the Pick Oft screen; this screen shows an
isolated view of the pitcher. Press C and at the same time press the

D-Pad in the direction of the base you want the pitcher to throw to.

To leave the Pick Off screen without erying a Pick-( HT}!I;:}'. press

B again.

Fielding
i"iL'lt{L'l‘.x LI.\[I;IH}' pnni[inn I|‘1L‘|!]w|\'c.~. o L‘;HL‘]". H}' h;l”h. 51;1}' ;1[L'I‘E [0
where your fielders are when a hit ball is in play. You must use the

D-Pad to make fielders go after line drives, and you must choose

where they'll throw it after they catch it.

Fielder's position

Runner’s pasition

Thrown out at frrt

21



To make a fielder throw to a base, select the targer base with the

D-Pad and press C. If you don 't select a base when throwing the

tielder will automarically throw to first base,

Diving Catch
To make a |‘r|.1}'-:|' execure a diving catch, press C and press the

D-Pad in the direction you want the player to dive.

Jumping
All players wear special equipment that greatly enhances their
natural jumping ability. This can be a great help when fielding,
Press C to make a fielder jump to catch a hic. If a felder jumps
in one of the Jump Zones that line the fences, they'll jump much
higher than normal and they’ll be able to deprive batters of base
hits or home runs if they time their jumps right. This sort of play
can take a lot of practice to perfect, but it is possible.

Tagging Baserunners
An infielder near the target baserunner must have the ball to use
this play. Press the D-Pad toward the rarget baserunner and press

B to to make the infielder run toward and tag the baserunner.

Field Effects

The technological design of Cyber Egg Stadium can have a dra-
matic effect on ﬁulu.ling. See the Cyber Egg Stadium section of this

manual for more information.



Time Screen

To call Time, press START. This pauses the game and brings

up the Time screen. There are a number of options available from
the Time Screen, depending on whether you are playing Defense
or Offense.

The Defensive Time Screen

Defensive time screen

The Defensive Time Screen includes the ﬂ:“mving options:

Exit
Leave the time out screen. You can also leave the Time Screen
by pressing B.

23



New Pitcher

This option replaces the current Pitcher. To use this option, there
must be at least one pitcher available whom you haven't used in
the current game. When the team roster appears, press the D-Pad
up/down to highlight the names of the pitchers and see their ERAs
and Player Abilities. Press C o send the highlighted pitcher to the

mound, or press B to return to the Time Screen.

Team Power Up
Team Power ups include equipping players with armor and pow-
ering-up Robots. Details can be found in the section immediately

I'uflt)wit‘t:.:_.

The Offensive Time Screen

T s

I FINCH TR
W FINCH FURNER
e L) A
a 3000u1 930

-

iwi

Offensive time screen
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Exit

Leave the Time Screen. You can also leave the Time Screen by

pressing B.

Pinch Hitter

Use this option to replace a hitter. When the team roster appears,
use the D-Pad to scroll through the players (a player’s batting
average will appear when their name is highlightcd]. Press C to
send the highlighted player to the plate, or press B to return to
the Time Our Screen.

Pinch Runner

Use this oprion to replace a baserunner. You must have at least
one player on base to use this option. When the team roster comes
up, press the D-Pad up/down to highlight the available players.
To select a highlighted player, press C; then use the D-Pad to
SL’IL’L'I tl‘.l'L" hi-.l."iL"' ‘l."l.']"lL‘]'L" }'{lli wanrt o SL‘['EL{ Thl’: plt['l{.‘}'l. runner ﬂnd }"T'!.'h.’-i

2 ;tg;lin: or press B to return to the Time Screen.

Team Power Up

Team Power ups include equipping playvers with armor and pow-
ering-up Robots. Details can be found in the section immediacely

tollowi ng.



Power Up Options

Power Ups can equip players with several types of armor that
improves their playing abilities, or can directly increase the playing
abilities of Robots. To access the Power Up screen, press START
to call up the Time Out Screen. Highlight Team Power Up and

press START again.

Selecting A Player To Power Up (Reinforce)

'”'Il" ..___..LT-_.._:I. I ,E,-.'FLE..C T -

PR~
—"ﬁﬁu HEIHHBEE 500041930

Highlighted - I]E'fE ’ HHH'-.’
A - HTHHH”H—---" P-FFH!I.
Highlighted 4 Hp'tm" : :
Tighlightea (v
player’s abilities Wi S 2 4 lfﬂﬁgff’
53 : . HECTTIR=S
Current batter SRR AT : i g ]”F"HJ' 3

Team Power Up/Reinforce screen

Use the D-Pad to highlight the player want to power up. When
a pitcher is highlighted, their ERA will appear on the left side of
the screen; when a batter is highlighted, their player abilities
appear on the left side of the screen.

The left side of the screen will also indicare if a high“ghwd player
is a Robot, or a Powered U p Robot, or if the player is wu;lring armor.



When you have highlighted the player you want to Power Up,
press C.

Armor Power Ups

k| :L—_-..L_-._ L E _H U n = o nE I
Highlighted A Money
Power ":J'ﬁ‘ avatlable
5": 7 'dﬂ'rl‘
H fgﬂ ."{{{f}!wf
Power Up
Highlighted cost

Power Up

Power Up
-:“ﬂ!’: 't

Power Up screen

To select an armor type, press the D-Pad up/down to highlight it,
then press the D-Pad left/right to select the grade of armor (A, B,
or C) with which you want to equip the player. If you can afford
a grade of armor, its price is highlighted at the right of the screen.
If you can’t afford it, its price is grayed out.

To select highligh[ud armor, press C, To leave the Armor/Robot
Power Up screen without choosing any armor, press B.

There are three kinds of Armor: Batting, Fielding, and Pitching,
Robor pi;l}'uﬁ; can never wear Armor. Only human phl}’c:l's other
than Pitchers can wear Batting or Fia.:lding_ Armor, and only

21



human Pitchers can wear Pitching Armor. I"'Iél:l.'L':I'h can wear

multiple kinds of Armor simultaneously.

Armor improves players’ natural Playing Abilities, but these Im-
provements do not show up in players’ ERAs or Batting Averages.
A .150 hitter wearing Batting Armor C will enjoy a 40 percent
improvement in their hitting, burt their batting average will still

appear as . 150.

Players equipped with Armor will appear to shimmer. However,
a Pitcher wearing Armor will shimmer only when he is on the

mound; he will not shimmer when he is batting.

Armor will eventually break down. When Armor begins to spark
or flash, it is about break down. A pi;l}'t:r is not harmed when
Armor breaks down, burt they will be reduced to their normal

pl;i}'ing abilities.

Armor can be upgraded but not downgraded. For example, a
player already equipped with B Batting Armor can be re-equipped
later with C Batting Armor but not with A Batting Armor. Of
course, if the B Batting Armor breaks down, it can be replaced

by A Batting Armor.

Batting Armor

Type Effect Cost

A 15% 52000
B 25% $5000
£ 40% $10000

28



Fielding Armor

]‘II_‘]}'P{’ s f.'ruf Cost

A 12% $1000
B 25% $3000
C 4 2% $10000

Pitching Armor

Type Effect Cost

A 14% $10000

B 26% $15000

C 45% $20000
Robot Power Ups

Teams can buy Special Robots during a game to use as substitutes
at any position. Special Robots are easily identified on the field by
the way they shimmer. These Robots have fairly high player abili-
ties; players cannot be replaced by a Special Robot with player
abilities inferior to their own. For example, you cannot replace

a Robot with an A Power Up Robort.

Effect improves all of a Special Robot’s abilities — Batting,
Fielding, and Pitching - by the stated amount. It applies only to
Special Robots; you cannot improve the abilities of starting player
Robots with a Power Up.

29



Robots

Type Effect Cost

A 40% 55000
B 60% S10000
% 80% $30000

Box Score

AB H HR § POOLED

PRESS ANy BUTTIE H
| T e Tl . -

.IF}.H.";' care

A Box Score appears whenever teams change sides. The Box
Score shows scoring by inning and each teams” At Bats (AB),
Hits (H), Home Runs (HR), Strike Outs (SO), and Prize Money
($ POOLED).

The Box Score remains on screen until you press a button on vour

controller.



Cyber Egg Stadium

All Super Baseball 2020 games are played in Cyber Egg Stadium.

Cyber Egg's design reflects all the technological innovations and

rule revisions in baseball in 21st century.

Fair Zones/Foul Zones

The Fair Zone was expanded when the rules of baseball changed.
The Foul Zone in the outfield has been eliminated. The Fair Zone
now includes the entire stadium beyond the first-to-second and
second-to-third base lines. The Foul Zone includes the entire
stadium behind the home-to-first and third-to-home base lines,

Balls hit into the Foul Zone are foul balls, even if they bounce out

into fair territory.

Ba

in play.

Is that hir the Fair Zones and bounce back onto the field are

Balls that hit the Fair Zone but bounce or roll into the Foul Zone
in the stands are foul balls.

Balls that hit the Fair Zone but bounce or roll into the Foul Zone
behind the ;:f;nr are fair balls and in ph}'.

3



Home Run Zone

Homers are more difficult to hit in Super Baseball 2020 than in

the contemporary game; balls need to be hit much farther to get

a round-tripper. The Home Run Zone is limited to the part of
the stadium beyond the fence in deep centerfield; any ball hit into
the zone is an automatic home run.

However, inside-the-park Home Runs are still possible if a ball is
hit high into the Fair Zone, is not fielded immediately when it

COIMCS IL{EH"I.'H. Ll]ld [I]L’ ].‘I;l!'iL' runner is ngf___.[['l.’ﬁiii\'t Oon [}IL‘ l‘.l;l!*it‘ lhlll’h.

Balls that hit the Home Run Zone and bounce back onto the field
are still Home Runs.

Jump Zones
The yellow squares that line the fence are Jump Zones. Players in
protective armor have increased jumping ability when they acrivare

their armor in these zones.

A fielder’s well-timed and well-placed jump in the Jump Zones
can rob a batter of a Home Run or a hit off the Fair Zone walls.

Trap Zones
There are red Trap Zones in the field just beyond first and third
bases. If a batted ball hits either of these zones, it will stop

immediately.
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The Cracker

Crackers T

:

E hcHEn & oS,
[ CRACKERS ST

Crackers

In accordance with SBB Association bylaws, a new Cracker is
placed somewhere on the field at random intervals. “Cracker” is
baseball jargon for “land mine”. When a player touches a Cracker,
it explodes and temporarily disables the player. However, this
doesn’t damage any armor the player is wearing, nor does it take

him out of the game,
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Cracker on ff!c'l,n"f:':’rﬁ"

Whenever new Crackers are going into the field, the umpire will
officially announce the placement of a Cracker and a map of the

field appears showing the location of every Cracker on the field.

Lucky 7

At the beginning of the seventh inning, the batting power of one
player on each team is increased. These players are selected at ran-
dom. This provides both teams with the possibility of late inning
heroics , and come-from-behind or get-even-farther-ahead victories.

The Prize System

Good plays win Prize Money that can later be used to improve the
team with Power Ups. Teams can also lose money for poor plays.
Ifateaminall League has money left over at he end of a game,
the money can be carried over to the next game.
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Offensive Prizes

(Note: Plays that lose money are in italics.)

Single
Double
Triple

Solo Homer
Grand Slam
Strike

Clut

Strike Out

Defensive Prizes

Jumping Carch
Diving Catch
Strike

Qut

Strike Our

Hit Batter

300
500
800
3000
9000
-10
-50
-100

1000
1500
100
800
1000
-1000

Hit Batter (Injury) -2000

MVPs

An Most Valuable Player (MVP) award will be given at the end of

every game. These awards range from new cars to citizenship papers.
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Standings

After every game in 1P League mode, the league standings will be

pmmi. These show both won/loss records and team h:lt[ing averages.

Stats

Regular Players: A team’s starting players. They are listed by their
position in the batting order.

Pinch Hitters: Substitute players, They can also be sent into the

game as Pinch Runners but not as relief pitchrra.
BA: Batting Average
ERA: Earned Run Average



The Exciting League

American Dreams
Ruguiar P]ay(ﬁn‘

Name bA

Kent 292
Marty 260
“LL'L"IL{ ._%1:]
Phil 256
Glenn 320
Chad 300
Juan 310
James 298

Tokyo Samurais

Regular Players

Name BA

Honda 272
Kawasaki 2065
Sukiyaki 302
Susi 340
Sakura 302
Katana 260
Tenpura 265
Sayvonara 270

Pinch Hitters
J“'r‘.l'!‘lr.rlrl:l

Gary

Douglas
Richard
America-1

Pitchers
Name
Fireman
Howard
Don

lceman

Pinch Hitters
Name
Tunami

Fuj

Sasimi
Tokyo-2

Pitchers
Name
Toyora
Angato
Tokyo-1
Suzuki

BA

350
200
282
150

ERA
061
7.68
(.90
1.37

BA
220
308

292

398

ERA
4.96
9.33
(.61
5.35



Naples Seagulls

Regular Players

Name
Lucia
Logi
Aldo
Naples-1
Phil
Angero
Loredana
Naples-2

Taiwan Megapowers

BA

332
230
330
.245
1
205
300
o

Regular Players
Name BA
Li 299
Wang 06
l"}lnn_s_; 390
Liu 405
Chen 390
Jiang 275
Hong 302
Guo 220

Pinch Hitters
Name

Patrizia

Frank

Mario

Veronica

Pitchers
Name
Tony
Sabrina
Vince
Naples-3

Pinch Hitters
Name
Zhuang

Sun

Ding
Taiwan-3

Pitchers
Name

Lu

Song
Taiwan-1
Taiwan-2

BA

331
230
.240
390

ERA
5.64
3.65
6.90
5.35

BA

150
150
150
405

ERA
0.11
8.94
7.68
6.90



Korea Dragons

Regular Players

Name BA
Sun Mee 280
Mee Ja 285
Ann Sun 314
Korea-1 360
Bong On 292
Akk Til 270
ng On .300)
Korea-2 225
Battle Angels
Regular Players
Name BA
Pamela 377
Sonia 190
Debbie 190
II'JL!(i.L' 170
Elle 290
Micko 230
Charise 24()
Lynn 250

Pinch Hitters
Name

Yong Joo

Jae Bok

Chan Sok
Korea-3

Pitchers
Name

Yea On
Ha Ho Ra
Dong Il
Yee Sul

Pinch Hitters
Nanie

Carla

Dina

Alex

Maria

Pitchers
Name
Ariane
Rachel
Louise
.-"'l;ngt[- |

BA

301
250
305
287

FRA
6.32
8.94
7.97
6.90

BA

250
60
200
300

ERA
2.63
8.65
7.68
9.33



Fighting League

Battle Heroes

Regular Players

Name BA
Dick 250
Mac 287
Raymond 356
BoBo 235
Harry 350
Alex .288
Clark 257
Howard 252
Ninja Black Sox
Regular Players
Name BA
Sasuke 232
Kirikaze 198
Jube 222
Kamui 351
Ninja-1 267
Maru 250
Kiﬁ;!.ragi 270
Kumosuke  .175

Pinch Hitters

Nanre

Tracy

Pancho
.""L?(L']

Jax

Pitchers
Name
Marty
Mike

John

Konan

P"inch Hitters
Name

Raizo
Hayabusa
Ninja-3
Ukkari

Pitchers
Name
Taro
Ninja-2
lkazuchi

Jecy

BA

390
210
260
393

ERA
7.68
.33
2 97
4.96

BA

A ]
199
189
A97

ERA
7.68
7.39
9.91
2595



Metal Slashers

Regular Players

Name
Anthrax
Vixen
Crusher
Slasher
Masher
Steeler
H]:uit‘

[rontoes

BA

405
150
380

17

320
201
350
B 1 _.'{j

Tropical Girls

Regular Players

Name
Carla
Susan
_IL'h“viL".l
Erin
Ayumi
Barbara
Jennifer
Deborah

BA

.28Y
264
312
81
251
254
210

287

Pinch Hitters
Name
Diamond
AnKuper
Reggie

Ingy

Pitchers
..I'-‘h‘ e

Jon

Metal-1
Metal-2
."'-'Ii'[.ll*_%

Pinch Hitters
Name

Sharon
Yumiko

Carol

Wolf

Pitchers
Name
Yukiko
Daria
Faye
Dorothy

BA

J50
405
150
280

ERA
0.11
8.36
8.30
9.91

BA

241
271
280
150

FRA
5.35
4.90
9.9]
3.60



Aussie Battlers

Regular Players Pinch Hitters

Name BA Name BA

Murray .280 Mike 305

Trevor 285 Mr. Jinno 287

Ernie 314 Jenny 301

Brvan 360 Meryle 300

Syd 292

Lynda 270 Pitchers

Hillan, 300 Name FRA

Frank 225 Malcolm 5.93
Eddie 6.01
Jaci 8.4
W arren 739

Mechanical Brains

Regular Players Pinch Hiuters

Naiie BA Nawe BA

2R2 280 Ghot 150

Gunhead 345 Max-1 160

Johnnyh 15 Hecror 200

Marfly 399 Mogere Au9

Fermin 250

Fd-309 304 Pitchers

Revlica 278 Name ERA

O3 405 Roby 3.04
Maria .91
Replacer 661
Nighl 0.1]
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ELECTRONIC ARTS LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this Electronic Arts 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 (30) days from the date of purchase. This Electronic Arts
software program is sold "as is,” without express or implied warranty of any kind, and
Electronic Arts is not liable for any losses or damages of any kind resulting from use of this
program. Electronic Arts agrees for a period of ninety (30) days to either repair or replace, at
its option, free of charge, any Electronic Arts software product, postage paid, with proof of
purchase, at the Electronic Arts Warranty Department. 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 Electronic Arts software product has arisen through abuse, unreasonable use,
mistreatment or neglect.

LIMITATIONS - THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE
ELECTRONIC ARTS. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE
PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (30) DAY PERIOD DESCRIBED ABOVE.
IN NO EVENT WILL ELECTRONIC ARTS BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF
THIS ELECTRONIC ARTS SOFTWARE PRODUCT.

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

RETURNS AFTER WARRANTY - To replace defective media after the ninety (90) day warranty
period has expired, send the oniginal cartndge to Electronic Arts’ address below. Enclose a
statement of the defect, your name, your return address, and a check or money order for
520.00:

Electronic Arts

Customer Warranty

P.0. Box 7578

San Mateo, Califarnia 94403-7578
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If you need to talk to someone about this product, call us at (415) 572-9448 Monday through
Friday between 8:30 am and 4:30 pm, Pacific Time.

In Awstralia and New Zealand, contact:

Electronic Arts

P.0 Box 432
Southport Qid 4215
Australia

Within Australia call:
Phone: (075) 711 811

Within New Zealand call:
Phone: 461 75711 811
between 9 am and 5 pm Eastern Standard Time

©1991, 1993 SNK Corporation

Unless indicated otherwise, all software and documentation is ©1993 Electronic Arts,
All Rights Reserved.

Super Baseball 2020 is a trademark of SNK Corporation. Licensed by SNK Home Entertainment,
Inc. for play on the Sega Genesis System.

This game is licensed by Sega for play on the Sega Genesis system.
Sega” and GENESIS™ are trademarks of Sega Enterprises Ltd.

2020 Super Basebhall is a trademark of SNK Home Entertainment, Inc.



HOCKEY,

AND OTHER GREAT GAMES EIITIIIIIIIG
MUTANT lEABIIE STARS!
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Mutant League Hockey will be the
wildest, ynriesf hockey gama ever!

Be sure to fill out the enclosed postcard and tell us what
other Mutant League games you want to see EA make!

715805




