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GETTING STARTED
Loading Instructions

1

Make sure the power switch on your Seen Gienesis system 1s
OFF.

Insert the HerdBall' cartridue mto vour system by tollowing the
ISR toRs in your Genests system manual,

Plug a Control Pad into pore 1 (and another inoport 21t twe
people are playing).
Turn the power switch ONL I nothing appeirs on screen,

switch it oft avain and rescheck vour cartr
incerred securely.

ee 1o be sure it s

Durning the title sequence, press the START Button o ger 1o
the Main Menu.

IMPORTANT: Always make sure that your Sega
Genesis systenm is turned OFF when inserting or removing
a Genesis cartridpe.

AtariGuide
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The Control Pad

Betore you begin playing HardBall?, vake a minute to familiarize
vourself with the lavour of the Control ad

THE MAIN MENU

Atver the ntle screen APPLArs, press the START Button 1o vo o

the Main Menu (see I‘-ig_r. 1). The aptrons as ulable here are:

!-' Eagle
burid Berivs

BETUN e Cadrs
[ T

ErrarE - Wiéd

Busis = B

Fosswerd

Fie. | The Mam Menu

o  Play Ball!l:

!L;l.'IL'l. [ 1‘.|l|- fiy [| 1Y ;l -||]-_j|q_- Tame

World Series:  Selecr this o I*;..I'L a best-ot-seven-ser

pitting two teams of vour choice.



S

Batting Cage: Sclect this o practice up en your buatting
skills. Good option to have of you happen o ger into a
hitting shump.

Return to Demo: Runs a demonstration of the game
when selected. Tress the START Button o quit the
Jemonseration mode and retuen 1o the Main Menu,

Opponent (Majors/Triple-A/Plaver 2): Play against a
friend or against owo different levels of computer oppo-
nent. If vou choose “Majors™, the compurer is at his best,

If vou chowse “Trple A", the compurer hats wich less power
and fielding s made easier tor you.

Bats (Normal/Corked): [t standard play s what vou're
after, choose “Normial”, For more of a slug test, choose
"Corked™.

Errors (Yes/™Nok: Fielders will comnut an error here and
there if *Yes" 15 selected, I "No", then they become Gold
Glovers. The umpire will vell “Eeror™ of a1 fielder drops a
line drive or a fly ball, but the error won't be recorded on
the scoreboard of the barrer is thrown out anyway.

Music {anﬂﬁ}: Turns the music on or ot

Password: An eight-character code enabling vou 1o
continue World Series play at o Later time.

Use the I Button 1o highlight an option, then press the START
Button ro select ir. For the Opponent, Bats, Ereors and Music
options, press the START Button repeatedly to togele berween
the choices. Make sure the choiees you want are displayved, then
select erthier Play Ball! or World Series to mewe on to the Team
Selection screen, Password to continue a World Series, or the

Barting Cage tor a hiccle warm-up.

AtariGuide
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d Team Listnig Sereen

L
o

Atter selecting either the Play Balll or World Series options, you
will be whisked away to a screen listing all 26 reams available ro
choose from: 14 from the American League and 12 from rhe
National League (see Fig, 2).

Selecting Teams

Player | {contral pad 1) always selects and controls the ream wirh
the vellow highlight, Plaver 2 {control pad 2) always selects and
controls the team with the preen highlieht.

To select the teams, highlight the team of vour cholce using the D

Button and press the START Button.

When playine againse the compurer (Majors o Triple A), vou
) I \

select vour team birsi {using control |_1;|.\j 1% by MOV ING the ve
highlight 1o the ream of your choice and pressing the START
Button. Afrer making vour selection, vou now control the oreen
highlight. Select the computer's team by moving the green
highlight o that team name and press the START Button again,

You will notice in the center of the screen that the vellow team is
listed tirst and the green team is listed second. [An ex: ||n|w]r. ol

this would be: “Chicago ar Sr, [nuhnft 'l.u]l:ﬂ.u.
ariGuide



therefore the “visitimg' ream and bars fiest i every g, whereas
the green veam s the *home’ team and bats second 10 every
nning, If vou want ro switch and have the yellow ream be the
‘home' team instead, press Button A, The ream names will swap
positions in the center of the screen.  [In our example, the centet
of the screen would chanee vo sav: St Lows ar Chicaga.”] Also,
the home team always wears the white unitorm and the visiting
[Em Wears grey

You [ty s Button C 1o cancel vour team selections and select

a ditterent ream

Afrer borh reams have been selecied, press the START Button 1o
move on to the Manager's Sereen

THE MANAGER'S SCREEN

Fro & Mumager < Scoreen

The Manager's Screen shows you the scoreboard as well as the
active lineaps tor bath reams (see Fige 31 This s also where vou
pat vour managing stratepy toeether. The Manoger's Screen
allows vou 1oe

® Check the score alter every o™

& See which batter 1s up next

o See which runners are on h’“‘ﬂtdri@t’ide
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THE MANAGER'S SCREEN (continued)

See hoth teams” stan e LOF active } hnuf:[n
* Substiture playvers
* Change plavers fielding positions

¢ Select intentional walk

The Starting Lineups

."H_IL"I' ‘-L'l.L"Ll N 815 rlll: fraarms o |’|.|':,', r]’n:' starting I;LI_I., |;'|1.'L;'_|- ]|]1_¢_-ur-:- I.l.'lr
both teams appear on the Manmager’s Screen. Plaver s team is
always highlighred in yellow, while the computer or player 2'
Feam 1s .ah&'.n_,.a |1ighligh:ug| ARH (S A baseball bat won APPRars
tor the right of the playver's position who is next at bar tor each
team. When a player s on lase, the numbers 1, 2 or 3 appear o
the right of his position, indicating which base he occupies.

At the bottom of the screen are the Manager Opoions hox(es).
Oprions Listed in rthese boxes are "Substitute Bench”, "Change
Positions” and “No Inrended Walk™, These oprions are not lsred

for the c sl'nr-latur Feam.

Substitute Bench

Follow these steps to remove o player from your active lineup and
substitute him with someone trom vour bench:

I Use the Y Button to highlighr Substitute Bench and press
Button A. A hughlight bar now appears over the name ot the
first plaver in the lineup.

[ o

Use the D Button to hughlicht the playver you want ro replace
in the lineup and press Button A again. Three of the team's
bench plavers” names and statstics o

pear it the batrom ofg tlu
screen. | he middle name 15 haehl

ariGuide
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3 Scroll down the bench plavers” numes and statistics using the
D Button until the player you want to substitute (activate) is

highlighred.

4 Dress Button A o selecr him. The bench plaver vou just

selected automatically appears in the actve lincup at the same

position as the player you had highlighred ro replace.

If vou decide not 1o make o roster change before selecting an active

player to substiture for, press Button C once to cancel.,

It vou decide not 1o make a roster chanee afrer selecting the active

plaver o substitute for, but before selecting a bench player to

replace him with, press Button C newce to cancel; pressing it ance

allows you to choose a different plaver in the acnive hineup.

Neote: You may modify the starting lineup of your team
by substituring players in the positions and barting order
that vou like before the first picch 1s thrown. However,
once the game has bepun, substituting an active player
with a bench player makes the formally active plaver no
longer available to play for the rest of the game. In fact,
his name is even remaved from the roster!

Player Statistics

When the bench players are displaved ar the bortom of the

Manager's Screen, cach player is accompanied by a row of stats-
rics abour the player, Going teom letr o right, the caregories lisred

dares
. Pld L TIIL‘ ]1|-.1‘|."L'I'I'*- T1=0imes
¢ Pos: The position plaved by the player

¢« B: Indicares how a fielder bats (Lett<handed. Richz.

handed, Switch-hitter) and hgge o pircher gogand thgom
{Letr-handed, Right-h: mdudn qr IG dc



*  Awvgt The hatting average of the player

¢ HR: The number of home runs the plaver has hit
¢ SB: The number of stolen bases by the plaver

o W (Pitcher only) Number of games won

o L: (Pitcher only) Number of games lose

* 5: (Piccher onlv) Number of games saved

* ERA: (Pitcher only) Ewned run averaee

You may substitute any player to any position -- even if it s not
biis normal position as indicared in his seatistes line. However,
players PicH ing our of position have an increased chance o make

an error («ee ERRORS).

Note: See the HardBall! Tips section at the end of
the manual to leam how to use the player statistics
information.

Change Positions

Use this oprion before a game begins to change the barting ordet
af your Hiweup or during the game to switch the fielding positions
of two players in the active lineup. The tollowing steps tell you
hom:

1 Use the D Button ro highlight Change Positions and press
Button A. The ficlding position of the first player in the
lineup is lughlighted and that player’s statstics appear ar the
hortom of the screen,

[ g8

Llse the D Button 1o highlicht the fielding r-mninﬂ of one of

the plavers that you want to switch positions and press
Burton A acain.

tariGuide
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Use the I Button 1o highlight the ficlding position of the
ather !"I.i’l‘g."..‘[ and ress Button A A, You will see the
statistics for both plavers ar the bottom of the screen dunmg
this process. The fielding positions of the selected plavers are
new switched,

Note: If you assign a player to a fielding position other
than to the one he normally plays, his defensive abilities
may not be up to par and an increase in errors is possible

(see ERRORS).

It vou decide not to change positioms before selecring the firs
active player to switch, press Button C once to cancel

It you decide not o change positions affer selecting the first acrive

player to switch, bur before selecting the second active player o
switch him with, press Button C mwice rocancel; pressing it once
allaws you to change the first plaver thar was selected,

No Infended Walk /Intentional Walk

It vou wanr to purposetully walk a barrer:

1

-J

Use the I Button to highhieht No Intended Walk and press
Burton A. The Munager Option will toggle 1o read “Inren-
tonal Walk."

Mress the START Button (with Tntentional Walk selecred)
and rhe harter is automatically walked to st buse, Also, the
number of pitches thar the pitcher would have had to throw o
create the walk are added to the number of pirches he has
thrown.

~ RtariGuide



-

i

THE PITCHER/BATTER SCREEN

Un-Screen Do
Pirch Selecoion Boy

{iame Stitus Pox

I_IEE "'F J'HLJEL_TJ'.F.{'LJ o g | L.‘!x Tl

When all managerial duties are done, press the START Button o
begin the game. You will be taken to the Pucher/Batter Screen
(see Fig. 4). You may return to the Manager's Screen to make
lineup adjustments, selecr Intentional Walk, or to review the
statisties of players {especially important in cntical game situa-
tions) from the Pitcher/Batter Screen by pressing the START
Button before a piteh s thrown. To then return again to the
Pitcher/Batter Sereen, press the START Button agam.

The Pitcher/Batter Screen 15 where the real action begins pitches
are selected and thrown, leadoffs are increased, steals are decaded
and the batter connecis with or misses the hall. The screen
displays a view from hehind and slightly o the right of the pricher.

Three additional importane sources of information are located

here:

1 On-Screen Diamond: Locared ar the upper left portion of the
sereen, this dumond shows all baserunners. Te allows pitchers
and batters go |'-E‘L‘L.‘|" an eve o all -|"'1L:‘!~I..“_'|.“‘Il]1 ACTivITy.,
Baserunners are color-coded on the On-Screen Dhiamond: green
means they are quick runners and have rhe best chance ot

AtariGuide
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caught maore often than noe, and red means they are average or
show, Inside the On-Sercen Diamond are the current balls and

stealing a base, yelliow indicanes they are tast bur mivhr he

strikes indicators, as well as how many outs there are in the
I,

Pitch Selection Box: Lists the difterent types of pirches tha
the piccher is able 1o throaw.

(HardBall! has nme different rypes of pirches to throw:
Fastball! [super fast], Fasthall [fast], Curveball, Slider, Screw-
ball, Sinker, Changeup, Offspeed. and Fat. Only plavers whao
are not normally prechers have s Fa pirch v

able ra them,
and it s the only patch those plavers can chrow, )

Game Status Box: [ocluded o ehis o are:

®  The batrer's name, the rotal number of home funs he has
I‘HL the total number of hases he has Hna|4,'|!|, .,l'[‘l_l._l hi; |wnu'm_|,.;
AVETAEL,

e  The pitcher's name, the number of pitches he has thrown
in the game, the speed (mph) of his last picch and his ERA
(Earmed Run Avernee),

®  Thescore and the inning of the current same.

Many of the fearares mentioned above are discussed in wreater

detail in the sectons o follow.

Pitching

When you are the home weam you begin the game on defense as
the pitcher. Here vou must decide whar type of prtch to throw
and i what locarion o throw it I there are baserunners, vou also
decide whether to trey 1o pick them off or not.

AtariGuide



Selecting the pitch

Each pitcher has from three to five different pitches available to
him to throw. They are listed m the Pitch Selecrion Box. To
select the [W[Ll'] M WS T throw:

1 Dress the D Button in the direction indicared for the picch vou
want to throw in the Ditch Selection Box. It the pitch you
want to throw is the one in the middle of the Pitch Selection
Box wirth the ® next o i, then don't press the D Burton in
any Jdirection.

2 DPress Button A, The pircher nods his agreement with the
chosen pitch, and gets ready to throw the ball.

Throwing the pitch

Afrer vou've chosen the type of pitch vou wanr o throw and rhe
batter has positioned himselt in the barrer's box (see Barting,

sitioning the Batter), the Picch Seleciion Box disappe
Puositioning the Batter}, the Pirch melection Box disappears trom
the screen. You are now ready to throw your pirch, and must
decide what location relative to borth home place and the batter
that you want to throw 1 There are a total of nine difterent zones
that vou can choose to throw a pitch to. To throw the pichs:

1 Press and hold the D Button in the direction corresponding to
the zone you want to throw to (see Table 1).

2 Press Button A.

It vou choose the center zone, the pitch will always be a strike. If
vou pitch ro any of the other eight zones surrounding the center
zone, there is a chance thar the pirch might be thrown as a hall,
with an even betrer chance for a ball if throwing to any of the four

AtariGuide
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Table 1: Pitch Location

vs Right-Handed Hirter

High

High & Qutside ‘\ 1 /

Cutsicle a— — 05

L

High & Inside

Low & Culside Lo & IMmsicle

High

High & Insicde \ T / Hign & Cutside

Inside — — ytside

| e\

Low & Insice Low & Outside

Press and hold the D Button in the Jirection o rhe arrowes
dhown above and then press Button A to throw the pitch

. AtariGuide



A Word About Pitchers...

Each team in HavdBall! has ar least 3 starting pitchers and 3 rebet
pitchers. The starting pitcher's statistics shows Wins and Losses,
but no Saves. They can usually throw from 50-8C pitches before
hecomine totally tired. Relief plirchers may have recorded Wins
and Losses, but they always have Saves. They can nsually throw
from 30-60 pi't ches betore thu‘g are ar their witakest. However, all
pirchers hemin to get tired from their very first piech.

Keep an eve on the pitch toral which appears in the Game Status
Box on the Pitcher/Batter Screen. When the number of picches
they have thrown gers high, you can be assured that they are
aertine tired. Tired pichers will throw the ball slower, and more
over the cenrer of the plate. In other words, a tired pircher 1
easier to hir!

Pick-offs

If there's a baserunner who's been wandering a hictle o fat ot
base (keep an eye on the On-Screen Diamond in the upper lefi
CTeT of the I"in:hfrfﬁuuur Screen 1o see 1t he is), vou carh TRy To

pick him off. Toattempr a pick-off:

| Press and hold the D Button in the direction corresponding to
the hase you want to throw to (see Table 2).

2 I"ress Button B.
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Table 2. Throwing the Ball to c Base

THrow to
Zngd Bose

T

Throw o g —_— hrow to
Jrel Bose 15t Base

l

Thiorw HOomMe

For normal throw: [Press and hold one of the above
arrows on the D Button and press Button A.

For pick-offs: Press and hold one of the above arrows on

the D Button A priess Button B

Batting

You have several oprions ar your ¢

the ball 1s pitche.
Before a Pitch
Positioning the batter

Betore every pitch, vou can adjust the position of your Batrer in

the batrer's box,

1

away from the plate.

LUse the D Button to move the batter closer wo the plare o
farther away from it, closer to the pitcher or degper in the
batrer's box. It you want o hut to the opposive ficld (e, @

right-handed batter hitting to nL_]nL 1), try stgn

tari

ontrol before, during and after

vide



Positioning the batter (continued)

2 Press Button A when vou are satisfied with the position of your
batter in the box. Once you press Button A, you cannot move
the batter in the harrer’s box anvmaore, and have given the
pitcher the go-ahead to pich the ball.

Leading off

Just like inn the big leagues, all haserunners are given an automanc
lead. However, vou may also want to increase vour baserunner's
lead trom a base. Nat unh' can it make 1t easier to steal, Y i also
merease your chances of reaching the next bag when the ball is
hit. To mncrease the leadoft for vour baserunners:

L Press and hold down Button B, (Lo s satest wo do this before
I‘l‘ﬂ.’hhiT‘L,l.t Button A 10 e 51 H O Vot Batter it the batter's boy
and give the pircher the go-ahead to throw the kall.)

B

Tap the D Button in the Jdirection of the nexr base for a
baserunner (Up leads off toward 2nd base, Left leads off toward
yrd base, and Down leads off toward home plate). You may
increase the leadoff for all your baserunners by pressing the D
Button in the direction of the next base for cach baserunner.

3 Release Button B

Note: The more you tap the D Button, the farther you
increase the baserunner's leadoff. Bur don't get oo bold,
because you can't shorten a baserunner’s lead. Also, a sly
pitcher might pick you off! If a pick-off is attempred, ,
vour baserunners will automartically rerurn to their bases.
However, you can control your baserunner to try to
advance to the next base when the I"I'il:li‘.-'Lflﬂﬂ I1s At tu;'mphrd
by pressing the I Button in the direction of the next
base and pressing Button A.
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Remember: [t is safest to increase a baserunner's leadoft
before pressing Button A 1o position the batter. Onee the
barter is [H'!iitilflﬂﬂd1 the pirc her can throw the pitch, and
you may not have time to increase the leadoff for vour
baserunners.

Stealing

Depending upon the situarion, stealing can be o manaeer's best
triend ... or a major headache. If the baserunner can oet a good
enough leadott and is quick on his feer, he can swipe 4 crucinl base
to put himy into scoring posinon, Bt any mustake and he might be
thrown out. To give the signal to steal, do the followme.

1

| g¥ ]

Press and hold down Button C. (This can only be done hefore
pressing Button A o position vour barrer in the barter's by X
atd give the pircher the go-ahead to throw the hall,)

Press and release the [ Button in the direction of the hase(s)
you want to steal (Up is alwivs 2nd base, Left is alwave 3rd
hase, and Down s always home plate). More than one
baserminer may steal at o time just tap i the direction of all
the bases vou wish to bry o steal.

Relese Button C,

~AtariGuide
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During a Pitch

When the ball is pitched and coming t weard the plate, you must
decide quickly whether you rthink the pirch s gomng to be a ball or
2 strike. OF course, timing is critically important it you elecr o
SWing ar a _'Pl'[-t'll.

Swinging and bunfing

When you swing or bunt. there are three verncal zones that the
bat can travel through. These regions rrespond to the vertical
zones that a pitcher can throw to, and are high, medium and low,
And just as the [1.-|n'_h:_-r can also throw the ball insude, over the
plate and outside, you may also swing ¢ lose toyour barter (imside],
over the center of the plate, or away fram your batrer (ourside).
To swing or bunt at a high pitch (high zone):

I Press ard hold D-Up

2 Press Button A (to swing) or Button C (1o bunt)

To swing or bunt at a medium height pitch (medium zone):

| Press Button A (o swing) or Button C (10 bunt)

To swing or bunt at a low pitch {low zone):
1 Press and hold D-Down

2 DPress Button A (ro swing) or Button C (to bunt}

Omne of the main skills in playing baseball is determaming 1 the
]ﬁi[ch 15 COMINne 1 l‘u;_:h_ u‘mJ'.ilLIl'l or low, as well asal the ["i[t.‘h 15
coming right down the middle, inside or outside. A general rule of
chuimls is this: A swing through the medawm me {level) increases
your chances of ar least making contace wich the hall. Here's what the
resulrs are when swinging through the ditterent zones:
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o [t youswing in rhe same zone as rhar of the piech, you'll
psially Jir o lioe dreive or a tly ball.

o | VORI 3WITIE 10 e 2o l.1 PR T f|‘|;|l'1 l|'1.'| o] l|'11.' | RLAA h. "r"HLI-“
usually hira pop up or a vy ball.

® f you swing inone zone higher than thar of the pieeh,
vour' || usually hir a grounder,

o | vou swing two zones hicher or lower than char of the
prich, vou'll miss the ball alvogether and the swing will
result oo strike,

o i you swing mside and the pirch s ouside, vou'll miss the
pitch and the swing will result i strike,

o i you swing outside and the pitch is inside, you'll miss the
pitch and the swang will result im astrike.

THE FIELDING SCREEN

Chce (1) aball s hic, (2 a bateer is walked, (3) the ['ilt']‘wr tries
for a pick<off, or (4 4 haserunmer tries to steal a base, the Fielding
Screen automatically appears,

If You are the Pitching Team

The umpire announces the posstion of the telder you conrrol
'L\'.IIL'T']L"L'I."I' ll_"IL’I I"l:lll 1% I'H[. I"i H L':'ll'u'-]]'l'lp]i_'.. EI'IL" L:mr'irr: ]'E"I.l_]n'.].'.'l'l -Lil” (RIVL
“Lefr Field”. That means thar you are now conerolling rhe Lett
Fielder. There are times, however, when one of your computer-
controlled reammares will cateh the ball tor you. The Lpire
might call our “Letr Field”, but the 3rd baseman {controlled by the
computer) actually steps in and carches the kall. When this
accurs, you then control the 3rd baseman. In any evenr, you
always comitrol the tielder that has possession aof the ball. To tield
the ball:



AMDLALY

If You are the Pitching Team (continued)

1 Press the D Button in the direction you want to move the
ficlder you control in order w field the ball. The key is o
fallow the shadow of the ball. The fielder will automarically
carch the ball if you are standing where the shadow of the hall
anad the hall come together. Your fielder will also pick up the
ball when it is at his feet. You can always control the fielder
holding the ball in this way.

Note: You can be farther away from the ball and actually
catch it or pick it up when playing Triple-A than when
| playing Majars.

| S

To throw the hall, press and hold the D Button in the direc-
rion of the hase WOILE WANTE DO throw to and Fress Button A
(please refer back o Table 2, page 15), Onee a fielder catches
4 ball thrown to him, he in wm can throw o another base,
Afrer a couple seconds of inactivity, however, the game will
return to the Pitcher/Batter Screen or the Manager Screen

when at our 1 Ttl;urdn:l.L

Run Downs

1t WL 2et intd i situarion where you gel dbh OGP wing baserunner
caught berween two bases (a good old tashi med "pickle”), you can
run him down in two ditferent ways:

1 In the "free movement” method, use the D Button alone to

conmerol the infielder wirh the ball. Move him uneil he "tags’
(rouches) the baserunner,

b

Y ou can also press the D Button arrow that represents the base
you want to run towards (Right for Lst base, Up for Ind base,

Leaft for 3rd base, Down for hnmcﬁitl then BC urtog B.
20 t
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Your inhelder will auromanically run on rhe base parh toward

[ are confined

the chosen base. (Since baserunners 1in Hoavd Bad
to base paths, they cannot evade or "run around” vour infielder

it vou use this method, )

The mhelder will continue toward che chosen base unnil vou
T.ikw n.,'n-;‘ill:‘ul over b by Ll limm'mu the hall, [H xhnmm.:.: Eo
run to another base, or (o) taking over "tree movement”
control (using the D Burtton alone as described above in 1),

If You are the Batting Team

Advancing a Baserunner

Toradvance a baserunner: Press the DD Button in the direcrion
'Ih:l[ l_l!lTrl,'!w-'I‘l]]'I-._I.L- {41 1|1l' .l"lil:'.‘nL" VIO WYL Do TR Ty (s Tilhli.‘ ?lr
page 22) and press Button A, As mentioned earlier, keep an eye
on the On-Sereen DHamond o see how tast the runmer is on base,
A green baserunner s dangerous and has the best chance o
stealing a base, a vellow baseninner has medium speed, and a red
baserunner s =low.

Returning to a Base

To run back tao o baser Press the D Button in the direction chat
COTTES[N rml:u (R T}u' b IS VO Wit Tor e |"'-EL%-'. tar L T&hlr 4
)

page 22) and press Button B You cannot run back to s base after
¢, 1t von are running o ke

Teag |‘|.i|1.1.! the nest one. For Cxamg
base, vou can go back o 2nd ar anvoime unril vou reach 3rd base.

'..H"ll_l' Vil I'L'I]L'h ]TLI., YOI CATITTON E20 ".1L|L L EI'lLi_

Unce a play 1s over and all actvaty ceases, the game will automari-

cally return ro the Pitching/Barring screen or the Manager Screen

. AtariGuide
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| - =]
Table 3: Running the Bases
Run to
2 Base
[fun fo e —y RUNtO
Ird Base 1 15t Base
Rury HOmMe
Press and hold one of the above arrows on the 1) Button
and press Button A to advance or Button B to run back.
i |

ERRORS

Sometimes a ficlder will drop a fly ball or a Ling drive. It can
happen to the best of us. When vou drop o 11y that yvou should
have caught, the umpire will let you know abour it. These errors
will usualis be recorded on the scoreboard and show ups on the
statistics page at the end of a game. However, if 2 baserunner
makes an out on the same play following the error, then the error
does not get permanently recorded on the scorehoard or the
SEATISLICS page.

Substitute players that are not playing therr normal position are
mare prone to commit an error. For L'xmnpir:. o ll'[llﬂ",-‘ infielder LF
on the statistics line) playing any intield posinon (L 1B, 2B, S5,
3B, 'Y will make an error more readily than 2 <ybsritute player
specifically designated o play that position,

O course, if vou have any infielder play in the outfield, or any

outfielder play an mfield position, ssibiliny§ TTL)
increases dramatically, I G

17
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STATISTICS PAGE

Ar the end of any game, wherher it be a single game or 2 World
Series game, press the START Button v leave the Manager's
SCreen, T|‘I.l,' sratistics age w d matomancally APPAsLT. T s P
of starisrics shows vou the number of runs (R, hars (H), home runs
(HR), pitches thrown (I, doubles (2BY, maiples (3B, bases on
balls { BR), number of men sent to the plate (ABY), ete. When you
are done reviewing rhis page, press the START Button again to

COninue,

THE BATTING CAGE

H!;H.'IHL: i |“!:rnE‘-|L'l‘11 I'ai[hni;_; AT lett -handed '|'II]I..'i'I.I._‘f‘-=:I Lan't

consistently hir the curve! Want to practice bunting! Just Like to
rear the cover off the ball without any seress from an opponent!?
.-‘:“LI. l]w HilltlrL_L{ ( i:lf_;t,-, ol Cath |:‘I';u'l.'ln,'L' AT 0 |¢-Ir -h.il'h_'r.‘l.l il

right-handed piccher while barting or buncing lefr-han

l"._i T

right-handed. You also choose whar tvpe of piteh vou wanr the
pircher o throw (thus you can practice hirtimg one particular
pirch it you wanr}, or instruct rhe pircher ro throw random picches

w0 vou won't know what's coming,

Here's how 1o ser up the Bacting Cage:

l

To practice as a letr or nighe-handed bateer, highbghe Switch

Hit with the [ Button and press Batton A 1o toegle berween
the s You wall see the barrer ¢ hinge sides of the i"|.|IT ¢ un-

B
screen each time you press Burron A

To rogele berween all of the letr and righe-handed pirchers,
highlizht Switch Arm with the D Button and press Button A
to make WML S lections. You will see the ]‘-lh_th'T Chanoe on-
screen cach time you firess Burton A, There ilr‘ a totil HII;ULIF

et QrariGuide
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THE BAITING CAGE (confinued)

3 Toselect the type of pitch you want thrown, highlight the
¥ | :
pitch using the D Button and press Button A to selecr to
pitch. If it was the Random pitch, the pitcher will pause
briefly and then throw his selection to the zone he chose with
no further inpur.

4 Afrer a pitch has been selected, press and hold the D Button
oy select the zome to piteh o, and press Button A to throw the
|‘iLl.'h. To 1.‘.Hm;'l;| Ih.:; ‘*L'I'.."L l-..'l.[ ]_'lil:.':h1 press Buttnn C i‘*-;i'u'n,- Ihr
pitch is thrown.

5 Afrer the pirch i= released, vou can make your batung/bunring

selections:

o Tobat, press and hold the DY Button to select the zone 1o
bat to, and press Button A to swing the bat.

¢ Tobunt, press and hoeld che D Button 1in the zone you
wint to bunt at, and press Button C,

6 To have the pritcher throw the same pitch to the same zone as
the last |'~'LI ch, wn‘up[y [ress Button B when the selection menu
appears at the bottom of the screen. The piccher will auto-
matically pitch the same rype of pitch to the same zone as the
Last pitch he threw.

To leave the Batting Cage and return to the Main Menu, use the

D Button to l'll;_:l‘l]l.lL:iﬂ Quit and Press Button A.

y ﬂtqriGUid@
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THE WORLD SERIES

With this GO,y TWaO TLarn s Can |_‘L|'}' a hest-uf-seven series,
The first team o win tour games wins the series and is the cham-
pron. You mav play the World Senes against a friend or against
the computer.

Unlike the actual "*Fall Classic,” vou may select any two teams to
play i the series, even two Manonal League or two American
League teams. The Desienaved Hitrer is not wsed in the series f
any National League team is chosen to play (.. Natonal League
team v National League team; or National League team ws
American League team ). However, if both teams selecred o play
are froum the American League, then the Designaced Hirrer is

activared.

Afrer vou are done reviewing the scoreboard and final score shown
on the Manager's Screen ac the end of each World Senes rame,
press the START Button to continue on ta the Statistics Page.
Press the START Button when von are done reviewing the stars
to o to the World Series standines screen. The standines tells
WL the two teams I‘*;l_tllin:q for the world l:hllmpium-lup, the
number of mames they each have won m the senes so tar, ansd
which ream = home and which s away tor the next game. Thas
sereen also gives yvou an cight-characrer password. Wrire rhis
password down for future use (see PASSWORD)L

'ress the START Button aain o continue on ko the next World
Seres game or press Button C to stop plaving the series and return
tor the Main Menu. 1 vou clhioose to retum to the Main Menu,
vou catt continue the series larer by using rhe password.

_AtariGuide



PASSWORD

The password function allows yvou to continue o World Series ot o
future time or date so you won't have o complere all the World
Series play ar one ime. Here's how ir works:

1 Use the D Butron o hughlishe “Tassword™ on the Main Menu
and press the START Button. Ewght letters (inially
AAAAAAAMN) automanically appear on-screen to the right of
the word “Password”. The first lerter is already highlighred tor

0.

[ ]

Press D-Up/Dewn to scroll through the letrers of the alphaber
until vou tind the same tirst lerter as that of vour password.
Then, move the hughlight vange the D Button to highlighe the
second letter and scroll untl you tind the correct second letter,
Continue until all cighe letters are exact duplicates of the
password oiven to you ar the end of a World Series game,

¥ When vou have duphicated the exacr passwornd, press the
START Button. The World Series Standings Screen will
appear, reminding you of the teams plaving and the number of
games they have each won. If vou entered an invalid password,
vou will remain on the Main Menu when you press the

START Buron.
4 DPressthe START Button AN O Continue World Series ]'II:-I':,'_

The passwaord tells your Genesis a number of things about the
series you were plaving, bur there are other options thar you still
select betore a pame. These arg

Music; Un/on
Bats: Normmal! Corked

This means thar vou can play one game of a series with Normal

baes and another with Corked bars,
" AtariGuide
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HARDBALL! TIPS

Now that you know the mechanics of playving HavdBall!, here are
some strategy ops and general hines and reminders tor plaving an
intellicent same:

Batting Tips

The more home runs a barter has hir, the oreater his
harring power. 5o when looking tor a substitute that can
really rear the cover off the hall, pay seeict attention to bus
I":u N Fufy Enl."ll_

Baserunning Tips

Pay actention o the color of the bascrunner's icon on the
|3:.|'l‘lf'::llJTl,'L“I] ]_-'1.ILITI‘IHT'IHH. % Hreen |*.|.=-L‘TLJII:]‘H-.‘|,' 1= t-ilhl:. ﬂ,‘u;][um' 15
average and red indicates a slow runner. To s difficult to
steal with a slow runiner, Your best chance hes with the
green baserunners. Think of 1t m baseball terms -« give the
green baserunners the preen light to attempt asceal,

There will be times kg i the game when vou need to get
a baserunner in scormg positon - that s, w 2nd or 3nd
hase. Substitute fast baserunners for slow baserunners.
The higher the stalen hase total, the taster the player runs.

Yo cannot steal 4 base thar already has o baserunner on ot
s ynless vou also tell that Baserunner to steal his next base
as well.

Pitching Tips

The lower the ERA for a pitcher, the more pitches a
pitcher can throw before getting tired.

. AtariGuide



Pitching Tips (continued)

A rired pircher throws more strikes down the middle, no
matter which =one you pick for him o throw to. Thus, i is
easier to ger a hir off of a tired pircher

Starung prichers usually tire somewhere between 30-50
pitches, depending on their ERA (earned run average),
Relief pirchers can throw from 30-60 parches betore ther
arms get tired, depending on their ERA.

Keep an eve on the velocity of a priccher’s piechies. A 93
mph Fastball! may become 83 mph or slower [ater in the
eame. [ so, bring m a reliever,

It you have o narrow lead in the seventh inning or later,
you may want o bring in o precher with a lor of saves. He
muight be just right for this sitwation,

In World Senes play, starting pitchers that piched in the
previous game start the next game withoa lictle slower
velocity on thetr prtches and they also tire much sooner if
used 1 the very next came.

_AtariGuide
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CUSTOMER SERVICE
Warranty

Accolade, Inc. warrants for o period of 90 days from the dare of
purchase by the orgmal purchaser of the Cartridge that the
recording medium on which ir s recorded will be free trom detects
in materials and workmanship, A detective Carrridee which has
nat Been ..-Ltll"lluflrcd 1O MESUAC, EXCESSIVE WEAT OF -j;am.l;,;-t- due to
carelessness may be returned during the 90-dav period withour
charee,

To receive warranty service:
1 DXONOT rerurn vour defective Cartnidge 1o the retailer

2 an"l['.‘g.' Customer Service of the P blem IT'!.' calling (408) 296-
8400 berween the hours of 9am and Spm (Pacitic Standard
Time). Please DXOYNOT send vour Carrridee 1o Accolade
betore calling Cuostomer Service,

3 U the Customer Service Representarive 1s unable to solve the
problem by phone, vou will be provided with a Return Autho-
rization number. Simply record this number on the oueside
packaging of vour defective Carrridee together with vour sales
:~'-l|p or sumnilar proof-of-parchase and returm it within the 20-day
warranty period ro:

Accolade
Clustomer Service
390 5. Winchesrer Blvd.
:';;II‘I .Ili"at" L -'H U5 ] 3."1

After the 90-day peniod, defectve media may be replaced in the
United States for 320 (plus 7% sales rax it the purchaser resides in
Calitornia). Make checks pavable 1o Accolade, [ne. and rerum o

the address above. (To speed up prmn &1, TeCUr] ]*u- '

( Llrtrldhe not ot hermaterials
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LIMITATIONS ON WARRANTY

The remedics provided mche warranty sectwmare the Costomer s sole and exclusive remedies
L farcverin shall Accolade, Ime. be Tiable for arw derece, imndieece, spwcial, ineideneal o
comseguential dampges wath fespecr o rhe Carerisdze or the user mamual, Escept s provadod m
the wirranby section. Mccidade. Tncs mukes s warmnnnes, either espress or mnplied, wath
(G Y B e 'ihl'|]—|:'“L|"|_- o the useT m.q““,ﬂl .1q||._a L';\]l'rl‘“\.hl'n. Jdise | amms .qu |I'|'|n"‘-5h_--.‘j WRPTRDITIC

(IR |||-.;|'|1|u. we it hear Dimicaniean, che warranty oF e bamrtabel ity and o Srmess tor o ','-.lflll'-.ﬂ.lr
PuTp sy

The Carreid g and the user manal are eopenghted TR By Accolude, le. PlandBall! and
Bollisrae are tracdemrks of Accolade, locs AL nighes are teserveds Sseather thae el nos
the wser marual oy b doglicared op copaed for any redeon, The castemer may mot teanser o
el rhe Carrtrisdiee on weer memd AL othier trdemark s and regerered seademarks are

prropier s oF Thetr respecne came s
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