


Lgcrk for this seal on all software and accessories
for your Nintendo Entertainment System. It repre-
sents Nintendo’s commitment to bringing you only
the highest quality products. Items not C:ZLTT}?ITlg
this seal have not been approved bx abbdd

| OBJECT OF THE GAME/GAME DESCRIPTION

Thank you for selecting the Nintendo® Entertainment System~Base-
ball Pak.

Play 9 innings of major league baseball compatition with realistic 3-D graphics
featuring close-up and overview of the field perspectives. Select your team,
and step-up to the plate against a computer opponent or a friend — for twice
the fun. You control the swing of the bat. The speed of the pitch. The hits,
the steals, the double-plays! Ewven hear the roar of the crowd as you hit a
home run and race across the plate to scorel

Nintendo, and are not guaranteed
to meet our standards of > 4
excellence in workmanship, |

reliability and most of all, R omtmallly
entertainment value. ot _,

Please read this instruction booklet to ensure proper handling of your new game,
and then save the booklet for future reference.

1. PRECAUTIONS

1} This is a high precision game. |t should not be stored in places that are very
hot or cold. MNever hit or drop it. Do not take it apart.

2) Avoid touching the connectors, do not get them wet or dirty, Doing so may
damage the game.

3) Do not clean with benzena, paint thinner, alcohol or other such solvents.

Mata: In the interest of product improvemnent, specifications and design are subject to change
wilhouT pror notica,
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2. NAMES OF CONTROLLER PARTS
AND OPERATING INSTRUCTIONS

Controller 1 Controller 1 — for 1 player game
Controller 2 Controller 2 — for second player in 2 player game
2% Coritrol Pad Operating the controller for this game is fairly com-
plicated. Read this instruction booklet carefully and
. practice operating the controller in order to master
E' ) R the game. Use your imagination to develop winning
I

L‘E [.@ strateqies,

LA buttan
——————E bunon
- START buttomn

—SELECT button

[ &5 Control pad ]
= Batter movement = Runnar control

Zecond Dase runner

Mowves toward the pilcher,

Mawes taward first base, - Firgt base runnar

——— Mowes toward the catchar.
Mowves toward third bage,

—— All runnirs

" Third base runrer

[A button] [B button]
1) The batter swings. (Press only the This button is used to advance run-
A button.) ners.  {Pick the runner(s) with the

2) A runner will return to his base. ar control pad, and press the B but-
(Pick the runner(s) with the oo con- ton.)
trol pad, and press the A button.) Use for stealing bases, squeeze plays,
"If the A button is released during kit and run plays, and tag up plays.
a swing, the swing will stop at
that position.

WHEN IN THE FIELD:

{Operates from the time the ball is pitched until the batter swings.)
Pitching

[ ¢p Control Pad]

& Type of pitch
(right-handed pitch)

~Slow ball
Curve ball
-Fast ball

L Screwbsll
[A button]
# The pitcher pitches.
(The ball type indicated by the <% con- trol pad is not pressed, a medium-
trol pad will be thrown. If the <>con- speed straight pitch will be thrown.)




Throwing a Feint:
[ o7 Control Pad]

Decide which base to throw the feint
to,

[B button]
Press this to throw the feint, [The

feint will go to the base designated by
the <7 control pad.)

—Seroad Bage
———First base

——Not used

Third base

*When the op Control Pad is not
prassed, the feint will go to the
closest base with a runner.)

Fielding the ball:

[ ©f Control Pad]

Decide which base to throw the ball
To.

[A or B Button]

Second base
First base
-Home base

Third base

The fielder throws the ball to the base designated by the = control pad,

*When the 5r control pad is not
pressed, the ball is thrown to first
base.

*If there is no attempt to steal a base,
the catcher will automatically return
the ball to the pitcher after a pitch.

SELECT button

When this button is pressed, the ball {73} moves.

Line the ball up with the game you wish to play.

START button

When this button is pressed, the game you chose with
the SELECT button can be played; but first teams
have to be picked.

“-*"‘w"’iﬂlﬁ OF AMICRTICH THC-

Pause:

If you wish to interrupt play in the middle of 3 game, press the START button.
The pause tone will sound and the game will stop. Press the START button again

when you wish to continue playing. The game will continue from where you |eft
off,




Selecting Your Team/First Ups

The 1-Player Game (using o

nly Controller 1)

If you select the 1-Player Game and press the START

buttor, the screen appears as shown at left,

« Move the % to the left and right with the = con-
trol pad and line it up with the desired team’s initial.

# Press the A button to begin the game.

*1n the 1-Player Game, you challenge the computer
e I

*Which team bats first {“first ups’') is decided auto-
rmaticaliy.

The 2-Player Game (Using Controllers 1 and 2 and competing with a friend)

If vou select the 2-Player Game and press the START

button, the sereen appears as shown at left.

In the 2-Player Game, Controller 1 has ""first ups”.

e Move the team selectors to the left and right {Con-
troller 1 is @ , and Controller 2 is 8 ) with the

Zi control pad and line them up with the desired

teams’ initials.

# Press the A button {on both Controllers 1 and 2) to
start the game.




3. HOW TO PLAY

A variety of hitting plays are possible  Strike out the batter with a combina-
with the clever use of the controller. tion of awesome pitches.
s« 5tealing bases (double steals and » Fast ball

triple steals) o« Regular ball

s Hit and run plays » Curve ball
& Squesze bunts » Slow ball
e Sacrifice bunts « Screwball

» Tag up and run plays

Guard against base stealing! Lead the runner off base, and then tag him out in a
pickle.

Runner Movement

{After 2 outs)

All runners attempt to run to the next base on every hit.

{At times other than 2 outs)

Oniy runners subject to being forced out run on a grounder hit.

Runners stay put on fly hits, in preparation for a possible tag up and run play.

*Pitching is not possible while the pitcher and catcher are exchanding signs.

* The fielders automatically run after a ball hit into play.

*If a score exceads 10 runs or more in 1 inning, only one digit shows up on the
scoreboard, but the real number of runs is added to the game score.

* Tag up play control is the same as for ordinary base running,

*If & runner fails to tag up before running after a fly out, he can be put out by
throwing the ball to the base he left. Once the ball is returned to the pitcher,
however, the runner is safe.

*When a bunt fouls after a 2-strike count, it is a strike out.

*Occasionally, fielders may temporarily disappear from the screen. This is not a
malfunction.

A Quick Guide to Controller Operation

When at bat | (Batting)

[.LI_I Control pad

SELECT START

Bl

A Button

B A
oy Toward the pitcher
Position of
the batter Toward Toward
{Inzide the third base First base Swing
batter's box)

Toweard the catcher




When at bat | (Base Running]

I::"“C{:-ntrﬂl Pad
B Button A Euttun

Second base

Which Runner  Third base [%] E et

Al bases

SELELT STNET B
—

AL

.(j:n

Advance 1o
next base

Feturm
to base |

|WhBH at batJ [Stealing bases)

El.—lr—l Control Pad

\

B Buttan

Second base

; : HELEGT BUART

2 L8 |

d ) First
Which Runnar Third base :%] b

All bages

a base

| Fielding | ipitching, right-handed)

;:.'_-I:J Control Pad

-
A Button
Slowr ball
: Curve
Type of ball Scrawball ball
Fast ball

EELEGT BTARE

| Fielding | (Feint)

e
g Control Pad

S

E Button

Sacond base

: Firat
Bage to throw to Third base [%] i

Faint

12




| & s
| Fielding | (Throw for tag out attempt]

f_ﬂj Caontrol Pad

\

A or B Buttan

SILECT STARY

Second base

Home plate

Base to throw to  Third base :%] Pirst
base

*TAG OUT NOTES:

When a runner is racing toward home:
The catcher has not covered home base
when he catches a pitch.  _

Fress home plate on the 57 control pad,
and then press the throw button once
mare, The catcher will tag the runner,
¥When a baseman has just gotten the ball:

If a runner is within a certain distance
from the base, the basernan will chase the
runner to tag him.

When the basaman already has the ball;
Press the ¢ control pad to that base
again. The baseman will chase the runnar
tex tag him.

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed and
used properly, that is, in strict accordance with the manufacturer’s instructions,
may cause interference to radio and television reception. It has been type tested
and found to comply with the limits for a Class B computing device in accordance
with the specifications in Subpart J of Part 16 of FCC Rules, which are designed
to provide reasonable protection against such interference in a residential instal-
lation. However, there is no guarantes that interference will not occur in & parti-
cular installation. | this equipment does cause interference to radio or television
reception, which can be determined by turning the equipment off and on, the user
is encouraged to try to correct the interference by one or mare of the following
MEeasuUres:
— Reorient the receiving antenna
— Relocate the NES with respect to the receiver
— Move the NES away from the receiver

Plug the WES into a different outlet so that computer and receiver are on dif-

ferent circuits.
If necessary, the user should consult the dealer or an experienced radio/television
technician for additional suggestions. The user may find the following booklet
prepared by the Federal Communications Commission helpful;
How to ldentify and Resolve Radio—TY Interference Problems.
This booklet is available from the U.5. Government Printing Office, Washington,
D.C. 20402, Stack No. 004-000-00345-4.
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90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

20-0aY LIMITED WaBmRANTY:

Miniendo of Ameriga Inc. |“Miotendo™] warranis {5 the origical
enduEd gurehitr 1hat this Mintencs Garea Pak ("PAK ") {not
inclyding Geene Fok Acoassories or Achat Accemorias| thall be
fros frem daleans = materiad and workmssship tor o peeiod of
S dawe From case of purchesn. I 3 cefect coversd by this war-
Fanty ocours during this Moy warranty period, Ninterdo will
repais or rapiace the PAK, at its optan, fres of charps,

To reweive this warranty servioe:
1. DO MOT revurn your defectve Somo Pak oo the recailer.

2. Motify the Mintenco Comumer  Service Depsrimen
of tha problerm regquicing warandy secvics by calling:
Oursige Washington State B0 4722602, o Iraide
Washingion Stase (2081 8823-2040. Cur Corsumer Serice
Cepartment i in operation from B:03 A M 1o 5200 P
Pacitic Time, Monday throwgh Fridey,

A, If tha Miniendo service techanicien (g anable 1o ok the
prodlem By plann, he will provide you with o Rstues
Authoriation rumbsr, Simply record this number on the
culikh packsging of your chfective PAK, smd rituen youwr
PAK freghn prepaid, &1 wour riskoof damage, togethes with
worar galas whip ar sunifar proof-af-purchase witken the B0
day Waranty period o]

Mintendo of America Ing
NES Congumer Servics Depariment
4830 = 15dth Averue N.E.
Redmaond, WA BE052

Thiy warransy shail not apply if the PAK hes bean damaged by
nigligenee, aecadent, ehraasanalle use, modil ieaticn, tempeing,
ar by gther causes ureelabed io defeciive materials or workmae-
ship.

REFAIRS AFTER EXPIRATION OF WARRANTY:

I the PAK demdops a problam after the B-dey warraniy pevicd,
you by conlael e Nintends Consumer Strvite Dopartimant
a1 the phora number noted sbous, H the Nintendo srvce tech-
nician is wnaole to solee The problem by phone, ke may provice
you with & Fedurn Authoresian rambar, Yo may then record
this mumiber o The outsice packeging of the delective PAK and
resurn the defective PAE freight prapaid te Nintende, anclcsing
a chick of maney cochr For S10.00 payable co Mimends of
Armerios Inc.  Misendo wile, at its apthon, sebiest to the cordi-
thang above, rigaic the PAK ar replick iE wilh & niv or regeesd
PAK. If rapfacement PAKS are nod avallable, the defective PAK
waill b radvereed and the $10.00 paymant refunded,

WARBANTY LIMITATIONS:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING
WARRANTIES OF MERCHANTAEBILITY AND FITHESS FOR
A PARTICULAR PUBPOSE, ARE HEREBRY LIMITED TO
NINETY DAYS FROM THE DATE OF PLURCHASE AND ARE
SLIBJECT TO THE CONDETIONS SET FORTH HEREIM. IN
MO EVEMNT SHALL NINTENDO BE LIABLE FOR COMSE-
QUENTIAL OR INCIDEMTAL. DAMAGES AESULTING
::F;E\.IT[E:E BREACH OF ANY EXPRESS OF IMPLIED WAR-

Thi proigaani ¢ this wieranty are valigl 2 1hs United Static
oaly.  Some siies doonos allow limitetions on bow long an
irglind warrealy leils o exclusion of cordecuential of -
dantsl damneger, 50 the abowe mitstions and exclusion may not
apply 1o wou. This warranty givis vou spReific legal sights, and
woul My olso have oiher rights winich veey from siom to state.




Mintendo of America lne.
PO Box 957, Redmond, WA 98052 USA.
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