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

Here's what you get if you join:

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

« FIND OUT ABOUT NEW GAMES
Fird out about new Jaleco games: before
they're refeased! Gat inon special Jaleco
promotions and contests| And more!

« TEST GAMES BEFORE
THEY'RE RELEASED
Hey, maybe we'll gven ask a few of
you if you'd like to test Jaleco
garmas beforg they're releasedt
You could be setected as a Jaleco
Major Player!

Here's what you get
if you don't join:

- ¥ou GeET NUTTIN'
IF YOU DON'T JOIN!
And there's only one way you can get in
an ali this good stuff— and all it’s going io
cest you is'a few moments of your tima
and the price of a postage stamp!

Here’'s how 1o join:

= Find the Jaleco Mafor Plaver's
Membership/Warranty card enclosed in
this package.

= Fill in the information requested on
the card.

= Put a stamp on the card.

= Drop the card in the mail.

Thats right, ail you gotta da is fill out the card,

mail it to us, and you're in! Even if you've

joined before, fill out the card and send it

again. It will increase your chances of

winning! ‘Welcome fo the club)
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INTRODUCTION

Playball — like you've never played it before! Ryne Sandberg Plays Bases
Loaded 3 not only offers you the great graphics, sound, and gameplay you've
cometo expect of Jaleco's Bases Loaded series of games, bul also adds the most
demanding baseball challenge possible — to play the perfect game!

Sure, we've also changed the fielding perspective to a centerfield camera point of
view to make fielding more realistic. And we've made fielders much larger than
they have been in any other Bases Loaded games. We've also added an EDIT
team so that you can alter the statistics of the players. And yes, we've added the
choice of three ballparks, each with unique characteristics. And of course you can
make diving stops and leaping grabs, throw curves and changeups, make lineup
changes, bunt, steal bases, and everything else you expect from a great baseball
game. But the biggest diffierence in Bases Loaded 3 is the challenge it makes to
you — can you play the perfect game?

With Bases Loaded 3. winning the game is only part of the challenge of a one-
player game against the computer. You won't beat Bases [ oaded 3 unless you
play a perfect game against e toughest leam we can throw at you. And in two-
playar head-to-head games, expect nothing less than exhiliration! If you're
anything like those of us at Jaleco who have played the game together, you'll
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scream at your player for making a bad throw, you'll taunt your opponent with
biting sarcasm when his baserunner gets caught off third base, and you'll laugh
together when your opponent scores seven rens in the bottom of the ninth to tie
the game 15-15. We're pretly sure you're going to have a.good time with this
game — because we sure do!

And how does Ryne Sandberg fit into all of this? It's pretty simple. We can't think
of a more perfect player to help us get across to you the idea that we think we
have the pertect game (well, near-perfect anyway). Ryne Sandberg is as close to
perfect as any player in baseball. Take fielding, for example. Sandberg has won
eight Gold Glove awards. He shares the all-time record for the highest fielding
percentage among second basemen. He holds the all-time record for most
conseculive errorless games among second basemen. Or take hitting. Sandberg
led the National League in homeruns in 1990 with 40, His career batting average
is closing in on .290 and climbing. Or take baserunning. Sandberg has averaged
about 30 stolen bases per season for his career. Your game will have to be as
good as Ryne Sandberg's game in order for you to bieat our game. And besides,
Ryne Sandberg really does play video games, and he really does love Bases
Loadad 3.

Jaleco and Ryne Sandberg want to know — can you play the perfect game?
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OBJECT OF THE GAME

READ THIS OR YOU'LL STRIKE QUT!

Just score more runs than the other team, right? Only partly right! You not only
have to beat the other team, you also must play the perfect game in doing so in
order to beat Bases Loaded 3. The 130 game seasons you might be familiar with
from Bases Loaded and Bases Loaded If are gone, because we figured you were
ready for a brand new challenge in Bases Loaded 3— the ultimate challenge.

In one-player games, you're play is rated in 13 categories. Every time you mess
up, the computer's rating system deducts a certain number of points from your
starting total of 100 points. There are five levels of difficulty. Based on your rating,
Yo can work your way up from playing a Level 1 team in the first game to playing
higher level teams. You can even jump straight from playing a Level 1 team to
playing a Level § team if you're good enough. Your ultimate goal is to defeat a
Level 5 team and to get a perfect 100 rating! Any time you lose & game,
regardless of the level of your opponent, you'll be dropped back to Level 1, See
the section entitted The Rating System for more details.

Mote: There is a "slaughter” rule in Bases Loaded 3. When a team is ahead by L

e

nine runs or more in the bottom of any inning, the game js stopped at that point
and the team with the big lead gets the win without having to finish the game.

4

GETTING STARTED

B 1. Place the Bases Loaded 3 cartridge (label side up) into

. your NES and turn on the unit. The title screen appears.
| 2 Choose a one-player game (1P), a two-player game (2P),
| agame you want to watch rather than play (WATCH), or

¢ EDIT (to change the statistics of the players on.the EDIT
team) by pressing left or right on the Control Pad to position
the little guy on the screen next to the choice you wish to
make. If you don't make a selection within 10 seconds or s¢, the game goas into
demo mode. To get back to the fitle screen from demo moda, press START (or the
A button).

3. Press START (or the A button).

4. Mext, you are given the option to have music during the game or to turn the
music off. Note that the sound effects will be awcdible during a game regardless of
your cholee. Press left or right on the Gontrol Pad to position the character on the
screen next to the choice you wish to make. Then press START (or the A button).
5. A screen appears that explains that your goal is not only o oulscore the
opponent, but also to get a perfect rating of 100 against a Level 5 team. To skip
this screen, press the A button.
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WATCHING GAMES

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

THE EDIT TEAM

Select EDIT from the title screen, then choose MUSIC on or off. The EDIT screen
will appear. To change the stats of a player on the EDIT team, first press up or
down on the Control Pad to position the red selection arrow next to the player
whose stats you wish to-edit and press the A button. The playar's stats will appear
in the upper left-hand porticn of the screen. To change a player's name, press
right an the Contral Pad while the selection arrow is aligned with the player's
name. Mow press up of down 10 cycla through the letters of the alphabet until the
letter you want appears. Press right again to move ta the next letter and repeat
the process. When you've finished changing letters, press left until the selection
arrow moves back to the left of the player’s namea.

To change the balting average, press down to move the selection arrow next o
“AV." Mow press fight, Mext, press up io lower the player's batting average or
prass down to raise the batting average. When you're done, press left, Press
down to move on to homeruns and repeat the process. Do the same for *BLIN®

G
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[player's spead) and "BOX" (the side of the plate the player hits from). When
you're finished changing a player's stats, prass the A button. Then select the next
player whiose stats you wish to alter and repaat the entire process. Ming hitters for
you to choose from are shown at one time. Keep pressing down to cycle through
the rest of the players. To reach the pitchers, get to the bottorn of the list of hitters
and press down. For pitchers, you can change the pitcher's name, earned run
average, stamina, speed, and throwing arm.

For batters, the maximum average is 496, The maximum for homeruns and
speed i3 80, For pitchers, the lowest possible ERA is 0.07. The maximum for
stamina and speed is 99, Go ahead, build yourself a team of 496 hitters capable

of Ruthian homerun statistics and incredible speed and 100 mile an hour pitchers
that never lire.

When you're ready to leave the EDIT screen, press START.
CHOOSING TEAMS

Press left, right, up, or down on the Control Pad to highlight
the team you want to use ("1P" appears under the
highlighted team). Then press the A button to select that
team. Mext, choose the computer team (in & one-player
game) or have Player 2 select a team (in a two-player game)

S FN R 2
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in the same manner described above. In a two-player game, it's possible for both

players o select the same team.

There are 13 leams 1o choose from, including the EDIT team. The top row of
teams makes up the Eastern Division and the bottom row of teams makes up the
Western Division. Western Division teams use a designated hitter, whereas
Eastern Division teams do not. If you choose an Eastern Division team and your
oppenent usas a Western Division team, you will be at a slight disadvantage
because your opponent will have a designated hitter in the lineup and you will not,
See the section entitled Teant Rosters for more details about each team.,

Mote that if you want to alter the EDIT team’s player statistics, you must choose
EDIT from the title screen and make the alterations before you selact EDIT from

the TEAM SELECT screen.
CHOOSING A STADIUM
Y¥ou can choose to play in any of three stadiums.  Press left

or right on the Control Pad to highlight the stadium you want.
Then press the A button.

Aside from the fact that the stadiums each have a different
appearance, the primary difference betwean the stadiums
has to do with the number of homeruns hit. In general, the

Lol Hohes Bl
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closer the walls are to home plate, the more homeruns there are likely to be in that

stadium.

Here are the dimensions of the three stadiums:

DISTANCE FROM HOME PLATE TO QUTFIELD WALL

STADILIM LEFT FIELD CENTER FIELD RIGHT FIELD
CHICAGO 255 it. 400 ft. 353 ft
LOS ANGELES | 3181t 408 fL. 314 ft
NEW YORK 330 ft. 400 ft. 330 1t

CHANGING YOUR LINEUP

Adfter you select a stadium, the STARTING ORDER SELECT
screen appears. The current starting lineup appears on the

lsft sicle of the screen. Players available on the bench
appear on the right side of the screen. There are some
awfully gocd players on the bench, so we advise you to
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make substitutions freely rather than simply accepting the default lineup presented
o you.

The batting average and number of homeruns are given for each position player in
addition to their orientation in the batter's box (leit or right as indicated by "L" or
"R"). For pitchers, earned run average and stamina rating are givan in addition to
"L" or "R" toindicate whether they are left- or right-handed. The higher the
stamina rating, the more pitches a pitcher can throw without tiring. You probably
warit to use g pitcher with a stamina rating in the high 30°s or in the 40°s as your
starter.

¥ou can soe the statistics for players in the starting lineup one player at a time.
Press up or down on the Contrel Pad to move the red selection arrow from player
to player. The statistics for the player whose name is next to the arrow appear in
the lower left-hand portion of the screen.

To change your lineup, press up or down on the Control Pad to position the red
selection arrow next to the player you wish to remove from the lingup or change in
the batting order. Press the A button.

A second selection arrow appears. Press up or down on the Contrel Pad to align
this selection arrow with the new player from the bench (from the right side of thea
screen) that you want to put in the lineup, or with the player already in the batting
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order (from the left side of the screen) that you want to swap lineup spots with the
first player you chose. Press the A button. The two players you select will swap
positions on the screen. Mote that you can cancel the selection process by
pressing the B button before you select the new player you want to bring into a
spat in the batting arder,

When you have finished making changes, press up or down on the Control Pad {or
press the B button) to position the red selection arrow next to "READY” and press
the A button. Next, the computer's (or Player 2's in a two-player game) STARTING
ORDER SELECT sereen appears. Repeat the lineup selaction process for the or
Player 2.

A WORD ABOUT BASES AS THEY CORRESPOND TO
THE CONTROL PAD

HOME PLATE
When using the Control Pad in
+ conjunction with throwing or running the
THIED BASE  bases, keep in mind that up represents
s home plate, left represents first base,
* down represents second base, and right
represents third base. Bases on

2MD BASE

15T BASE I

11
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the Gontrol Pad are set up in the same way as your on-screen peint-of-view,  You
view the game from behind the fielders, so home plate is toward the top of the

screan, firsk base toward the left, second base toward the bottom, and third base
toward the right.

We call this to your attention because most baseball videogames are set up from

the perspective of the batter, with home plate at the bottom, first base to the right,
and so.on. We changed the perspective, so we changed the controls accordingly:
After you've played a few games, we're confident that it'll make perfect sense and

you'll press the correct direction instinctively. Meanwhile, we hope you don't get
frustrated!

12

CONTROLLER FUNCTIONS
DURING A GAME

THE CONTROLLER

L=t

f

R ==

Coariigd Seect  Star B Bonan A Bange

Butien  Beifon

BATTING
SWING BAT LEVEL: A BUTTON
{press and hald)
SWING BAT HIGH: UP and A
BUTTON
SWING BAT LOW:

DOWM and A BUTTOM

BUNT: SELECT

£

CANCEL BUNT: SELECT or A
BUTTON
MOVE EATTER IN BEATTER'S BOX:

LEFT & RIGHT on
CONTROL PAD

BASERUNNING

ADVANCE BASERUNMER:
CONTROL PAD (base headed
for) and B BUTTON

RETURM TO BASE: CONTROL FAD
tbase returning to) and A
BUTTOM

STOP BASERUNMER: Prass and hold
A& B BUTTONS simultaneousiy

STEAL BASE: CONTROL PAD

(base headed for) and B
BUTTON

13
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PITCHING

SELECT LOCATION: CONTROL
PAD (location pitch showld go)
pressand hold while starting
windup

START WINDUP: A BUTTON

INCREASE DEGREE OF LOCATION:

Tap A BUTTON during windup
{the more taps, the greater the
degree)

INCREASE SPEED OF PITCH:
UP during windup (the longer
you press, the faster the piteh)

ATTEMPT PICKOFF: B BUTTON
followed by throw to base

FIELDING & THROWING
MOVE FIELDER TOWARD BALL:
14

CONTROL PAD (direction
headed far)

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

MOVE FIELDER WITH BALL:
COMTROL PAD (base headed
for) and B BUTTON

THROW BALL: CONTROL PAD
{base throwing to} and A
BUTTON

DIVE FOR BALL: CONTROL PAD
{direction o dive) and B
BUTTOMN

LEAP FOR BALL: B BUTTOM
MAKING SUBSTITUTIONS

CALL TIME: START

BRING UP ROSTER: A BUTTOMN
while time is calied.

ON-SCREEN DISPLAYS

The batter's position in the batting order, name, batting
average, and number of homeruns are displayed in the  *
upper left-hand portion of the screen. The pitcher's nama
and ERA are shown in the upper right-hand portion of the
screen. Mote that when a pitcher's ERA is shown as
dashes, he is tired and should be removed from the game.
Rating points are deducted if you have a tired pitcher in the
game.

The inset of the diamond on the lower, middla porfion of the screen shows the
position of baserunners, with homeplate represented at the top of the diamond,
tirst base toward the left, second base toward the bottom, and third base toward
the right. Below the inset, the inning, score, ball-strike count, and number of cuts
are displayed.

BATTING
MOVING THE BATTER IN THE BATTER'S BOX

You can move the batter closer to the plate or farther away from it by pressing left
ar right on the Control Pad.

15



A Lok vy B F ol Ry N A

ING THE BAT
To swing level, press and hold the A button as the pitch approaches the plate.
Timing is everything. Keep in mind that when you press the A button, you start the
batter's swirg, but the bat won't be in a position to hit the ball until a split second
later because, just as in real baseball, it takes a little time to bring the bat from its
starting position to a position where it strikes the ball. When those of us at Jaleco
firet started 1o play Bases Loaded 3, we found it helpful to start the swing a little
bit earlier than our instincts told us to allow time for the bat to come around,

You alse can swing high or swing low. Fress and hold up on the Control Pad and
press the A button to swing high. Press and hold down on the Control Pad and
press the A button to swing (ow.

BUNTING
To bunt, press SELECT as the pitch is delivered. To gancel the bunt (to take the
pitch, for example), press SELECT again (or the A button).

BASERUNNING & STEALING BASES

ADVANCI E

When a ball is hit, the batter automatically runs to first. However, once he reaches
first base, he's under your control. To advance to the next base, press and hold
the direction on the Control Pad that corresponds to the next base (base headed
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for) and press the B Button. While it only takes one well-timed press of the B
button to advanece the runner while holding down the proper dirgction on the
Control Pad, we've found that if you repeatedly press the B button while a
baserunner approaches and rounds a base, you'll run less risk of your baserunner
not getting the message and stopping. When you have more than ong baserunner
on base, you'll have 10 get each of them moving individually, so start your lead
renner-and then start any trailing runners.

RETURMING TO BASES
To send a baserunner back to a base, press and hold the direction on the Controd

Pad that corresponds to the base your baserunner is returning to and press the A
button.

Any runneryou have on base when a ball is hit automatically takes off for the nex
base. Ba careful to send runners back to a base when the situation warrants it.
Faor example, if you have a man on second with fewer than two outs and your
batter hits a routing flyball, your baserunner is going to head for third unless you
stop him by sending him back to second. You'll have to get pretty quick at sending
a runiner back to a base or you'll find your runners getting doubled up on line drives
caught by infiglders.

To tag up on a flyball. you must first get your runner back to the base, then send

17
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hirm on his way after the ball is caught by following the instructions given in the
soction entited Advancing Bases. You can stop a runner dead in his tracks by
pressing the A button and the B button simultaneously. The runner will remain
stopped as long as you keep holding down bolh buttons.

STEALING BASES

To steal a base, press and hold the direction on the Control Pad that corresponds
1o the base you wish to steal and press the B button. To attempt a double steal,
you'll have to start each baserunner separately. Start with the lead baserunner,
then make the trailing baserunner take off.

PITCHING

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

1, Select the location of the pitch by pressing the appropriate direction on the
Gontrol Pad (including diagonals). For example, to throw a pitch high and outside
10 a fight-handed batler, press the up-left diagonal. A low pitch requires that you
press down. For an inside pitch (to a right-handed balter), press right, and so on.
2. While still holding dewn the desired location on the Control Pad, press the A
button to start the windip.

18

3. Next, you can increase the degree of the lecation you chose by tapping the A
button, The more times you tap, the maore you'll increase the degree. In other
words, if your location is high and outside and you tap the A button three or four
times, the pitch will be well out of the strike zone high and away. [If you don't tap
the A button at all, the pitch will be a litle up and a little out but probalbly still in the
strike zone. Practice this method and you'll be "painting the corners” in no time.

4. You can increase the speed of the pitch by pressing up on the Control Pad after
you've started the windup. The longer you hold "up” down, the faster the pitch will
be. For a blazing fastball right down the middle, just press the A butten to start the
windup and then press and hold “up” on the Control Pad for the ball's entire flight.

To attempt a pickoft, prezs the B button (the screen will switch 1o the fielding
perspective) and then quickly press and hold the direction on the Control Pad that
corresponds 1o the appropriate base and press the A button.

FIELDING AND THROWING

CATCHING A BALL

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

19
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forward, and obviously left moves him to the left and right moves him to the right.

To make a fielder who has the ball run {in rundowns, for example), press and hold
the direction on the Control Pad that corresponds o the base you want the fielder
to run toward and press the B button. To dive for a ball, press and hold the
diraction or the Contral Pad that you want the fielder to dive and press the B
buttan, To leap for a ball, simply press the B button and don't mess with the
Control Pad (or the fielder will dive instead of laap).

THROWING THE BALL

Press and hold the direction on the Control Pad that corresponds to the base you
want to throw to and press the A button to throw the ball. Here's the trick, though:
yol've got to be real quick getting rid of the ball after you catch it or your throw will
be extramely lame. In order to throw with a lot of zip, catching and throwing have
to occur in bang-bang fashion. Until you get up to speed on this, you're going 1o
hawva planty of time to get steamed al your third baseman while his throws take a
fortnight to reach first base.

MAKING SUBSTITUTIONS

To bring in a pinch hitter or & relisf pitcher, press START to call time. Then press
the A button to bring up the MEMBER CHANGE screen. Make substitutions the
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same way you make changes in your starling lineup as described in the section
entitled Changing Your Lineup. MNote that in a two-player game, only Player 1
iContraller 1) can call time. Hopefully, he'll do so if he's asked by Player 2.

THE RATING SYSTEM

The rating system, which is used only in a ong-player game
against the computer, is all important in Bases Loaded 3. :
Durifig & game, your play is rated in 13 categories, and
every time you make an eror, strikeout, throw to an
unmanned base, ge! picked off, eto., points are deducted
from your starting score of 100. You'll know when you've i
lost rating points during a game, because you'll hear a short SS=Emmrm =
saries of beeps.

If you Inse a game, you won't get a rating and your next game will be against a
Level 1 team, regardiess of the level you just lost at. If you win a.game, two raling
screons are presented to you. The first rings wp your total rating. After the rating
appears, press up or down on the Control Pad to align the cursor with SEE
RATING SCREEN and press the A button to bring up the second rating screen.
This screen shows you the specific rating categories so you can see where you
lost {or gained) points.
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When you're finished looking at this screen, press the A button. Then press up or
down on the Control Pad to align the cursor naxt to MEXT GAME to continue in the
guast for your uitimate goal — 1o defeat a Level 5 team with a perfect raling of

100. Here's how the rating corresponds o the five levels:

If you score 90 or better in a Level 1 game,

BATIMNG LEVEL you'll move all the way to Level 5 for your next

game. [f you score in the 70's in a victory over
90 or higher ] a Level 5 team, you'll be dropped to Level 3
80 or higher 4 for your next game. Higher level taams are a
70 or highear 3 lot tougher to beat than lower level teams. Af
60 or highar 2 higher levels, the computer team is mora

aggressive on the basepaths. They don't blow

the rundowns the way they doin Level 1. The fielders get to the gaps much more
quickly 50 hits are harder to come by. They throw the ball instantly after catching it
(unlike Level 1 in which the fielders are a bit thick-headed about where o throw).
The pitchers are tougher. Our experience tells us that you'll have a lot of high
scoring games at Level 1 with lots of hitting. By contrast, Level § games generally
are low-scoring affairs.

22

ol e i!’b%

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

CATEGORY POINT WALUE
1 Making an error -3
2. Belaying 4 throw (when you don't get -3

your throws off quickly)
3. Allowing an inside-the-park homerun -3
. Throwing to an unmanned base -3
=3 Forcing in a run with a base an balls -3
&. Leaving a fired pitcher in the game -3
i Allowing more than three runs inan inning 3
8. Throwing & wild pitch that allows a baserunner =3

to advance
e Striking out -3
i0. Gattling caught stealing -3
11 Getling picked off [or doubled off a basa) 3
12: bhaking o great play +2
13 Bonus +1
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TEAM ROSTEHS EASTERN DIVISION (NO DH)

A list of all of the players and their statistics follows. Bases Loaded 3 does not el i

keep track of statistics generated as you play games. The statistics given in SIABIERS AVG  HA BENCH AVG, HR = PITCHERS ER& ST

the following charts are meant only as a guideline to help you get a general o PETERS A % o RUBN R o o BROGKS R 408 g

idea of what to expect from each player. If you keep frack of statistics from 3 5CHURZ L oo 04 REE L oI 12 HINTON L 296 5

games you play, you may discover that players perform either better or worse 5 Tﬂs:n n é? : Lﬂicqsta R e % HARPER R ;3: 2

than their statistics indicate in the following charts. A lot depends on your skill TR o oo Al . . e .

as a player. Sitrrivie Rt e | coser U me s

Also note that Eastern Division teams do not use a designated hitter (DH) to : ' : - ;

bat for the pitcher, while Western Division teams use the designated hitter. If

an Eastern Division team faces a Western Division team, the Eastern Division TEAM N— NEW YORK

team plays with no DH while the Western Division team uses the DH. If your STARIERS AVG. HR BEMCH AVG,  HR 5

team plays in the Eastern Division, you can overcome this minor handicap by W s g P i HR BITCHERS Eﬂi& &1

pinch hitting for your pitchers whenever it's their turn to bat. It's a good idea to 2 TP L o Yok | oar i WAGER L e P

change pitchers frequently anyway, because if they pitch while they're tired, J: FEL IR et 12 e e b ] TR SR

paints will be deducted from your rating in a one-player game. 5 SEDOON L s 12 corEn L e o5 | zara R aer
8. GRAFF L 261 O HAMERD L ] 1 MARTIN R 430 a6
7. MALEEK R b i HARAES L i, 113 SAAC [ 107 4B
H MATE [ T s SUTTOM R e ) i
3. ROGERS (Py L N34 42 RARHATI R 38 A0
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TEAM P — PHILADELFPHIA TEAM CL — CLEVELAND

STARTERS AYG. HE BENCH AVG, HE PITGHERS  ERA 18 STARTEAS AVG, HE BEHCH A¥G, HA FITCHERS ERA ST
1, GUALE A 270 95 RAFFIN R 225 o GOMET. SR a3 38 T KEYSER L 300 1 HERTER A 252 06 LOCKE R a87 26
2 McLEAN R .20 ki3 AN R 27 aF FLELDS R 343 K 2 LAVIN A 261 0z FAFFEI A 243 0 BALEY R 425 34
3. BAXTER L 28T 04 WOLFE R 270 o8 KRAUS R 542 H 3 ORTIS # par a8 BOWMAM R 285 i PEREZ R 41§ an
4 [YHEAL R 343 40 JORDAN. L 343 0o LITTLE L35G 4 £ FERRDZ R 281 43 HAMLON: R 307 1} MUSSER' L 396 26
5. RAMKIN Foa07 &5 BLANCO R 252 0z MIGEE R 243 &5 5 DOMLEY L 287 0s WEISKE L 3w n KACEL L ase 20
. SOUIAE R aET 245 PERONE L. 2 o LLIZ L 281 24 & ALDINE B e il BREWER A 281 1 CARTER L 443 iz
7. KUZEL L 24 CiAZ Lo .23 14 GOR3KI R 125 3 7.ETRALUS H 243 16 WIATSOM R 307 04 JAFFE L s 40
£ WHITE | az GRECO L .aE 27 B ADLIN A 261 o HART R aa7 45
3 WALTON P B 270 &0 KOSHER A 334 25 5 TALBOT (M) R 207 36 TWEED L 316 4o
TEAM A — ATLANTA TEAM DC — WASHINGTON D.C.

STARTERS  AMG, HR BENCH ANG, HE FITCHERS  ERA 1§ SIAATERS AMGL HE BEMCH ANVG HE PITCHERS ERA 5T
1.WAHLEN L 26t 05 LEWAS L 2 a8 ALBAN L 308 a0 i CARMEY L 8E i) BERMAN R 234 o CARWSD . R 387 a4
3 BAKER L2 o2 FAGE ] 2z H ARLEY [ 2 o t | 2. DRELL L 243 o2 AGHEW R 206 o SHIELD A a8 3z
3. HAMDEL Lo 20 04 GAAHAM R 252 34 FORC L 1.52 34 3. MARATE L aod ar LABANT A 2o 1 ALBERT L a3 28
4. WEEKS R 270 17 HAYE B 06 DOMATG A 243 a5 £, BADELL A 307 27 PATTON R 287 05 BAPPE A 3852 42
5 TETE LM 33 SOLGER R 30F i HIOR F. 461 24 5 FRRTON. A 304 18 PAPPAS . A 261 0 LATTIN L avo 5
5. DOPKE f 261 34 COATEZ H 307 o BALCH A &7 38 6. KELLY R8T a3 VANER L 261 2 HAESSEL R 243 26
7. CAMPOS R 261 25 TYLER [ el ] HARRIS R 1.4 ) 7. HERZON L 282 g HEINZE L 28 iy} CHEZ R 136 40
5. DOYLE R 20 a2 MILLER R 7 41 8 KAMZER H 20 0z SIMION H 205 =2
4. BFtNKS (P} R 223 ap o MCLEANIP) F 443 aE LEVINE R 287 18

26 27




. .
: :
DIVISION (USES DH)

TEAM DA = DALLAS TEAM H — HOUSTON

STARTERS ANG HE BENCH BNG, HR BITCHERS  EBA 14 STARTERS AVG, HR BENCH AVG. HE BITCHERS ERA ST
1. PATLEMN L .p07 o7 GLAZER R 334 o] HILL A 3n 1. BELTON B 387 03 REUTER 1 =an o ROB®IS: A 352 &
& PARIS R .27 o LEE R 'IE VICTOR R348 34 2 TROJAN [ 02 HATA F 234 0z WEBER H 3:0s bt
3. FLY B [ - 49 TMMER - R e oF BASHIN R a4 2 I A agy an WEBIAN R BEE & LEVITT I 387 an
4, DUARTE . L .287 30 FOWLER L. 234 o HARP: R .07 22 4. LANGIS R 267 35 HUGHES L (234 00 WAXMAN R 37 2
5 DSWaLD B2 o7 jlie]e] | el WHELAN L | 296 36 & ERNST | k] MeLEOD L 261 a0 PEARCE R 387 a5
B RORAES R 287 o GBSO, A 204 10 RACKE A 34 30 £ FUSGH R 2 15 PARSON L ==t il FARKES L 452 a7
7. BLIBHET A 37 05 CLOUD L5 i <y 8 TURMER L 1.7 A2 7. SANIMG L. 316 L] CHAMNG R 352 Ao TILMON R 2.07 5
& MERRIL R 252 of THLUMPF 5 1 Ty 0 8 KLHY B 2T (=] BRODIE R 208 5
@ EWERS R 261 a2 3. PlERRE R. =318 o8
[P CWENS H) 143 ] # BUANS Ay 343 40
TEAM & — SAN FRANCISCO TEAM L — LOS ANGELES

STARTERS  AMG, HE BENCH ANG; HR BITCHERS  ERA 5T STARTERS AVG, HA BEHNCH AVG, HR PITCHERS ERA 5T
1. LUCAS L A07 W SPRANG. R 281 43 STERK R 443 34 1, KILEY R 270 o2 JOSEPH R 234 ) SR L 452 a5
# KELLER L .2 15 FERERA: R. 2852 o2 ORMAN.  H- 436 15 2 HELSONS L 234 15 VILLA R e 5] HIREY R 343 F
3. PORTE R Azg 1] YAFFE R 20 L] RAFAEL R:. 287 8 3. FLORES L 252 ] zd[zec R a2 i ] WELLES R AT az
4. DOBSON L 307 a3 WENDER R 243 o2 VALDE R 334 ar 4, PROKOP- R 270 34 AMGEN | 287 (1} EWANS A 343 a4
SOGILAMN R 7 il BATES A 287 o2 CATLOMW. R 407 30 5. QRITE Roa2h 2k GALVEZ L 252 o1 PACE B 4.43 32

i B GIRCO L ] a0 MUSC R o7 (] PADDEN L 352 32 G- BELLO L oy 13 PERRAY A B [51] GASATI H 1T qn

7. OSTREY R R 1] VANDA L 61 2 BAXTER R 1407 40 7. "RRISELL - ehg 13 RN H 307 | ALLEN R S0T ar
& WATT R (234 o DOWELL R 307 a2 E. MORRIS R 243 at HAEPPE & JE 10
5 MILLS A ] 5 & FISHER A 252 ik}
[P MUAPHY Ly 352 b (P SERTA Ry 325 kL
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TEAM CH — CHICAGO

TEAM E — EDIT

STARTERS AVG. HR BENCH ANG, HR PITCHERS  ERA 2L
1 EAVERG R 270 e CANTER L 218 i3 ROSS R 287 an
7 BATHAM [ | it FALED R 325 o WATSOM. R 325 an
3. BRUMD [ b5 LYMGH L 20T 16 BHALIN L 3k X1}
4. PARSON L 36 27 PARKS R 261 a3 WINTER L 387 20
5. VARMEY A a4 18 BELL R 243 14 HELLER R & 20
B. KELLY R 261 il HEMLEY L 343 an RIVERS R 434 ]
7. LONTZ R, 252 03 MENG R 296 1B ALISTIN B 046 20
8, MURARAY R 225 o2 KEMPF R BT a4
9. FARGO{P}Y L 425 40

STARTERS AVG, HE BEMNCH ANVG, HR BITCHEHRS  ERA =11
1. BEMNDER L AT ik LANDON. R 225 a0 BIEX|E 24 .43 kE]
2. OSMOND L. 16 0 HOWARD R 252 i | FERRIS. R 3™ bra]
4. SAHARN A oaer 1] SHAW L 245 a5 DUMNLOFP L 3.07 6
4, WESTI R 316 a4 KLEIM B il PACKER R a.8r a8
5. QAKES R. 281 18 FAYE R- ka3 ad CORTEZ L 206 froi}
5, MAGKEE R 234 % THSON R 234 a1 WEISS R 4.43 34
7. HABDT R 270 14 TAMNER [ 207 36 AAGHEL HR 2.07 40
8. QAKTON R 243 " BERTOM L 387 26
A, MORTON A 243 ar
1P RAIMNEY Ay 307 ag
TEAM DE — DETROIT

STARTERS  AWG, HR EEHCH ViR HA PIICHERS  ERA ST
1, GARGEA L 287 o2 ADAMS R 243 0z KAINE A 347 37
2. WALLE L 20 a2 KAISER R ol ] HLESS H 4.43 bt
A UTTER L 7 17 GIOADON B =I5 11 HUMTER R 118 a
4, REITER R 5307 ko] HUDSOoHM L 28T a1 UDELL R 4T 52
5 GOLLIM R 2681 10 SMITH 2] L) [} SPEARS R 307 24
G, LIMDY L zae iF BANOS R 243 o0 DL L B a0

T 7o JOMES A 24 a7 WEAMER R Aad b i) BARAY L 070 48

B LORENS R 252 o1 MILESH A1E &
9. ALER L B5i 12
(P TYLER Ry 243 40
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GAME TIPS — THE JALECO MAJOR PLAYER'S HOTLINE

If there's something you don'l understand about your new Jaleco game, or if you're
having problems with your cartridge, of if you're just plain stuck, you're welcome to call
the Jaleco Major Player's Hotline between the hours of 8:30AM and 5:00PM Central
time Monday through Friday (except helidays). One of our friendly game counselors
will be happy lo give you tips or help you out with any problems you're having, Here's
the number 1o call:

708-480-7733

Note: Marmal lelephong charpes apply when you ¢all the hotline number. It is not a
toll-free call. Kids: get your parent's or guardian's permission 1o call before dialing the
Jaleco Major Flayer's Hollire!

H
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TAKING CARE OF YOUR JALECO GAME

- This Jaleco Game Pak is a precision-crafted deviee with complex electronic
circuitry. Aveoid subjecting it to undue shock or extremes of temparature. Never
attempt to open or dismantle the Game Pak.

+ Do not touch the terminal leads or allow them to come into contact with water or
the game circuitry will be damaged.

« Always make sure your NES Contref Deck is SWITCHED OFF when inserting
the Game Pak or removing it from the NES Contral Deck.

WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV

Do not use a front or rear projection television with your Nintendo Entertainment
SystemE ("MES") and this video game. Your projection television screen may be
parmanently damaged if video games with stationary scenes or patterns are
played on your projection television. Similar damage may cccur if you place a
video game on hold or pause. If you use your projection television with this video
game, neither Jaleco U.S.A. Inc. nor Nintendeo of America Inc. will be liable for any
damage. This situation is not caused by a defect in the NES or this game; other
fixed or repetitive images may causs similar damage to a projection television.
Please contact your TV manufaciurer for further information.
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COMPLIANCE WITH FCC REGULATIONS

This equipmeant ganeratas and uses rado requancy energy and it not installed and used
propady, that is, in stricl accordance with the manuiaciurer's instructions, may cause
interferance to radic and tetevision reception. It has baen tyge tested ard fournd to comply
with thelimits for & Class B computing device in accordance with the specifications in
Subpart J of Fart 15 of FGG Rules, which are designed fo provide reasonable protection
against such interference in a residential installation. I this equipment does cause
inierfarence o radio or television reception, which can be determined by turning the
equipment off and on, the user is encouraged to try (o correct the interferance by one or
more of the followirg measuras:

—Reorient the raceiving antenna

—Relocate the NES with respect to the receiver

—Mave the MES away from the racaivar

—Plug the MES into a different outlet so that computer and
recaivar ara on differant circuits.

If necessary, the user should consull the dealer or an experienced radinfelevision technician
for additional suggestions. The user may find the following booklat prepared by the Federal
Commumications Commissien halpful: How ta Identity and Resolve Radia TV Interference
Problems. This booklet is available from the U. 5. Governmant Printing Office, Washington,
DG 20402, Stock Mo. 004-000-00345-4.
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ADVISORY
READ BEFORE USING YOUR NES

A very small portion of the population may experience epileptic seizures when
viewing certain kinds of flashing lights or patterns that are commaonly present in our
daily environment. These persons may expergincs seizures while watching some
kinds of television pictures or playing certain video games. Players who have nol
had any previous seizures may nonetheless have an undetected epileptic
condition. We suggest that you consult your physician if you have an epileptic
condition or if you experience any of the following symptoms while playing video
games: alterad vision, muscle twitching, other involuntary movements, loss of
awareness of your surroundings, mental confusion and convulsions.
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OFFICIAL SWEEPSTAKES ENTRY
PERFECT PLAYER SWEEPSTAKES

Here's how to anter:

Fill in the Official Entry Form, cut it out, and mail it before February 28, 1992, No
purchase necessary. For alternate entry, see the Official Sweepstakes Rules.

Mail to: Perfect Player Sweepstakes

PO Box 8515

Prospect His., IL 60070
MName e

(piease handprint)

Address
City _ State Zip Code
Telephone | ) . oA

Mot sponsored by Nintendo of America Inc.
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BASES LOADED 3™ "PERFECT PLAYER SWEEPSTAKES"

Dfficial Sweepstakes Rules

1, N pUTEhas fecsary,

2. Townse: Complote the Ctfcial Entry Foam tound in th Fyng
Sandborg Plays Bases Loaded 3 insinaction Maraal and mad
HE

"Perlect Player Sweepatnkes™
P.O. Box BS1S
gt Hie., IL 80T
O aeiry po arnakope, Erirsed must De pastra ted by
Fobnoany 23, 1952, and rocatved by March 15, 1992,

& Towrmquastan Oticial Enury Fonm, send your name, sddnass,
and phane mamber $o:

“Porlnct Player Sweepsiakes”
PO Box 8410 Dap, BL
Prospect His., L. E00T0

nciude a seil-addrezsed, starmped sovsops. e oneTY por
gy Reguasts must be posimarked iy Fabrary 1, 1982,
ared rooenod by March 15, 1992,

4. Wa facsimiles or mechanically produced omiios accophed.
Eriries Dacorms 1he progey cf e Sponsar and nane wil by
relumed. ok respensibla for lost, late, miscinected,
imoomplete, or ifegitie entles, Swoopsttkes Gpen ooty o
rasitants of ind Livdlad STales, encap ampicess and Thie
tamites ol Jakeco LA Ing:, Minbendo of Amarica ac; Thai
affiiates, sobsdianie. ard their advartising, promotion and
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Jdging agaencieg,

5, Wirsars will ba ciraarrin a random drawing conducted on of
about Agni 1, 1552, by Promation Adivatoes, oo, an
inrdepaiitec fadging Srganizalion whese didsons $hall be
finzl ‘Winners wil bo notdied oy mall. Cuds al winning depend
o0 Hhe nuniter of valid eoises meuhmd.

B, I they "Paclecs Playar B Hias,” sovanhandgd 7 00
Grand Friza winress will each recoe a parsorally
adcgeasted ard Aumbered Ayne Sendaem postar Aolail
waldn: S50, Filty (50) First Prize winnars will each feceive a
Bazos Loaded 3 Jackel. Futail value: 550, One-trandred
10 Secoed Prze winnars will aec sedsive i Substrmtion o
Topp's Mogazine. Fotal waiea: $9.97. Totad refall peize value;
BT AT

. Al peizes will o paandsd. Limi: Cne pze par nans and
addimss: Prizes are nontansierabie. Mo subsipidons or cash
dquivakerls. Sponed reasnegd [N cight 16 award alsmate
Brizes of o of greater wadsa, Vol whars peohiited, L,
orresticied. Entry consihfos pomizsion touse 3 winners
name and Bereds withoul adcilional compensation, Alltares
ana e respansibiity of 1he winrees.

B, To obtain an alticial wennars bsi, send a'sol-addressad
amestepn bilone Aped 1, 1552 10:
Perlpct Playar Winners Lis
F. Box B4 19 Depn. BL
Prospect His:, IL, 500D
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