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P Amﬂﬂ‘m CONTROLLER

The Nintendo® 64 Controller

The Kintoro 64 Conre Stck usos 0 anelog ystem 0 read the cngles ond i B
tions of its movement. This allows sublle control thot is not possible using the con- G
ventional 4 Control Pod.

When turning the Control Deck power ON, do not move the Control Stick From its
neutral position on the controller.

If the Control Stick is held ot an engled position (o
shown in the picture on the left) when the power s &
turned ON, this position will be set as neutrol. This é"
will couse gomes using the Contral Stick to operate
incorrectly.

To reset the neulral position once the gome hos

started, let go of the Control Stick so it con return 1o
its center posilion (os shown in the picture on the
left) then press START while holding the L and R

Buttons.

The Control Stick is @ precision instrument—make sure not to spill liquids or ploce
- ony foreign objects info it. If you need assistance, contact Nintendo Consumer
Assistance ot 1-800-255-3700 or your nearest Nintendo Authorized Repair
Center™.
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Holding the Nintendo 64 Controller

5 I-ﬂ- il s
While plu]rmg Ken Griffey Jrs Shgfesl we recom- & @\i
: % mend you use the hand positions shown ot left. By ;

3  holding the controller like this, you con operate the
I‘mrml Stick freely with your eft thumb, Using your
nghT thumb, you con easily occess the A, B or (
. Buttons. Place your left index finger on the I Button
on the back of the controller.

| Connecting the Nintendo 64 Controller

" Two players can play this game. Connect each play-
er's controller to the oppropriate controller sockel
on the front of the Control Deck. Beginning on the
lef, the sockets are for Ployer 1, Player 2, Ployer 3
ond Player 4. You connot start o gome if the first
controller socket is empty.

I you change the connection during the gome, you
will need to either press RESET or turn the power OFF fo make the connection adfive.

You must use two controllers in order 1o ploy the two-player gome modes.




BATTING
A Bution Swings
B Button Bunts
Confrol Stick  Moves batter in box and also moves the batter

target

How you swing will determine the curvature of the ball. Pushing the

" batting target away from the batter as you swing will curve the ball
away from the hitter when it's hit. Pulling the batting target towards
the batter as you swing will cause the ball to curve towards the bat-
ter when it's hit. For example, if a right-handed hitter pushes the
batting target as he hits the ball, the ball will curve towards the right-
field line after it's hit.




"~ RUNNING

Takes a lead or runs toward the base
R Bution All runners lead or all runners advance
1+ Runs back to a base
7 + R Button  Sends all runners back

Tap the C Button four times towards a base to automatically try for a | .'
steal (three taps to lead, a fourth tap fo steal). This also works with
the R Button.
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PITCHING
A Button Fastball
B Button Standard Pitch (Curve, Slider, or Screwball)
Z + A Button Changeup
' Z + B Bution  Specialty Pitch
C Butior Attempts a pick-off
- Duton Shift outfield
R Button Looks at pitch selection and fatigue
Z 4 luton: Looks at base
Control Stick Directs the pitch (you can move ball after the
pitch as well)
POWER UP

To throw any pitch ot maximum speed, hold the corresponding button(s) for

a second before releasing. The Super Change and Knuckleball will be slow-
er when thrown at maximum speed. Pitches thrown at maximum speed will
fatigue the pilcher more quickly. :

B i e biowondi vl hnons 6 ok o Bl s seaad and T |

Specialty pitches depend on the pitcher. They are: Super Fast,
Super Change, Cut Fasthall, Split-Finger and Knuckleball
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A Button Dives
B Button Jumps
Throws to a specific base

.: Control Stick Runs
2+ Runs to a specific base
R Button Switch between the two outfielders nearest the
ball
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; * The default mode is high resolution. If you have the Né4 Expansion
* Pok, the game will automatically switch to super-high resolution

: Nﬂq- RUHB I.E Pﬁl(m
W This game is compatible with the Rumble Pak® accessory; however,
before using, make sure to read the Rumble Pak accessory instruc-

tion booklet,
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| Correctly insert the Ken Griffey Jr’s Slugfest Game Pak into your
| Nintendo 64 system and move the POWER switch to the ON position.
I When the Title screen appears, press START to access the Main Menu.

| Play one or two players in a single game. If you want to play an
i All-Stor game, select this mode, then choose the AL and NL teams to
" play with.
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| SEASON 'GRIFFE I"‘

WortD Series®
f. | One or two players go head-to-head in a best-of-seven series to see
| who will be the World Champion.

" Home RuN Dery™
| Up to four players can compete in the ultimate test of home run hit-
|| ling power.

- Create A Puaver
- Custom build your very own major-leaguer,
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PICKING A TEAM

Select the awary team first,

'“""f‘r Aoy
then the home team. it i

The Control Stick cycles through -:’,*;5_{-
the choices, the A Bulton selects, :

and the B Button takes you back

one shep.

MNext, on the Controller Select
screen, pick which controller (or player] is home and which is

awcry.

o=

PICKING A STADIUM

Pressing * and ¢ on the Control Stick will cycle through each
stadium.

Ny aniun FETELT -
To view the stodium, pressthe Z [ e e
Button. Once you are in the '
stadium, you con look around by
pressing and holding the A, Z or
C Button and rotate the view with
the Control Stick. The B Button
will take you back out of the - o
stadium. The R Button backs up the camera view.

On the Stadium Select screen, alter selecting a stadium, moving
the Control Stick + and + will change between o day and night
game.




Game OPTIONS

Rookie / Veteran / All-Star
Arcade - Uses bul'ling target
Classic - No Target
Yes - Displnys the pilch locator/ target
No - No dispin}r at all
Yes - Vs. CPU only
No - Normal view
Assisted - Forced runners go on their
own
Manual - You have to control ALL the
running
Yes - Outfielders automatically position
themselves under a fly ball
Mo - You do all the work
Yes/No
: Yes/No
Medium/High/Wide/Super
Super is ONLY available with
the N64 Expansion Pak™

(Yes/MNo) Smoothes out the image
. Options highlighted in red denote default setting.




B To start a new season you must first set the season options.
B * For each step, the Control Stick [+ and * ) swilches between YES and NO, B
the A Bulton makes the selection, and the B Button will iake you lo the previ-

The options listed below can ONLY be selected before the season begins.

HUMAN PLAYERS

Select the number of human players (1-4).

| TEAMS

i Select the number of participating teams (30, 28, 26, 24. 20, 16, 12).

& If you want to draft your teams, choose YES. If you want the regular rosters,
™ choose NO.

TRADING

Turn the ability to trade ON or OFF.

 TRADE ADVANTAGE

" When turned ON, any trade is possible as long as each team is left with an
eligible player at each position, If turned OFF, the CPU can reject unfair
trades.
FREE AGENTS
This allows you to choose from @ list of available free agents during the sea-
son.
B INJURIES -
8 Do you wont players to be able to get injured during the season? This does- S
8 n't mean they will get injured, only that they can. |
Select a full season (162 games), mid-season (81 games) or Pennant (last
month of the season).
NOTE: If the home team is in the American League, then you will play with
a designated hitter.




DRAFTING

The left side of the screen is your team, while the right side
lists the available players by position and statistical

category.

The C + and + Buttons will cycle through the player lists on !
the right side. The players are listed by position and alse
by statistical category [you can check out who is the best J
available HR hitter, the best RBI guy, the best strikeout

pitcher, etc.). Move the Control Stick to the desired position,
the press the A Button to move to the player list. Press the A _
Button to make your selection.

To make the computer picks go faster, hold the Control
Stick +.

To look at a player’s ratings and stats during the drak,
press the Z Button when his name is highlighted.

TRADING

When the Trade Advantage is on, the CPU will accept almost any

trade. This is the Trade Advantage option and is located in the

Season Oplions menu.

1. Use the C Buttons to select a team.

2. Highlight a player with the Control Stick.

3. Press the A Button to choose the players fo trade, then press
START to confirm the trade.




Eﬁ:

"1

- Lineup

From this screen you can change your batting order, change
your starters, or change player position. During a game you
can pinch hit, pinch run, or put in a substitute fielder.

Highlight the player to be changed by using the
Control Stick, and press the A Button to select that

player.

The B Button will undo the
selection.

LTV ETLTE

Then, highlight the player

you want to switch using

the Control Stick, and

press the A Button to make the switch.

To change positions, just highlight the position instead of the
player’s name, and press the A Button to make the switch.
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Use the Control Stick to
highlight the pitcher you want
to replace and press the A

Button,

Highlight the new pitcher you |
want to use with the Contrel | &
Stick, and press the A Button to muke the swﬂd'l

L A0 & 99 S¢ I'%

Pressing the B Button will undo the selection.

el

FREE AGENTS

Sign free agents if you need to even out the number of players on
your roster after a lopsided trade, or just to add some new blood to
your leam,

Use the Control Stick to highlight the player you want 1o sign or
drop, then press the A Button o select them or complete the ransac-
tion. The B Button will take you to the previous screen.




First fill out the player profile for the PERSITNAL ATTHIBLTES
player’s physical characteristics, then  [orrrsraers o '
assign skill points to each of the play- [ e Hou’ s |
er’s attributes. You will have a set ol o 1
number of points to distribute among |
the player’s pitching, hitting, and field- |8
_ing ratings. To see what each rating
represents, see PLAYER RATINGS on
the nex! page.

“# Press the C+ and + Butons to change letters. Press the C# and +
Buttons to move between letters. Press the R Button to clear a
name. Press the A Button to move from first to last name.

#" « Move the Control Stick # and 1o change a player’s characteristics.
Press the A Button to confirm (B Button to cancel). ‘
* Use the Control Stick to change a created player’s attributes.

NOTE: The PA announcer will announce created player’s nomes if
Wthey match up with current player names and/or selected other




PLAYER RATINGS

X i ]
Players are rated from 1-10 in the following categories with10 being the

HITTER/FIELDER RATINGS
This stat will tell you how well the player hits for
average and makes contact with the ball.
This represents how well the player hits home runs
and how lor they drive the ball when they hit it.
This tells you how fast the player can run on the
field and on the base paths. It also relates to how well
they can steal bases.
This rating represents how well the player can throw
in the field. For infielders it indicates how hard they
throw across the diamond, while for outfielders it is how =
far they can throw the ball on a fly. '
This will tell you how good a fielder the player is
and how likely it is that they will make an error.

PITCHER RATINGS
This determines how fast the pitcher can throw.
This determines how long the pitcher can go before he
gels fired.
The higher the Control number, the more you can curve
the pitches on the way to the plate.




8 Hit as many home runs as you can, and make them as long as pos-

 sible.

Up to four players can participate in the Home Run Derby™. Choose
& Traditional (you are up at bat until you get 10 outs) or Alternate [each play-
B er gets one out ot a time until he gets 10 outs).

Select the hiters you want to play with by using the Control Stick fo cycle
through the teams and players. Press the A Button to make your selection
and the B Button to go back to the previous selection.

Aher the Derby is over, the player with the most home runs wins (as o tie-
breaker, the player with the longest home run wins). Use the Control Stick
to cycle through each player's statictics after it's over.

B All players use Controller 1 for the Home Run Derby™.
WORLD SERIES®

| Play a best-of-seven series with one or two players.

Select the two teams you want fo use in the series.
The Control Stick cycles through the divisions and the
leams.

The A Bution makes a selection.

The B Button takes you back to the previous screen.

8 You can change lineups, players, and pitchers through the LINEUP
and BULLPEN options.




