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WARNINGS s

Read Before Using Your Sega Video Game System

EPILEPSY WARNING

A very small percentage of individuals may experience epilapti
seizures when exposed to certain light patterns or flashing Hphts,
Exposure to certain patterns or backgrounds on a television screen or
while playing video games may induce an epileptic seizure in these
individuals. Certain conditions may induce undetected epileptic
symptoms even in persons who have no history of prior selzures o
epilepsy. If you, or anyone in your family, has an epileptic condition,
consult your physician prior to playing. If you experience any of the
following symptoms while playing a video game—dizziness, altered
vision, eye or muscle twitches, loss of awareness, disorientation, any
invol-untary movement or convulsions—IMMEDIATELY discontinue

use and consult your physician before resuming play,

WARNING TO OWNERS OF PROJECTION TV'S

Still pictures or images may cause permanent picture tube damage or mark
the phosphor of the CRT. Avoid repeated or extended use of video games

on large-screen projection televisions.

HANDLING YOUR SEGA CARTRIDGE

o The Sega Genesis 32X™ cartridge is intended for use exclusively on
the Sega Genesis 32X System.

e Do notbend it, crush it or submerge it in liquids.

e Do notleave it in direct sunlight or near a-radiator or other source of
heat.

e Be sure to take an occasional break during extended play, 1o res!
yourself and the Sega cartridge.

ESRB RATING

This product has been rated by the Entertainment Software Rating Board.
For information about the ESRB rating, or to comment about the

appropriateness of the rating, please contact the ESRB at 1-800-771-3772

e

For More Information, Visit Sega's Internet Sites al:
web site: http//www.segaoa.com
(tp site ftp.segaoa.com
email: webmaster@segaoa.com
Compuserve: GO SEGA

1-900-200-SEGA gTeTeg-1:cy\ game secrets

!- from the masters. Call Now.
8 _ U.S.: 1-900-200-SEGA $.85/min (recorded), $1.05/min

(live) Must be 18 or have parental permission.
TDD Phone required. Sega of America
Canada: 1-900-451-5252 US $1.25/min (recordd/live)
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GETTING STARTED

1. Set up your Sega Genesis 32X System™ as
described in 1ts 1instruction manual.
Make sure the power 1s off, then 1insert
this cartridge into the Genesis 32X
Console. '
Turn the power switch on. In a few moments
the title screen will appear.
Press the START Button on the Genesis
Control Pad to advance past the title
sequence and begin play.
If the title screen doesn’t appear, turn
the power switch off. Make sure your
system 1s set up correctly and the
cartridge 1is properly inserted. Then turn
the power switch on. @
Important: Always make sure the power switch
1s turned off when 1inserting or removing your
cartridge.

HANDLING YOUR SEGA 32X CARTRIDGE

e The Sega Genesis 32X Cartridge 1s 1ntended
for use exclusively with the SEGA Genesis
32X System™,

Do not bend it, crush it, or submerge it 1in
liquids.

Do not leave it 1n direct sunlight or near
a radiator or other source of heat.

Be sure to take an occasional recess during
extended play, to rest yourself and the
Sega Cartridge.
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the strong, dnd those thdt %
prove themselves 1in battle to
be more savage, quick, and

fedrless than their superiors g
deserve to take the place of :
those superiors. §

For this redason, Ndzrac HUSEs i
the T-MEK tournament as ad E
filter that traps for him the
most powerful, heartless, and E
brutal wdrriors in the é
Lacertan System. To Eheoser that |
fight well 1 Ehe tolWEHdNient
he gives positionss o dol-
nance-politieal, SindtsSHmc.l ,
and social ., AR “dbiSeSNelRET o
might be given LoFdSHEPOVer %
a city, a vast PedRomssomn

even a continent. Those who
possess @ particular Sl
Nazrac will allow te chdiElengse
the warlord of a planeft;

Like many major challenges 1n
the T-MEK tournament, th1is
battle must end it death For
the challenger or the warlord.

Defegt your challengers and |
grab fame. Destroy a boss and . |
rule @ planet. €limb too ?
fast, and you’ll face NaZElGESs
challenge. Annihilate NaZIEGEIC

and you’ll tear down a WieKed
empire.

.........
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D-Pad - Move forward, reverse,

LEFT and RIGHT
A Button - Fire lasers

B Button - Fire plasma
C Button Cruise
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6 BUTTON CONTROLLER DEFAULTS

X Button - Cruise left
Y Button - Quick turn
Z Button ~ Cruise right

e
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MEK CONTROLS.
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“§ Press START to reach the game’s

- Main Menu. Press the D-Pad UP or
DOWN to highlight the option you
want, then press START to select.
The Main Menu displays the
following gameplay options:

T
-\.-\.-\.-\.2-\...-\.-\.-\'.-\:-...-.-.-.-.-.-“. PR
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o
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1 Player

Select this option to accept
Nazrac’s tournament challenge
f and battle solo versus three top
- computer opponents. As long as you
- win each battle, you’ll continue to
. move onward to other battle arenas.
. After you select this option,

f you’ll go to the Identification
Screen (see IDENTIFY YOURSELF, pg. 13).

2 Player

g

=

Select this option 1f you wish to
- challenge a “friend” in the battle.
. You®ll both plday on d split screen,
. but remember, you won’t be
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Frlends 1n the arena. In two play—

er mode, you can continue to play g
; TMEK as long as you want. After |
! each bout, the Wwinnepk of the Tirst ;
~ match will have the option to §
~ select any arena and another MEK :
~ 1if you wish. When this option 1is

. selected, you’ll go to the Select
Game Type Screen and select from

one of these two options:

i ® Challenge Mode - IT you select
% this option, both players will |
| join two other computer con- %
trolled MEKs 1n the battle
arena. In this mode don’t trust
anyone, the computer MEKs will
be out to shatter your MEK, and
so will your buddy.

e Duel Mode - It’s just you
against your “so called” friend.
You can continue to play as long
as 1t takes to decide who 1s the
mightiest warrior.

;é Note: To switch to two player mode, reset
~ the game and select the other mode.

After you select the 2 Player
option, you’ll go to the
Identification Screen (see IDENTIFY

¢ YOURSELF, pg. 13). You’ll then go. o, the

~ MEK Select Screen (see MEK Select, pg.

- 15).

yik b
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This option also appears on the Main
Menu. Press the D-Pad UP or DOWN to
highlight the option you want. Press

et it

the D-Pad LEFT or RIGHT to toggle i

2

S

the options 1n green or press START
to select the yellow colored %
options. The available options are
as follows:

S Ron e
e e

i

1P Difficulty - Select Easy,
Medium or Hard gameplay.

1P Game Mode - This option lets
you choose from 4 different game
modes. These options allow you to
extend the length of the tournament
and add difficulty: ?

R Rt e

e

e Arcade - The tournament levels

in this mode are set up just %
like the arcade game (12 levels).

e Arcade+2 - This arcade option ;
adds two extra levels to the |

tournament.
e Arcade+4 - Adds four extra lev-
els to the tournament.

e T e s L

e

i

e

R

EEE
et e i
G

e A g A o R s S
e S s i i

x;:
s
:
:




e Arcade+6 - Adds six extra
Levels. %

2P Difficulty - If you are plan-
ning to play a two player game,
select from these five levels of
difficulty for the computer con-
trolled enemy MEKs: Very Easy,
Easy, Medium, Hard, or Very Hard.

e R e e A S R o

Game Time - You can use this
option to set each battle’s time.

Select from 30 to 360 seconds (1n
increments of 30 seconds).

Sound Test - You can listen to
the game’s various game sounds.
Cycle through each numbered sound,
then press the A Button to hear
the sound.

Clear Score Tables - Select this
option to reset the 2 Player
Win/Lose/Draw Score. Make sure you
want to do this before you select
1t as you will lose all high

scores currently posted.

Joypad Options - Select this E
option to configure your controller
to your own specifications. From %
here you’ll go to the Joypad ?
Configure Screen.

When you’ve made changes 1n the
Options Menu, press START to enter
them and return to the Main Menu.
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After you’ve made your selections
at the Main Menu, the Identification
Screen will appear. Press the D-Pad
UP, DOWN, LEFT or RIGHT to move
the cross hairs over the letter you
want, then press the A Button to
select 1t. Repeat the process to
enter up to eight characters, then
select “END.” As you select
letters, you’ll notice the red
timer moving inward at the bottom
of the screen. The timer resets
after each letter 1s selected. If
you don’t select a letter before
the red disappears, the game will
accept any letter(s) entered. If
you didn’t enter anything, the game
will display a color as your name
(Red Player 1 and Blue = Player
2). Once you’ve finished, you’ll go
to the Tournament Level Screen

(see TOURNAMENT LEVEL, pg. 14).
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you will go directly to the Mek

level you are on and wish to exit
Select Screen (see MEK SELECT, pg. 15).

thl1s screen

will automatically go to the MEK
Select Screen.

Once your level
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This 1s the final step before you
enter Nazrac’s arenas. The MEK
Select Screen displays the six
avallable MEKs.

The upper three MEKs are listed as
Basic MEKs and the lower three are
Advanced. The current Arena 1s also
displayed. Press the D-Pad UP,
DOWN, LEFT or RIGHT to highlight
the MEK you want, then press the A
Button to select.

Fach MEK’s specs are listed below
(see THE MEKS, pg. 27), for complete
details on each MEK). The red timer
below collapses i1nward as you
select your MEK. If you run out of
time, the MEK highlighted at that
time will be selected. When you ﬁ
have finished selecting your MEK,
get your fingers on the Controller
and look out! You’re in Nazrac’s .
Territory! .
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Hit from RIGHT

Defense

Score/Time Screen

L L o e T e L s L e e s

Aim Crosshairs

Shields

Offense

Radar Screen

Opponents Screen

TMEK’s Main Game Screen displays a
view from inside your deadly MEK.
Read the following information to
get familiar with the your MEK’s
console:

@

Shields - Your shields are your best
friend. Keep an eye on the green bar on the
top of the screen. If they get too low, you
will be prompted on-screen. The best way to
replenish your shields 1s to destroy a MEK,
then drive over and collect that MEK’s
green or red Energy (Core (see ENERGY CORE,
pg. 20). Green Energy cores replenish a
small amount of your shields, but 1n a
Bosses arena, red cores fully replenish
your shields.

Offense - This gauge 1s displayed on the
right side of your MEK’s console. Five
green blocks represent the maximum amount
of special weapons you have available.
Anytime you press the A Button to fire a
special weapon, a green block turns black
and your amount of special wedpons decreas-
es. When you first start the battle, you
start out with two special weapons.

o

MAIN GAME SCREEN
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On the Boss Levels you start out with a
full 5. You achieve the maximum number of
five by driving under the blue lighted
Reload Platforms (see RELOAD PLATFORMS, pg.
20) .

AT T R TR I

Defense - This gauge 1s displayed on the
left side of your MEK’s console. Anytime
you press the C Button to protect yourself,
the green shield will diminish. As you move
around the arena 1t will slowly recharge.
When you are taking on a Boss, he or she
usually has help. Look out for drones and
other types of enemies on these levels.
When you destroy them, an energy core 1s
left behind. It will help replenish your
defenses.

Score/Time Screen - This console screen
displays your current score and the time
remaining in the tournament round.
Remember, 1f you need more time, you can
set a higher game time in the Options Menu
(see GAME TIME, pg. 12).

Radar Screen - This screen 1s one of the
most important tools on your console. As
you move daround within the arena, your
opponents appear as colored dots. Your
location 1s dead center at the bottom of
the green “V”. 1In order to see and shoot
your opponents, you must position them
within the “V” (your range of site). The
smaller white dots represent the game’s
Reload Platforms (see RELOAD PLATFORMS, pg.
20).

Opponent’s Screen - This screen dis-
plays the opponents in the arena during the
battle. The names are shown in colors. As
you battle, the names change order con-
stantly. The order of names (from top to
bottom) signify who 1s in 1st, 2nd, 3rd, or
4th. You’ll earn 80,000 points for the
highest ranking, 60,000 for the second

e . W e e b e e e e e s B
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highest, 40,000 for the third hightest, an
20,000 for the lowest. If your name is on
top, you’re looking good.

Aiming Crosshairs - Quite simply, this
1s where you want your enemy positioned
when you fire your weapons. Move your Mek
until the enemy Meks are inside the
crosshairs, then fire. You should score a
direct hit every time.

Hit From Right/Left - With all the loud
explosions and chaos happening during the
heat of battle, the best way to tell 1f
someone is firing at and hitting your MEK
is to watch for prompts on the left and
right side of your screen (e.g. “HIT FROM
LEFT”). The color of the words will match
the color of the opponents name on your
Opponents Screen (see above). You’ll know
who 1is firing at you, and then you can take
revenge later in the round.

Other Prompts - Throughout the battle,
look for on-screen prompts that keep you
informed about the current battle. Here are
some of the other prompts that occur:

Shields are low:get out of
trouble quickly, destroy a

MEK then collect 1its

Energy Core.

Confirmed kill: enjoy the
explosion, then collect the
Energy Core 1f you need 1it.

Defense systems boosted:
use your newly restored

defense when needed.

Refleector cloalk getive;
alerts you that your defense
systems have been activated,
so keep track of your
defensive energy.
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Special weapons empty:

drive through the blue
light. This 1s a Reload
Platform that will
replenish some of your
special weapons.

Special weapons full: this
message informs you
that you have all of
your weapons, and you
don’t have to search
for a reload platform.

Time 1s running out:
get as many “kills” as
you can, as quickly as
you can.

MEK Destroyed By...: You
have been destroyed.

Get ready with your new
MEK .

Cease Fire: The round has
ended.

Note: After you’ve been destroyed,
try to destroy the Mek that
destroyed you (before any other
Mek). You will receive a bonus
20,000 points for revenge.
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The following information explains
two ways to get the advantage 1in
the arena. They are:

e Reload Platforms - These blue
lighted hovering crafts move
throughout the arena, and show
up as small white dots on your
Radar Screen (see RADAR SCREEN, pg.
17). Anytime you need your
special weapons reloaded, drive
directly under the blue light.
You will then receive three more
special weapons.

e Energy Cores - Whenever you
manage to destroy another MEK,
drive over the rubble as quickly
as possible and collect 1ts
Energy Core. This powerful prize
will help replenish your
shields. If you don’t get there
guickly, your foes will, so be
alert and get there first or 1t
will self detonate.
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~ STORM RIFT
 Eons ago, a monstrous lightning g
~ strike carved the jagged Storm Rift |
. from the sizzling rock. Among the ;
|  shattered plateaus of the electri- i
fied planet Slauthan are Storm Rift
winds long and narrow and ratiny ;
~ gloom-streaked terrain. Revenge
= rushes in from the ends to find g
.~ blood in the middle. %
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 THE BOSS-SHOCKA
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Shocka recently fried the life out

| of one of Nazrac’s warlords and é
| now rules Slauthan and the Storm f

e

e LA

~ Rift. Humming with built-up volt-
~ age, her HyperMEK runs fatal rings
 around the slow and weak.

S

INFERNO

Hellish blasts of molten metal ,
. cast a bloody glow on the burning %
.~ volcanoes that surround Inferno. %
. At the bottom of a slag-filled é
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crater on the mining world of

Voluvia, deadly fire and razor-
sharp spikes erupt from Inferno’s
blistered surface. Brave warriors

:E:-.;tt-.:-‘:f.;-:
FrrL
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TR

dodge among the fiery cones, daring

one another to brave the flames.

THE BOSS-VENUSIVA

Venusiva has forever been the god-
dess and dominator of Voluvia and

the Inferno. As Nazrac’s object of
devout worship and lusting hatred,
she terrifies her challengers 1in a
glowing hot StealthMEK.

STONE WEB

Many a warrior has wandered lost
into a freezing death in the Stone
Web. Lying under a mist of liquid
nitrogen on the sub-zero world of
Melekus, the Stone Web is full of
narrow passages and secluded nooks
Warriors fighting here must use
their radar and a keen sense of
direction to surprise their
confused opponents.
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Nest rises horrible life that

the weak of heart cannot bear to
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T-MEK warriors must hack their way
through the mucous strands that

hang all throughout the 1

and the Stone Web after Nazrac
planet of Prg’zhak.

mercy toward his opponents.
strike doom for his unprepare
From the tangled slime of the
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ghostly image, his Su
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Brk’oth, born from the womb of
Prg’zhak itself, has absorbed the
damp remains of many a challenger.
A living ooze in the shape of a
LurkerMEK, Brk’oth plans to remain
the boss of Prg’zhak and its Alien
Nest for eternity.

KILLING FLOOR

Forged under the fist of Nazrac
himself, the Killing Floor leaves
room for nothing but savagery.
Infernal grates jet forth devastat-
ing fire and towering walls lined
with red-hot spikes prevent escape
by the defeated. Here warriors
cannot hide from slaughter by foes
whipped into a claustrophobic rage.
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Nazrac founded his wicked empire on
the industrial planet of Etramel.
From there he rules the entire
lacertan System. Many ambitious
warriors have faced Nazrac in the
Killing Floor, and their remains
rot on the surrounding battlements.

Before each match, you’ll have to
choose which model of MEK to take
into battle. Each MEK has 1its
stronger and weaker points, and
each has unique and powerful
weapons and defenses.

All MEKs have a few things 1n
common, however. Your MEK hovers
above the ground, so you may slide
left and right as well as forward
and back. Tap the D-Pad UP to
achieve a small acceleration; and
hold it DOWN to move faster. Here
are the MEKs:
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Shockbolt

A powerful,
contained charge
of electricity.

Hopshot
- Light.

Defense:
Special Weapon
Composition
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goes through most

obstacles and

The shockbolt
d

Fast.
Good.

Special features

Tracking
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1sorien
miXing up

opponents by
controls.

i e
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couple battles under their belts
and steady hands on this MEK’s
controls can blindside their

opponents without mercy.
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the SpeedMEK
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MOLTTLOmn .

If speed kills,
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death
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1t will

keep seeking that

opponent for

hts when you
fire off an acid

Cloak

Acid drone

A heavy dose of
molecular actid
suspended
maghetically-
protected alloy
shell.

Medium.

Slow.
Excellent.

If someone
locked

S1g

drone,

guite a while.
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Tracking:
Special features

Special Weapon
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Defense
Compos

Damage
Speed

StealthMEK
Speed ‘

Weapon
Shield
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Assaul tMEK

Weapon:
Shield:
Speed:

Defense:
Special Weapon:
Composition:

Damage:
Speed:
Tracking:

Special features:

Safety through size.
firepower. This MEK 1s easy to con-
trol, but to get the most out of the
missiles takes strategy and practice.

e B ey e i e
Fespasain e L 4 T LEEE

Reflector

POV missile

A lethal charge
of fusion explo

sives delivered

in a pilot-guided
high-speed
missile.

Very severe.,
Fast.

Depends on the
pilot.

The pilot can
guide the missile
to any target,
including one
self. The loca-
tion can be con
trolled by
pushing the

D-Pad 1in any
direction. Press
the A Button
again to abort,

Peace through
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HyperMEK

Weapon: eeeeee
Shield: e

Speed: eoececcccccos

Hopshot
Plasmathrower
Three white-hot
balls of charged
plasma.
Damage : Heavy when
accumulated.
Speed: Fast.
Tracking: Decent.
Special features: To line up and
wallop an
opponent with all
three hits deliv
ers serious dam
age. Nearly
impossible to
outrun.

Defense:
Special Weapon:
Composition:

Keep moving, you’re untouchable.
Stop moving, you’re toast.

Only experienced warriors looking
for a white-knuckled thrill hop
into this machine.
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Weapon: eeeeee |
Shield: eeeeecececee 5
Speed: ee

Defense: Cloak
Special Weapon: Blinder bomb |
Composition: An explosive- g
filled shell that
deploys shrapnel
and a blinding
flash via highly
photoemissive
magnhesium powder.
Damage:: Pretty nasty. %
Speed: Medium. §
Tracking: Excellent. é
Special features: A hit with a
blinder bomb will
make your
opponent(or, 1f
you dare not
careful, YOU)
temporarily
unable to see
outside the |
cockpit due to |
scanner overload.

Love may be blind, but hate 1s the
blinder bomb.Another good choice
for fledgling warriors, but beware
blinding yourself with your primary
weapon.
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Identical to the

Reflector
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SuicideMEK
Defense
Special Weapon
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POV missile but
composed of a

speed and sacri
See POV missile

fices
Extremely fast.

Depends on the

lighter alloy
Bl Lok,

that
stability.
Severe.

tion:
Special features

Tracking

Compos
Damage
Speed:

(Assault Mek).
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AssaultMEK without all the pesky
but the rush

All the aggression of the
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Depending on how you perform 1in

the arena, you’ll be awarded Points
.~ and Kills. Following each round,

~ the points will appear on the

. Points Ranking Screen. You will see H
~ your name, your final 1st, 2nd, 3rd‘31
or 4th place rankings and number of —
Kills. If yeu Fimwished L Tlrst ?
place, you®’ll continue to the next
level of the tournament. After this
screen, a second player option 1s .
available.
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BITS Corporatlon 'eam T MEK 32X

Programming: Tom Prosser,
Steve Clark
Audio Driver, MIDI and Sound FX conversion:
Brian Schmidt
Audio Support: Dylan Beale
Graphics Conversion, original graphics for
this version: Laurence McDonald
Additional Level Design, Production
Assistance: Jon Torrens
QA/Game Testing: Steve Cox,
Jim Glanville
Production/Additional Design: Tim Hale

Special Thanks: James Cox, Gary Sheinwald,
Foo Katan, Jacqui Lyons, Matthew Ford,
Mitz1 McGilvray, James Baker, Annette
Mahoney, Tracee McVeigh

TMEK 32X 1s based on an original
Atari Games Coin-up game

The Atari Games Team T-MEK (Coin-op)

Producer: Gary Stark
Game Designer: Matthew Ford
Lead Programmer: John Grigsby
Programmers: Norm Avelar,
Gary Stark
Support Programmer: Mike Albaugh
Systems Support: David Sheppard
Lead Animator: Rhizaldi Bugawan
3D Animators: Brian France,
Rich Chargin
Animators: Nick Stern
Model Makers: John Ferrarti,
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Patrice Moriarity |
Digital Imaging: Dave Portera
Project Engineer: Don Paaw |
Technician: Farrokh Khodadadi o
Audio: Brad Fuller o
Audio Engineer: Chuck Peplinski E

Cabinet Designer: Mark Gruber
Product Designer: Ralph Perez %
Controls: Wade Winblad %
Harnessing: Carol Cameron, |
Stevie Landaverde 1
Woodshop: Connie Osuna 1
Metalshop: | Jesus Torres .
Product Manager: David Macias
Software Q&A: David Pasquinelli
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Special thanks to: Mike Jang, Cris Drobney, E 3
Rick Yoshida, Darrell Robinson, Pat % i
MaCarthy, Joe Dieu, Leon Fritts, Sean f
Murphy, Adalbert Miak, Loren Bryant, Hector ?
Fajardo

The Time Warner Interactive Team
T-MEK 32X

Producer: Mitzi McGilvray .
Associate Producer:  Mike Klug .
Testing: Curtis Soldano,
Mike Kruse, 1
Marc Owen, Rob Boone,
John Arvay, Jr. %
Manual Design: Richard Verdoni ;
Manual Writer: Jon Mongelluzzo §
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Sega Special thanks to: Bill Hindorff, Mark
Beaumont, J. Tony Smith, Steve Ackrich,
Jane Chaney, Joy Schneer, Brian Paw, Jeff
Gregg,
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Limited Warranty

Sega of America, Inc., warrants to the original consumer purchaser that the Sega
32X Cartridge shall be free from defects in material and workmanship for a period
of 90 days from the date of purchase. If a defect covered by this limited warranty
occurs during this 90-day warranty period, Sega will repair or replace the defective
cartridge or component part, at its option, free of charge. This limited warranty does
not apply if the defects have been caused by negligence, accident, unreasonable use,
modification, tampering, or any other causes not related to defective materials or
workmanship. To receive warranty service, call the Sega Consumer Service
Department at 1-800-USA-SEGA.

To receive Canadian warranty service, call the SEGA Canadian Consumer Service
Department at 1-800-872-7342.

DO NOT RETURN YOUR SEGA 32X CARTRIDGE TO YOUR RETAIL
SELLER. Return the cartridge to Sega Consumer Service. Please call first for
further information. If the Sega technician is unable to solve the problem by phone,
he or she will provide you with instructions on returning your defective cartridge to
us. The cost of returning the cartridge to Sega’s Service Center shall be paid by the
purchaser.

Repairs after Expiration of Warranty

If your Sega 32X Cartridge requires repairs after termination of the 90-day limited
warranty period, you may contact the Sega Consumer Service Department at the
number listed above. If the technician is unable to solve the problem by phone, he
or she will advise you of the estimated cost of repair. If you elect to have the repair
done, you will need to return the defective merchandise, freight prepaid and insured
against loss or damage, to Sega’s Service Center with an enclosed check or money
order payable to Sega of America, Inc., for the amount of the cost estimate provided
to you by the technician. If, after inspection, it is determined that your cartridge
cannot be repaired, it will be returned to you and your payment will be refunded.

Limitations on Warranty

Any applicable implied warranties, including warranties of merchantability and
fitness for a particular purpose, are hereby limited to 90 days from the date of
purchase and are subject to the conditions set forth herein. In no event shall Sega of
America, Inc., be liable for consequential or incidental damages resulting from the
breach of any express orimplied warranties. The provisions of this limited warranty
are valid in the United States only. Some states do not allow limitations on how long
an implied warranty lasts, or exclusion of consequential or incidental damages, so
the above limitation or exclusion may not apply to you. This warranty provides you
with specific legal rights. You may have other rights which vary from state to state.

For French instructions, please call:
Instructions en francais, telephoner au: 1-800-872-7342
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PRIMAL RAGE™ BLACKTHORNE™

Sena is a registered trademark of SEGA. Genesis 32X, Virtua Fighter and Kollbri are
trademarks of-Sega. T-MEK™and Primal Rage™ ©1994 Atari Games Corp. / Time Warner Interactive, Inc.
STAR TREK & Related Marks TM & © 1995 Paramount Pictures. Blackthorne Is a trademark
of Interplay Productions. All Rights reserved. This game is licensed for home play on the
Sega 32X system. Copying and/or transmission of this game is strictly prohihited.
Unauthorized rental or public performance of this game is a violation of applicable laws.
© SEGA, P.0. Box 8087, Redwood City, CA 94063. All rights reserved,

Patents: U.S. Nos. 4.442,486/4,454,594/4,462,076; Europe No. 80244; Canada No. 1,183.276/1,0082,361;
Hong Kong No. 88-4302; Germany No. 2,609,826; Singapore No. 88-155; U.K. No, 1,536,000;
- France No. 1,607,029; Japan No. 1,632,396/82-205605 (Pending)
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