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GETTING STARTED 1
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2. " Mol@sure e pows isia Eﬁ.‘eﬂ insert nis
Loxie c:c;rm@lge info-the G-Erﬁeﬁé 5 89X CDHSDh%

3 : __'”?um ’rh& wer swl’rch qn |n c: few F‘nomen’rs the

4 P‘fess the STAIQT auh‘c;n on ﬂwe Genems Control
. Padio ﬂdvoﬂce p:ﬂsT ?he fitle sequence and

b@g n piay

5  Ifthe T|Tle screen doesn t appear, turn the power
 swifch off. Make sure your system is set up
. conrecily and the cartridge is properly inserted.
~Then turn the power switch on.

' 'mpﬂrﬁ:nt N—_ﬁévf}:iy_"s make sure the power switch is
turned off when inserting or removing your cartridge.

~ INTRODUCTION

~ HYDRA'S massive electrical plasma Grid has shrouded
~ New York City in a blanket of hysteria and destruction.
Skyscrapers are crumblmg People are dying. It'sonly =
~ amatter of time befafe The Blg App]e becomes ’rhe =
- 'Bakeg:f Apple B .

:Onfy yw —e—-.wr'rh sc}me help from your f:ﬂ?y E}ar&deml —_
(o= f:ct:im this 1<1ne§u: Grd cmd torch The evil fomes at

ifs source. _ -
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Using TRt COFITEOLU?E

3 Button Contraller =
: START Buﬂon _

_ CBU”O“‘

. !
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_A Button

D-Pad

SURFACE CONTROLS

RUN: Press and hold the D-Pad LEFT or RIGHT,
CROUCH: Hold the D-Pad DOWN.

CRAWL: Hold the D-Pad DOWN, then press it LEFT or
RIGHT.

SCALE: Press the C Button while standing close 1o d
wall or barrier. To “un-stick” yourself from wall of
barrier, press the C Bufton. —

JUMP: Press the C Button. (Tap the C Button while
running for a running jump.). _

SPECIAL SURFACE CONTROLS

LONG JUMP: Press the C Button while running (oress
the D-Pad LEFT or RIGHT o guide jump direction).

JAB: Press the B Button.
COMBO ATTACK: Tap the B Button repeatedly.

CROUCH PUNCH: Press the B Buttfon while crouching.
(Very effective in loosening breckable platforms.)




WEB LkUNCH icp ’rhe C Buﬁcﬁ ﬁvice

__WEB-BLAST: Press the A Butfon while swinging.

WEB KICK: Press the B Butfon while swinging.

AN GAME AENU

Press the START Button to bypass the intro screens and
access the Main Game Menu. To make d selection in
the Main Game Menu, press the D-Pad UP or DOWN
o select an op’non Press the C Button to enfer your
seiecﬂoﬂ -

Start
_ Select this to begin play.
Options

Here you can turn the music or sound ef_fe-(:’ts on or

off, adjust the difficulty level, or reconfigure fhe gdme
conirols o your own spec;ﬁcczhons :
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OPTIONS iR
MUSIC ON Vs T
SFX  ON Tome ot
. .| NORMAL
e CONTROLS o
EXIT o

- To make a selection in the Opfions Mﬁﬁ!«l?'ﬁré_%sf*me

D-Pad UP or DOWN fo select an option and press the

D-Pad LEFT or RIGHT fo Toggle fhrough seiechons

options, choose * EXIT"

Music

Here you can choose to play with the music on or off. "

SFX

Here you can choose to play with the sound eﬁecfs

on or off.
Difficulty

Here you can set the gameplay difficulty IQV'%\!,‘;:EE:E-I%_
Easy, Normal or Hard. e

Controls

Select this option by pressing the C Bution. You can
reconfigure the game controls o your liking by
moving the D-Pad in any direction. Press the C Butfon
to enter your configurations.
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'-whaie plawng Here you cmrﬁ pause gamep!oy as well
as call upon the aid of your Super Hero ally Daredevil,
who will swing across the screen and throw a

special enemy-wasting billy clupb. You can access
Daredevil only if you have rescued him and possess a
Daredevil icon.




This is where all the action takes place. Here mu will
find the following:

Web Meter

Measures the amount of Web-Fluid you have
remaining. This meter will diminish each fime you fire
a Web-Blast or activate your Web. Be suge te monitor
your Web- FlUId Ievel — you wouldn’t wcm’r f@ be left

Drogonmon

Health Meter

blasts you take, the more ThlS meter dimwshes the
weaker you become.

Lives

Displays how many lives you have. You begin with
three. Make no mistake, you're gonna need them all,

Daredevil lcons

These allow you to call upon Daredevil for help. In
order fo collect Daredevil icons, you must rescue him.
Two Daredevil icons will then be placed randomly
throughout the game.
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These will bc)osf your health meter.

Web-Fluid

Collect this fo gradually replenish your
Web-Fluid.

Daredevil Icons

These enable you to call upon Daredevil
for assistance in sticky situations.

" d

.

1-Up Icons

These give you an extra life.




The fol!éwihg is a descri or% of ‘rhe-uermln you must
eliminafe on \,zouw' ques’r ’rear down ’rhe Grtd cmd AL

,—.-:'."w.

H?DEA Agents _, ““’ ey

=4 !":"l'h"rS'ba‘f’tﬂnlmar\,f Ieglah"'df’éiec:fnﬁéd
1 cyborgs have infested evew alie‘y qnd

- | destroy anything the Grid doesn i
— 1 Beware, they fire Ilghfnlng cﬁrlsz:s :ﬁd are
masters in hand-to-hand combat., =

1 Dreadnoughts

You may recognize these heavily _
armored mercenaries from the Amazing
Spider-Man comic books. Sfunding
.. eight feet tall and able to liff as
=1 much as 15 tons, Dreadnoughis are
programmed to fight like professional boxers —
and spitf freon blasts from as far away as 10 feet,

Probes

= > - Probes are HYDRA'S cyber scouts that

‘| aid HYDRA Agents and Dreadnoughis

in battle. Although an electrode blast

from a Probe isn‘t parficularly lethal, if
1 can prove quite a distraction while in d

hea’red bc:iTﬂe with HYDRA forces. Be on the lookout

for two deadly types of Probes.
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Rocket Launchers

| Rocket Launchers can prove frouble-
some as they aftack from ceilings.
" | Watch out above, Spidey!




HYDRA has called in The%nf@rcers’*ﬁ diabolical teairn %%.
of mercenaries noforious’for giving-super herces a - .=~
bad time.. Study the following descrtpﬁana as Thev o e
may help.you c:woad SErious rn;ury o cesn i -

1..1

| bragonman. | = <
With an awesome 12- foot wingspan,

b= R% Dragonman’s attack isswiff and
' clean. Watch for the surprise swoop cs
this fire-breather’s raeu’rroﬂ flameballs

=21 can eat through steel. You may want
to call in Daredewl to assist you in s::‘quc;shang Thla
purple punisher.

__ Thermite

Lurking in the oil wasteland., this foxic
i Enforcer awaits — with fire in his eyes.
j ’5 Torch blasts and fists i all the T-Man

' needs to toast his prey, One wrong
move and it's kabob city for you,

= 1] Blitz
e This turquoise raven likes to battle

gl ’ above the clouds in her balloon of
&f W| doom. Although she doesn’t possess
[t Kinetic powers, Blitz's blazing hooks
£ and karate kicks are just as lethal as
any voltage orb or neutron bomb.
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= [OIC effect ein confusmg his
apponerﬁﬁ An@i sjon Tforg . lﬁbu’r his energy
. beams. He uses hese To vopc;z*lze h[s prey

e - ia..;# l;

el

Eel is @ human current, capable of

: frying his enemies with barely the lift of
| his finger. And it’s all in his suit. Eel’s
=" = = |threads emit huge waves of electricity
: that he directs with his hands and
—arms. His costume also generates an electrical field
which allows him to sense his surroundings in total
darkness. bon‘t forget your circuit breakers!

Tangle

At legst this one likes a fair fight... Uh,
sort of, You see, just like you, Tangle
can fire Webbing. Use ceilings and

. - | walls when doing battle with this sticky
= o = 0 1] babe, And remember, the one with
the most Web-Fluid at the end wins.

We've saved the best for last. Super-
f i Adaptoid possesses the ability fo
replicate and mimic the super powers
4? w of other beings, gaining or losing mass
3 ot will. You don't really know who
you'll be boﬂilng while in the ring with fhis devious
duplicater, But if anyone can do it, Spider-Man can!

1
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your webbing and wall-crawling ’rec“:hmques

E Fi2oas =] George Washrngfon
P <% | Bridge y
-:;If'f.x';..-- :. _: .,s

cembe’r Use ebendened cars and eet}tes fe elucs.le =
your enemies, but keep an eye on your Web F*‘Euﬁ ’
Without your Web, you will get crushed o

o el e e

o Qil Wasieiend

Welcome to Thermite’s
| fiery Hades. Prepare for
some blistering combat
wﬁh your old friends, the
HYDRA Agents. You're
' - 1 pbetter off scaling than
sitppmg cmd shdmg wfrh HYDRA sparring partners.

Things are gemg to geft pretty hot out here, you mey
want to call in Daredevil.




- -*gca’rasmc? [;:; -
and mcfi( L’;ﬁse& (:a‘f taréc:tka

_ _' _ ;f'HQiTc:lge
'qusTs wisely
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dngble and she’s gof an

army to profect her from

1 an unsuspecting spider

- =2 o Lo f i P P22 gftack. Regeneration

chombers spﬁ ou’r HYDRA Agents and Dreadnoughts
I|I<e ciockwork Be prapored for plenty of furbulence.

1 HYDRA Fortress

| There are two parfs of
5"The Fortress. First you must

| wcmus Super- Adc:ip’rmd

= 1 HYDRA and the Enforcers
. B : ——1I have built an elaborate —

- f:md dec:ldly —_— mf:zze for yczu Be sure fo make use of -

~ cargo elevators and towering girders as you.climb

your way 10 the Super-Adaptoid’s chamber. And e

_ sure fo %:}rmj(jfull su;::nply )f‘ Web~F|u|d Good luck -
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Sega Producer:
Jerry Marko’ra o
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BlueSky Software
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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
notapply 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 or implied 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 staie to state.

For French insructions, please call:
Instructions en francais, telephoner au: 1-800-872-7342
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BLACKTORNE” * WORLD SERIES BASEBALL™

Se0a is a registered frademark of SEGR. Genesis 32X, Virtua Fighter and Kolibri are trademarks of SEGA.

Spider-Man and the distinctive likenesses there of are trademarks of Marvel Characters, [ng. and are wsed with permission. THM & © 1935 Marvel
Characters, Inc. All rights reserved. Primal Rage™ & 1994 Atari Games Corp./Mime Warner Interactive, Inc. Blackthorne is a trademark of
Interplay Productions. All Rights reserved. The World Series is a trademark owned by Major League Baseball and may not be reproduced without
written consent. Major Leauge Baseball trademarks and copyrights are used with permission of Major League Baseball Properties, Inc. MLEPA
logo ©@MLEPA M3A, Dificially licensed by the Major League Baseball Flayers Association. This game is licensed for home play onethe Sega 32X
system. Copying and/or transmission of this game |s strictly prohibited. Unauthorized rental or public performance of this game is a violalion of
applicable laws. ©3EGA, P.0. Box 8097, Redwood City, CA 94063. All rights resenved.

Patents: U.5. Nos. 4,442 486/4,454,584/4 462, 076; Europe No. B0244; Canada No. 1,183,276/1,082,351;
Hong Kong Mo. 88-4302; Germany Mo, 2,609.826; Singapore Mo. 8B-155; U.K. No. 1,535,999;
France Mo. 1,607,029; Japan No. 1,632, 396/82-205605 (Pending)
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