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EPILEPSY WARNING

Read Before Using Your Sega Video Game System

A very small percentage of individuals may experience epileptic
seizures when ex to certain light patterns or flashing lights.
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 epilep-
tic symptoms even in persons who have no history of prior seizures
or 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 n, eye or muscle twitches, loss of awareness,
disorientation, any involuntary movement or convulsions —
IMMEDIATELY discontinue use and consult your physician

before resuming play.
HANDLING YOUR CARTRIDGE

% The Sega cartridge is intended for use only on the Sega
Game Gear.

% Do not bend the cartridge, crush it or get it wet,

% Do not leave it in direct sunlight or near a radiator
or other source of heat.

< Be sure to take an occasional break during extended play,
to rest yourself and the cartridge.

FRENCH INSTRUCTIONS

For French instructions, please call:
Instructions en frangais, téléphoner au:
1-800-872-7342

SEGA’S GAMEPLAY HOTLINE
1-415-591-PLAY
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LIMITED WARRANTY

Sega of America, Inc., warrants to the original consumer purchaser that this Sega Game Gear
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 United States 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.EAME GEAR CARTRIDGE TO YOUR RETAIL
SELLER. Return the Cartridge to Sega Consumer Service only. 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 Game Gear Cartridge requires repairs after expiration 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 suhject 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 state to state,
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