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WARNINGS Read Before Using Your Sega Dreamcast Video Game System

CAUTION
Anyone who uses the Dreamcast should read the operating manual for the software and console before operating them. A responsible adult

should read these manuals together with any minors who will use the Dreamcast before the minor uses it.

HEALTH AND EPILEPSY WARNING
Some small number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing lights or

light patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or loss of

consciousness may occur even if the person has never had an epileptic seizure.

If you or anyone in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your doctor prior to using

Sega Dreamcast.

In all cases, parents should monitor the use of video games by their children, If any player experiences dizziness, blurred vision, eye or

muscle twitches, loss of consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE USE AMD

CONSULT YOUR DOCTOR BEFORE RESUMING PLAY.

To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using Dreamcast:

• Sit a minimum of 6.5 feet away from the television screen. This should be as far as the length of the controller cable.

• Do not play if you are tired or have not had much sleep.

• Make sure that the room in which you are playing has all the lights on and is well lit.

• Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neck, arms and fingers so that you can

continue comfortably playing the game in the future.

OPERATING PRECAUTIONS
To prevent personal injury, property damage or malfunction:

• Before removing disc, be sure it has stopped spinning.

• The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this disc in

anything other than a Dreamcast console, especially not in a CD player.

• Do not allow fingerprints or dirt on either side of the disc.

• Avoid bending the disc. Do not touch, smudge or scratch its surface.

• Do not modify or enlarge the center hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape.

• Do not write on or apply anything to either side of the disc.

• Store the disc in its original case and do not expose it to high temperature and humidity,

• Do not leave the disc in direct sunlight or near a radiator or other source of hoal,

• Use lens cleaner and a soft dry cloth to clean disc, wiping gently from the confer to Iho edge. Never use chemicals such as benzene and

paint thinner to clean disc.

PROJECTION TELEVISION WARNING
Still pictures or images may cause permanent picture tube damage or mark l:ho phosphor of Iho CRT. Avoid repeated or extended use of

video games on large-screen projection televisions.

SEGA DREAMCAST VIDEO GAME USE
This GD-ROM can only be used with the Sega Dreamcast video game system. Do not altompt to play this GD-ROM on any other CD player;

doing so may damage the headphones and/or speakers. This game is liconsad lor homo ploy on the Sega Dreamcast video game system

only. Unauthorized copying, reproduction, rental, public performance of this gomu is u violation of applicable laws. The characters and

events portrayed in this game are purely fictional. Any similarity to other persons, living or doad, is purely coincidental.
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TITLE SCREEN/MODE SELECT

Once the Title Screen appears, press the Start Button to display

the Main Menu. Use to select a game mode and pre.ss the

® Button to enter.

ARCADE MODE A recreation of the arcade version

ORIGINAL MODE An exclusive version for Dreamcast

VS BOSS MODE Go head to head against the game bosses

FIGHTING MODE Go one on one against a friend or computer opponent

TRAINING ROOM Download the Zombie Revenge Raising Game to the VMU
OPTIONS Adjust the game settings

•SAVE FILES
Zombie Revenge is a memory card compatible game [Visual Memory Unit (VMU) sold

separately]. Refer to the diagram below for information regarding the number of blocks

required to save game files.

GAME FILE

VMU GAME FILE

CHARACTEFI FILE

ORIGINAL MODE
ITEM FILE

4 BLOCKS
11 BLOCKS
2 BLOCKS/CHARACTER

2 BLOCKS x4

Using your Dreamcast Browser, connect to the Dreamcast Network site for helpful

hints and downloads for Zombie Revenge!
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Zombie Revenge is a 1 to 2 Player game. For a 1 Player game, use Control

Port A. For a 2 Player game, use Control Ports A and B.

To return to the Title Screen at any point during game play, simultaneously

press and hold the ®, ®, ©, O and Start Buttons of the Dreamcast Controller

or Arcade Stick.

DREAMCAST CONTROLLER

ARCADE STICK

& Button

Start Button

O Button
& Button

9 Button

Joystick

1
© Button

1 © Button
/ V \

Game Start/Pause/
2 Player Entry/Continue

ANALOG THUMB PAD/O-PAD

Select

O Button

Game Start/Pause/
2 Player Entry/Continue

Select

Never touch the Analog Thumb Pad or Triggers D/Q while turning the Dreamcast power ON.

Doing so may interrupt the controller initialization process and result in malfunction.
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MOVE SHOOT
Use the handgun. Face the direction of

the enemy and shoot. The weapon will

lock on automatically.

HAND TO HAND COMBAT CHARGE SHOT

arcade stick

CHARGE ATTACK VARIABLE SHOT

arcade stick

Fight the enemy using punches, kicks,

etc. Press repeatedly to perform
continuous attacks.

When locked onto an enemy using the
handgun, wait until the targeting display

turns red to perform a powerful shot.

Hold down the hand to hand combat
button and release to perform a

charged attack.

Move in the direction entered.

Hold down on the shoot button and
release to perform a charged shot.
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GUARD ESCAPE
Protect yourself against attacks while

holding the button down. You cannot

guard against weapon or special attacks.

GUARD ATTACK
Attack immediately after guarding to

land a strong hit on the enemy.

BACKWARDS ATTACK

Press 3 buttons simultaneously to

attack in all directions. This attack will

use up part of the character’s life gauge.

DASH
Press guard and hold while moving to

dash.

DASH ATTACK
Press the two buttons simultaneously

to perform a backwards attack.

pwr ^
us

controller

i.-'.

arcade stick
1

Press the button while dashing. This will

push the enemy down and cause them
to drop any weapons they are holding.

1
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DBTAIN/USE WEAPDIM
Press either button to obtain, then use a

weapon. The type of attack may change
depending on which button is pressed.

RECDVERY ATTACK
Press either button to perform a

recovery attack when knocked down.

CDMBD/HDLD ATTACKS
Each character has their own combo
attacks. Hold down the hand to hand
combat button after an attack to

perform a hold attack. For information

on each character’s attacks, see

p. 21-23.

DPEN DODRS, ETC
Press any button while facing the
appropriate direction to open doors,

shutters, etc.
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A recreation of the arcade version. As one of the three characters, Stick

Breitling, Linda Rotta or Rikiya Busujima, journey into the city of the dead and

cleanse it of evil.

CHARACTER SELECT SCREEN

AliiSelect the character you wish to use. Before the counter reaches

zero, use to select a character and press the © Button to

enter. Press the © Button to return to the Main Menu. For a 2

Player game. Player 2 must press the Start Button for them to

select a character. If Player 1 selects a character while pressing

the Start Button, it is possible for them to use the 2 Player

costume.

HANDGUN BULLETS

LIFE GAUGE

REMAINING TIME

SCORE

HANDGUN AMMO CLIPS

OTHER WEAPONS G. AMMO

THE GAME DISPLAY

THE HANDGUM
The player’s handgun has a limited amount of ammunition.

Replenish ammunition by picking up the “BULLETS” item

after defeating an enemy.

If the player runs out of bullets and is not using another weapon,

the player will only be able to use hand to hand combat. Keep

an eye on the amount of bullets remaining.

8

TIME REMAINING

Each “Episode” in the game is divided into a number of areas,

which in turn are divided into stages. Each stage has a time
limit for it to be cleared — failure to do so will result with the
message “TIME OVER” being displayed. In this case the player

will lose one credit.

LIFE GAUGE/POISON GAUGE
When a player is attacked by an enemy the poison gauge will

appear on the life gauge. If the poison gauge exceeds 50% of

the life gauge, the player will become vulnerable to combo
attacks. Over 80% will result in the reduction of the speed of

the player’s movement. Acquire the “ANTIDOTE” item to
return the life gauge to normal.

ITEMS

The player’s character will automatically retrieve the “BULLETS”
and “ANTIDOTE” items. Other items (weapons, etc.) can be
retrieved by pressing either the hand to hand combat or shoot
buttons. Extra weapons can be used until the displayed

ammunition runs out. Break boxes that appear in the game
to reveal items. Boxes contain both weapons and “LIFE UP”
items, so smash them and retrieve the items.

CONTINUE & GAME OVER

Once the player has lost all their lives or the “TIME OVER”
message appears, the Continue Screen will be displayed. To
continue press the Start Button before the time counter
reaches zero. If the player has no remaining credits (5 credits

is the default setting) the game is over!
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A version exclusive for the Sega Dreamcast. Zombie Revenge: Original Mode
is a 1 Player game. There are 3 different modes: Normal Mode, Gun Mode,
and Bare Knuckle Mode.

MODE SELECT MENU
Select “ORIGINAL MOOE” from the Main Menu to display the

Mode Select Menu. Use to select a mode and press the

© Button to enter.

Normal
Mode

Gun
Mode

Bare Knuckle

Mode

This mode has the same game balance as Arcade Mode. Original

Mode contains items that do not appear in Arcade Mode and also

food items for the Zombie Revenge Raising Game.

Damage from the handgun is increased, however damage from
kicks, punches and throws are decreased. The number of bullets

available is also decreased.

The power of kicks, punches and throws are increased however
the handgun cannot be used. It is possible to use weapon items

although their power is decreased.

CHEAT ITEM SELECT SCREEN
This screen will appear once special items have been collected

by playing the Zombie Revenge Raising Game.
Select the item you wish to use in Original Mode.
Use to select an item and press the © Button to enter.

Items appear in Original Mode once they have been collected.

10

CHARACTER SELECT SCREEN

Before the counter reaches zero, use© to select a character
and press the © Button to enter.

In Original Mode, to select a 3’’'' costume, hold down the Start
Button and press the O Button to enter.

ZOMBIE REVENGE RAISING GAME FOOD ITEMS

There are items within Original Mode which do not appear in Arcade Mode.
Amongst these are food items which are for feeding characters raised in the
Zombie Revenge Raising Game.

The Store Room Screen will appear after the game has been
cleared or the game is over. Use© to select a food item
and press the © Button to move items to the Store Room.
To return items use to change the cursor from the Items
List to the Store Room. Then use to select a food item
and press the © Button to return the item.

Press the Start Button once the process is complete. Following

this the Confirmation Screen will appear. Use© to select

either “YES” or "NO” and press the © Button to enter.

Note: If you select “No” you will forfeit any items that you
have earned, so make sure that you have all of the correct
items before going to the Confirmation Screen.

11



Below are items which appear in Arcade and Original Modes.

• Normal Item (all modes]
4 Weapon Item (all modes)
k Item for Zombie Revenge

Raising Game

•ANTIDOTE
Use when poisoned by

enemies.

•BULLET
Ammunition clips used by

the handgun.

MACHINE GUN
Comes with a fixed

amount of bullets.

PIPE
Use to swing at the

enemies. Can be used
with the handgun.

DRILL
Crush the enemies to

pieces.

AXE
Swing to land a heavy

blow.

•LIFE UP
Recovers life by a fixed

amount.

•ELIXIR
After losing a life, the

player will be brought
back to life at full health.

SHOTGUN
A strong blast which can
affect a number of

enemies.

GRENADE
Throw to blast a wide
area.

GASOLINE
Pour, then ignite with a

weapon. Can also be
used to strike enemies.

FLAMETHROWER
Turn the enemies inte

toast.

HATCHET
Used to throw at the

enemy.

12
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STUNGUN
Delivers a strong shock
to the Zombies.

GUITAR
Two guitar cases
containing machine guns.

CHAINGUN
A large barrel gun firing

a barrage of shots.

LANDMINE
Activate to trigger an
explosion.

ik^VEGETABLES

DUEL HANDGUNS
Use twe handguns for a

double barrage.

CANNON SHOT
A guitar case carrying a

cannon.

LASERGUN
Slice the enemies with a

laser.

TOMATO

SPINACH

MONEY

JUICE

GUM FRESHMIN A



Go head to head against the game bosses found in Arcade and Original Mode.

BOSS SELECT SCREEN
Select which boss character to fight.

The player is able to select those bosses they have encountered
in Arcade or Original Mode. Use to select a boss and
press the ® Button to enter. Boss characters not available

for selection will be displayed with the mark.

RECORD SCREEN Ml I
"

Once a boss has been selected, the Record Screen is displayed.

The following items are shown: “LEVEL,” “CHARACTER” and
“BEST TIME.” Press the © Button to begin the fight.

RESULT MENU
After defeating a boss character, both the time it took to defeat

the boss, and the Result Menu will be displayed.

Use to select an item and press the ® Button to enter.

RETRY
BOSS SELECT
PLAYER SELECT
EXIT

Fight the same boss character
Return to the Boss Select Screen
Return to the Character Select Screen
Exit the mode
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Use characters in the Zombie Revenge Raising Game (within the VMU) to go
one on one against a human opponent or the CPU.

PLAY AND CHARACTER SELECT SCREEN
Select a versus mode.
Select between “1 P vs CPU,” “1 P vs 2P” or “CPU vs CPU”
using to select and press the ® Button to enter.

Following this, use to select a character and then press
the © Button to enter.

MATCH RULES

Each match is made up of 3 rounds. The first player to win 2 rounds is the winner.

Attack the opposing character and try to reduce their life gauge to zero. The first

player to do so wins the round.

If either player’s life gauge is not reduced to zero at the end of match [60 seconds),

the player with the most life remaining is the winner.

It is possible to modify the match rules, see Options on p.20.

•ZOMBIE ASSIST
If there is a difference in the level of raised characters, the weaker character
will be assisted by Zombies who will attack the stronger character.

MATCH END MENU
After the match is complete the Match End Menu will appear.

Use •-•• to select an item and press the © Button to enter.

RETRY Fight one more match under the same
conditions

PLAY SELECT Return to the Play Select Screen
CHARACTER SELECT Return to the Character Select Screen
EXIT Exit the mode

15



Download the Zombie Revenge Raising Game to the VMU. Reared characters

can then be used in Fighting Mode.

TRAINING ROOM MENU
Use to select an item and press the ® Button to enter.

The Zombie Revenge Raising Game requires 110 blocks of free memory
to download.

CHARACTER SELECT SCREEN
ILl.« .IJi 1^.]

Select the character you wish to raise.

Use© to select a character and press the ® Button to

enter.

Following this, enter the character’s name. Use to

select a letter and press the ® Button to enter. Return to

the Training Room Menu upon entering the character name.

-rkT'lT” '^L .I

PARAMETER
View the parameters of a character currently being raised.

ENERGY Level of character’s energy

STRESS Flas a negative effect on enthusiasm

ATTACK Level of the character’s attack in Fighting Mode
DEFENSE Level of the character’s defense in Fighting Mode

16

This game requires the use of a VMU.
Character raising contains three elements: “MEAL,” “GAME [2 types)” and
“PARAMETER.”

•CHARACTER RAISING
If the raised character’s energy becomes zero, training is finished and the

player will be able to use their character in Fighting Mode. Go to the

Parameter Screen in the Training Room, select “SAVE FILE” and press the

® Button to enter. [Continue to feed the character for about a week for

this to occur.)

MODE SELECT k<SELECT»l
MEfiL

Once the Title Screen appears on the VMU, press the © and GAME
© Buttons simultaneously to display the Mode Select Menu. PARfl

Use to select a mode and press the ® Button to enter.

MEAL
Use food items acquired in Original Mode to feed your character.

Different types of food have different effects on the character’s

parameters. The character’s level of attack and defense in

Fighting Mode will gradually increase.

Use to select a type of food and press the ® Button to

enter. Whether or not the character will eat the food depends
on their level of hunger.

MEAL

Buner

17



MINI GAME 1 - ZOMBIE FISHING

Fish for Zombies!
Depending on the player’s performance the attack parameter
will increase.

Select a level before starting. Use to select and press
the ® Button to enter.

OCasting
Use to select a casting point and press the ® Button to

cast. When there is a Zombie in the area you have cast, the

message "Fish!" will appear. If not, the message “No Zombie” will

appear and the player will return to the Casting Screen.

Press the ® Button before casting to end the game.

0Reel In

Once a Zombie has been hooked, it will try to escape. To avoid this,

press the D-Pad in the appropriate direction as indica-

tors are displayed. Press either the © or ® Button appropriately

when the messages "Beat A," "Beat B" appear.

Flepeated failure to press the correct button will result in the

message “Line Break” appearing and the player will return to the

Casting Screen.

The time it takes to reel in the Zombie varies depending on the

Zombie's size.

O Result
The size of the Zombie will be displayed after it has been successfully

been reeled in. The different sizes are “Small One,” "Medium One"
and "Big One"

beatP
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MINI GAME 2 - ZOMBIE DOUBT

Find the difference in the displayed combination of symbols.

Depending on the player’s performance the defense parameter
will increase.

Select a level before starting. Use to select a level and
press the ® Button to enter.

OThe Problem
On the screen the player's character will display a variety of symbols
in succession. Make sure to remember the type of symbols and the

order they are shown.
The variety of symbols displayed increases depending on the level.

OThe Answer
On this screen the same symbols will be displayed in the same order,

however one symbol will be different. Before the counter reaches
zero, use to select the odd symbol and press the © Button to

enter.

Failure to select the symbol after three attempts will result in

game over.

PARAMETER

View the parameters of the raised character.

Check the condition of the raised character by pressing the ®
Button while the Parameter Screen is displayed.

PHRR
HU lOt
FIT 40
DE 74

EX (Experience)

EG (Energy]

HU (Hunger)

AT (Attack)

E (Defence)

Measures the character's level of experience.

Measures the character's energy. Training is finished when the

counter reaches zero.

Used to maintain the character's level of enthusiasm. If the level

drops below 50, the player will be unable to play mini games.
Measures tbe character's strength of attack in Fighting Mode.
Can be improved by playing mini games.
Measures the character's level of defense in Fighting Mode. Can be

improved by playing mini games.
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Adjust the various game settings, the controller configuration and listen to the

game’s soundtrack, effects, etc.

OPTION MENU
Use to select an item and press the ® Button to enter.

For the Sound Test, use to select a sound and press the

© Button to enter.

DIFFICULTY Select between 5 levels of difficulty

[Very Easy/Easy/Normal/Hard/Very Hard]

CDNTINUE Select the number of continues in Arcade Mode [1 - 15]

AUDIO Select Stereo or Monaural sound [Stereo/Mono]

SOUND TEST Listen to the game’s sound effects, voice and
background music [MUSIC/VQICE/EFFECT]

KEY CONFIGURATION Re-assign the controller configuration

VIBRATION Switch the Jump Pack ON or OFF [On/Off]
[You will need to connect Jump Pack to the controller]

MATCHES Adjust the number of rounds in Fighting Mode [1/3/5]

BATTLE TIME Adjust the time limit in Fighting Mode
[30/45/B0/90/OC]

ZOMBIE ASSIST Disable assisting Zombies in Fighting Mode [On/Off]

EXIT Exit the Option Menu
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LINDA ROTTA
Age; .22
Height; %l69cm
Weight; 48kg

Thmoungesttfemale special agent of the
Amfrican agency, the “AMS.” Linda’s expertise

with a gun is second to none. Her speed and
shooting prowess compensate for her iack of

physical strength.

SUNRISE uppercut! HEARTBREAKING UPPER j STEPPING KICK

BUSUJIMA SONIC BOOM f BUSUJIMA COMBO^ touunrdR enemy +000
controller

^ tovucirdii enemy +©©0
ai*cadc stick

COMBO
controller controller

ATTACKS
controller

arcade stick arcade stick

arcade stick

HIGH-PRESSURE BOMB £ NECK DRIVE 9 JUMPING STAMP KICK

BUSUJIMA THROW BUSUJIMA HOLD BUSUJIMA FIREWORKS^ towards enemy +

controllercontrollor controller

ATTACKS controllercontroller^ towards enemy +0
ai'cndu stickarcade stick

arcade stick



YOKO
Came with her boyfriend

to see some Zombies in

action. Unfortunately her
boyfriend fell prey to thej
undead. While trying to I
escape she came across
a man with one golden

eye, who gave her a floppy

disk. She is waiting for

the characters in a

.warehouse.

All that is known about Zed
golden eye. He taunts the cl

his mysterious messages.

40 years before the current incident.... ^
An organization funded by the government was created to conmct unofficial

research and develop tactical weapons.

The name of this organization was GOD.

Scientists worked day and night on the development of what can be b^ described
as “unknown weapons.” The existence of such organizations is not rai^the defense
of the nation is of high priority in any country.

However....

There was one crucial difference with this organization - it was not developing
weapons but soldiers.

Its aim was to develop a recyclable soldier, one that could not be killed....

The scientists worked in a laboratory constructed 4Q00m below the earth. The
only people allowed above ground were the Reconnaissance Team*, all othei^^ff
were required to live out the rest of their lives underground.

Seeing as though the majority of staff were of the “mad scientist” var[gty?j^
they considered this as a blessing. n ‘ r

-

*This was the- group whose responsibility was to go above ground to carry .out

experiments.
'

They also brought back living specimens to be used for research.
Large amounts of residents went missing in unexplained explosions or fires. S
This group were indeed on a mission from hell. qB
Naturally all evidence of the deeds described above were destroyed by the IB
organization.

tut
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UDS (Undead Soldier)

A recyclable soldier, one that so long as it retaihsil its physiddt form wooT^ttempt
to complete its mission. V ^ *

This aim however exceeded the sphere of human kno\iiffedg4 and it was 10y
before scientists would stumble upon the right line of res^feh^" ,

The first experimental model was completed one year later.V 1

Its internal organs and part of its brain were created artifl^lly ani^ large b|£ery
was attached to its back. Its appearance and form was hideous. . ^

A vacant stare communicated a silent anger and sadness... jP*

Through its artificial brain it was allowed to move only a^'much as ne^Md to a

plish its task. The aim was to create a human tank, something that'raiind take d

age and keep fighting while its muscles and skeleton remained intfct.

The machine dei^tfd^ on a large source of power to be operational and used a

large ^ard^fty of part^To mass produce it was necessary to find a different

me^^
’

'

ThKGn cell...this.was%b n^e a large impact on the development of the U.D.S.

The cell was named after its discoverer, Dr. Gil Breitling. It had the abiliMfi penetrate
a person’s body and kill them while preserving its vitality and dulling th^Ml^e of pain.

j

The cell had the ability to learn. Entering the brain it would f|ie with tra surrounding
cells spread to the rest of the body with the urge to reprolrace itself, tj I ^
ts thoughts were very limited to the following instincts: “move,” “eat” a^ “survive.’^

pimple form of life

However, the power to create a killing machine with the ability to infect ethers
through a .dose of the cell would be of great use as a military weapon.*'

Sending only one or two units could destroy an enemy location through continuino
inj^tion.

' »

.Ho^^er with no ability to control the spread of infection, it was considered too
'dan^rous to be of practical use. I

Further experiments were carried out using animal genes.
> .Vi... - i However, the problem remains unresolved to the present day

f i
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Special Thanks:
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*THIS LIMITED WARRANTY IS VALID FOR U.S. AND CANADIAN SEGA DREAMCASTSOFTWARE MANU-
FACTURED FOR SALE IN AND PURCHASED AND OPERATED IN THE UNITED STATES AND CANADA ONLY!

Limited Warranty

Sega of America, Inc. warrants to the original consumer purchaser that the Sega DreamcastGD-ROM 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 replace the defective GD-ROM or component 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. Please retain the original or a photocopy of your dated sales receipt to establish the date of purchase for in-warranty

replacement.

WARRANTY REPAIRS
IF YOUR SEGA DREAMCAST GD-ROM DISK IS DEFECTIVE OR HAS BEEN DAMAGED, DO NOT RETURN IT TO SEGA. RETURN THE DISK,

IN ITS ORIGINAL PACKAGING, ALONG WITH YOUR ORIGINAL SALES RECEIPT TO THE RETAILER FROM WHICH THE SOFTWARE WAS
ORIGINALLY PURCHASED. Sega of America cannot offer credit or exchanges for merchandise purchased through your retail store.

If you have questions about the warranty service, contact Sega Consumer Service Department at http://vwvw.sega.com or 1-800-USA-SEGA.

Instructions en frangais, telephoner au: 1-800-872-7342.

OUT OF WARRANTY REPAIRS AND REPAIRS AFTER EXPIRATION OF WARRANTY
II your Sega Dreamcast GD-ROM requires repairs after the termination of the 90-day limited warranty period, you may contact Sega at the

wob site or 800 number listed above for instructions on receiving technical support and repair service.

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 consequen-

tial nr incidental damages resulting from the breach of any express or implied warranties. The provisions of this limited warranty are valid in

tho United States only. Some states do not allow limitations on how long an implied warranty lasts, or exclusion of consequential or inciden-

Kil damages, so the above limitation or exclusion may not apply to you. This warranty provides you with specific legal rights. You may have

nlher rights which vary from state to state.

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.

Sega is registered in the U.S. Patent and Trademark Office. Sega, Dreamcast, the Dreamcast logo and Zombie Revenge are either registered

trademarks or trademarks of SEGA Enterprises, Ltd. All Rights Reserved. This game is licensed for use with the Sega Dreamcast system only.

Copying and/or transmission of this game is strictly prohibited. Unauthorized rental or public performance of this game is a violation of appli-

cable taws. ©SEGA ENTERPRISES, LTD., 1999. Sega of America, P.O. Box 7639, San Francisco, CA 94120. All rights reserved. Programmed in

Japan. Made and printed in the USA.

Product covered under one or more of the following; U.S. Patents No's: 5,460,374; 5,627,895; 5,688,173; 4,442,486; 4,454,594; 4,462,076; Re.

35,839; Japanese Patent No. 2870538 (Patents pending in U.S. and other countries); Canadian Patent No. 1,183,276.


