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 EPILEPSY WARNING | o
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Introduction
The Best Baseball on Earth!

ou ve got vour hands on the hinest baseball game monev can bhuy!
HardBall Il froms Accolasde offers stunning realism, fabulous g graphics
aind effortless gameplay,

You take total control of the field as plavers ot run. field and steal bases.
Your pitchers can sling eventhing from fasthalls o sinkers, and the umgp
calls ‘em like he sees em. Thewe's even crowd noise and the erack of the
bat! And for that extra “oomph” that takes vou straight into the ball park.
HarelBafl N1 is announced by Al Michaels. one of baseball's most noted
broadcasters.

HardBait Hl s true to the traditions of the first official baseball game,
plaved in Hoboken, New Jersey in June 1836, In the 150 vears since, base-
ball gloves, balls. bats and umifonms have evolved and improved. Yet the
game itself has changed very little, while sull appealing to every genera-
ton! Today, millions of children, teens and adults play baseball every sea:
son, cheered an by tens of millions of fans!

Evervbody talks basehall. Vs the natwonal pastine! And now, thanks to
Accolade’s HardBali NI, you can play an incredibly realistic game right at
home. You've got instant replay lifelike animation. complete statistics
and a wide choice of plavers. clubs and stadiums. 3o choose vour teams,
set your starting lineups. grah a couple of hot dogs and ks play ball’

AtariGuide



In the Booth with Al Michaels

| Michacls is the best there is in the broadcast booth, with a voice

mow to sports lovers around the world, Al's been an avid spons fan
since he was young, and audiences respond to that love of the game in
his voice. His distinct broadcast stvle is loaded with facts and insights
When he announces a game. you gel pulled into the play, actually feeling
the tension on the field and the exciternent in the stands.

Al began broadcasting in 1968, He's called football and hasketball play-
bv-plays. reported on high school sports and hosted three television sports
shows dailv. In 1974, Al signed an as sponscaster for the San Francisco
Giants, and in 1977 he accepted a broadeasting jobr with ABC Sports. He
has been announcing spors for ABC ever since, including Manday Mg/
Foothall, an astounding seven World Series, five All-Star Games, seven
League Championship Series and four Olvmpic Games,

You'll find Al behind the mike at a vanety of football and basketball
telecasts, in addition to ABC's Wide World of Sports events. This top spons
announcer has been selected as the national Sponscaster of the Year
three times and has twice captured an Emmy Award as Outstanding
Sports Personality - Host.

HardBall [l needed the best sportscaster in the business to call the best
baseball game there 5. S0 when it came time to select a play-by-play
announcer, there was really only one choice — Al Michaels.
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Setting Up

Cartridge Slot

Cantrol Part 1

F Ly t Ganetis Congole

1 Make sure the power switch on yvour Sega Genesis console is off,

2 Insen the HardBall Il cartndge into the canndde slot and press it
down firmly.

3 Plug a control pad into port 1. For two plavers. plug a second control
pad into port 2.

4 Tum the power switch on. ([ nothing appears on screen, switch the
power off, make sure the canridee is firmly inserted in the console,
and then swilch the power on again )

5 Press the Start Button or Button A. B or C at the Title screen, and get
reacy to play ball®

Important: Alwavs make sure the Genesis system is turned off
before inserting or removing a game cartridge.

AtariGuide




Take Control

D (Dwectional) Button
N _+ Start Buttan

utton €

— Buiton B

e,

T Bulon A

Fig 2 Contol Pag

Making Game Selections

D-Button
B Highlights menu selections.

Button B
B Selects a bighlighted menu tem

Button
B Cancels a menu selection and returns 1o the previous menu.
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Playing Ball

D-Button

Selects a swing when batting,

Advances to the next base when mnning.

Lised with Button B, retreats to the ey 1ongs batse

Leads-off. (Tap the bulton onwce or twice

Steals. (Hold down the button, |

Selects a pitch when on the mound

Selects an area of the plateto pach 1o, {Dunng the pitcher's windup.
how long vou hold down e hulton determimes how far insidefout-
sude or high/low the piteh will be. |

Used with Button B. attempts a packolf. (Yo must select a pitch
helore attempling a pickol |

B Moves the highlighted fielder toward the ball,

B Selects a base to throw o when fielding

Button B

B Swings when batting,

B Pitches when on the mound.

B Throws when fielding,

Button C

B Calls atime ouat and brnngs up the Scareboardf/Lineup screen

|_ ) . '
Note: See the next section. Play Ball!, for complete details an

' how o use the button contols.
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Play Ball!
Getting Started

Are vou ready to swing a bat” Throw some curves? Slide into home
plate” Yes' This is real baseball. And vou 're going to get all the harselide
action vou can handie

Use these button controls to make option selections throughout the game:
B D-Button: Highlight an option

B Button B: Select the option

B Button C: Cancel the selection and return 16 the previous screell

Note: Certain options. such as Reset Season, will prompt you to
confirm the selection by choosing OK, or abort the selection by
choosing Cancel.

1 Press Button A, B or C at the Title screen to display the Main Meou
(Fig. 5). The first box on the lefl, Exhibition Game, is highlighted,

Fig 3 Man Meny

-

2 Press Button B 1o go o the Exhibition Pre-Game screen (Fig 4)
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B REEE NELEEES
EAREAEE HAWgEIE

Ftg 4 Extubahion Pre-Game Soreer

3 Highlight Choose New Teams and press Button B, The Team
Selection screen appears. listing the available teams (Fig 51,

4 Choose your Home Team by selecting any team in the Accolade or
MindSpan League | D-Button o highlight. and then Button Bt
select]. The Team Summan screen appears (Fig. 6.

Fig 6 Team Symmary Screen Fig 7 Dghians Men

& Choose Select to return to the Team Selection sereen. The Home
Team sselected and ready toplay,

6 Repeat steps 4 and 5 1o select the Visitor's Team. You'll return ta the
Exhibition Pre-Game screen

7 Select Options 1o view the Options Menu (. 7

8 [n the Controls box. highlight ane of the teams that is about to take the
lield. Press Button B unti! the game-contml icon vou want i conrol
pad 1 or 2, or computer ) appears next to the team name, For exam-
ple. it you want 10 use control pad 1. press Botton B until the control



9 Highlight the oppaosing team and press Button B until the game-
contml icon vou want [or Vour apponent appears.
10 Highlight OK and press Button B again. You'll retum to the
Exhibition Pre-Gane screen.
11 It's game time! Select Play Ball! to stant the Exhibition Gane.

You're Up!

You re on the field. The batter, pitcher aud catcher are in position
waiting for the first prich. Baseball mformation cards for the batter and
pitcher show brieflv on screen belore the play begins. If vou chose to
control the Visitor's Team (step 8 in the previous section), vou'll be at bat.
If vou chose the Home Team, vouw'll be on the mound

Note: Press Button C at any time duning the game to call a time
out. You'll go ta the Scareboard/Lineup screen. Highlight Play
Ball! and press Button B when vou're ready to resume play.

]

The Batting Options Window

-t.', g BL‘I".I:"I'] Ophians WiNngow

The Batting Options window shows the batter s namwe, uniform number
batting average and hitstorat-hals ratio for the currens game. The window
offers vou these chaices:

B Power: Swing for the lences. Notonly increases vour chanves of hit-
ting one out. but of making an aw, too,

AtariGuide
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B Contact: A normal swing where vouranly obyective is to make cone
tact with the hall.
W Bunt: Lav one down A skifiiul bunter is a great weapon
B Strategy: With ninners on base, vou can select hitand-run. steal or
Squese
[f you're playing against the computer, vou must select Power, Contact
or Bant before the pitcher wit debiver the hall, To initate a swing:
1 Select your swing tvpe
B Power: Press and hold the D-Button » si0d press Button B
B Contact: Press Button B
B Bunt: Press and hold the D-Button <€ and press
Button B

Fig. & O-Button Directions for Swing Tyges
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2 Select vour swing area

Hign & Quise High & (nsige

r
Cutside - b. | eide
LY i
o/
Low & Outside . "-—TF / Low & Insude
Lo

Fig. 10 Batters View Pilcher ws lel-handged niter
Picher s View  Pitcher ws nghi-nandeg ey

High
Hagh & (nside 'I‘x__\ High & Quisige
insioe E e Quisiae
i}; )
Low & Insigle ™% — o Low & Outside
Low
Fig 11 Batter & Viewr Pacher ys ngi..ll handef) hite

Pucher's Wew  Pichen vs eft-hantded milter

3 The batter will step into the batter s box and the pitcher will throw the
hall. (In two-plaver games, vaur opponent imust select a pitch belore
the pitcher will throw the ball. See The Pitching Options Window,
ps. 13

4 Press Button B 10 swing

5 Repeat steps | through 3 betore every pitch
Note: When you're at bat in games against the computer, the
Pitching Options window also appears briefly before every pitch.
If you get a chance to glance at it, you |l see the types of pitches
that pitcher can throw.
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The Batting Strategy Window

To select the Strategy opstion from the Batting Options window (Fig, 12)
press and hodd the D-Button ¥ wnd press Button B, If runners are on
base, the Batting Strategy window wili appear automatically hefore vous
swing selection. |

=g 12 datirg 2l feiy W doe

When the Batting Strategy window appears, vou cany choose any one of
these:

Instant Replay: Press and hold the D-Button a and press Button B
Hit and Run | requires at least one base ranner s Press and hold the
D-Button » a1 press Button B

Select Swing: ross Button B

Steal { requires at least oge base runcer . Press and hold the
D-Button « a1¢ press Button B

Double Steal | requires ninners on kst/22n0d base or 2ndfrd base i
Press and hold the D-Button ¥ and press Button B.

Squeeze (requires a runner on 3rd base 1 Press and hold the
D-Button v andl pross Button B,

Note: If there are no runners on base, only the Instant Replay and
Select Swing options will be available,

AtariGuide



. _‘ _

Instant Regiay

SwalCouble Swal Ml & Run

Squeeze

Fig 13 D-Buttgn Dusections for Batling Straiegy Optans

Running Bases

You swing . connect . and the hall flies into the outfield. Don't waste

{imie; start covering ground!

B Ty advance, press the D-Button toward the nest base.

B To retreat, press and hold the D-Button toward the previous base, and
then press Button B.

B o lead-off. tap the D-Button once or twice in the direction of the next
hase.

B Tosteal, hold the D-Butter in the direclion of the next base.

2nd Base

15 Base

Hame
Fig 14 G-Buttgn Drections for Batters View of Bases
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You're On the Mound!

If vou chosea control the Home Team. vour pitcher takes the mougd
It's time to hurf some wicked fastballs!

The Pitching Options Window

The Pirching Opticons window shows the pitcher's name. unidarm number
ERA, number of pitches thrown in the cument game, and the speed (in
lI1|)|l ! of the ast pitch It also Tists the foun Ivaes oo Pt hes u.mi;_}u- «] 1) the
pitcher, along with a Strategy option, To pitch:
b Press and hold the D-Button in the direction of the pitch vou want
and press Button B. { Every pitcher will have a unigue set of four
pitches, ranging irom his weakest 1o his siongest piteh |
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Fig 17 D-Butten Directions bar Bich Types

4

Alter vour opponent selects a swicg, the batter will stegr intothe
udlttl S DOX.

3 To pich the ball, press and hold Button B while holdime down the
D-Button in; the ditection of the area of the plate in which vou want to
pitch 'i!i*\w long vou hold down the D-Button during the x\lulli I
determines how far inside/outside "rll!“h 0w the Ppite b will be)

4 Repeat steps 1 thraugh 4 for every pitch.

Note: For a pickoff. hold down the D-Button in the direction of
the base you want to throw to, and quickly press and release
‘ Button B. 1‘: ou musi selwl a pitch befnrv .ﬁtempnng d pmhuﬁ

e

The Pilching Strategy Window

Press and hold the D-Butlon ¥ and press Button B 1o select the Strategy
option from the Pitching Options window. The Pitching Strategy window
appears (Fig 185,

- ] IR dl ,n‘ |

" AtariGuide



" e

Choose any one al the following options

B Instant Replay: s and hold the D-Batton 4 and press Button B

B Walk Batter | intentional waltk ) Press and hold the D-Button » and
press Button B,

B Select Pitch: Press Button B

B IF: Normal ( position infielders ) Press and hold the D-Button « and
press Button B until vou see the infield alignment vou want

B OF Normal pusition oulfielders): Press and hold the D-Button »
and press Button B uati! vou see the outfield alignment you want.

Note: éee Positioning Your FICIEEI‘S. pg. 26, for de; riptions of ‘
the infield and outlield alignments. )

Instany Replay

—

/RN

"'-
infieda Algnment '{ ) Walx Barter
o

Qutheld Aligament

Fio 19 O-Buttor Duectians It Pitching Strategy Optaons

Fielding

Make vour fielders work! With a competent. practiced team and savvy

fielding strategy. vou can keep the other team (rom sconng.

B Press the D-Button 1o move the highlighted fielder under the ball for
the catch. (The highlight will appear around the feet of the fieider
nearest the ball.)

B [f a plaver is close to the ball. vou can press Button B 1o make him
clive or jump for the ball. 1f the ball passes him and moves closer to
another fielder, press Button B 1o switch control to that plaver.
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Note; You can use the fielding marker for a visual aid to put your
man in the right spat for catching the ball. See Levels of Play.
pg 32.

B/ To throw ro a base, press and hold the DButton in the direction of the
base and press Button B.

B To attempt a pickoff, held down the D-Buttom in the correct direction.
and then quickly press and release Button B. (You must select a
pitch before atternpting a pickoil. |

2nd Base
R

Jrd Base k

15t Base

\ -..
),
Mome

Fig 20 D-Button Duectionstor Bater's View (Felding and Piusolls)

157 Base

dnd Base
Fig 21 D-Button Directians for Pitcher's View (Pickatfs only)
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Instant Replays

You can immedialely review any play. Here's how
1 As soon as the play 1s over, select the Strategy option in either the
Batting o Pitching Opstions window
2 Select Instant Replay from the Strategy Menu. The first frame of the
last play completed will appear. along with the Replay control panel
(Fig. 22)

Fa) 22 Instant Replay Screer

3 Use the Replay control panel to review any play, forward or reverse,
using twa different speeds

B Press and release the D-Button to view the plav one frame at a
time. Press the D-Button » for forward or < for reverse.

B Hold down the D-Button 4o » (o advance through the play, for-
ward or reverse, at nommal speed

B Hold down Button B while pressing the D-Button <or » to view
the play at last speedd.

B |f the Replay control panel is blocking vour view, mave it up and
down by pressing and halding the D-Button 4 or v To move it
left oF right. press the D-Butten & or v. Then. while the panel is
moving up or down, also press the D-Button « or»

4 Press Button C to return to the game
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Making Substitutions

Occasionally, vou'll want to pinchehit lor a weak batter, or make a defen-
sive change durmg i close game. To substitute a plaver:

1 Press Button C to go 1o the Scoreboard/Lineup screen (Fig. 23).

Fig 23 Scoseboard/Lineup Screen

2 Select your team's logo. The Roster screen appears

3 Select Sub Players,

4 Highlight the plaver you want 10 remove from vour staring ineup and
press Button B. The players name will tuen vellow:

9 Un your bench, or in the bullpen, highlight the plaver vou want to
insert into the lineup and press Button B. The plavers will exchange
places,

Note: When a player is removed from a game, an X appears next
to his name on the roster, and he is not allowed to retum.

AtariGuide



'_

In the Bullpen

Is your pitcher showing signs of tiing? Getting shelled” 1t may be ime to
visit vour bullpen. While there. vou can check the status of vour current
pitcher and warm up a couple of relievers. To go (o the bullpen:

1 Press Button C to go to the Scoreboard/Lineup screen.

2 Select your teamn's logo to display the Roster screen.

3 Select Bullpen Status o display the Bullpen Status window (Fig. 241,
At the top of the window is the (n The Mound box, which lists the {ol
lowing stats for vour current pitcher:

B Righthanded/eft-handed (T)
8 Win/loss/save record and ERA
B Current status: OK — pitcher is strong
Tinng = start wariing up a reliever
Fatigued — time to substitute
Exhausted — pitcher will he getting shelled
B Total number of balls. strikes and pitches thrown

Fig 24 Bullpen Status Wandow
4 Select Warmup to begin wanming up a new pitcher,

5 When prompted, highlight the pitcher vou want and press Button B
The words "Warming Up™ will appear next to hs name.

Note: A pitcher needs to warm up for one inning before taking the
mound. If you bring him in earlier or let him warm up for too long,
his control may be affected.

R
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Substituting a Pitcher
To bring In a new pitcher;

1 Select Substitute in the Bullpen Status window.

2 When prompled, highlight the pitcher vou want to bring in and press
Button B. The current pitcher will be relieved by the one vou just
selected.

3 Select Return to exif to the Roster screen.

Viewing the Box Score

To check the box scare of the current game
1 Press Button C to display the Scareboard /Lineup screen.
2 Select Highlights
3 Select Box Scores. An uptethe-minute box score for the cument
game will appear (Fig. 251,

Fig 25 Bow Scome

4 Select Highlights to retum to the Highlights screen, or select Return
to go back to the Scoreboard/Lineup screen

Saving & Resuming an Exhibition Game
To save a game in progress
1 Press Button C to display the Scoreboard/Lineup screen.
2 Select Options
3 Select Save Game. The game will be saved and you'll return to the
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To resume a saved game:
1 Select Exhibition Game o the Main Menu.

2 Select Resume Game You'll resume vour Exhibition Game at the
paint where vou saved it

Using the Main Menu

:., 2 Man Meny

Press Button A, B or C at the Title screen to view the Main Menu

Fig. 261 Then use the D-Batton to highlight the option von want, and

oress Button B to select it

B Exhibition Game: Plav a practice game that doesn't affect League
Play or statistics.

B League Play: Plavin a league, orset one up

L Batling Practice; Practce hitting one ar more ypes of pitches, bat-
ting right- or left-handed against a nght- or left-handed pitcher, You
can also show off vour hatting skills ina Homerun Derby.

B Setup: Customize the game. tuen the game music on or off. and reset
your cartridge 10 its factorv defaults

Note: Please turn to the relevant sections in this manual for full
details on the Main Menu options.
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Setting Up an Exhibition Game

Highlight Exhibition Game on the Main Meno and press Button B. The
Exhibition Pre-Game screen appears {Fig, 275, Use these button controls
te set up veur Exhibition Game:

B D-Button: Highlight an option.

B Button B: Select the option,

B Button C: Cancel the selection and retum to the previous screen

Fig 27 Exmibition Pre-Game Sorepr

Choosing Your Own Team

When the Exhibition Pre-Came screen appears. it shows two randomly
selected leams. Select Start if vou want to play with these teams. You
can also get vour favorite clubs out on the field. Here's how
1 Select Choose New Teams A soreen listing the available teams
appears, along with their current record. if they have one.
2 Select vour Home Team. The Team Summary screen appears,
displaying information about that team.
3 Ifthisis a team vou want. choose Select. (Choose Returm if vou want
to pick a different Hoimne Team, |
4 Repeat steps 2 and 3 to select the Visiting Team

[xa
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Notes:

If yau want to edit the team’s roster or use the Edit option, do so

before choosing Select. See Editing the Team Roster, 2 23 Any
| edits vou make to an Exhibition Game team will not be permanent,
If you own the team you select (see Buying & Selling a Team,
pe 36) and want (o edit individual players, see Editing Teams &
. Individuals, pg 37. Any player edits made to an Exhibition Game

will not be pernmanent.
LT
Editing the Team Roster
Yau can edit the team roster for an Exhibition Game  although vour edits
will not be permanent. (Permanent ecdhits can only be made in League
Play.) To view vaur team s roster, select Roster on the Team Summary
screen, You'll goto the Roster screen for vour team (Fig. 28)

Wi L E
it
LT T T
&=
el et

sejpEreEE
& ad

r
»
]
L]
2
=
»
a
»

Fig. 28 Roser Doreen

The Roster screen has four sections

B Lineup: Displavs the current startind limeup forvour leam

B Fleld Position: Craphically shows the positions for the curent
starting lineup.

B Bench: Displavs bench (reserve ) plavers

B Bullpen: Displavs yvour bullpen tthe remainder of vour piiching stati ).

The following information explains how o edit the Roster sereen. When

vou're finished editing. select Retwrm to go back w the Exhibition Pre-

Carme screen H tqr iG Uid@



Viewing Player Statistics

When you highlight a plaver on vour rosler, a baseball card appears show-
ing his picture and valuable information (Fig. 29,

Fig. 29 Baseball Card
The lett side of the card displavs:
Plaver's name
[ 'niform number
Fielding position
How he bats and throws
Last vear's balling average
Player only = Speed and anm ratings
Plaver anly = Last vear s home funs, rans batted in, stolen bases
and ern .lr'_&‘.. .

Pitcher only = Speed. accuracy and stamina ratings
Pitcher only - Last vear's wins, losses, ERA (eamed run average ),
saves and errors

Note: If you own the team (see Buying & Selling a Team, pg. 35),
all the information above can be modified to vour liking. See
Editing Players, pg. 3% and Editing Pitchers, pg. 43 for details.

The right side of the card keeps the plaver’s stats for the curent season.
These accumulate as the season progresses and cannot be modified.

AtariGuide




Making Substitutions
Ta replace a plaver in the Lineup box with one from vour bench or
hullpen:

1 Select Sub Plavers

2 Highlhight the player vou want ta remave from your stanting lineup and
press Button B. The plaver's name will turn yvellow,

3 Onthe beneh, or i the bullpen, highlight the plaver you want 10 insert
into vour ineup and press Button B. The players will exchange
places.

Setting Your Batting Order
The Lineup box also lists the batting order. To change it
l Select Batting Order.

2 Highlight the player in the stating lineup vou want 1o move and press
Button B. The plavers name will tum velluw,

3 Now highlight the location in the lineupr where you want the selected
plaver to bat. Press Button B avain.

4 Repeatsteps 2 and 3 unl you have the batting order vou want.

Positioning Your Fielders

You can chose from 1 different fielding alignments (hve for outfield, six
for infield) to position your fielders.

Felder Positions

Outfield

B Normal: All outfielders plav in nomnal positions

B In: All outhielders play shallow, Usnaliy used when a weak hitter is
up, or the game winnng run is on 38 with less than two outs.

B Left: Al outhielders shift to the fedt to prevent extra-base hits Lo lefl-

center held or down the telt Hield Tine
# .
AtariGuide



' .

B Right: All outfielders shift to the right to prevent extra-base hits 10
rightcenter field or down the right-field line.
B Custom: St up vour own outfield positions.

Infield

B Normal: All infielders play in normal positions,

B In: Al infielders move several steps closer to the plate. Used when a
bunt s expected.

B Double Play: 2B and SS play closer 1o 2nd base.

# QGuard Lines: |B and 3B plav near base lines to protect against extra-

base hits,

Hold Runner: |B covers base Used when runner ison Ist.

B Custom: Selup vour own infield positions,

Note: Only the Custom alignment can be changed.

To view the different fielding alignments
1 Select Flelder Positions on the Roster sereen. The Fielder Posttions
window appears (Fig. 31)

Fig. 30 Felder Positions Window

2 Select any alignrment. A baseball appears next to vour selection, and
the chosen alighment will appear on the field map.
Using the Custom Option

lse Custom 10 design vour own infield and outhield alignments Here's
an example of how o do it:
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1 [n the Fielder Positions window  select Custom 111 the Uutheld box.

2 Press the D-Button » and release it The dot on the ficld map repre
senting the left fielder will blink. Continue pressing the D-Button » 1o
cvcle between the left, center and right fielders.

3 With the lefi fielder dot blinking, press Button B. The dot will stop
blinking,

4 Use the [Button (o move the dot anyvwhere in the outfield.

2 Press Button B when you have the dot positioned where vou want it

6 Repeat with the center and right ficlders,

7 Press the D-Button «.and then » o highlight OK - Press Button B e
save vaur new alignment.

8 Fallow steps 2 through 7 to customize vour infield as well.

Setting Your Pitcher Rotation
Each team is automaticallv assigned 10 pitchers: five starters and five
relievers. You can switch starting and relieving assignments. You can
also arrange vour starting pitchers in any order. Each staner will begin
every fifth game. To mave your pitchers around:
1 Select Pitcher Rotation on the Roster sereen, A box listing your
pitching staff appears (Fig, 313

Fig. 31 Pitcher Bofatian Scraen

2 Highlight the pitcher vou want to move {either a starter or reliever )
and press Button B. His name tums vellow.
3 Highlight the pitcher vou want toswitch with (either a staner o

reliever ) and press Batton B, The tw ﬂtﬁf“i’\@'t’ T dG
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4 Repeat steps 2 and 3 until you have the five stanters and five relievers
VOuU wanit.
3 Highlight OK and press Button B when vou re finished

The pitcher at the top of the list under Starters is the team's No. | starter.
The pitcher listed second is the No. 2 starter, and so on. To change the
arder of the starters:

1 [ the Starters list. lighlight the pitcher vou want as vour No. 1 starter
and press Button B. His name will tum vellow.

o Highlight the pitcher's name at the wp of the Stanters list and press
Button B The pitcher vou selected in step 1 will become the hao, |
starting pitcher.

3 Repeat this process until all five starters are in the order vou warnt.

4 SelectOK when vou're finished

Using the Options Menu

The Options Menu lets vou set up Exhibition Games, League Play and
Batting Practice to yaur specifications. To get to i1, select Options on the
Pre-Ciame screen in the Exhibition Game and League Plav modes, or on
the Batting Practice screen (Fig. 321, (Exhibition Game. League Play and
Batting Practice are available from the Main Menu.)

Fig. 32 Opliors Menw



From the Options Menu, vou can;

B Tum music, sound effects and plav-by-play announcer on or off
B Select plaver controls.

B Choose the perspective from which vou'll view the game.

W Choose a stadium.

In addition. on the Exhibition Game and League Plav Options Menu,
Yau <an.

B Setvyour level of play.

B Save your game.

From the Batting Practice Options Menu, you can also

B Choose to plav a Homenin Derby

B Setyour Pitch Type and Pitch Location

Use these button controls on any Options Menu

@ D-Button: Highlight an option.

@ Button B: Selcct the option.

Music, Sound Effects & Announcer Options

You can turn the background music, sound effects, and plav-by-play
announcer on or off by highlighting vour choice and pressing Button B.
A baseball will appear next toan option when it is activated.

Player Controls
The Controls box lists the two tearns that are about to take the field,
To select which team you are going to contyol

I Highlight the team.

2 Press Button B until the game-contral icon vou want {cantrod pad 1 or
2. or computer) appears next tathe team name. For example, if you
want to use control pad |, press Button B until the control pad | icon
appears.

3 Highlight the opposing team.

4 Press Button B until the game-contral icon vou want fo prour
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Viewing Selection

You can view a game or batling practice from one of the lallowing per-

spectives:

B Pitcher/Batter: You are automatically given the Pitcher view when
vou're on the mound, and the Batter view when vou re al the plate.
Ideal kor one-plaver games. {In two-playver games, the Home Team
pitches from the Pitcher view, while the Visiting Team pitches fram the
Batter's view)

B Pitcher: The view from belind the pitcher's mound. Highly recom-
mended when vou are pitching, so you'l] get a good look at how a
ball breaks,

B Batter: The view of the infield through the catcher's eves. This view
provides the batter with the besl lnok at an incoming pitch.

Highlight the view vou want and press Button B. A baseball appears next

to vour selection.

B Closeups: This [eature lets vou see close plays on the bases in a spe-
clal “zoom” view. Highlight Closeups and press Button B to activale
it. A baseball appears next to the option, To deactivate it, hughhsght i
again and press Button B. Closeups can be active along with any one
of the three views above.

Stadium Selection

Highlight the current stadiuem listed i the Stadium box and press Button
B. Use the D-Button to scroll through all 26 available stadiums. Highlighi
the one you want and press Button B again. When vou return to the
Options Menu, the new stadium name will appear in the Stadium box.

Exhibition Game & League Play Options

In addion to the oplions just descnbed, the Options Menu in Exhibition
Game and League Play modes lets vou set the Level of Play and save the
current game.



Level of Play

_.'

Use the options listed in the Level of Play box to contred the complexity of
the game. [f vou are just starting oul. this feature lets vou handicap an
experienced opponent. To aclivate the options:
I Pressthe D-Button a or ¥ to highlight options, and < orw 10 move
between columns,
2 Press Button B to activate an option. A baseball appears next to it
3 When a highhghted option is active, press Button B 1o deactivate it
The haseball will disappe:r

Option
Manage Only

Pitcher Fatigue

Pitching Stats
Batting Stats
Running Speed
Designated Hitter
Fielding Errors

Auto-Fielding

Level of Play

Activated

You control eventhing except
swinging the bat, felding.
throwing the ball and runnung
the hases

Pitcher will begin to tire after a
centain number of pitchies, de
pending upon his stamina rating
Pitchers” performances are
based on their cumrent stats.,
Hitters' performances sae based
On therr current staes.

Plavers running speed is
determined by their speed rating

Designated Hitter will be used.

Fielding erors will ciecur
randomly
Computer will field ball for vou,

but vou must throw ball to
the base vou want.

Deactivated
You control every
aspect of the game.

Pitcher will never e

All pirchers are equal.
All hitters are equal

All plavers will un at
the same speed
Designated Hatter wall
not be used,

Fielding errom will
not OCCur.

Yo control your
ot feldes,
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Base Stealing Base runners can steal bases. Base runners cannot
steal bases.

Pitch to Center  Pitcher will throw every pitch Pitcher can throw a
down the middle of the plate, pitchto anv area of
the strike zone
Fielding Marker A X appears on the field to No fielding markers
show you where lo run your appear.

fielder for the catch,

Manage Only
If leadership is vour specialty, then Manage Only (s just for vou. When
Manage Only is active, you'll have these duties during a game:

While on the field:

You can instruct vour pitcher to;

B [ntentionally walk a batter,

B Attempt a pickolf {requires a base runner}.
B Throw a pitchout (requires a base runner)

In addition, vou can:

B Position infielders and oufficlders.
B View an instant replay.

While batting:

Depending on the game situation, vou can instruct your batter or base
runner to;

B Takea pirch.

B Bunt

B Hit and run (requires a base runner).

B Steal (requires a base mnnery.

B Squeeze (requires a hase unner).

[n addition, vou can view an instant replay
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Note: See Play Ball!, pg. 6, to leam how to select any of the
aptions hsted above,

Save Game
Flease see Saving & Resuming an Exhibition Game. pg. 50,

Starting the Game

You've selected your teams, set vour lineup, and configured the options
the way vou want. It's time to take the field! To begin play. highlight Play
Ball! snd press Button B. Then refer wo the Play Balll, pg. 6

[ 3 - » -
Enjoying Your Own Highlights
Did vou make a brilliant defensive play during an Fxhibition Game ! Hit a
tie-breaking home=run in League Play” With the Highlights feature, vou
can store up to four plavs that vou made. and enjoy them over and over.
Torsave a play to a Highlight ree]

1 [mmediately after the play. press Button Cto goto the

Scareboard/Lineup screen
2 Select Highlights (Fig. 43

Fig 33 Higniights Sciegr ki 34 Keypad Bditor
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3 Select Store. The Kevpad Editor appears (Fig. 34).

4 With the D-Button. move the flashing cursor to the |etter ar character
vou want, and press Button B to enter it in the highlight name. Select
the left arrow button if vou need to delete a letter or character.

3 When the highlight name is complete. select Done to save vour play
o a reel under that name. (Select Cancel to close the Kevpad Editor
without saving the play.)

Saved highlights cannot be viewed during a game, f you want to review
an instant replay during a game (see Instant Replays. pg. 17). do so
immediately after the play and before stonng it as a Highlight reel.

To view a saved Highlight reel:

1 Select Exhibition Game from the Main Menu, and then select
Highlights

2 Select View on the Highlight screen. You will be prompted to “View
Which Reel”

3 Select the reel vou want to view.

4 The first frame of the highlight will be displaved (ust as in Instant
Replay) along with the Replay control panel.

3 View vour highlight in the same way vou look at an instant replay.
(See Instant Replays. pg. 17

To edit the name of a saved plav:

1 Select Edit on the Highlights screen.

2 Use the D-Button to select the name of the highlight vou want
to change.

3 Use the Kevpad Editor to edit the name, in the same way as for
entering a new name

To remove a saved reel.
1 Select Remove on the Highlights screen.

2 Use the D-Button t0 select the reel yvou want 10 delete, and press
Bution B

3 Select Return to exit the Highlighisg geen. @ g .
AtariGuide



) s
League Play

It's time for the real thing. No more practice games. No more batting
cage. In League Play, vou can play anvthing from a shan Bigame sched-
ule to a regulation 162-game seasorn.

You'll play a Stars Game at the half-wav point of full and half seasons, and
before postseason play in the short season. as well as League and World
Championships when the season is over. (See Playing the Stars Game
and Post-Season Play. pg 51. for more information. |

Overview

League Play made is the heant of HerdBall fil. Before vou take the field
on opening day, vou'll need to make a few decisions. First, you | proba-
bly want to buy and edit some of the teams in vour league (up to two al a
time}. Then you'll need to pick a schedule: do yvou want to plav a full 162-
game season, half a season, or mavbe ust a short schedule” Once a sea-
san hegins, you'll need to decide which games to plav vaurself. and
which you'll let the computer play for vou

Overwhelming! Nah! Evervthing mentioned above is explained m the
next few pages. So work in that glove, pine tar that bat. and sharpen
those spikes. The season will be hall over before vou know it!

- -

Buying & Selling a Team
Henw would it feel to own vour own team and call all the shots?
HurdBall lil ets you do just that. When vou becoime & team owner, all
league games involving vour team must be plaved oul rather than simulal-
el (see Playing a League Game o I8 To hecome a tearm owner.

1 Select League Play from the Main Meny

2 Select the team vou want to by, The Team Summarn s¢reen appears.

3 Select Buy Team. The Kevpad Editor appears

4 Use the Kevpad Editor to enter a manager's name for vourteam. and
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5 Select Return 10 go back to the League Plav screen.,
6 A small controkpad icon will appear next o the team vou just
purchased.

Note: You can only own two teams at a time. |

To sell a team:
1 Select your team o the League Play screen.
2 Select Sell Team. You no longer own that team.

=

Note: When vou sell a team, any edits vou made to thal team, its play-
ers and pitchers will be lost. All settings will be restared to the onginal
team supplied on vour HardBall Il canndge. If vou sell a team during
a League Play season. the team and player statistics will continue to
accumulate with the default team, and not be reset to zero.

Editing Teams

You can create a “dream team” by editing the roster of any of the 26
teams included in HardBall . You must own a team before vou can edit
itorits plavers (see Buying & Selling a Team. pg 35).

Note: iForteam, player and pitcher edits 10 be permanent, they
must be done in League Play. Edits done in the Exhibition Game
and Bamng F’rdcnre will dlsapp-ear when vou leave those modes.

S —

Editing Teams

To view the Team Editor:

1 Select League Play from the Main Menu.
2 Select the team vou want to edit. The Team Summary screen appears

3 I vou don't already own the team, select Buy Team. Enter a
manager's name witl the Kevpad Editor that appears and
select Done

4 Select Edit 10 view the Team Ediggescreen (Fig, 33
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Fig 35 Team Edibor Screen

3 Make vour changes by following the instructions in the rest of this sec-
ton. After maxing a change. press the D-Button up ar down to select
the next option for editing

6 Select OK when vou re finished editing to save vour changes, If you
don't want te save vour changes. select Cancel.

Note: If you make changes lo your team, be sure to exit the Team
Editor screen before quitting the game and tuming off the pawer,
or your changes will not be saved

Changing the Team Name

The current team name is listed in the Name box. To change i
1 Select the team name. The Kevpad Editor appears
2 Use the left amrow button to delele the previous name

J Use the Kevpad Editor to enter a new team name and sedect Done to
save your changes. The new team namme will appear in the Name box,

Changing the Manager's Name
The cument manager's name will be listed in the Manager box  To
change it;
1 Select the manager's name. The Kevpad Editor appears.
2 Use the left arrow button to delete the previous name
3 Use the Kevpad Editor to enter a new manager's name. and select
Done to save yvour changes. The new name will appear in the

lanager box. ﬂ tqr i G Ui d G
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Changing the Team Summary
You can enter up to seven lines of text to descrbe your teain. To doso;

1 Select the Summary box. The Kevpad Editar appears. with the Team
Surnmary ta the right.

2 Use the left arrow button 1o delete the previous summary.,

3 Use the Keypad Editor to edit vour team's description.

4 Select Done to save vour changes, or select Cancel to close the
kevpad Editor without making changes.

Changing the Team Colors
To sedect the cap and jersey colors your team will wear,

I Highlight Cap in the Colors box.

2 Press Button B repeatedly to cyvcle through the available colors, The
colors appear on the ballplaver to the lefl. Stop when vou see the
color vou want,

3 Repeat steps | and 2 with Jersey to choose a jemsey color

Editing the Team Logo
To edit the logo:
1 Select the tearn logo. The Logo Editor appears (Fig. 30).

——mrs = ——
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Fig. 3b Logo Editer

2 Use the D-Button to move the cumsor into the palette, onto the colo
YO WA,

3 Press Buttan B 1o select the colar, which appears below the paletie,

4 Maove the cursor into the dmmn lw [y uum.'..‘*!u'

pressing Button €. Place the o t g
3 Qr




v

3 Press Button B to apply the current color in the square,

6 Repeat steps 2 through 5 to complete ihe new logo.

T Select OK 10 save vour edited logo. Or select Cancel 10 close the
Lago Editor without making changes.

Selecting the Home Field
Yourteam's home stadium is histed in the Home Field box. You can select
any of the 26 stadiums avatlable in Hardliall Il To change vour stacium
1 Select the current stadivm 1o view a list al all available stadiums
2 Press the D-Button & or ¥ to scroll through the list, then select the
stadium of your choice. The new stadium name wall appear in the
Home Field box.

Changing the Team’s Star Player
The Team Summary screen includes a baseball card of the team s star
playver. Ta change the star plaver:
1 Select the Star Plaver on the Team Edit screen. The Select Star Plaver
lineup appears.
2 In the lineup, select the plaver vou want as the star plaver. That play-
er's baseball card will appear in the Star Player box.

Editing Players
I the Player Editor. vou can alter vour plavers skills, update their statis.
tics. or completely recreate them by changing their pictures, names, uni-
form numbers, positions and atmbutes, and statistics. To get into the
Plaver Editor:

I Select League Play from the Mam Menu

2 Select the team vou want to edit, The Team Summary appears

3 [{vou don't already own the leam, select Buy Team  Enter a manag-

ers name in the Keypad Editor that appears and select Done.

4 Select Roster to view the Roster scroen.
3 Select the plaver vou want to edit and press Button B to display the

Plaver Editor (Fig. 37). e .} .
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Fig 37 Plaver Eaitor

6 Make your changes by following the instractions in the rest of this sec-
tian. After making a change. press the D-Button & or ¥ 10 select the
next option for editing,

T Select OK when vou re finished editing to save vour changes If vou
don't want to save vour changes. select Caneel,

Note: If vou make changes to vour players. be sure to exit the
Roster screen before quitting the game and tuming off the power,
or vour changes will not be saved.

Changing a Player's Picture
A phaoto of the plaver appears in the Picture box. Ta change the photo.
1 Select ane of the arrow buttons that appear next ta the photao,
2 Press Button B 1o scrall through other pictures until vow see the ane
VOU want.
3 i vou don't want a picture, select None,

Changing a Player's Name
To change the plavers name in the Name box
1 Select the name. The Kevpad Editor appears.
2 Use the left arrow button to delete the previous name,
3 Use the Kevpad Editor to enter a new name, and select Done to save
vour changes. The new name will appear in the Name hox.
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Changing a Player's Uniform Number
To change the plaver's cument uniform number.

L Select the number. The Kevpad Editor appears.

2 Use the leit arrow butten to delete the previous number

3 Use the Kevpad Editor to enter a new number. Select Done 1o save

vour changes. The new number will appear in the Number box

Changing a Player's Position
To the right of the uniform number is a box showing the plaver's fielding
pasition. To change to a different position:

1 S¢lect the Pos: hox.

2 Press Button B to ovele through the ditterent fielding positions until
the one you want isshowing.

Fielding Positions
C Catcher CF Cemter Field
IB First Base LF Left Field
2B Second Base DH Designated Hitter
S8 Shortstog UL Ulity Infiglder

3B Third Base UOQ Utility Outfielder
RF Right Field

Note: When editing a pitcher, you cannot change his fielding
position.

Changing a Player's Attributes
To change a plaver's Speed (running |

1 Select Speed
2 Press Button B Lo cvele through the numbers trom | (slowest) to 5
(fastest) until vou see the number vou want,

Tu change a plaver's Arm istrength)

1 Select Arm n tqr iGUindG



2 Press Button B (o cycle through the numbers from 1 (weakest) 105

(strongesty until vou see the number you want.
To determine if a plaver bats right, left or switch hits:

1 Select Bats.

2 Press Bution B to cvcle through three choices.
B R - bats nght-handed
B L - bats left-handed
B S - switch hits (bats right-handed against a lef-handed pitcher, and
vice versa)

3 Stop when the letter vou want is showing.

To specify whether a plaver will throw right-handed or left-handed.
I Select Throws.
2 Press Button B 1o ovele through the following choices.
B R - throws nght-handed
B L - throws lefr-handed
3 Stop when the letter vou wanl is showing,
Editing a Player's Statistics
Five stats determine how well a player hits. fields and mins the bases.
Think of each stat as an average of the plaver's previous perfonmances,
B Batting Average: The higher the average, the more offen the player
will reach hase.
B Home Runs: The higherthe home run total. the better chance the
plaver has of hiting one aut.
B RBIs (runs batted in) The higher the number, the more reliable this
plaver will be with runners in sconng position.
B Stolen Bases: [ a playver has a high number of stolen bases, there's a
good chance he'll be successful stealing a base.

B Errors: If a plaver has a low number of errors, then bis fielding will be
mostly flawless,



. . ' R

Note: See the Glossary in this manual for definitions of the play- |
er's stal categories,

Fach player bas listed stats. To change them.
1 Select the stat vou want o edit, The Kevpad Editor appears.
2 Use the left arrow buttom 1) delete the previous number
3 Use the Kevpad Editor to change the stats. Use these ranges:
B Batting Average - ()05 B Stolen Bases - (W94
B Home Runs - (K49 B Errors - (50
B RBls-0-]04
4 Select Pone to save vour changes, or Cancel 1o close the Kevpad
Editor without making changes.

- '
Editing Pitchers

Choose a pitcher just as vou did a plaver by entenng League Play  chons:
ing a team, and then selecting Roster, Select the pitcher vou want to edit,
The Pitcher Fditor screen (Fig. 38) s slightly different from the Player
Editor screen. You edit a pitcher's pictuwe. name, and uniform number
the same way as in Editing Players But & pitcher has different attributes
and statisties than a non-uteher.

Fig 38 Pdcher Bditon
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Note: If you make changes to vour pitchers, be sure to exit the
Roster screen before quitting the game and turning olf the power,
or vour changes will not be saved.

Changing a Pitcher's Attributes
To change a pitcher’s Speed {throwing - how hard he can throw
the ball ):
1 Select Speed.
2 Press Button B o cvele thraugh the numbers from 1 (slow o 5
(super fast) until vou see the number you want

To change a pitcher's Accuracy ( control ):
I Select Accnracy.
2 Press Button Bto cvele through the numbers from 1 to 5. The highet
the number, the more frequently a pitch will find the plate.
3 Stopwhen vou see the nunsber vou want,
Stamina determines which pitchers can remain on the mound for an
entire game, and which anes are only good for an inning or two. To
change a pitcher s Stamina | durability):
b Select Stamina
2 Press Button B to cvcle through the numbers from | (poor stamina )
to 3 (great stamina ) until vou see the number you want
To determine if a pitcher bats right, left ar switch hits:
1 Select Bats,
2 Press Button B o cycle through three choices:
B R-bats nghthanded
B L - bats left-handed
WS- switch hits (bats right-handed agatnst a lefthanded pitcher, and
VICE versa)
3 Stopwhen the letter vou want is showing.
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To specify whether a pitcher will throw right-handed or left-handed
1 Select Throws,
2 Press Button B 1o cvele through the following chaices
B R - throws right-handed
B L - throws lefthanded
3 Stop when the letter you want is showing.

Editing a Pitcher’s Statistics

aix statistics determine how a pitcher performs both on the mound and in
the field. Think of each stat as an average of a pitcher's previous
perormances.

B Batting Average B Losses
B EKA (Eamed Run Average) B Saves
B Wins B Errors

Note: Sec the Glossary in this manual for definitions of the pilch-
€r s stat categories,

Tar change a pitcher's statistics:

1 Select the stat vou want to edit. The kevpad Editor appears.

2 Use the Kevpad Editor 1o change the stats. Use these ranges
B Baming Average - (00994
B ERA- 000500
B Wins, Saves, Losses, Errors - (50

3 Select Done (o save vour changes, or Cancel to close the Kevpad
Lditor without making changes.

Select Pitches

sSome pitchers” bread and butter pitch 1s a fastball, for others, it's a screw:
ball or knuckler. You canselect each pitcher's bread and butter pitch,
along with three others. The pitches available are
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B (fspeed W Sinker

B Curveball B Fasthall' (super fastball }
B Fastball B Shder

B Screwball B Knuckleball

{ Note: See the Glossary in this manual for definitions of the pitches.

To assign pitches:
1 [nthe Pitches window, select the #1 box. This will be vour pitcher's
best pitch.
2 Press Butten B 1o cyele through all eight pitches until vou see the aae
yOu waint.
3 Repeat steps | and 2 to fill boxes #2 through #4. Piteh #4 18 vour
pitehers least effective pitch. Pitchies #2 and #3 are average

Starting the Season

1 Select League Play from the Main Menu. You'll see the Stant Season
screen (Fig. 3.

Fig 38 Start Season Screen

2 Select Start Season. The Select Schedule st appears, with these
choices:
B Complete - 162 - game schedule
B Hall - 81 - game schedule
B Short - 13- game schedule
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Viewing Schedules

You can view a scason's schedule i two different ways,

B League Schedule: Weekly scliedule for the entire league.
B Team Schedule: Monthly schedule for one team

To view the league schedule

| Select Schedude from the League Play screen. The League Schedule
appears (Fig. 4

0 4 = M ooy e Sorepn

2 Select Next and Prev 1o browse through the entire season, one week
atatime. The week being displaved is listed af the top of the screen.
Use the D-Button 1o scroll theauoh the entire week

3 Select Returm 10 go back (o the League Play screen.

Note: Aftervou complete a week's games and move to the
following week's schedule, you cannot retum to view the schedule |
| of the previous week,

l

Tor view a team schedule:

L Select any tearm on the League Play screen to view a Team Suminany
sereen,

2 Select Schedule You'll see a calendar of the games scheduled in the
current month of the season for the selected team. The opponent’s
logo will appear on the day that game is scheduled (Fig 41).
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Fig 47 Teamn Schegule Soresn

4 Select Previous Month and Next Month to scroll through schedules
for the remaining months of the season,
3 Select Return to go back to the League Flay screen.

— =

Note: A red square on the Team Schedule indicates an away
game: a blue square shows a home game,

Resetting a Season
Is vour team off to a dismal 210 stan? Not to wany. You can reset the
current seasan hack 10 opening day and try again’ To reset a season:
I Select Reset Season on 1he League Plav screen.
2 Select OK to reset the seasan. or Camcel if vou change your i

Note: When you reset the season and begin a new league. all stats
on the right side of each player's basebal! card are reset to zero.

L3
Playing a League Game
You can play a league game in one of two wWays:
B Play a complete game: You actually play a ninedanning game of
haseball, just as if vou were plaving an Exhibition Game
B Simulate a game: The computer quickly calculates and displays the
final box score,
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Playing a Complete Game
Ta plav a complete game:
1 Select Schedule from the League Play or Team Sumimany svreen
Aschedule appears
2 Select the game vou want 1o play
3 Select Play Out in Full
4 The Pre-Game screen with the starting hineups for hoth teams will
appear. along with the game s linescore,
3 see Play Ball!. pg o and Setting Up an Exhibition Game. pu 2.
for details on how ta set up and playv a game
You can play any game on the schedule in ifs entrety. whether vou owry
ane of the teams involved or not. If vor own a team . vou must play out all
of their games in full,

Note: You must select a game from the current week s schedule,
which is nithighle(l on the monthly calendar, and you must play
the games in the order thes appear.

Simulaung Games

You can have the computer quickly plav out (simulate s one or mose
games for you. You can select single games to simulate from either the
League Schedule or an individual Team Schedule. To simulate multiple
games, vaut must choose to doso from the League Sclwedule, T bath
cases, all games pror to the onecs ) vou plan to simuolate must be
completed.

Ta sirmulate one game
1 Select Schedule from the League Play or Tean Sumimsiny sereer
2 Select the game vou want to play
3 Select Simulate. In a matter of secands, the game will be played out
betore your eves. The final score and box seore will be displaved. giv-

ing vou the game s statistics.
* g ‘; P
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Ta sirnulate multiple gamies
1 Select Schedule from the League Play screen
2 With the most current week’s schedule displaved. select Simulate.
The computer will continue sitnulating the games for the entire week
until all the games are plaved or vou press Button A B or C

Note: While simulating. the computer will skip all games involving
teams that are owned by a game player (a small controlpad icon
will appear next to those teams). These games must be played out

it full

Saving & Resmﬁing a League Game :

At any lime . you can save or resume a League Game being plaved out
in full.

al

To save a League Game:
I Press Button C during a game to go 1o the Scoreboard/Lineup screen.
2 Select Options. The Oplions Menu appears.
3 Select Save Game.
4 If vou return to-the League or Team Schedule at this point, vou ll see a
small 8§ in a box next ta the saved game
To resume a League Game, select Resume game from the League Play
SCTRRI, O
1 Select Schedule from the League Play or Team Summary screen.
2 Select the game vou saved (it will have a small §in @ box next to ).
You will resume the game at the point where yvou saved it.

Enjoying League Play Highlights

You can save League Play highlights and enjoy them later, the same way
vou do for Exhibition Games. Forinstructions, please sec Enjoying Your
Own Highlighis o 50
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Playing the Stars Game

This midseason classic s held at the halbway point of full and half sea-
sons. and befare pastseason play in the shon season. The Stars Game
leatures a one game match-up of the best plavers from both leagues,
AardBall iif automatically selects the best plavers at each position, based
ot their current statistics. The Stars Game can be simulated or plaved in
full just hke any re@ular season game.

Post-Season Play

After a season is over, two rounds of playolf games begin. iwoteams
are lied for a division lead after a season is over, they will play a one-game
plavolf to determine the outright division winner. [f more than two teams
in a division are tied. two of the teans are randomly chosen te participate
in the plavolf game.

League Championships

The divistonal winners in each league play a best-olseven series ( finst
team to win four games| to detennine the League Champion, The team
with the best record during the reguiar season will host four of the seven
games. The League Champion will then advance 1o the World
Championships against the winner of the other league.

World Championships

Both League Champions square off in a best-olsevern senes to detenmine
the World Champion. Again, the team with the bes! record dunng the reg-
ular season will host faur of the seven games

—

Note: Any or all League and World Championship games can be
simulated or played in full. just like any regular season game.
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Batting Practice

Shamen vourskills at batting practice, just like the pros! Practice hitting
any kind of pitch. right or lefthanded. against either a nght- or left-handed
pitcher. To begin. select Batting Practice on the Main Menu. The
Batting Practice screen appears.

| Note: Batting practice is tar one plaver anly.

g ‘

Choosing a Team
The first batting practice team will be selected automatically, To choose
a different team:

1 Select Choase Practice Team.

2 Select the team vou want. The Team Summary screen appears.

3 Choose Select if vou want to use that team. The current batting order

will appear. (Select Returm ta choose a different team.)

Changing Hitters
The leadoff hitter in the team's batting order is the one wha will take bat-
ting practice. To choose a different batter:
1 Press the D-Button a to move anto the Roster list. A flashing vellow
bar will appear.
2 Move the bar aver the hitter vou want and press Button B. The Al
(At Bat) symbal will appear next 1o that plaver
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Changing Pitchers

The pitcher listed in the team’s hatting order will pitch during batting
practice. To choase a different pitcher
1 Select the team logo at the bottom of the screen. You'll go to vour
tearn's Roster screen.,
2 Select Sub Players. A flashing vellow bar will appear.
3 Move the bar over the current pitcher's name (at the bottom of the
ineup !t and press Button B
4 Now move the bar in the Bullpen hox to highlight a new pitcher, and
press Button B. The two plavers will switch places.
5 Select Return to go back to the Baning Practice screen.

Editing a Roster

Duning hathing practice. you can edit any team or plaver information for a
team vou own, altbiough the changes will not be permanent. Onlv edits
done in League Play are permanent. See Editing Teams & Individuals
for instructions, pg. 36,

Using the Batting Practice Options Menu

Fig 42 Ralting Practice Dphans Meny,

Select Optons on the Bating Practice screen to go o the Batting Practice
Options Menu . This menuw is the same as the one described in Using the
Options Menu. pg 28, with three additions: Homerun Derby, selecting

pitch tvpe and selecting pitch location
. # s 8
ITE 181 ¥4 Fed
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Homerun Derby

See how many points vou can rack up with your batting sKills in the
HomeRun Derby. You 'll receive 20 pitches. each worth fewer or more
points depending on how well and how far vou hit the ball. A home mun
is worth 1000 points.

Select Homerun Derby to activate it. A baseball appears next to the
option. Then try vour luck in the contest using the same button cantrols
as for plaving a game. (See Play Ball!, pg ¢}

Selecting Pitch Types
Ta select the tvpe of pitch or pitches you want thrown:
1 Select any pitch in the Pitch Tyvpes box. A baseball will appear
ext to it

a Continue selecting pitches, You can select as many tvpes of pitches as
vou wanl

Note: If you s;e_lect two of more pitch types, they will be randomly
thrown dunng batting practice.

3 To deselect a pitch, highlight it agam and press Button B,
Selecting Pitch Locations

Ta select the pitch location:
1 Select one of the locations listed in the Pitch Location box. You can
select only one [ocation:
B Center of Zone: Pitches will be down the middle of the plate.
B High/Low: Pilches will be thrown across the plate, but to the
high and low part of the strike zone.
B Inside/Outside: Pitches will anly be thrawn 1o the inside and
nutside part of the stnke zone
B Random: Pitches will be randomly thrown to all pans of the

strike zone,
2 Sefect OK to save vour changes, ma 0 g G“ld@
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Getting In Your Swings

Your team is selected, and the batier and pitcher are ready to go. It's time
for some serious hitting. To begin practice:

| Select Start. The playving field appears. with a hatter. pitcher and
catcher readv ta go

2 Select yourswing from the Batting ( ipticns window  The batter will
step into the batter's lrm dnd Iht pite her will throw.

" Note: Different swmg tvpes are not available in the Hmrwmn
Derby.

3 Press Button B to swing,

4 Repeatsteps 2 and 3 for as long as vou want to practice

3 Press Batton C to guit and return to the Bathing Practice screen.
6 Press Button € again to return to the Main Menu

' L
Using Setup
Use the Setup option o the Main Menu to customize League and plavoff

names, tlurn the League music off oron. and rwui vourgame canridge
Select Setup irom the Main Menu to view the Setup screen (Fig, 43

To customize League and playoff names and League logos:

1 Select Customize on the Setup screen . R
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Fin 44 Customize Screen

2 Select the name of a League or plavoff contest. The Keypad Editor
appears.
3 Use the lefr arrow button to delele the previous name,
4 Use the Kevpad Editor to edit the selected name.
3 Selecta League logo. The Logo Editor appears
6 Lse the Logo Editor in the same wav vou use it 1o edit a team logo on
the Team Editsereen. (Sec Editing Teams |
7 Select OK 10 leave the screen with vour changes intact. Select
Default to return the names or logos o their original setings. Select
Cancel o leave the screen without making changes
To turn the League music off or on, select Music On/OFf on the Setup
screen. Its ican changes each time you select it The music s on when
vous see the musical notes icons, The music 1s ofl when no wons appear

To reset the game canridge
1 Select Reset Cartridge on the Setup screen. A dialog hox appears
2 Select OK to erase your current league. custom teams and retum the
game to its factory settings. Select Cancel if you don't want to erase
vour edits.
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Glossary
A

AB - At Bats - The number of times
a hatter has appeared at the plate.
ACC - Accuracy, How likely a
pitcher will throw in the stnke zone
Arm - Arm strength

AV - Batting Average — Hits/At
Bats. The percentage of limes a bat-
ter has whacked a base it

Ball - A pitch that the batter does
not swing at and the ump jusdges to
he thrown outside the stike zone.

BB - Base On Balls - the number of
times a batter has becn walked by
apposing pitchers or the number of
batters a pitcher has walked.

BAT — Batting Side - The way a bat-
ter prefers to swing: L for left, R for
rAght, S for a switch hitter (either side
ofthe plate},

Batters Walked - Pitching stat. How
many batters a guy has walked See
Walk.

Bunt - A swing that a batter makes
from & squared off stance that is
intended to stop the ball's speed and
drop it into the infield between the
catcher and the pitcher

o8

'

C - Catcher,

CF - Center fielder.

(S - Caught Stealing - The number
of tirnes that a runner has been
tagged oul while trving to steal a
hase.,

Curveball - A pitch that travels (o
the plate in an arc. instead of a
straight line.

D

Designated Hitter - The tenth
player in a game who bats (usuallv
lor the pitched ) but does not play the
field. The Amerncan, but not the
National, League uses the DH.
Double (2B) - A base hir that restlts
in the batter gaining two bases.
Abhbrevigted as 28 in the Team
Editor.

E

F - Errors - Flelding stat: The nums
ber of times a fielder has holched a
catch of throw that the aificial scorer
judaes he should have made sue-
cessiullv.

FRA - Earned Run Average -
Pitching stat; The average number of
eamed runs that a pitcher allows dur-
LA DNE INNINE g,
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F

Fast Ball - A veny fast, straight piteh
The hummer,

First Baseman - | 1B The fielder
who covers Ist base.

Foul Ball - A hit ball that lands out-
sicle the fieid's ledt or right boundanes

G

G - Games, batter - The nurnber of
games in which a given plaver has
appeared.

Games Started - Pitcher's siat; The
number of games a pitcher starts

GB - Games Behind - Team stat
The number of dames ateatn is
behind the first place team in the
League,

GC - Games Completed - Piiching
stat: The number of games stanted
and hinished without relief.

Grand Slam - A home run with the
bases loaded

Grounder - A ball hit so that it traw-
els primarily along the ground

H- Hits

HA - Hits against pitcher

HR - Home Run - A base hit, usual
v over an outfield lence or wall,
which results in an automate four
bases and run seoneel . Abbreviated
as HR in the Team Editor.

I

In Park Homwe Run - A non-anto-
matic home ran that occurs while
the hall is still in plav inside the ball
Jhirk.

1P - Innings Pitched - Piching stat.
The total number of Innings & piteher
has pitchedd.

K - Number af batters a hurder has
retired b stnke onts

L

L. - Losses, Team's - The number of
gatnes a tweain has lostthroughout
the cureem Seasou

L - Losses, Pitcher's - Lach time a
leam loses, o pateher (s credited with
the loss, The loss s assigned 1o
whichever pitcher was on the
mound at the time his leam fell
hehind.

L¥ - Lefihwlder.

Line Drive - A well-hit ball thar triav-
els in a straght line without a greal
deal of altitude

N

¥ - Plaver naimber,

0

(Mf Speed - A slow_ straight ptch
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On Base Percentage - The number
of himes a batter gets on base. regard-
less of how he got there,

P

s - Percentage - Team stat The
percentade of games 4 team has
plaved and won.

POS - Pasition - A plaver's defen-
sive position (n the feld

Power Swing - A batter' s powct
swing that should result in both dis-
tance and height iFthe ball s well
hit,

R

R - Runs Scored - Barting st
How many tunes a balter has scored
after he has reached base.

RA —~ Runs Against - ["tctung st
the total number of rans (earmed and
uneamexd ) scored against a pitcher
while he was on the mound

RBI - Runs Batted In - Baiting slat
The number af runs scored as i
direct result of a batter's base hits 1A
hatter who hits a Grand Slam., for
example, s Credited 4 KBl s = the
thress nunness on base anedd hmseld )
RF - Rightficlder.

RS - see Running Speed

Running Speed - Hordbial! I play-
er attnibute: the relative speed of a
nner

Gl

L

S

§ - Saves - Pitching stat. The num-
ber of games in which a relief pitcher
fas maintaitwed the staning pitcher’s
lead through the end of the game.

Sacrifice - A hit ball which resuls in
the batter being cut but which
moved a runner or runners o an
additional base

SB - Stolen Base - A base gained
by a runner without henefit of a hit
ball or pitcher mistake.

Screwball - A “revense cunve: A
pitch that breaks wi the opposile
direction of a narmal curve ball
Second Baseman - The helderwho
covers 2nd base,

Singles (1B) - A base hit thal resnlts
10 the hatter gaining one hase,
Abbreviated as 18 in the Team
Fditon

Sinker - A breaking piteh that
legins high and slow and changes to
fast and low as it goes over the plate,
SL - Slugging Percentage - Batting
stat: Total BasesfAt Bats. The higher
the percentage. the more power the
Batter uses 1o hit the ball.

S0 - Strike Out - Three strikes and
vou 're out. Batting stat: The number
af timees that a barter has struck out.
SPD - Throwing amm speed for pitch
ey, running speed tor elding and
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8§ - Shonstop,

Stam - Stamina. How long a pircle
ef can stav an the mound

Strike — A swing by @ hatter that
misses the ball or a pitch that the bat
ter does notswing an but the vy
judiges was within the:

strike zone,

Strike Zome - The area over home
plate and hetween the batter's knoes
and mid-chest,

Switch Hitter - A batter thal futs
from either side of the plate A switch
hitter usuallv bats nght aganst a lefl
handed patcher and left agatnst a
nght handed pitcher.

T

TB - Total Bases - The total nung
ber of bases gained by a batter In
base hits.

Third Baseman - The fielderwho

covcers 3nd hase

THR - Throwing Hand ~ [he hand
a fielder uses to throw, L for Wil B
for dgh,

Triple (3B) - A base it thal results
in the batter gaining three hascs.
Abbreviated as 3B in the Team
Ediitor

W

W - Wins. Pitcher's - Whon a team
wills a gadne, the win s assigned toa
pitcher Astaning pucher s credited
with a win if he hes pitched at least
five innings and leases with his team
feading. A reliel pitcher s credined
with a win if he entens the game
wiile hiis team is tied of hehingd In
ruis, then it wins the game

W - Wins, Team's - The number of
games o learm Ras won throdghot
thee Curre Nl S s

Walk - [ the prciwer throws fou
halls when a hanter s at the plate
that batter s autometcally walked 10
Ist hase, See also Base On Balk
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