


r important: If you have any trouble with this carfridge, pease COMMACt ACCOlade Customer Service
(see Customer Service Section pg. 57, for details)

EPILEPSY WARNING
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your suffoundings, mental confusion, and/or COMUISIons.
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Introduction
The Best Baseball on Earth!

v/ ou ve gdot vour hands on the finest baseball garme money can buy!
HardBall Il from Accolade otfers stanning sealism, fabulous graphics
and effortless gameplay,

You take total contral of the field as players bt run. field and steal bases.
Your pitchers can sling eventhing from fastballs to sinkers, and the ump
calls ‘em like he sees em. There's even crowd noise and the crack of the
bat! And for that extra “oomph’ that takes vou straight into the ball park,
HardBall Iff is announced by Al Michaels. one of baseball's most noted
briadeasters,

fardBall Il s true to the traditions of the first official baseball game,
plaved in Hoboken, New Jersey in June 1836, I the 150 veurs since, base-
ball gloves, balls. bats and uniforms have evolved and improved. Yet the
game itsell has chanded very little, while stll appealing to every genera
ton! Today, millions of children, teens and adults play baseball every sea:
son, cheered on by tens of millions of fans!

Evervbody talks baseball. s the national pastine! And now, thanks to
Accolade’s HardBall il vou can play an incredibly realistic game right at
home. You've got instant replay. lifedike animation, complete statistics
and a wide choice of plavers. clubs and stadiums. So choose vour teams,
set your stanting lineups, grab a couple of hot dogs and ket's play ball!
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In the Booth with Al Michaels

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

cnown to spouts 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 get pulled into the play, actually teeling
the tension on the field and the excitement in the stands.

Al began broadcasting in 1968, He's called football and basketball play-
by-plays, reported on high scheol sports and hosted three television sports
shows daily. In 1974, Al signed on as sponscaster for the San Francisco
Giants, and in 1977 he accepted a broadeasting job with ABC Sports. He
has been announcing spons for ABC ever since, including Wonday gl
Foothall, an astounding seven World Series, five AllStar 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 ABCs Wide World of Sports events, This top spons
announcer has been selected as the national Sportscaster 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 is. 50 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

Lartridge siot

Fig 1 Genesis Conggle

1 Make sure the powerswitch on vour Sega Genesis console is off.
2 Insent the HardBall [l cartridge into the cantridge slot and press it
cdonwn firmly.

3 Plug a control pad into port 1. For two players, plug a second controdl
pad into port 2.

4 Tum the power switch on. (If nothing appears on screen, switch the
power off. make sure the cartridge is firmly inserted in the consale,
and then switch the power on again. )

D Press the Start Button or Button A. B or C at the Title sereen and get
ready to play ball!

Important: Always make sure the Genesis system is turned off
belore inserting or removing a game cartridge.
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Take Control

[ (Directional | Bution
Start Buttan

Bufton €
Bution B

Button A

Fig ¢ Control Pao

Making Game Selections
D-Button

B Hichlights menu selections,

Button B
B Selects a highlighted menu item

Button C

B Cancels a menu selection and retums 1o the presious mena.
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B Selects aswing when batting.

B Advances to the next base when running,

B sed with Button B, retreats 1o the previnus base,

B Leadsofft (Tap the button once or twice |

B Steals, (Hold down the button. |

B Selects a pitch when on the moumd

B Selects an area of the plate to piteh to, (During the pitcher’s windup.
how long vou hold down the button detenmines how far insidefout-
side or high/low the pitch will be, )

B [Used with Button B. attempts a pickoff. (You must select a pitch
before atternpting a pickoff |

B Moves the highlighted fielder toward the ball,

B Selects a base to throw to when fielding,

Button B

B Swings when batting,

B Pitches when on the mound.

B Throws when fielding.

Button C

B Calls atime out and brngs up the Seareboard/Lineup screen.

[ Note: See the next section, Play Ball!, for complete details on
how 1o use the button controls.
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Play Ball!
Getting Started

Are you ready to swing a bat! Throw some cunves?! Slide into homs
plate”? Yes! This is real baseball. And you re going to get all the hasehide
action vou can handle!
Use these button contrals to make option selections throughout the game:
B D-Button: Highlight an option

5
B Bution B: Select the option
B Button C; Cancel the selection and return 10 the previous screer

Note: Certain options, such as Reset Season, will prompl youto |
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 Menu
(Fig. 31, The first box on the left. Exhibition Game, is highlighted,

Fig. 3 Main Menu

2 Press Button B 1o go 1o the Exhibition Pre-Game screen (Fig 4).
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Fig 4 Exhibibon Pre-Gare Screan Fig & Team Selertion Serpe:

3 Highlight Choose New Teams a1 press Button B, The Team
selection sereen appears, listing the available teams (Fig. 51,

4 Choose your Home Team by selecting anv team in the Accolade or
MindSpan League ( D-Button to highlight, and then Button B to
select]. The Team Summan screen appears (Fig 6).

[
L
(e
LR
FHa
.
il
=

Fig b Team Summary Screen Fig 7 Ogtians Menu

2 Choose Select to return to the Team Solection sereen. The Horme
Team is selected and ready to play

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

T Select Options to view the Options Menu (Fig. 71,

8 In the Controls box, highlight ane of the teams that is about o {ake the
field. Press Button B untif the game-contral )oon vou want (control
pad 1 or2, or camputer ) appears next o the team name, For exame-
ple. if you want to use contral pad 1. press Button B unti] the control

. AtariGuide



9 Highlight the opposing team ancl press Button B until the game-
contral leon vou wanl foor VOUF Opponent appears,

10 Highlight OK and press Button B again. You'll retumn to the
Exhibition Pre-Garme screen.

11 It's came time! Select Play Ball! o stant the Exhibition Game,

You're Up!

You're on the field. The batter, pitcher and catcher are in pasition,
waiting for the first pitch. Baseball information cards tor the balter and
pitcher show briefly on screen before the play begins. I you chose to
control the Visitor's Team (step 8 in the Previous sectlon |, vi wi'll be at bat.
If vou chose the Home Team, vou'll be on the mound

Note: Press Button C at any time during the game to call a time
out. You'll go to the Scoreboard/Lineup screen. Highlight Play
Ball! and press Button B when you're ready (o resume play.

I

The Batting Options Window

Fig 8 Batting Options Window

The Batting Options window shows the batter s name, uniform number,

hatting average and hitsto-at-bats ratio lor the current game. The window

offers vou these choices:

B Power: Swing forthe lences. Notonly increases vour chances of hit-
ting one out, but of making an out, too,
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@ Contact: A normal !"L‘f'-'illlij where vour anly abnective is 1o mike cons
tact with the hall | '

B Bunt: Lav one down. A skillful Bunter is a great weapon

B Strategy: With munners on base, you can select hitand-run. steal or
SO e e

”_‘l,'l‘?I_I'F{'. i'?|-'.L}'i]'I.!~.§ f'lgl.?,iiifﬁlr-ii thes ¢ mpuler, vau must select FBWEI‘. C{Iﬂ[ﬂft

or Bunt before the pitcher will deliver the ball, T initiate a SV T

I Select your swing hepe:
B Power: Press and hold the D-Button » a1 press Button B
B Contact: Press Button B

@ Bunt: Press and hold the D-Button « anc ES
Button B

Strategy

Fig. @ O-Buttan Diractians for Sy W Types
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2 Select vour swing area

High

High & Dulsuie High & Insige

Dutside Inzide

Loy & Outsige Low & Inside

Law
Fig. 100 BattersView Pilcher s letl-handed nrmer
Pitcher s View  Fitcher ws nghi-handed nimer
High

Insicle Cutside

Low & Inside Low & Dutside

L 04w

Fig, 11 Batters View: Pacher vs night-nanoed hiftes
Picher’s Wigw Pilcher vs iet-handed Niler
3 The batter will step into the batter's bhox and the pitcher will throw the
ball. (In two-plaver games, vour opponent must select a pitch before
the pitcher will throw the ball. See The Pitching Options Window,
pg. 13.)

4 Press Button B 1o swing
5 Repeal steps | through 3 before 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'll see the types of pitches
that pitcher can throw.
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The Batting Strategy Window

To select the Strategy option from the Batting Options window (Fig, 12),
press and hold the D-Batton v and press Button B, (1 runners are on
base, the Batting Strategy window will appear automatically betore you
swingd selection. |

When the Batting Strategy window appears, vou can choose any one of

these:

B Instant Replay: Pross and bold the D-Button & and press Button B

B Hit and Run (requires at least one base sunner s Press and hold the
D-Button » ancl press Buttom B

B Select Swing: Pross Button B

B Steal ( requires at least one base runner ) Press and hold the
D-Button « and press Button B.

B Double Steal (requires runners on 1st20d base or 2nd/Srd base |;
Press and bold the D-Button v and press Button B,

B Squeeze (requires a runner on 3rd base . Press and hold the
D-Button ¥ ancl press Button B,

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

Steal/Doubie Sweal Hit & Bun

SQueers
Fig 13 D-Button Directions for Batling Strategy Optians

Running Bases

Vou swing - connect ... and the ball flies into the outfield. Don't waste

Hmes start covering ground!

W To advance, press the D-Button toward the next base.

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

B To leadoff. tap the D-Button once or twice in the direction of the next
hase.

B Tosteal, hold the D-Button in the direction of the next base.

2ng Base

rd Base 151 Base

Homa

Fig 14 D-Buttan Derections for Batlers View of Bases
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Fig 15 O-Button Directiane fr

You're On the Mound!

If vou chose to control the Home Team, vour pitcher takes the mound
It's tirne to hud some wicked tasthal|s!

The Pitching Options Window

Frg 16 Pitching Onlions Window

The Pitching Options window shows the pitcher's name. unikarm number,
ERA, number of pitches thrown in the curmrent game, and the speed (in
mph} of the last pitch. It also lists the four es of pitches assigned fo the
pitcher, along with a St rategy opltion, To piteh:
I Press and hold the D-Button in the direction of the pitch viou want
and press Buttom B, (Every pitcher will have 2 unique set of four
pitches, ranging from his weakest to his strongest pieh )

AtariGuide




RAa e

Fig 17 D-Buvon Dieclions r PRch |yPES

2 After vour opponent selects a swing. the hatter will step imtor the
hatter's box,
3 To pitch the ball, press and hold Button B while b lding down the

D-Button in the direction of the area of the plate in which you want 1o
pitch. (How long you hold down the D-Button during the windup

determines how far inside/outside or high/low the piteh will be. )

4 Repeat steps 1 through 1 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. (You must select a pitch before attempting a pickotf.)

The Pitching Strategy Window
Press and bhold the D-Button ¥ and press Button B (0 select the Strategy
option from the Pitching Options window. The Pitching Strategy window

appears (Fig 18).

Fig. 18 Pitching Strategy YWincow
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Choose any one of the following options;
B Instant Replay: Press and hold the D-Button & and press Button B

B Walk Batter (intentional walk 1. 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 yvou want

B OF: Normal (position outfielders): Press and hold the D-Button »
and press Button B until vou see the outfield alignment you want.

Note: See Positioning Your Fielders, pg. 20, for descriptions of

the infield and outfield alignments,

Instam Replay

..-'f "
valk Barter
- _,-"';
: -"-\—._.—-'"’-r: |

Cuthels Alignmant

infigia Align ment

Fig 19 D-Bulton Diections for Pitching Strate gy Oplions

Fielding

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

fielding strategy, vou can keep the other team from scoring.

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

B If a plaver is close 1o the ball, you can press Button B to make him
cive or jump for the ball. 1fthe ball passes him and moves closer to
another fielder, press Button B to switch control to that player.

AtariGuide



Note: You can use the fielding marker for a visual aid to put your
ma in the right spot for catching the ball. See Levels of Play.
pg J2.

B To throw toa base, press and hold the D-Button in the direction of the
base and press Button B.

B To attempt a pickotf, hold down the D-Button in the carrect direction.
and then quickly press and release Button B. (You must select a
pitch before attempting a pickoff. )

el Base

Jrd Base 15t Base

Home

Fig 20 D-Button Directions for Batter's View (Felding and Pipsoffs)

151 Base Ird Base

2nd Dase
F1g. 21 D-Button Directians for Pitcher s View (Pickatfs oniy)
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Instant Replays

You can immediately review any play. Here's how,
1 As soon as the play is over, select the Strategy option in either the
Batting o Pitching Options 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),

Fig 22 Instant Replay Screer

3 Use the Replay control panel o review anv play, forward or reverse,
using two different speeds.

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

B Hold down the D-Button <« ore» to advance through the play, for-
ward or reverse, at nomal speed

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

B i the Replay control panel is blocking vour view, move it up and
down by pressing and holding the D-Button 4 or v To o move it
left or nght, press the D-Bulton & or v Then, while the panel is
moving up or down, also press the D-Button « or »

4 Press Button C to retum to the game
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Making Substitutions
Occasionally, vou |l want to pinch-hit for a weak batter, or make a defen-
sive change during a close game. To substitute a player:
1 Press Button C to g0 to the Scoreboard/Lineup screen (Fig. 23]

Figp 23 Scoreboard/Lineup Screen

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

3 Select Sub Players,

4 Highlight the plaver you want to remove from vour stanting lineup and
press Button B, The player's name will turm vellow,

2 On your bench, or in the bullpen, highlight the plaver vou want to
insert into the lineup and press Button B. The players 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.
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In the Bullpen
s your pitcher showing signs of tiring” Getting shelied? 1t may be time 1o
visit vour bullpen. While there, vou can check the status of your current
pitcher and warm up a couple of relievers. To go to the bullpen;

1 Press Button C (o 6o to the Scoreboard/Lineup screen.

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

3 Select Bullpen Status to display the Bullpen Status window [Fig. 24).
At the top of the window (s the On The Mound box, which lists the tol

lowing stats for your current pitcher:

B Right-handed/left-handed (T)

B Win/loss/save record and ERA

B Current status: OK — pitcher is strong
Tinng — start warrning up a reliever
Fatigued — time 1o substitute
Exhausted — pitcher will be getting shelled

B Total number of balls. strkes and pitches thrown

Fig 24 Bullpen Status Window
4 Select Warmup to begin warming up a new pitcher.
5 When prompted, highlight the pitcher you want and press Button B.
The words "Warming Up™ will appear next to his 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. ﬂ' i E . l
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Substituting a Pitcher
Tor bring in a new pitcher;
1 Select Substitute in the Bullpen Status window
2 When prompted, highlight the pitcher vou want to bring in and press
Button B. The curent pitcher will be relieved by the one vou just
selected,
J Select Returm to exit o the Roster screen

Viewing the Box Score

To check the box score of the current game
1 Press Button Cto display the Scoreboard fLineup screen.
2 Select Highlights

3 Select Box Scores. An up-tothe-minute box score for the current
game will appear (Fig. 25).

Fig 25 Box Score

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

Saving & Resuming an Exhibition Game
Tosave a game in progress
I Press Button Cto 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
point where vou saved it.

Using the Main Menu

Fig 26 Main Memu

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

(Fig. 26i). Then use the D-Button to highlight the option vou want, and

press Button B to select it

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

B League Play: Plavina league, orset one up

B Batting Practice; Practice tting one or more types of pitches, bat-
ting right- or lefthanded against a nght- or left-handed pitcher, You
can also show off vour batting skills ina Homerun Derby.

| Setup: Customize the game. turn the game MUsic on or . A reset
your cartridge to its factory 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 o the Main Menu and press Button B, The
Exbibition PreGame screen appears (Fig 27), Use these button controls
to set up yvour Exhibition Game,

B D-Button: Highlight an option,

B Button B: Select the option.

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

| Ve e A BEIE.
e A B c——
R e

Fig 27 Exhibition Pre-Gaame Scraen

Choosing Your Own Team

When the Exhibition Pre-Came screen appears, it shows two randomly
selected teams, Select Start if vou want to play with these teams, You
can also get yvour favorte clubs out on the field. Here's how:

1 Select Choose New Teams. A soreen listing the availlable teams
appears, along with their current record  if they have one.

2 Select your 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 Home Team. |

4 Repeat steps 2 and 3 to select the Visiing Team.

AtariGuide
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Notes:
If you want to edit the team’s roster or use the Edit option, doso
before choosing select, Sce Editing the Team Roster, pg 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,
pg 36) and want to edit individual players, see Editing Teams &
Individuals, pg 37. Any player edits made to an Exhibition Game
will not be permanent,

L | |
Editing the Team Roster
You can edit the team roster tor an Exhibition Game  although vour edits
will not be permanent. (Permanent edits can only be made in League
Play.) To view vour team s roster, select Roster on the Team Summary
screen, You Il go o the Roster screen for vour team (Fig. 28)

The Roster screen has four sections,

B Lineup: Displayvs the current starting lineup for vour leam

B Feld Position: Graphically shows the positions for the current
starting lineup.

B Bench: Displavs bench (reserve ) plavers

B Bullpen: Displays your bullpen (the remainder of vour pitiching statt ).

The following inlormation explains how o edit the Roster screen, When

vou're finished editing, select Return to go back to the Exhibition Pre-
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Viewing Player Statistics

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

=
e §

-
]
i W
W
[ 1]
1.
I =
I B
LI

Fig. 29 Baseball Card
The left side of the card displays:
Player's name
Liniform number
Fielding position
How he bats and throws
Last vears batting average
Plaver only = Speed and ann ratings

Plaver anly = Last vear s home runs, muns batted in, stolen bases

and errors

Pitcher only - Speed, accuracy and stamina ratings

Pitcher only = Last vear's wins, losses, ERA (eamed run averade),
saves and errors

Note: If vou own the team (see Buying & Selling a Team, pg. 35),
all the information above can be modified to your liking. See
Editing Players, pg. 39 and Editing Pitchers, pg. 43 for details.

The right side of the card keeps the player s stats for the current seasorn.
These accumulate as the season progresses and cannot be modified.
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Making Substitutions
To replace a plaver in the Lineup box with one from vour bench o
bullpen:
1 Select Sub Players
2 Highlight the plaver vou want to remave from your starting lineup and
press Button B. The plaver's name will turn vellow.
3 Orithe bench, orin the bullpen, highlight the playver you want 10 inser
inte your 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

1 Select Batting Order

2 Highlight the player in the starting lineup you want to move and press
Button B. The plaver s name will turm vellow.

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

4 Repeat steps 2 and 3 until you have the batting order vou want.

Positioning Your Fielders

You can chose from 11 different fielding alignments (five for outfield, six
for infield ) to position your fielders.

Fielder Positions

Outfield

B Normal: All outfielders play in normal positions

B In: All outhelders play shallow, Usually used when a weak hitter is
up, or the game winning run is on 3B with less than two outs.

B Left: All outfielders shift to the ledt to prevent extra-base hits to lefl-

center field or down the left beld line
e &
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B Right: All outfielders shift to the vight to prevent extra-base hits 1o
night-center field or down the right-lield line,
B Custom: Set up vour own outfield positions.

Infield

B Normal: All infielders play in normal positions,

B In: Allinfielders move several steps closer to the plate. Lsed when a
bunt is expected.

B Double Play: 2B and 55 play closer to 2nd base.

B Guard Lines: |B and 3B plav near base lines to protect against extra-
base hits,
B Hold Runner: 1B covers base sed when runner ison 1st,

B Custom:® 5o up 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 Posiions
window appears (Fig. 30),

Fig. 30 Felder Positions Window

2 Select any alignrment. A baseball appears next to vour selection, and
the ehosen alignment will appear on the field map

Using the Custom Option
Use Custom 10 design your own infield and outfield alignments. Here's
an example of how o do it:
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1 [n the Fielder Positions window, select Coastom 11 the Ouatheld box

2 Press the D-Button » and release it The dat on the field map repre-
senting the left fielder will blink. Continue pressing the D-Button » to
cyvcle between the left, center and nght fielders.

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

4 Use the D-Button (o move the dot anywhere in the outfield.

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

6 Repeat with the center and right fielders,

7 Press the D-Button <and then w 1o highligcht OK - Press Button B o
save vour new alignment

B Follow steps 2 through 7 to customize vour infield as well

Setting Your Pitcher Rotation
Each team is automatically assianed |0 pichers, five starters and five
relievers, You can switch starting and relieving assignments. You can
also amrange your stanting pitchers in any order. Each starter will begin
every fith game. To maove your pitchers around:
1 Select Pitcher Rotation on the Roster screen, A box Listing your
pitching staff appears (Fig. 31)
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Fig. 31 Pitcher Rolation Soresn
2 Highlight the pitcher you want to move (either a slarter or reliever)
and press Button B. His name tums yellow,
J Highlight the pitcher you want toswitch with (erther a starter or

reliever) and press Button B, The twe nt ai},TG[ﬁ id e
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4 Repeat steps 2 and 3 until vou have the five starters and five relievers
Vvou want.
3 Highlight OK and press Button B when vou're finished,

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

1 In the Starters list, highlight the pitcher you want as your No._ 1 starter
and press Button B. His name will turn vellow.

2 Highlight the pitcher's name at the wp of the Starters list and press
Button B, The pitcher vou selected instep | will become the ho, |
starting pitcher.

3 Repeat this process until all hve starters are in the order vou want.

4 Select OK when vou're finishexd.

Using the Options Menu

The Options Menu lets you set up Exhibition Games, League Plav and
Batting Practice to your specifications. To get to it, select Options on the
Pre-Game screen in the Exhibinon Game and League Play modes, or on
the Batting Practice screen (Fig. 32). (Exhibition Game. League Play and
Batting Practice are available from the Main Menu. )

Fig. 32 Opliors Menu
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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

B Choose a stadium.

In addition. on the Exhibition Game and League Play Optians Menu,
VOU Car:;

W Setyour level of play.

B Save your game.

From the Batting Practice Options Menu, you can also

B Choose to play a Homenin Derby

B Setvour Pitch Tyvpe and Pitch Location

Use these button controls on any Ciptions Meny

B D-Button: Highlight an aption.

B Batton B: Select the aption.

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 toran option when it is activated.,

Player Controls
The Controls box lists the two teams that are about to take the field,
To select which team yvouw are going to control,

1 Highlight the team.

2 Press Button B until the garmnecontrol icon vou want { control pad 1 or
2, or computer) appears next tothe team name. For example, if vou
want to use control pad 1, press Button B until the control pad 1icon
appears.

3 Highlight the opposing team.

4 Press Button B until the game-control lcon vou want f:‘au'nur

opponent appears. ﬂ tqr I G Uid G
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Viewing Selection

You can view a game or batting practice [rom one of the following per-
spectives:

B Pitcher/Batter: You are automatically given the Pitcher view when
you're on the mound, and the Batter view when you re at the plate.
ldeal kor one-plaver games. (In two-plaver games, the Home Team
pitchies from the Pitcher view. while the Visiting Team pitches from the
Batter's view. )

B Pitcher: The view from behind the pitchers mound, Highly recom-
mended when vou are pitching, so you |l det 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 best look at an incoming pitch.

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

to vour selection,

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

Stadium Selection

Highlight the current stadium listed in the Stadium box and press Button
B. Use the D-Button to scroll through all 26 available stadiums. Highlight
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 addition to the options just descnbed, the Options Menu i Exhibition
Game and League Play modes lets vou set the Level of Play and save the
current HE'ITIE.“.
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Level of Play

L

Lise the options listed i the Level of Play box to control the complexity of
the game. [f vou are just starting out. this feature lets vou handicap an
experienced opponent. To activate the options:

I Press the D-Button a or ¥ to highlight options, and <« or e to move
between columns,

2 Press Button B to activate an aption. A baseball appears next to it

3 When a highlighted option s active, press Button B 1o deactivate it
The baseball will disappear

Option
Manage Only

Pitcher Fatigue

Pitching Stats
Batting Stats
Running Speed
Designated Hitter
Fielding Errors

Auto-Fielding

Level of Play

Activated

You control eversthing except
swinding the bat, fielding,
throwing the ball and nimning
the bases

Fitcher will begin to lire after a
certaln number of pitches, de
pending upon s stamina rating
Pitchers” performances are
based on ther cumrent stats
Hitters' performmeanies ame based
On thelr current stats

Plavers running speed is
determined by their speed rating

Designated Hitter will be used.

Fielding emors will ceeur
randomlv

Computer will field ball for vou,
but vour must throw ball 1o
the base vou wanl.

Deactivated

Yo control eveny
aspect of the game.

FPiicher waill never nre

All pitehers are equal,
ALl hitters are equal

All plavers will run at
the same speed
Desqignated Hatter will
not be used

Frelding erom will
not oocur.

You control your
o frelders,
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Base Stealing Base runners can steal bases, Base munners cannol
steal bases,

Pitch to Center  Pitcher will throw every pitch Fitcher can throw a
down the middle of the plate pitch o any area of
the strike zone,
Fielding Marker An X appears on the field to ™o fielding markers
shiow you where to run youl appear,

fielder Bor the catch,

Manage Only

If leadership is vour specialty, then Manage Only is just for you. When
Manage Only I8 active, vou'll have these duties during a game:

While on the field:

You can instruct your pitcher to;

B [ntentionally walk a batter,

B Attempt a pickoff {requires a base runner}),
B Throw a pitchout (requires a base runner)

In addibon, yvou can:
B Position infielders and outficlders.
B View an instant replay,

While batting:
Depending on the game situation, vou can instruct your batter ar base
runner to:

B Takea pitch.

B Bunt

B Hit and run (requires a base runner).
B Steal (requires a base runner),

B Squeeze (requires a base runner).

In addition, you can view an instant replay
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Note: See Play Ball!, pg- tn leam how to select any of the \
options listed above. |

Save Game
Please see Saving & Resuming an Exhibition Game. pg 50

Starting the Game

You veselected your teams, set vour lineup, and configured the options
the way vou want. It's time 1o take the field! To beg gin play. highlight Play
Ball! and press Button B. Then refer wo the Play H-El]!' pg. b.

Enjoying Your Own Highlights
Did vou make a brilliant defensive play during an Exhibition Game? Hit &

he-breaking homesrun in League Play” With the Highlights feature, you
can store up to four plavs that vou made, and enjoy them over and over.

Torsave 3 playv to a Highlight reel

1 Immediatelv after the play. press Button C to goto the
Scareboard/Lineup screen,

2 bSelect Highlights (Fig. 25)

Fig. 33 Highhights Screen Fig 34 Keypad Editor
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3 Select Store. The Keypad Editor appears (Fig, 341,

4 With the D-Button, move the flashing cursor to the letter or 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.

D 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 dunng a game, If you want to review
an (nstant 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 aelect View on the Highlight screen. You will be prompted o *"View
Which Reel ™

3 Select the ree] 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 your highlight in the same way vou look at an instant replay.
(See Instant Replays pg, |7

To edit the name of a saved play:

1 Select Edit on the Highlights screen.

2 Use the D-Buttom to select the name of the highlight vou want
[0 change,

3 Use the Keypad 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 {0 select the reel you want to delete, and press
Button B

3 Select Return to exit the Highlishdss geen. @ o
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League Play

It's time for the real thing. No more practice games, No moye batling
cage. In League Plav, vou can play anvthing from a shon 13-game sched-
ule toa regulation 1bZ-game season.

You'll play a Stars Game at the haltway point of full and halt 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 mode is the heant of HerdBall [il. Before vou take the hield
an opening day, you'll need to make a few decisions. First, vou |l proba-
blv want ta buy and edit some of the teams in VOUT [Baguse (up to bwo at a
time), Then ".-f.'hLL]lnll:'t'd to pick a schedule: Inwu want to play a full 162-
game season, half a season, ar mavbe just a short schedule” Unee a sea-
son begins, you'll need to decide which games to play vaurself. and
which vou'll let the computer play for vou

Owverwhelming? Nah! Evervihing mentioned above is explained in the
next few pages. S0 work in that glove, pine tar that bat, and sharpen
those spikes. The season will be half over before vou know it!

Buying & Selling a Team
How would it feel to own vour own team and call all the shots?
HardBall Il lets you do just that. When vou become a team owner, all
league games involving your team must be plaved out rather than simulat-
el (see Playing a League Game (o %) To become a team awner,
1 Select League Play from the Main Menu
2 Select the team vou want to by, The Team Summan sCreen appears.
3 Select Buy Team. The Kevpad Editor appears
4 Use the Keypad Editor to enter a manager's name for vour team. and

- AtariGuide



5 Select Return 1o go back to the League Play screen.
6 A small control-pad iwcon will appear next to the team yvou just
purchased.

Note: You can only own Iwo teams at a ime.

Ta sell a team:
1 Select your team on the League Play screen.
2 Select Sell Team. You no longer awn that team.

Note: Wher you sell a team, any edits you made to thal team, its play-
ers and pitchers will be lost, All settings will be restored to the onginal
team supplied on your HardBall Il cartndge. 1f you 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 HardBafl I You must own a team before vou can edit
torits plavers (see Buying & Selling a Team. pg 35).

Note: Forteam, player and pitcher edits to be permanent, they
must be done in League Play. Edits done in the Exhibition Game
and Batting Practice will disappear when you leave those modes.

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 If vou don't already own the team, select Buy Team. Enter a
managers name with the Kevpad Editor that appears and

riGuide
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Fig 35 Team EQlor Screen
5 Make vour changes by following the instructions in the rest of this sec-
tion. After making a change press the D-Button up ar down to select
the next option for editing
6 Select OK when voure finished editing to save your changes. 1f you
don't want to save your changes. select Cancel,

————

Note: If you make changes to vour team, be sure to exit the Team
Editor screen belore quitting the game and turning off the power,
ar your changes will not be saved.

Changing the Team Name

The current team name is histed i the Name box. To change i
1 Select the team name, The Keypad Editor appears
2 Use the left armow button to delete the previous name

Jd Use the Keypad Editor to enter a new team name and select Done to
save your changes. The new team name will appear in the Name boy,

Changing the Manager's Name
The current manager s name will be listed in the Manager hox To
change it; _
I Select the managers name. The Kevpad Editor appesars.
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. ﬂtCIriGujde
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Changing the Team Summary
You can enter up to seven lines of text to describe your team, To doso:
1 Select the Summary box, The Keyvpad Editor appears. with the Team
summary to the nght.
2 Use the left arvow button 10 delete the previous summary.
3 Use the kevpad 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
Ta select the cap and jersey colors your team will wear,
1 Highlight Cap in the Colors box.

2 Press Button B repeatedly to cyele through the available colors, The
colors appear on the ballplayer to the left, Stop when vou see the
color yvou want,

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

Editing the Team Logo
To edit the logo:
1 Select the team logo. The Logo Editor appears (Fig. 36).

Fig. 36 Logo Editer

2 Use the D-Button 1o move the cursar into the palette, onto the color
VO walt,

3 Press Button B to select the color, which appears below the palette,
4 Move the cursorinto the drawing arca by ukm;‘tln

pressing Button €, Place the o tqr
S e
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9 Press Button B to apply the current colorin the square,
6 Repeat steps 2 through b to complete the new [ogo

T Select OK 10 save your edited logo. Or select Caneel 10 close the
Logo Editor without making changes.

Selecting the Home Field
Yourteam's home stadium is listed i the Home Field box. Yoo can select
any of the 26 stadiums available in HardBall Ifl. To change vour stadium
1 Select the current stadium to view a list of all availlable stadiums.
2 Press the D-Button a or ¥ to scroll through the list, then select the
stadium of your choice, The new stadium name will appear in the
Home Field box.

Changing the Team’s Star Player
The Tearn Summary screen includes a basehall card of the team s star
plaver. To change the star playver
I Select the Star Plaver on the Team Edit screen. The Select Star Player
lineup appears.
2 In the lineup, select the player vou want as the star player. That playe
ers baseball card will appear in the Star Player box,
Editing Players
In the Player Editor, vou can alter vour plavers’ skills, update their statis.
tics, or completely recreate them by changing their pictures, names, umni-
form numbers, positions and attvibutes, and statistics. To get into the
Player Editor:
1 Select League Play from the Main Menu
2 Select the team you want to edit, The Team Summary appears.

3 Ifyou don't already own the team, select Buy Team. Enter a manag-
er's name in the Keypad Editor that appears and select Done.

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

Plaver Editor (Fig, 37). ﬂt c'ri’G uidc
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Fig. 37 Player Editor
6 Make vour changes by following the instructions in the rest of this sec-
lion. After making a change. press the D-Button a or ¥ 1o select the
next option for editing,
T Select OK when vou re finished editing to save yvour changes If vou
don't want o save vour changes, select Cancel.

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

Changing a Player’s Picture
A photo of the plaver appears in the Picture box To change the photo!
1 Select one of the arrow buttons that appear next ta the photo.

2 Press Button B to scroll through other pictures until vou see the one
VOU want.

3 I yvou don't want a pictune. select None,

Changing a Player's Name
To change the plavers name in the Name box:
1 Select the name. The Keypad Editor appears.
2 Use the left arrow button to delele the prévious 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 box.
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Changing a Player's Uniform Number
Torchange the plaver s cument usifonm number.
I Select the number. The Kevpad Editor appears.
2 Lise the leit arrow button to delete the previons number
3 Use the Kevpad Editor to enter a new number. Select Done to save
vour changes. The new numberwill appear in the Numbey box
Changing a Player's Position
To the right of the uniform number is a box showing the plaver's fielding
position. To change to a different position:
1 Select the Pos: hox,
2 Press Button B to cyole through the ditferent fielding positions until
the one you want isshowing,

Fielding Positions
C Catcher CF Center Field
1B  First Base LF Left Field
2B second Base DH Designated Hitter
8§ Shorstop UL Utility Intielder

3B Third Basc UQ Utiliey Outfielder
RF Right Field

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

Changing a Player's Attributes
To change a player's Speed (ranning):
1 Select Speed

2 Press Button B Lo cyvele through the numbers from 1 (slowest) to 5
[fastest) until vou see the number vou want,

To change a plaver's Arm (sirength
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2 Press Button B 1o cvcle through the numbers from 1 (weakest) to 3
(strongesty until vou see the number you want.

To determine if a plaver bats right, left or switch hits:

1 Select Bats,

2 Press Button B to cvele through three choices
B R - bats right-handed
B L - bats left-handed
B 5 - switch hits [ bats right-handed against a left-handed pitcher, and
vice versa)

3 Stop when the letter vou want is showing.

To specify whether a player will throw right-handed or left-handed.
1 Select Throws.
2 Press Button B 1o cvole through the following choices:
B R - throws nght-handed
B L -throws left-handed
3 Stop when the letter vou want is showing.

Editing a Player’s Statistics

Five stats determine how well a player hits. fields and runs the bases,

Think of each stat as an average of the plaver's previous perdormances,

B Batting Average: The higher the average, the more often the player
will reach base.

B Home Runs: The higher the home mn total, the better chance the
plaver has of hitting one out.

B RBIs (runs batted inj: The higher the number, the mare reliable this
player will be with runners in sconng position,

B Stolen Bases: |f a player 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 his fielding will be
mostly flawless,
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Note: See the Glossary in this manual for definitions of the play-
er s stal categories,

Each plaver has listed stats, To change them.
1 Select the stat vou want to edit, The Keypad Editor appears.
2 Use the left arrow buttom Lo delete the previous number
3 Use the Kevpad Editor to change the stats. Ulse these ranges:
B Batting Average - D00-84 B Stolen Bases - (K44
B Home Runs - (XK B Errors- (50
B RBIs- (]9
4 Select Done to save vour changes, or Cancel to close the Kevpad
Editor without making changes.

Editing Pitchers

Choose a pitcher just as vou did a playver by entering League Play, choos:
ing a team, and then selecting Roster, Select the pitcher vou want to edit.

The Fitcher Editor screen (Fig. 38) 15 slightly different from the Plaver
Editor screen. You edit a pitcher's picture. name, and uniform number
the same wav as in Editing Players. But a pitcher has different attributes
and statistics than a non-piteher.

reEFrdFer 5
61 BB -

-
N W
=
]

| I |
=
(]
¥

Fig 38 Pitcher Editor
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Note: If you make changes to your pitchers, 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 Pitcher's Attributes
Tochange a pitcher’s Speed (throwing - how hard he can throw
fhe ball ):
I Select Speed.
2 Press Button B to cvele through the numbers from 1 (slow ) ta b
(super fast) until vou see the number you want

To change a pitchers Accuracy (control )
I Select Accuracy.
2 Press Button B to cvele through the numbers from 1 to 5. The higher
the number, the more frequently a pitch will find the plate,
3 Stopwhen vou see the number vou want,
Stamina determines which pitchers can remain on the mound for an
entire game, and which ones are only good for an inning or two. To
change a pitcher's Stamina ( durability):
I Sclect Stamina,
2 Press Button B to cycle through the numbers from | (poor stamina
to 3 (great stamina ) until vou see the number vou want
To determine if a pitcher bats right, left or switch hits:
1 Select Bats,
2 Press Button B to cyvele through three choices!
B R-bats right-handed
B L - bats left-handed
B S—switch hits (bats right-handed against a left-handed pitcher, and
vice versa
3 Stop when the letter vou want is showing
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To specify whether a pitcher will throw right-handed or lefthanded
1 Select Throws,
2 Press Button B 1o evele through the following choices
B R - throws nght-handed
B L - throws left-handed
3 Stop when the letter yvou want is showing.

Editing a Pitcher’s Statistics

Six statistics determine how a pitcher performs both en the mound and in
the field. Think of each stat as an average of a pitcher s previous
performances,

B Batting Average B Losses
B FRA (Earmed Run Average) B Saves
B Wins B Errors

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

Toy change a pitcher's statistics

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

2 Use the Keypad Editor to change the stats. Use these ranges:
B Batting Average - (N0-994
W ERA - O0050.0
B Wins, Saves, Losses, Ermors - 0:5(0)

3 Select Done to save vour changes, or Caneel 1o close the Kevpad
Editor without making changes.

Select Pitches

some pitchers” bread and butter pitch is a fastball, for others, it's a screw-
ball or knuckler, You can select each pitchers bread and butter pitch,
along with three others. The pitches available are;
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B Offspesd B Sinker

B Cunveball B Fastballl (super fastball)
B [Fastball W Slider

B Screwball B Knuckleball

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

To assign pitches,
1 [ the Pitches window, select the #1 box. This will be vour pitcher's
best pitch.
2 Press Button B to cyele through all eight piches until vou see the one
YOILE Wil

3 Repeat steps | and 2 o fill boxes #2 through #4 Piteh #4105 vour
piteher’s least effective pitch. Pitches #2 and #3 are average

Starting the Season

1 Select League Play from the Main Menu. You |l see the Stan Season
sereen (Fig, 39

Fig 39 Start Season Screen

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

You can view a scason's schedule in two different ways

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

To view the league schedule:

1 Select Schedule from the League Play screen. The League Schedule
appedrs (Fig. 40,

Fig 40 | eague Schedule Seeen

2 select Next and Prey 1o hrowse thrcgh the entire season, one week
dtatime. The week being displayed is listed at the wop of the screen
Use the D-Button to scroll throngh the entire wesk,

3 Select Retwrm o go back o the League Play screen.

1

Note: After you complete a week's dames and move to the |

following week's schedule, you cannot retum 1o view the schedule |
of the previous week,

Toview a team schedule;
I Select any team on the League Play screen 1o view a Team Summary
SCrEen
2 Select Sehedule You il 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 dav that game is scheduled (Fig 417,
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Fig 47 Team Schedule Soreen
4 Select Previous Month and Next Month to scroll through schedules
for the remaining months of the season,
5 Select Return to 2o back to the League Play screen.

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

Resetting a Season

Is vour team off to a dismal 210 stan? Notto wany. You can reset the
current season back to opening day and try again! To reset a season:

I Select Reset Season on the League Plav sereen,
2 Select OK to reset the season, or Cancel if vou change your mind.

Note: When vou reset the season and begin a new league, all stats
on the right side of each player's baseball card are reset to zero,

Playing a League Game

You can play a league game in one of two wiays,

B Play a complete game: You actually plav a ninednning game of
baseball, just as if vou were plaving an Exhibition Game

B Simulate a game: The computer quickly calculates and displays the
final box scare,
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Playing a Complete Game
T play a complete game
I Select Schedule from the League Play or Team Summan sereen
Aschedule appears,
2 Select the game vou want 1o play
3 Select Play Omt in Full
4 The Pre-Game screen with the stanting lineups for hoth teams will
appear, along with the game's linescore,
3 See Play Ball!. pg 6 and Setting Up an Exhibition Game, o
tor details on how to set up and play a game
You can play any game on the schedule in its entire . whether vou own
one of the teams involved or not. If vou 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 highlighted on the monthly calendar, and you must play
the games in the order they appear.

Simulating Games

Yau can have the computer quickly play out (simulate ) one ar more
games. for you. You can select single games to simulate from either the
League Schedule or an individual Team Sehedule, To simulate multiple
games, vou must choose to doso from the League Schedule, 1 bath
cases, all games prior to the oners) vou plan to simulate must be
completed.

Tasimulate one game:
1 Select Schedule from the League Play or Team Summary sereen
2 Select the game you want to play,

3 Select Simulate [n a matter of secands, the girme will be plaved out
before vour eves. The flinal score and box seore will be displaved. giv-

ing you the game s statistics.
. L ] a8 'l
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To simulate multiple games
1 Select Schedule from the League Play screen,
2 With the most current week's schedule displaved, select Simulate,
The computer will continue simulating 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 control-pad icon
will appear next to those teams). These games must be played out
in full.

b ] "
Saving & Resuming a League Game
At any lime . vou can save or resume a League Game being plaved out
in full.

To save a League Game:
1 Press Button C during a game to g0 10 the Scoreboard/Lineup screer.
2 Select Options. The Options Menu appears.
3 Select Save Game.
4 [fyou return to the League or Team Schedule at this paint, vou'll see a
small § in a box next to the saved game.
To resume a League Game, select Resume game from the League Plav
SCreer, or,
1 Select Sehedule from the League Play or Team Summarny screen.
2 Select the game you saved (it will have a small S in & bax next to it ).
You will resume the game at the point where you saved it

Enjoying League Play Highlights

You can save League Play highlights and enjoy them later, the same way
vou do for Exhibition Games. For instructions, please see Enjoving Your
Own Highlights. pg 5.
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Playing the Stars Game

This mid-season classic is held at the half-way poimt of full and half sea-
sons, and before postseason play in the shont season. The Stars Game
leatures a one game match-up of the best players from both leagues,
HardBall Hf automatically selects the best plavers at each position, based
on their current statistics. The Stars Game can be simulated or plaved in
full just like any regular season game

Post-Season Play

Alter a season is over, bwo rounds of playoff games begin. I two teams
are tied for a division lead after a season is over, they will play a one-game
plavoft to determine the outright division winner. If more than two teams
in a division are tied, two of the teams are randomly chasen to participate
in the playolf game,

League Championships

The divisional winners in each league play a bestofseven series (first
team o win four games| o determine the League Champion, The team
with the best record during the regular season will host four of the seven
games. The League Champion will then advance to the World
Championships against the winner of the other league,

World Championships

Both League Champions square off in a best-ol<even series to determine
the World Champion. Again, the teamn with the best record during the reg-
ular season will host four 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

Shampen vour skills at batting practice, just like the pros! Practice hitting
anv kind of pitch, right or lefthanded. against either a nght- or lefthanded
pitcher, To begin. select Batting Practice on the Main Menu. The
Batting Practice screen appears.

Note: Batting practice is for one player only.

Choosing a Team
The first batting practice team will be selected automatically, To choose
a different team:
1 Select Choose Practice Team,
2 Select the team vou want, The Team bummary screen appears.
3 Choose Select if vou want to use that team. The current batting order
will appear. (Select Return to choose a different team, )

Changing Hitters
The leadoff hitter in the team’s batting order is the one who will take bat-
ting practice, To choose a different batter:
1 Press the D-Button a to move onto the Roster list. A flashing vellow
har will appear.
2 Move the har over the hitter vou want and press Button B. The A
(At Bat) svmbaol will appear next to that playver,
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Changing Pitchers

The pitcher histed in the team’s batting order will pitch during batting
practice. To choose a different pitcher
1 Select the team logo at the bottom of the screen. You'll gato VOIT
learmn's Roster screen,
2 Select Sub Players. A flashing vellow bar will appoar

3 M e the bar over the Current |'|il-a‘|||_-|'h name {at the bottom of the
lincup ) and press Button B
4 Now move the bar in the Bullpen box to highlight a new pitcher. and
press Button B. The two plavers will switch places
o Select Returm to go back to the Batting Practice screen,
&g #
Editing a Roster
Duning batting practice. you can edit any team or plaver information for a
team vou own, although the changes will not be permanent, Only edits

done n League Play are permanent. See Fditing Teams & Individuals
for instructions, pg. 36,

Using the Batting Practice Options Menu

Fig 42 Balling Practice Oplions Meny

select Options on the Batting Praclice screen ta go 1o the Batting Practice
Uptions Menu. This menu is the same as the one described in Using the
Options Menu, pg 28 with three additions: Homerun Derby selecting

piteh tvpe and selecting pitch lncation
& &
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Homerun Derby

See how many points vou can rack up with vour batting skills in the
HomeRun Derby. You'll receive 20 pitches. each waorth fewer or more
points depending on how well and how far you hit the ball. A home run
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 controls
as for plaving a game_ (See Play Ball!, pg. 0}

Selecting Pitch Types
To select the type of pitch or pitches you want thrown:
1 Select any pitch in the Pitch Types box. A baseball will appear
next to it.
2 Continue selecting pitches, You can select as many types of pitches as
VOLL want.

Note: If vou select two or more pitch types, they will be randomly
thrown during batting practice.

3 To deselect a pitch, highlight it again and press Button B,

Selecting Pitch Locations

To select the pitch location:
1 Select one of the locations listed in the Piteh Location box, You can
sefect iI'H]i:r' one |ocation:
B Center of Zone: Pitches will be down the middle of the plate,
B High/Low: Pitches will be thrown across the plate, but to the
high and low part of the strike zone.
B Inside/Outside: Pitches will only be thrown to the inside and
outside part of the strike zone.
B Random: Pitcheswill be randomly thrown to all pans of the
strike zone,

2 Select OK to save your changes, maﬁGﬁ' d
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Getting In Your Swings
Your team is selected, and the batter and pitcher are ready to go. It's ime
tor some serious hitting. To begin practice:

| Select Start. The playing field appears, with a batter. pitcher and
catcher ready to go,

2 Select your swing from the Batting Options window. The batter will
step into the batter's box and the pitcher will throw

Note: Different swing tvpes are not available in the Homerun |
Derby. |

3 Press Button B to swing,

4 Repeatsteps 2 and 3 for as long as you want [ practice

3 Press Button C to quit and return to the Batling Practice screen.
6 Press Button € again to return 1o the Main Men

Using Setup

Use the Setup option on the Main Menu to customize League and plavoff
narmes, tum the League music off or on_and reset your game canridge.
select Setup from the Main Menu to view the setup sereen (Fig, 43)

Fig. 43 Setug Sereen

To customize League and playoff names and League logos;

1 Select Customize o0 1l & HF:!*.Jj.i SUTee & £
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Fig 44 Custamize SCreen

2 Select the name of a League or plavoff contest. The Keypad Editor
P2,

3 1se the left arrow buttoen to delete the previous name,

4 Use the Kevpad Editor to edit the selected name.

5 Selecta League logo. The Logo kditar appears.

6 Use the Logo Editor in the same wav you use it to edit a team logo on
the Team Editscreen, (See Editing Teams )

7 Select OK to leave the sereen with vour changes intact, select
Default to return the names or logos to their original settings. Select
Cancel (0 leave the screen without making changes,

To turn the League music off oron, select Music On/OFf on the Setup
screen. Its icon changes each time you select it. The music is on when
vou see the musical notes icons. The music is off when noicons appear

To reset the game canrdge:
1 Select Reset Cartridge on the Setup screen. A dialog box appears,
2 Select OK 1o erase your cunent league, custom teams and return the
game to its factory settings. Select Cameel i you don twant 1o erase
VOUr edits,
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Customer Service
90-Day Warranty

AcGelade, InC warramis 1or a penod of 90 0avs rar 1o date o purchase By the original purchaser ol
s cariridge thal the medium on whick itis moomded wil be fee trom defecis e materials and work
MANsfig A CefEciive carrige which Mas not Been sub-ected 10 Misuse, EXCESS LE wWhar or damage
dueto carelessness may be refurned dunng the 90-oay penod without chare

To receive warranty service:
1 DO NOT redum your defechive catridge 1o e reta ler

2 Modty meoolade Custarmer Service of the probiem Oy calling (4081 296 8400 batwean tre Nours ol
Barm ang Spm (Paciic Sfandard Time; Monday through Froay. Please Do Mot send YOUr cartnage
[0 Accolade before calling Customer Servee

3 I'ihe Customer Seevice Represenialive is unabile 'o sive 19 problem by phang vou will be provid-
B wiin a Aetum Autharization numter SIMPly TECOTS TS MUmer ar 1he cuisioe dackaging of
yaur detec ve canttidge (be sute you packagng is @t leas1 4’ ¥ A° as Mamy sPIpNing compani=s wil
nol ship anything smialler) Send tha cartridge nd your sales shp o smiigr proof-of-nurshase
withir the 9 day warranty nedad t

Accolade
Customer Service
5300 Stovens Creck Blvd #5080
af Joge DA 9571729

Atter the 90-Cay perid a defeclive cartnoge may be eoiaced in the Unitea States or$20.10 5 dol
ars. Dlus B .23% Sares lax i 1N purchaser resides in Caliloral Make chacks Oayatile 50 Accolade
Ing &nc returm 1o the adoress abowe. Furchiases may wart o nsure the cart’idge Accolade 1o ois ngs
resporsiole for sanridges lost in the mal i To spesd ug processing, el an Iy e cai 1

gl n ielids |l
LICENSE AGREEMENT and LEGAL MUMBS0 JUMBD

Al Pwcrael s denmeinces AardBat| | =& Irademark of Aoediat e ) -'-J!'*-_ reservedd A0 aiier racemarks 2 =il S
[FEIBMARE 418 l::'"l_"l:'”hpl:. l.’-' Theil rg Il."'-"li'u'-' TR I'-|E' g P g _-||I|'|||'I:|- VO T e AR B L B ] 145 [ ﬂ__;; 1 i A = ;.'_':".1
Ot gy a0 TRE CuSSiver Tay not ranmter o resel the carttd 367 11 A A 5

rgge

T TR 2 GAowicled abai 3 M Lustarien's sole anm <l s MBS (10 el wh RO IR Ires D Ll
Aty et indest special inoidertdl oo conseuential damages win esgect 1o e a age 0 T LA Tty S el as
Arrted I 1RE warmanty Secncd . Accolade. Inc makes N0 wamEntES BEr ERSS 01 IMpled & 3h ML 1 Me i idge o7
‘b uSel mangal god mivestey AiSHame 31 evpled waran e e o UG sl metamne I ssarranty o mesen anlibil gy

AtariGuide



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 - Armistrength

AV - Batting Average - Hitw/Al
Bats. The percentage of times a bat
rer has whacked a base [t

B

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

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

BAT — Batting Side - The way a bat-
ter prefers to swing: Ltor [eft, K for
nght, S for a switch hitter {either side
ofthe plate),

Batters Walked - Piiching stal: How
many batters a guy has walked See
Walk,

Bunt - A swing that a batter makes
[resmn i squared off stance that is
imtended 1o stop the ball's speed and
dropitinto the infield between the
catcher and the pitcher

o8

L 4

C

C - Caicher

CF - Center nelder.

CS - Caught Stealing - The number
of tirnes that a runner has been
raguedd out while trving to steal a
hrase,

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

D

Designated Hitter — The tenth
plaverin 4 game who bats (usually
for the pitcher ) but does not play the
field. The American, but not the
National, League uses the DH.

Double (2B) - A base hit that results
1 the batter gaining two bases.
Abhreviated as 2B in the Team
Editor

E

E - Errors - Fielding stat: The num-
ber of times a hielder has hotched a
cateh or throw that the official scorer
udaes he should have made sue-
cesstully,

ERA - Earned Run Average —
Pitching stat: The average number of
eamed runs that a pitcher allows dur
1N & Nine INNINg garm.
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Fast Ball - A ven fast, stvaight pitch
The hummer,

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

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

G - Games, batter = The number of
games in which a given plaver has
appeeared.

Games Started - Pitcher'sstat: The
number of dames a picher stars
GB = Games Behind - Team st
The number of games atearn is
behind the firsst place teamin the
League,

GC - Games Completed - Pitching
stat: The number of games staned
and finished without relief.

Grand Slam - A home run with the
bases loaded.

Grounder - A ball hit so that it tray-
els pnmarily along the ground.

H - Hils

HA - Hits against pitcher

HR - Home Run — A base hit, usualk
v over an outfield tence orwall,
which resulls in an automatice four
Bases and nun seomed. Abbreviabed
as HR m the Team Editor.

I

In Park Home Run - & non-anto-
matic home run that occurs while
the ball s still in play inside the ball
|3rk.

IP - Innings Pitched - Pitching stat:
The total number of inpines & pitcher
has pitc hec,

K

K - Number aof batters a hurler has
retiredd by stnke outs.

L. - Losses, Team™s — The number of
garmes a team has lost throughout
e CLrre i Se s

L - Losses, Pitcher's - Each hime a
learm loses, o pitcher 1s credited wath
the loss. Thes loss is assigned to
whichever pitcher was on the
mound at the time his feam fell
hehind.

LF - |eftfielder

Line Drive — A wollhit ball that tria-
els 0 a straht e wathout a Qreat
(b -ﬁ':| 03] |:-J|'|',:,1_‘.||I'l|_E_'

N

# - Plaver number,

O

Off Speed - A slow, straight pteh
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On Base Percentage - [he number
of times a batter gets on base. regard-
less ¢ = got there,

P

% — Percentage — Toam stat: The
percentage of games 4 team has
plaved and won

POS - Position - A plaver s defen-
sive positian n the field

Power Swing - A batter s power
swing that should result in both dis
tance and hewght (Fthe ball iswell
hit,

R

R - Runs Scored - Batting stal:
Hos many times a balter has scored
after he has reached base,

RA - Runs Against - I'itching stat
the total number of runs (eamed and
uneamed ) scored against a pitcher
while he was on the mound

RBI - Runs Batted In - Baiting stat
The number of runs scored as a
direct result of a batter's base hits, 1A
batter who hits a Grand Slam, for
example, s credted 4 KBS = the
theees runners on brasi anel hrmselt, )
RF - Rightficlder.

RS - see Kunning Speed.

Running Speed — HardBall [l play-
eratinbute: the relative speed of a
unner

bl

v :

S

S - Saves - Pitching stat: The nurm-
bor of games in which a relef piteher
hels maintained the staking pitchers
lead through the end of the game.

Sacrifice - A hit ball which results in
the batter being cut but which
moved a nunner or runners 1o an
additional base

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

Screwball - A “reverse” cunve A
pitch that breaks in the opposite
direction of a normal curve ball
Second Baseman - The hielderwho
covers and base,

Singles (1B) = A base hit that respl
im the batter gamning one base,
Abbreviated as 1B in the Team
Editon

Sinker — A breaking piteh that
egins high and slow and changes 1o
fast and low as 1t goes over the plate,
SL - Slugging Percentage - Batting
stat: Total Bases/Ar Bals The higher
e percentage, the more power the
[ btesr Lise=s 16 hit the ball.

SO - Strike Out — Three strikes and
vou're out. Batting stat: The number
of times that a batter has struck oul
SPD - Throwing am speed for pitch
ers, running speed for Hielding and
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8§ — Shaowrtstop,

Stam — Stamina. How long a pitche
et can stav on the mound

Strike - A swing by a batter that
misses the ball ar a pitch that the bat-
ter does not swing a but the ump
jucges was within the

stnke zone.

Strike Zone - The arcd over home
plate and hetween the batter's knees
and mid-chest,

Switch Hitter - A batter that huts
from either side of the plate. A switch
hitter usually bats nght agamst a el
handed pitcher and let agamst
nght handed pitcher.

T

TR - Total Bases — The totial nuein
ber of bases gained by a batter Iy
bise luts.

Third Baseman - The Helder who
covers brd base,

THR - Throwing Hand - e hand
a fielder uses to throw, L for left, B
far nght.

Triple (3B) - A base hit that results
in the batter gaining three bases.
Abbresiated as 3B in the Team
Edlitor

W

W - Wins, Pitcher's— Whon o team
wins a garme, the win is assigned toa
pitcher A starting pitcher is credited
with o win it he has pitched at least
fve innings and leaves with histeam
leading. A relicd pitcher s credived
with a win if he enters the game
while his team is tied or hehind in
rues, then (t wins the game,

W - Wins, Team's — [he number of
simes o leain Fas won thyodghont
gk cument seasion

Walk - [[ the patc ber thyrows four
balls whoen o hatter 1§ at the plate
that batter s aatomatically walked 1o
[st hase, See also Base On Balls,
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