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ccording to the instructions in its Instruction Manual. Make sure the power is OFF
ot disc. Insert the Sammy Sosa High Heat Baseball™ 2001 disc and close the Disc Cover.
on the PlayStation game consale. Follow the on-screen inslructions to start a game.

W8 Your options, season of playoft data, insert a memory card with at least 8 ree memory card blocks
o save edited player data, you need one additional memory card block. It is advised that you do not
rals or memory cards once the power has been tured on.

Top View

QUICK START

To jump right into the excitement of a Major League Baseball® game, slart from mu s-mmy Sosa High Heat amh-n
2001 Main Menu. EXHIBITION will be highlighted, press the % button to bring up the Team Select st
and ¢ directional buttons to scroll through the team list, and the = and <= lllm:ﬂnml uttons to change
Away and Home teams.

Once both teams have been chosen, press the % button to determine players and difficulty. Use the < and <> directional
buttons to determine which team or teams should be under human control. The ¢ and 0 directional buttons change
between dificulty levels.

Press the % button again to conlinue to the Stadium Select screen, and % mln 10 proceed to the Game Setup screen.
You can change these options, which are described in the section starting on page 7, or simply highlight DONE, and
press % again.

Now the Lineup screen for the hame team appears. If you wish to make changes, consult “Managing Your Lineup and
Otherwise, press the % button twice to confirm the lineups for the hom and way teams, and e oxhpion
game wil load.

rn- ¢ game starts with the away team at bal, and the home pitcher ready to go on the mound. See “Play Ball!" on page 11
me play information. A summary of the Sammy Sosa High Heat Baseball 2001 game conrols is given below.

CONTROL SUMMARY
GENERAL
‘Skip ahead (fly-in, post-inning, etc.) [EXYIIN
Pause/resume game, Pause Menu START

Directional buttons: Directional buttons
Menu item selection * *
Menu cancellation (go hack) A A




DEFENSE
elare fh Z _ Conligur 2 - SRR
” . Isplay ptch type logend L2 or R2 L2
irgctional bult
2 ol blons . Direefion butans elect pich type*  + Directional buttons % + Directional butions
Hold 4 + Direstional buttons Hold A+ Direslianal buttons aldet 3l B e
Rz or L2 R2 or L2 - J
4. ot defensive (al) aignmont 1+ R + Directional buttons L1+ A1 + Directional buttons
empt to pitch a srike  + Directional buttons + Directional butlons
lempt to pitch a ball @ + Directional buttons d + Directional buttons
itchout .
ickof! to 1st, 2nd or 3rd A+, Tore s, 00re
rush-back pitch (bean ball) u
TR Run i any direction Directional bution
R R [ Change active fielder & |
Rectos Riotore £ I I !
- Dive % + Directional buttons
g 7 ; e i m
L2000 un in any direction Directional buttans irectional buftons
row fo 1st bas foed x
o+ tors -
. row to ead base durng a steal
T TE | row o 1t base, 2nd, 3rd or home +2. 0,500
. | un 10 nearest base
un to 1st, 2nd, 3rd or home +2, 8,401 3
un to base runner closest to fltdor
Funobesemer ol 18, 2 e wisg,ewl

* There are 9 different pitch types in the game: the Change-up, Knucklsball, Curve, Split Finger Fastball, Forkball,
Sinker, Slider, Screwball, and the Fastball. Each pitcher may have from 2-6 pitches availabls to him. See “Playing
Defense - Pitching” on page 14 for more information.




THO: Play a single game using any of the 30 regular Major League Baseball or two All-Star teams. See *Playing an
1 Gaime” on page 7 for detalls.

tart an Extibition game, in a random stadium, using the teams you choose. Team seftings and options from the
ion game are used, or if none has been played, the defaults are used.

&
" v:g EDIT: Make changes to individual players” attributes. See “Editing Players” on page 18 for detalls.

m;;: RUN DERBY: See how many home runs
21 or deails.

"FAMILY MODE: This mode sels the computer
simplifies gameplay, making it easior for a fi

icing eling, base rnningand substlions. This seting
i the fundamentals of the game.

SEASON: Play a season using from one fo al’ “Playing a Season” on page 21 for more information.

ip series, without playing an entire season. See

OPTIONSFrom ths screen you can set autgaume lovels o ynw tastes. Simply highlight the option and press < or >
directianal butons to adiust the volume. Select CREDITS 1o take a look at the 300 team roster, or CONTROLLER SETUP to

n
 manual, and an alternate CONFIGZ control conflguraion, f a DUALSHOCK™ analog contrlls s connected fo your system,
'you can turn the vibrate option ON and OFF.

PLAYING AN EXHIBITION GAME

An Exhibition game allows two players to compele against one another, one player o play against the
‘computer or the computer to control both teams so you can sit back and watch.

TEAM AND STADIUM SELECTION

‘The two competing teams are chosen on the Team Select screen. Use the © and 4 directional buttons to scroll through
the team list, and the < and => directional buttons to change between Away and Home teams. The Home team always
bats in the bottom of the inning, which gives it the final chance to scare. To set up an All-Star Game, select the ALL
STARS N.L. and ALL STARS A.L. Pressing the M button selects two random teams to compete.

‘Once both teams have been chosen, press the M button o determine players and difficulty. Use the <= and = directional
buttons to determine which team or teams should be under human control. The ¢ and & directional buttons change
between difficulty fevels ranging from ROOKIE to MVP. The PRACTICE level allows you to practice game skills by having
computer contralled pitchers throw every pitch as a fastball down the middle, in addition to being at the ROOKIE difficulty
Tevel for all other game functions.

Press the W bullon again to continue o the Stadium Select sereen. From the Stadium Select scroen you cycle through
and press the M button to choose one and proceed lo the

‘Game Setup screen.

GAME SETUP
From the Game Setup screen you specity game difficulty and adjust other important settings. The default setlings
are bolded.

DH: Control the Designated Hitter rule. In real life, the DH rule applies only to American League teams, and means thal a
101h player bats in place of the pitcher, taking his turn in the order. During the World Series, the DH rule applies when a
game is played in an American League stadium. AL ONLY means that the DH rule is on for both teams, if the Home team
is in the American League. OFF means that all pitchers must bat, regardiess of what league a team s in. ON means that
pitchers do not have to bat at all, regarless of league. When playing an Exhibition game, only ON and OFF are available.

ERRORS: Turn errors ON and OFF. When ON, your right fielder might drop a fly ball or your shortstop may muff a
high-hopper. If a runner advances as a result of the mistake, an official error is recorded in the player's stats and in the
box score shown at the end of the game.

WIND: Toggle the wind ON and OFF. This can be a huge factor in a game ~ many a home run has been credited to

‘mother nature.




a«zsnmm Maclm bater's chances of
LEE page 13 for more oo,

ting a hit, When this s ON, the batler Is allowed to guess the type of the

annlua;. Satio namber gt inings in a game. The regulaton number is @ fnning, but you can set it a fow as 1 for a shor,

. Jn{um game Ezma mrl;nﬂsau always played If the score is tied at the end of the game.

PLAY: Tufning tis ON will change game play machanics in the following ways: the computer pitcher will always throw
ks, and I your pitcher deliberately throws a strike, the.computer batter wil hit the ball. These have the combined effsct of
* dreatlysceing the pace of play.

TIME/OF DAY: Select to play either during the DAY or al NIGHT. Once you have finished setting up your game, highiight DONE
anﬂprlsl the % button fo continue lo the Lineup soreen. You are prompted to save your seftings to the memory card.

MIHIGING YOUR LINEUP AND BULLPEN

This s where your skills as a strategist and manager really come into play. The <> and = directional butlons shitt through
lous lineup management options, and thesgafd s directional butions move through the player list. The L1 and R1 buttons
 are used to cycle through team and player all soreens.

eup lo lry and fid the perfect battng order, and hit the ground

5 starting lineup or swap them back and forth with the
m ‘changed and any aclive players replaced by a player

To switch two players in the balling order, select nnnm jottom of the screen, then select the first player you wish1o
move; His name and stats should change colar.o indicate he’s been chosen. (If you picked the first player by
the  utfon to cancel and start this procedure over.) To complete the order change, select the secand player to move and the
. IWa players swap places in the bating order.

High Heat Game Tip: As a general rule, pick a lead-off hitter that's good at getting on base, either through walks or hls.
The second hitter should handle a bat well ~ he may need to sacrifice or hit behind the runner, and shauld keep the ball
on the ground. The man inthe third spot should be the team’s best gun, with a hig number in the RBI column. The fourlh
man Is your clean-up man ~ be sure he can hit the ball hard!

MAKING POSITION CHANGES
Before or during a game, you might want to move a player to a different fielding position where he can be more effective.
To change a player's position, select POS at the boltom of the screen, select the player whose position you want to
change; his name and stats turn yellow. Then, select the second player to change, and the positions for both players
swap. Note that swapping player positions on the field does not change their order in the batting lineup, and it is not
possible to swap positions with a player on the bench. (Instead use SUBS to bring the player in off the bench). Keep in

ind that a player might be less effective, and commit more erors, when playing out of their regular position. Players
assigned to unfamiliar positions have their positions highlighted in green and, when selected, their primary position is
given in parenthesis.

MAKING OFFENSIVE SUBSTITUTIONS: BATTERS

When the game is on the line, and your team s at bat, you might want to bring in a pinch hitter or a pinch runner. Keep in
‘mind, however, that once you replace a player, the removed player won't be able to play again in that game! To make an
offensive substitution during the game, press the START button to display the Pause Menu and select your team. The
Lineup appears. Select SUBS at the bottom of the screen. If any players are on base, the base they're on appears next to
their names. Select the player to be replaced, and a list of available players appears. Choose the substitute player to
bring into the game. The new player comes into the game in the removed players position. If the designated hitter rule is
not in effect, you can bring ln a pinch hitter for your piteher when your picher is up to bat, using the same process. That
pitcher cannot play again in that game. At the end of your team's at bat, the Bullpen-appears and forces you to select a
new pitcher. Then the Lineup appears. Select the player to pull out of the game and your new pitcher now assumes that
spot in the batting order.

MAKING DEFENSIVE SUBSTITUTIONS: PITCHERS AND FIELDERS

When your team s in the field, you can replace any fielders who aren't pulling their weight, or pitchers that are starting to
tire. Defensive substitutions are also useful when you want to neutralize the strengths of a specific hitter. To replace an
infielder or outfielder while your team is in the field, use the same substitution process outlined above in the “Offensive
‘Substitutions” section. Keep in mind that the remaved player can no longer play in this game, and the replacement player
takes over the batting order spot of the removed player.



Im pitcier press the START bulon to display the Pause Menu and sel o your team, T Leap agpears. Select
q}nﬁummmnp-m There is a column of pitch types on the right side of the screen, each with its own quality
fon i piuterts o thalpich, When you'e Tound your desird relover, solect i Pres he
i tems and select DONE 1o feturn to the game. Alternatively, you can select another player
orm Adm{h{e Switch: Remerber,once you sond th curant pchor o the SROWer, o can' play agan 1

High Heat Game Tip: Hlost teams have a “closer.” This is a pitchey
specializing in the fastball. If you're nearing the end of a close gam
in your closer to put the opposing team away!

wha is very strong for a short period of time, often
and your starting pitcher is getting tired, consider

ME FUNCTIONS TO AUTOMATIC
1%1‘;,;«1 1o attend to every aspect of the game, you have the option to have the computer take over some of the

This can be particularly useful when you want to gradually learn all the controls, and don't want to be
n ‘your first game. From the Lineup screen, select SETTINGS, lo set the controls for each of these options.
‘set separately for each team, and default setlings are in bold.

AUTO PITCH: When un, the computer takes over your leam’s pitching. When OFF, you have to select the pitch type and

knumﬁy ‘manually.

Alllﬁ HIT: When ON, the computer takes uvlp\h%ggn You can concentrate on running the bases. When OFF, you have total
control of your batters.

 AuTo FEwD: The computer controls the numﬂwﬂ o the moment %at the ball is caught when this is ON. The OFF seting
e each ballfil.

i his is ON, but you have to manually throw the bal
‘The computer controls your base runners wﬁ@’%m OFF selting requires you to tell your runners when to

AUTO RLIGN: The computer contrls th alighment of your infefders and autfelders, depending upan the curfent stuation,
wnen this i5/ON. Otherwise, you have o move them manually. Each leam can also set two dilferent camera controls. The
NG CAMERA is used when your team Is fielding the ball. It can be set to LOW, MED, HIGH and RANDOM, as well

as Annnu verslons of these settings. ACTION cameras.cut in closer to the action, changing camera angles for a more “in
our face" experience, The BATTING CAMERA changes mu camera angle-when your team is up to bal. HIGH positions
h i er, LOW posilions the camera right behind home plate, while the
|vl=w from the batter's box. If you have a DUALSHOCK analog
conlroller you'can turn the vibration ON and OFF from this screen as well. You can also switch the control configuration
from this screen,

Aurumu-
auvaice.

PLAY BALL!

Now that you have your game set up, it's lime to play some balll Strategy, skill, and a lttle luck are the tickets
to a winning seasan. All the Instructions in this section assume you have the Auto functions set 1o OFF on the
Game Settings screen.

To play the Sammy Sesa High Heal Baseball 2001 game well, you need o understand the different phases of a play
and know what both the offense and defense can do during each phase. The three phases are based on the pitcher's
actions and can be broken down as follows: “before the pitch”, “the wind-up and the pitch” and “after the pitch”.

IASE 1: BEFORE THE PITCH

The infeld and outeld can b realigned.

‘The batter can guess whal pitch is going to be thrown or square to bunt
‘The pitcher can select the type of pitc
The first phase ends when the pitcher selects his pitch type and comes set on the mound.

PHASE 2: THE WINDUP AND THE PITCH
‘The pitcher can throw his pitch or try to pick off a runner on hase.

Any runners on-base can take leads and/or iry to steal.

‘The batter can swing, bunt, check his swing or take the pitch.

‘The second phase ends when the ball hits the catcher's mitt or the batter hits the ball.

PHASE 3: AFTER THE PITCH
+ Runners can advance o return to base.
I the ball s hi, fielders become active.

PLAYING OFFENSE - BATTING

Batting is without a doubt the most critical skill to master, f you want fo make it to the World Series. It's also a skill that
takes time to lear, but once you do, you'll be sending fans home with souvenirs and denting cars in the parking lot.

Learning what pitches you should and shouldn't swing at s a sense acquired over time, as is “working the count.’
Patience is the ke to hitting in the Sammy Sosa High Heal Baseball 2001 game.




 pitches in-hetwean are *

. When a pitgh s thrown, you can alm your bat using the directional buttons and the % buttan on your Contraller to iry and

connectwith the ball, Pitches near the top of the strike zane are “high", pitches near the bottom are called “low” and
edium”. To swing at a certain location afier a pitch, use the corresponding button combination

in e foljowing ghart.

In order to guess the pitch, the GUESS PITCH setting on the Game Setup screen must be turned ON. Guessing a pitch can only
be dane during the first phase, before the pitcher goes into his wind-up, and you still have to time your swing correctly.

To view the pitcher's avallable pitch types, press the L2 or R2 buttans to display the Pilching Key; this shows you the
corresponding directional pad patter you need to enter in order to quess the pitch. (Also see the section “Playing

jon L/
High/Middie
Medium/Middle
Low/Middle

High/Right
Wedium/Right
Low/Right

High Heat Game Tip: Where you swing for the ball can be as important as your timing. If you swing for a mich different

place than where the ball was thrown to, you're likely to miss the ball, or Jus! get a piece of it. With a weak hit, the ball

trail turns white, and it tends to result in pop flys or grounders that never leave the infield. Swing for roughly the same

spot that the pitcher throws to, and you're apt to make “guod contact” with the ball, shown by a red ball trail. These hits
tend to go into the oulfield, or be hard to catch. If you swing for the exact location that the pitch is thrown to, you greatly
increase your chances of making “perfect cantact” with the ball, shown by a flaming ball trail. The perfect hil often sends
balls into the bleachers, but nothing is quaranteed in baseball!

CHECK AND PRACTICE SWINGS

o check, or stop, your swing, release the xnmcm@nu the bat rasses the plat. I th ball dogsn't pass through
the strike zone, the umpire will call the pitch * “To goined practice swing before the pitch, press and hold the
 button, and press the directional buttons Al Jocation of your swing and the level of your bat.

BUNTING o

Buns are commonly used as *sacrifice” plays when there are o or no outs. By keeping the hall hetween the batter and
i pitcher, the batter is giving a runner already 0 base a chance to advance, even though the batter is usually thrown
ot I yau're good at bunting, you can surprise the apposing téam and get a hit. To square around and gef set to bunt,
press and hald the A button. To change the bunt angle and height, keep holding the A button-and press the directional
huttons to adjust your bal's position.

GUESSING THE PITCH :
Itis possible fo increase your chances of hitting m= ball well by guessing what pitch type  pitcher will throw. However, if
‘you guess wrong, your chance of getting a quality hit will be decreased.

19" on page 14). Press the L2 or R2 buttons again to remove the Pitching Key.

To guess a pitch, before the pitcher begins his windup press a direction plus the @ button to select the pitch you think is
coming next. For example, o guess a change-up, press the  direclional button plus the @ button. Once the pitcher decides
his pitch type and begins his pitch, you can no longer display the Pitch Key or guess the pitch.

AFTER THE HIT
After you successfully hit the ball, your player automatically runs to first base. To continue running, see the base running
controls given on page 14. One gauge of whether to keep going or notis the appearance of the ball rail. When your player
connects well, a red streak follows the ball into the outfield. If you really blast t, the ball catches fire!

High Heat Game Tip: Don't swing at every pitch ~ learn how 1o “work the coun!” by only swinging al pitches in the strike
smart pitcher almost never throws a strike on a

zone. In other words, don't swing at “balls,” and keep in mind that a

0-2 count

I’I.IVING OFFENSE - BASE RUNNING

frence between a win or a loss. Any good manager knows when to signal a steal,
take an extra base, o hold a man up. Once the pitcher has selected his pitch type and before the ball Is in play, you can
adjust your runners' positions.

Although the controls for advancing and stealing are the same, slealing can only be done during the pitcher’s wind-up and
before the pitch, and advancing is done after the pitch, Remember that if a runner wants to advance from a base on a fly ball
that is caught, the runner must irst retreal back to his base and “tag-up” before proceeding to the next base. Otherwise, the
runner can be thrown out if the ball gets back to the base before the runner does.



1 1

PITCH TYPE CONTROLS
[Pitenvee.

Screwball Be% Changeup Knuckle Rah.d
1+@ Aorm Aso, fore Slider | T Fasthall = | Curve | ovx |
il 11 Sinker [ 2+x | Forkball [ oex [ spit [ sex |
1+0 Aorm 4o, tore R
Step 2: At this point you can either pitch to the batter, or try to pick off a base runner that might be sireiching his luck. I you
+, Eord +0, G0 s ‘want 1o pitch to the bater, realize that delivering the pitch is more than just throwing the ball right down the pipe. You can
choose where you want 1o try ta have the ball cross the strike zone by pressing a direction plus the % button, or you can try to
0481, 20, or 3rd 0+, tore e+, fore throw a “ball" intentionally by pressing a direction plus the @ button. You can brush back a batter using the M button, but it
A A k! the umpire thinks your pitch was an intenti bean ball, you might get d from the game!
;mrmnumznu 3rd, or home A0, o000 A0, =00

IIEFEIISE PITCHING
are nine different authentic TruPitch™ pitch types In the Sammy Susa High Heat Baseball 2001 game: the
up, Knuckleball, Curve, Split-finger Fastball (Spitter), Forkball, Sinker, Sider, Screwball and the Fastball. (1
pilchers can have between two and six pitch types in their repertoire, but it's comman for most pitchers to have
1wo or three. Starters tend to have a of pitch types and a higher physical endurance, while relievers
closers often specialize in fewer pitc ave a lower endurance.

ﬁ{uwcm of throwing a pitch as two st
r pitcher, press the L2 or R2 buttans whe
"M pitch types available to that pitcl Lor

tional button arrows show how to throw each
é%]{pu&. Remember which direstiona bufon apples

want to throw, and press the L2 or R2 buttons again to

o
#3
=
g

7% button. For example, o sele
08 that your pilcher doesn’tknow, he shakes:i off by moving his head hac
. your Haher comes et and awats nsrctons on wher o trow the ball.

STRIKE () AND “BALL” (®) ATTEMPT LOCATION CONTROLS:
Strike altempts are made using the % button, ball attempts

made using the ® button.

+Xo o + High/Right
Wedium/Left ci%or® Center or xor® Wedium/Right EXE T
Pitchout
[CowrLett c+®or® | LowMiddie J+%or® | Low/Right SeXor e




Location Control [ Tocation Control |
Picko To 2nd TrA [Pkl o3 cia |

.

‘m%;nm sel indicalor that shows how your pitcher is holding up. It's not easy throwing dozens of 80 and 80
n@% , and over the course of the game your pitcher tires and the Fatigue Bar changes. As the fatigue level
ﬁi@ﬁngmg in a reliever from the Bullpen (see the section on “Managing Your Lineup and Bullpen" on page 8).
d‘lnyll\:rm on the mound!

 mostol o game. But n reality, even the best pitchers gel hit by equally great sluggers, and that's where your feldsrs
come . By learning how o feld and throw the bal ffectvely, you can help preveat a hi rom sending home the opposing
team's game-winning run. Sammy Sosa High Heat Baseball 2001 TruPlay artficalinelligence ets you face camputer
 opporents with realistc base running, fielding and situationa strtegizing skils.

e the pitcher selects a pitch type. If AUTO ALIGN s set to ON in the
sed on the current situation, the pitch type you

is 0 jave to make your own adjustments. Press the R1
s a directional button fo control the outtield, or both
i

your players back and to the right, press the L1 and

10 shift all your players at the same time. For
R Mmm plus the © and = directional butlons.

mqh Hea Game Tip: It
Iders in closer to home

FIELDING

When the ball is hit, a marker appears on the field to indicate where the ball will land. The flelder nearest the ball Is
automatically activated and a different marker appears around him. Unless the AUTO FIELD setting Is ON in the Game Setup
screen, you have to move your fielder yourself o catch the ball. Once it ifs the ground, the yellow marker helps you see the
ball as it moves over the field. When the active player picks up the ball, the square outline changes color.

To field the ball after it's hit:

Use the directional buttons to move the flelder 1o the center of the yellow marker to catch the ball. To switch to another fielder,
press the A button. o jump for the ball, press the % button. To dive or slide for the ball, press a direction button to give a
direction to dive or slide in plus the % button.

Afer catching or picking up the ball, you can choose to run with the ball or throw it using the following controls:
e rols L o a =
Run in any direction Directional button irectional button

“Throw to 1st base D *

“Throw to lead base during a steal - *

“Throw to 15t base, 2nd, 3rd or home % + Directional button
Run o nearest base .

Run o 1st, 2nd, 3rd or home @ + Directional bution
=

Run o base runner closest to fielder

‘Run 1o base runner closesl 10 st, 2nd, 3rd o home W + Directional butlon




reen (for
A amm the “Managing Your Lineup and Bullpen’
naile. The ¢ m.:- detailed below. You can also change the batting and fielding camera views, and
e igk,ﬂml r OPTIONS. To return to the Main Menu, select QUIT GAME.

Restart replay u

e START
a forward,backleft and right| Direcli Reset e and restart replay R2
w u Step forward through paused replay Riex
ra down 2 Step backward through paused replay L+a
s camera up or down R1400r & Pause replay .

s letting you view the performance of both teams. The Post-Game
pitchers, the pitcher credited with the save, the MVP of the game,
lew batting and pitching summaries of each team. Select DONE to

flly:v Editor allows you lo change the’ nllrmnu
"E elect EDIT PLAYER to proceed to the Team Sele pse the team of the player or players to be edited, and
i . Select the player
youlo create

you mm m»ass to player data, you are prompted to save your changes to the memory ind. You can load previously
enuand following all instructons. In the edito, at
any tm You can also RESTORE ALL PLAYERS to thelr oiginal
tafa rmn he Player Editor men. Note tat this. %ﬂa slagrs I o, o pyes g o e ey car. T

GENERAL INFO
Avariety of general information can be changed. This includes Ihe player's.name and aumber, and the position they play and
their physical appearance. &

BATTING AND FIELDING RATINGS
‘The following ratings determine a player's expected performance in the field and at bat:

BATS: Which way they bat, LEFT, RIGHT or SWITCH.

'BATTING STANCE: NORMAL, OPEN, CROUCHED, CLOSED or WIDE.
BATTING WAGGLE: YES or NO.

THROWING ARM: Which arm they throw with, LEFT or RIGHT.

FIELDING RANGE: The amount o turl a fielder can cover. The higher tis staistic, the more ground the player can
effectvely defend.

‘THROWING STR: Arm strength in the field, and also pitch velacity for pitchers.

SPEED: The player's foot speed, determining how fast they can run the bases or chase down a ball.

BATTING AVG: The player's effectiveness al hitting the ball, calculated by dividing their number of hits by their number
of at bats.

HITTING POWER: A player's batting strength. The higher the number the more likely they are o hit homers when they
getahit.

PATIENGE: An estimate of a player's patience in waiting for a good pitch. At a low rating a computer controlled player will
hack away at questionable pitches.

PULL HITTER:

e likelihood that a left-handed batter will pull his hits to right field, and vice versa.

VS. LEFT and VS. RIGHT: These two bars are linked. Players who are better against lefi-handed pitchers tend to be less
effective against right-handed pitchers.




ERFORMANCE RATINGS
ot aftites helps determine the expected perormance of the pitcher:

fem to assign up 1o six pitches 1o  pitcher. Enter numbers for each pitch which wil be
2 of the time this ptcher uses each pitch, and the quallty of each pitch type. The numbers must add

I the best al the pitches he uses most often.

‘ G
sn i%z(u’ﬁh @ﬁm ‘up the windup style for the pitcher, either OVERHAND, 3/4 or SIDEARM.

6 ﬁig: The strength of this pitcher's throws, which roughly translates into the speed of their fastball.

 CONTROL: The amount of control the player has on his pitches. A low rating means this pitcher may throw a lot
. o Send the ball ver the plate when he meant o throw it way oulside.

hirs
TGHING ENDURANCE: How fonthis guy lasts before he bgins o e
. 140

of hatted balls agai grounders.

* OPPONENT BATTING AVG: How often opposiy et hit on this pitcher.

VS, LEFT and VS. RIGHT: Thse two hars ar i

HOME RUN DERBY™

You and three of your friends can challenge one another in the Home Run Derby to see who's the best slugger of all, without
having to worry about the pressure of a real game. The pitches come In straight and fast, and if you practice your swing and
develop your thythm, you can knock the balls up Into the cheap seats. Players score points based on distance (1 point per
foot) and home runs (00 points each). At the end of a round, resulls are posted; an additional 500 points are awarded to the
player who hit the ball the farthest and the player thal hit the most homers.

Select HOME RUN DERBY from the Main Menu. Choose the number of players (1-4), the total number of pitches you want (10,
15 or 20) and the time of day. When the Team Select screen appears, consider  team that has long ball hitters. Select a
team, and the player you want ta use. Only one Controller is used, so pass it along when it's the nex! player's turn. Once
everyone has selected a batter, the Stadium Select screen appears. Choose a stadium and press the % bulton to begin
the Derby.

When it starts, the first player comes up o bat. Pressing the START button displays the Pause Menu and allows you o adjust
the camera views and other options, or quit the Home Run Derby and return to the Main Menu. After the Derby is finished, you
are given the opportunity ta save the scores to a memory card. Then the Results screen appears, listing the stats for each
compeilor, including the longest distances balls were hit and the winner of the contest. Use the <= and = directional buttons
1o switch between players, and press the % button to proceed to screens listing the top distances and top scores, and again to
exit and return to the Main Menu.

PLAYING A SEASON

Maybe you're able to brag about winning an Exhibition game or two, but do you have whal it takes to fight through a grueling
162 game season and bathe in the glow of a hard-won World Series victory? I's time for you to step up to the plate and see
‘what you're really made of!

‘The Sammy Sosa High Heat Baseball 2001 game allows you to take as many teams as you like through a full season: Sel it-up
the way you want and play as many of the games as you want, acting as coach, manager and player. if you're persistent and
play well, you could find yourself in the World Series!

To start a new season:
Select SEASON from the Main Menu. Then, START NEW SEASON to bring up the Season Setup screen. Most of the options are
the same as those In the Game Setup screen, but there are two new ones:

SEASON LENGTH: Length can be set to 16, 81 or 162 games, a regulation MLB season.

INJURIES: When ON, an injured player can be out for a few games or even the entire seasan; OFF prevents any injuries

from oceurring. @




sume a saved season already in progress:
e the awmm containing your saved season game is inserted inlo memory card slot 1. Select SEASON from

N STANDINGS
creen you can view where your teams stand in the Big Leagues, complete with a season record. Use the { and
llﬁll\lnlw 10 scroll through the list of teams and the L1 and R1 buttons o switch between divisions. There are
fu options, listed at the bottom of the screen. Use the <= and = directional buttons to switch between them.

OSTERS: View an indvidual team's rostr. Highlight the desired team and press the  button, and the Team Rosler
\crinn for that team appears. See that section below for details.

jrs are the best and worst in baseball, in numerous categories, using
for details.

ison. See Season Schedule on page 25 for detalls.

;»éﬁ@ﬁs and instructions that appear on the screen. You
1 Sosa High Heal Baseball 2001 game can be saved on each

memory, ins a previously saved Season or Playoff game, you

SAVE: Save the current season. Carefully redh

 need a memory card wih nine ree blocks.

. mamory card, rogardiess o avaiable space mn:
i udﬂwlrn asked if you want to overwrile that saved game.

-/ EXIT: Return to the Main Menu without saving your season,

TEAM ROSTER

You will spend most of your team management time on the Team Rosler screen. From fiere you can set the pitching

rotation, trae piayers and more. Each team has 25 players on its active roster, usually about 15 position players and 10

* pitchers, Each team also has.an inactive reserve, which it can use during the season to bring upcoming talent into

_ the game, or take non-performing players oul of the active roster. To view a team's rosters, highlight the desired team and
 select ROSTERS from the Season Standings screen, The & and & butions scroll through the players’ names. The

< and = directional buttons shift through the Team Roster menu aptions listed at the hottom of the screen.

SWAP / VIEW: Switches between the Active Roster and the Inactive Reserves. If the team s computer controlled, you can only
VIEW the rosters, if it is human controlled, you can SWAP players hetween the rosters. See “Bringing a Player Up from the
Reserves” on page 24 for detalls.

ROTATION: Allows you to set your pitching rotation. For more information see “Setting the Pitching Rotation” below.

PLAY: Brings up the Seasan Schedule screen, from which you can play or sim a team's game. See that section on page 25 for detalls.

TRADE: Allows you to make trade offers with another team, and view olfers made to your team. See “Trading Players”
on page 24 for mare information.

'MANAGER: Toggles computer control for the team on and off. When there is a CPU MANAGER, you cannot swap that team's
players between the active roster and the reserves and the computer governs all lrades.

SETTING THE PITCHING ROTATION

To set your rotation, select ROTATION and the Rotation screen appears. Select CHOOSE, and highlight the first pitcher to
move. Press the % button, and his name and stats change colors. Pressing the A button cancels the rotation change.
To complete the swap, highlight the second pitcher to move and press the % button; the two pitchers change places in
the rotation. If you wish to simply switch a player from one category fo another, instead of swapping him with
another pitcher, select EMPTY as your second player. Repeat this process until all rotation changes are complete, then
select DONE, and you are returned 1o the Team Roster screen.

High Heat Game Tip: Manage your bullpen carefully in Season mode. When playing a Season, you shouldn't often use
starting pitchers as relievers. It may help you win the current contest, bul you might regret your choice a couple games
down the road, when that starter begins a game already tired from pitching relief!

INJURIES

‘The Sammy Sosa High Heat Basehall 2001 game has single and multi-game injuries. When a play ends in which a player
i injured, the substilution screen automatically appears and play cannot resume until the injured player is replaced in
the lineup. If the injury is a single-game injury, everything returns to normal after the game, and the player is available
for the next game. However, if the injury is a multi-game injury sustained during a Season or Playoff game, the injured
player moves to the bottom of the active roster list, and an injury icon appears with a number next to his name in the
Roster screen, to indicate how many games he'll be unable to play. You can elect to replace the injured player with a
player from your inactive reserves, to fill the open roster slat created by the injury. Once the injured player has healed,
the injury counter disappears and you can put the replacement back in the reserves and reactivate your healthy player.

®




 BRINGING A PLAYER UP FROM THE RESERVES

Tlll Szlmny Sosa High Heat Baseball 2001 game shows the top 10 reserve players for each team. The number of position
_ players and pilchers vares, but its usually six position players and four pitahers. It a player is injured, you can bring up a
mulawnum ‘player from your reserves, or you can swap a player from the active roster with ane on the roster. To move a
 player, select SWAP and select the reserve player lo active or the major leaguer 1o send to the reserves. This brings up
e reserve roster. Make the swap by selecting the player to be replaced.

~ To trads a player to another team, solect TRADE, and choose the player to lrade away, which brings up the Team Select
 scregi. Sefect fhe'team you wish to trade with, and the Toam Roster for the:other team appears. When you select the
‘Blayer you want fo trade for, you are asked if you really want to make this trade; choose YES or NO. If the other team is
‘zomputer controlled, it accepts or declines your trade instantly; press the % button to dismiss the trade message. If that
1eam was hiuman controlled, the player controlling the team has to manually accept or reject the trade. If the trade was
assepled, your new player appears in your Team Roster and the player you Iraded away appears on the other team’s roster.

1t you have any pending trades, a message blinks to notfy you. Press the M butlon 1o view the Trading screen, where you
can review, accept and decline any pending trades. Computer-cantrolled teams do not offer trades to other teams, but any
oftef tendered by another human-controlled \eam.is shown, it one has been made to you. Carefully read any messages, and
follow any instructions given to you.

High Heat Game Tip: When trading against a computer-cantrolled team, keep in mind that the other team’s general
manager is looking for a comparable or betler player 1o help his own team. He is also considering the weaknesses of his
own team. If your trades are being declined, you're not offering 2 good enough player.

Unlimited one-for-one trades can be made In a season -afxg*‘wwnmh can be pending at any one time. You can trade
players to and from your inactive reserves — just select (e a8 you would any other player on your active roster. When a
Blayer is raded, his personal season stats (not his ifetime stats) are transferred, but they do not add 1o his new team's
cumutative totals. Any new numbers accumulaied after the trade are added to his new team's cumulative statistics. There
may only be 10 pending trades active at any given time.

LEAGUE LEADERS

This screen provides ranking information in several categories, allowing you to see what teams and players are the best and
worst in baseball. To view rankings, select LEADERS from the Season Standings screen. The ¢ and & buttons scroll thraugh
the players’ or teams' naies. The < and = directional buttons shift through various sorting filters, listed at the bottom of the
Leaders screen and described below:

TEAM: Highlight one of these two buttons and press the % button to cycle hackward and forward between stats for
ican League, the National League, All Players and individual teams.

TYPE: Select this filter to 195 In a single category. Individual and team batting and
pitching in the current season or the historical 1939 MLB season. The L1 and R1 buttons cycle through the various lists in
each calegary.

SORT: Alternates hetiieen disptaying rankings from the LOWest 1o highest or from HiGHest to fowest. Also, the @ button
toggles between showing the CURRENT statistics Irom the season you are playing naw, or the HISTORICAL 1999 MLB
season statistics.

SEASON SCHEDULE SCREEN

“This screen is the gateway to your season games. It lists all of the games to be played this seaso, including those of the
teams you are controlling. To view the list of games, select SCHEDULE from the Season Standings screen and use the

© and 3 directional buttons to scroll through the list.

‘The games scheduled for your team(s) are highlighted. To play or sim a team’s game, select one of those games. If either
team has unplayed games prior to the date you've selecled, the compuler asks to simulate all previously scheduled computer
vs. computer games. You are asked if you wan! to play any games involving a human-controlled team or i they should be
simulated as well.

After a game is simulated, a box score appears on the screen while the next game is simming. If there are no mare games,
press the X or A butions 1o retu to the Schedule screen. If you are simming multiple games, you can inlerrupt the pracess
by pressing the A button.

To get to the playolfs in Seasan mode, select QUICK SIM ALL. The playoffs begin right after all regular season games have
hieen completed or simulated.




REEN
veart of the playoffs. Brackets for each series fill most of the screen, so you can see which teams are involved in
civand view their progress. 1 is not passible to change which teams are competing against another. Use the <= and =>
clignal buttons to cycle hetween the following menu items:

‘GAME: Play the game of your cholce by highlighting it and pressing the % button. If both teams in the selected
tseries is simulated.

for the American League Championship Series, the National League

VOFF LEADERS: Displays a screen that
luting yours. (o

jout the best and worst teams in the playoffs,

I‘ﬁimu Quicky simulats th series you sefect i he results of each game. The winner of each series

moves up the playol ladder.

flayers ina

+ Saves yoli Playoft game to a memory card, pravided it has at least nine free mamurv Dlnnkx free. Carelully read
‘alf mluaul:, following any instructions given to youi You can only save,one'say mory card, regardless of
vallable space. If the memory card conlains an @ save-garie; you will be asked if you ish 1o overite .




