ON THE WEEKEND,
YOU MAY HAVE WATCHED YOUR FAVORITE TEAM
LOSE A CRUCIAL DOUBLEHEADER.

BUT ON MONDAY MORNING, YOU'RE THE MANAGER!!!

In this fast paced game of sports strategy. YOU are the
owner of a baseball franchise, spenoing bucks to create each
player on your “dream team®. Then, as manager, YOU'LL make
all the game-by-game tactical decisions. To keep your team in
the running as the pennant race unfolas!

Each player generated for Monday Morning Manager receives
separate ratings for batting, fielding, throwing and running
gkills = all based on the way vyou allocate your cash
resources. Each of these skill factors is incorporated into
the determination of play results. providing & truly realistic
simuliation of game conditions = yet & full nine inning contest
can be playved inm & lunch hour! During the course of play,
managers can choose to employ a wide variety of offensive and

defensive tactical options - You can call for a steal,
gacrifice or hit and run - Move your infield in close to try
and cut off a crucial run - Ewvan have your power hitters “"go

for the fences" - It’'s all up to yvou!!

Monday Morning Manager also incliudes special rules to add
flavor to seasonal play, by incorporating the effects of
player injuries, hot streaks, and slumps into the game. So
why would yvou pay $15 dollars for a boxed baseball game {and
another %10 each year for a new set of player cards) - when
for %4.85, Monday Morning Manager lets you have it all? Like
wig said, sports fan = IT'S UP TOD YOU!!!

$4.95
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1t was ninaty-five degrees in Municipal Stadium on that
steamy August night - and at least ten degrees hotter under
manager Bucky Passer's collar as he stormed out to the mound.
His team of high-priced superstars was clinging toc a slim one
game edge in their division: but here in the eighth inning of
this crucial contest, they were playing 1ike sandbox toddiers,
trying to kick away a two run lead. Bucky knew his starting
pitcher, Dick Stroyd, was tiring fast; the two line-drive
singles that had opened the inning had rocketed back through
the infielid., But there was no excuse whatsocever for the wild
throw that Hans Auph, the first baseman, had made on the
sacrifice bunt attempt that followed - if that farm boy don’t
improve his damn fielding during the off-season, Bucky
thought, he‘ll be playing next year in Schanectady! And now,
to make matters worse, the Crabs had Ty Prider, a fine power
hitter, standing at the plate with the tying run on third.

What am I goin’ to do, Bucky muttered. It's risky to
move the i{infield in to try for a play at the plate with the
go-ahead run perched on second. I can bring 1in a fresh
right-handed relfiavear to pitch to Prider - but the Crabs might
bring in that left-handed hitter they have who's been on a hot
streak lately. The sweat pouring from his brow, Bucky looked
around at the rest of the eaxpectant faces in the mound
conference, each asking the same unspoken question:

WHAT ARE WE GONNA DO NOW, BOSS?

INTRODUCTIOMN

MONDAY MORMIMG MAMAGER is designed to give you, the fan,
the opportunity to answer that gquestion - by building a
ballelub fitted +to exact specifications. Then, as manager,
you'll make the 1ineups, substitutions, and tactical moves, as
yau match wits with your opponent. Once two teams have bean

set up, tha gamea {is simple encough to be played in a Tunch
hour; however, rules are also included to permit the play of a
full season’'s schedule, in which {injuries, hot streaks, and
slumps will all affect a team’'s performance.

The game rules i{in this booklet are divided into four
parts. Tha first section describas MMM's unigue system of
character construction. The second section cutlines the basic
rules of play, and presents all the Results Tables necessary
to handia game situations. The third section presents
additional Optional rules, and the final section contains
instructions fer conducting seasonal play. In order to begin
play, players will need a pair of percentile (20-sided) dice
of different colors; these can be obtained at most hobby and
game stores, Otherwise, the game includes all the materials
needed for play; you do not have to purchase expensive sets of
player cards, or Advanced Level expansion kits, once you own
the gamea.

{ Jan g
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Chapter I

CONSTRUCTING A TEAM

Genaral Concept

In this portien of tha game, each player takes on the
duties of a team owner (and will be hereafter referred to in
this section as "the owner®) and will assemble a team of 25
player-characters (hereafter referred to as "the players®),
Each of the players begins with minimum lTevel abilities 1n all
of the warious aspects of play (hitting, running, fielding,
etc. ). The owner can then increase each player’'s competence
in one or more of these skill areas by expending a specified
number of "Bucks®. Each buck represents approximately %5,000
in current (1980°'s) dollars.

An  owner may continua to upgrade the capablilities of his
players until his supply of Bucks is exhausted. To determine
the size of each owner's bankrall, roll two percentile dice
and consult the table balow:

BUCKS

Die Roll EBucks Dollars
o1 480 $2,400, 000
o2-08 525 $2,625,000
Q9-20 575 $2,B75,000
21-80 BO0 $3,000, 000
81-823 850 $3,250, 000
84-97 T00 $3,500, 000
88-93 750 $3,750,000
100 8OO $4,000, 000

Thare are only two restrictions placed on the

distribution of Bucks. A1l players constructed by the owner
cost a minimum of 4 Bucks as a base salary; these 4 Bucks are
in addition to any Bucks spent on Iincreasing abilities.
Second, each team may have only four players with minimum
level abilities in all areas. There are separate expenditure
schedules for non-pitchers and pitchers: these schedules are
presented below.

Constructing Non-Pitchers

For each non-pitcher player constructed, the owner

specifies two pileces of basic information. First, he must
designate each player's primary on-field position (shortstop.
catcher, outfielder, eatc.). Second, he must assign each

player to one of four basic hitting categories - right-handed
singles hitter, right-handed power hitter, left-handed singles
hitter, laft-handed power hitter,.

There 1is5 no Base cost associated with creating a singles
hitter (other than the minimum salary indicated abova). If
aither power hitting option 15 selected, there is a Base cost
of 5 points. Regardless of tha hitting category selectad, all
non-pitcher playars begin at the Level 1 (minimum) hitting
ability for their category.

Mon=-pitcher players also begin with the following other
minimum abilities:

a) A1l pon-pitchers begin with Poor running speed, Poor
fielding ability, and Poor throwing arms.

bB) A1l right-handed batters (singles and power hitters)
start with a -5 adjustment to their Hitting die roll
result whenever they face right-handed pitchers. This
means that, 1f the actual percentile dice result were an
86, it would be treated as an 81 when consulting the
Hitter's Result Card. All left-handed batters receive a
-10 adjustment to their Hitting die roll result when
facing left-handed pitchers. Thase adjustments are
hereafter referred to as "same-side penalties" (S5P).

e) A singles hitter (right or left-handed) begins with
Average Hit and Rum and Sacrifice abilities. A power
hitter begins with Poor Hit and Run and Sacrifice
abilities.

Now, the team owner may use any portion of his total
Bucks to improve the wvarious abfilities of each player, as
follows:

a) Improving Hitting Skill Levels - There are five hitting
ability lewvels ideantified for singles hitters (both
right and left-handed). Each increase in ability level
substantially raises the player’'s batting average and
on-base percentage (thus a Level 1 singles hitter has a
.190 average and .230 on-base percentage, a Level 3
singles hitter averages .280 and .340, respectively, and
a Level 5 singles hitter .330 and .420.) The total cost
of raising a singlas hitter to Level 2 ability is 3
Bucks; Leval 3 costs & Bucks, Lewvel 4 costs 10 Bucks,
and Level 5 costs 14 Bucks.

There are four hitting ability levels identified for
powar hitters. As previously noted, there 13 a Base
cost of 5 Bucks to create, a Level 1 power hitter. The
total additional costs of attaining higher skill lTevels
are: Level 2 = 5 Bucks, Level 3 = 10 Bucks, and Level 4
= 15 Bucks.

b) Reducing Hitting Penalties vs. Same-Side Pitchers - For
every Buck expended, the owner reduces by | the sama
side penalty that a batter suffers to his Hitting die

rall result. Thus, an e=xpenditure of 5 Bucks would
completely remove the hitting panal ty that a
right-handed batter normally suffers against

right-handed pitchers (for Jleft-handed hitters, the
equivalent expenditure would be 10 Bucks).

c) Improving Running Speed - The following are the total
costs of upgrading a player’'s speed to various higher
lavels:

Fair Speed - 2 Bucks
Good Speed - 4 Bucks
Excellent Speed - B Bucks

d)} Improving Flelding Ability - The following are the total
costs of upgrading a player’'s fielding ability to
various higher levals:

Fair Fielding - 3 Bucks
Good Fialding = & Bucks
Excellent Fielding - 3 Bucks



a) Improving Throwing Arm - The total costs of upgrading a

Fl

g)

player’s throwing arm rating to wvarious higher levels
are:
Fair Arm - 2 Bucks
Good Arm - 6 Bucks
Exceallent Arm - 10 Bucks
Increasing Flayer Versatility - For avery 4 Bucks
expended, the affected player can become proficient at
one additional fielding peosition. A player may play
this position at the same level of competence as his
primary position; {f a player takes the field at a
position for which he has not been designated, he is
treated as a Poor fielder, regardiess of his normal

rating. Outfielders are considered to be able to play
ary of the thraes outfield positions with egqual facility.
Improving Hit and Run andfor Sacrifice Ability ~- A
batter’s Hit and Run rating will determine which result
column 18 consulted when this tactical option is
employed. It costs 3 Bucks to upgrade a player from a
Poor to an Average rating {(Note - only power hitters

would need to make such an expend]ture, since singles
hitters begin with average abilities). It costs an
additional 4 Bucks to upgrade a player to a Good rating.
Improvements to Sacrifice ability can be made using the
same cost schedule; thus it would cost 8 Bucks to make a
singles hitter more proficient at both options,

From this list, 1t should be easy to see that the owner
faces a wide array of cholices fin assembling his team. Soma
sample players are presented below to 1llustrate the character
construction rules, and to 1indicate a few of the possible
expenditure patterns. Player A& 15 an all-around superstar, a
powar hitter with great speed and fielding ability., However,
at a cost of 63 Bucks (%315,000), this type of player will be
rare indeed. Player B is designed especially to fit in the
Ma. 2 s=pot in a batting order: he is a high average singles
hitter with the special tactical talents that can be used to
move the leadoff hitter into scoring position whean the latter
is on base., Playar C is a pure longball hitter with suspect
fielding and poor speed; he might be usaful as a pinch-hitter,
a designated hitter (if American League rules are being used),
or as a part-time starter against lefthanded pitching.
Finally, Player D typifias the image "Good fileld, no hit"; he
would primarily be used as a late-innings defensive
replacement, although he has the versatility to substitute at
savaral positions if a starter should become injured.

Playar A Player C
Left Handed Power Hitter Right Handed Powar Hittar
BUCK EUCK

ABILITIES COSTS ABILITIES COSTS
Base Cost g Base Cost 5
Hitting Ability-P-4 15 Hitting Abilfity=-P=3 10
Same Side Penalty-0 10 S5ame S5ide Penalty -5 O
Speed - Excellent 8 Speed - Poor
Fielding - Excellent a Fielding - Fair

Arm - Excellent

Pasition(s) - OF 0
Hit and Run - Average 3
Sacrifice - Average 3

Position(s) - 1B
Hit and Run - Poor
Sacrifice - Poor

o
3
10 Arm - Poor 4]
0
0
0

TOTAL COST 63 TOTAL COSTS 18
Elayer B Flayer D
Right Handed Singles Hitter Left Handed Singles Hitter
BUCK BUCK
ABILITIES COSTS ABILITIES COSTS
Base Cost [+] Base Cost [+
Hitting Ability-5-4 10 Hitting Abil1ty-5-1 o
Same Side Penalty -2 3 Same Side Penalty -10 ]
Speed - Good 4 speed - Good 4
Fielding - Fair 3 Flelding - Excellant a
Arm - Fair 2 Arm - Good &
Position(s) - OF a] Position(s) - 2B,55,3B 8
Hit and Run - Good 4 Hit and Run - Average o
sacrifice - Good i Sacrifice - Average 8]
TOTAL COSTS aon TOTAL COSTS 27




Constructing Pitchers

In the MMM gaming system, the results of each individual
at bat are determined by rolling percentile dice and
cross-chacking the outcome against a Hitting result card.
Pitchers affect resul ts indiractiy, as their wvarious
capabilities area transformed into die roll adjustment factors,
Although aach pitcher 1s assigned a genaral rating reflecting
his overall effectiveness, he alsc receives separate rankings
for hi=s econtrol, his strikeout ability, and his ability to
avoid long ball "mistakes®. A moundsman with good ratings in
all thase areas can significantly reduce the opposition’'s
offensive opportunities - but constructing such a pitcher i1s a
vary expensive proposition, as will be seen below.

Each pitcher created is assigned to one of four pitching
catagories: right-handed Starter, right-handed Reliaver,
left-handed Starter, or left-handed Reliever. Although 1t
costs no points to construct a right-handed starter, the other
three categories all have Base costs:

It costs 2 Bucks to create a right-handed reliever.

It costs 4 Bucks to create a left-handed starter.

It costs 6 Bucks to create a laft-handed reliever.

These costs represent the relative scarcity of these pitchers
at the major Ileague level. (It 1s possible for starting
pitchers to pitch in relief, and vice wvarsa; these options are
covered in the discussion of Season Rules in Chapter III.)

Foer the Base costs indicated, the pitchers created by the
owner begin with the following capabilities:

a) A1l s=starting pitchers begin with a general Pitching

Rating of +10. (In this and other discussions of

piteching abilities, the reader should note that a plus

rating 1s bad for the pitcher. In this case, the +10
rating means that one would add 10 points to each
batter's Hitting die roll result - and since the

probabilities of a hit or walk are greater at higher
numbers, this is decidedly unfavorable to the defensive
team.) A1l relief pitchers begin with a Pitching Rating

aof 45,

b) Starting pitchers begin with a Stamina 1imit of 22
batters, Relief pitchers begin with a S5tamina 1imit of
5 battars.

c) A1l pitchers begin with Poor control, Average strikeout
abil1ity, and a High tendency to give up Long Ball

results,
d) 411 pitchers begin with a Poor Fielding rating, Good
Throwing Arm, and Poor Speed. All pitchers must be

classed as singles hitters: they begin at Hitting
Ability level 0.

MNow the team owner may use a portion of his total Bucks
to upgrade the wvarious abilities of the pitchers on his staff.
Remember to subtract any Base costs paild for character
creation from the Buck total before planning out your

expenditures, The options and costs of ability enhancements
are as follows:
a) Improving Pitching Rating =- For both starters and
raliavers, it is possible to raise a pitcher’'s general
Rating wup +to a maximum level of =10. The costs of

improving Pitching Rating are based on a 51iding scale,
and differ for starters and rel{evers.

The lower costs of rating improvement for relievers
reflect the fact that they can bear down and throw their
pest pitches throughout their shorter appearances on the
mound. Theraefore, {f a starter and reliever are of
relatively egual quality, the reliever 1s likely to
maintain somawhat greater effectiveness over the course
of a season.

Starters
For each 1 point increase in Rating, +10 to O -
1 Buck
(Total cost of upgrading a pitcher to O = 10 Bucks)
For each 1 point increase in Rating, O to -5 -
2 Bucks
(Total cost of upgrading a pitcher to =5 = 10 + 10,
or 20 Bucks)
For esach 1 point increase in rating, -5 to -10 -
4 Bucks
({Total cost of upgrading a pitcher to -10 = 10 + 10
+ 20, or 40 Bucks)

Reliavers
For each 1 point increase in rating, +5 to O -
1 Buck
(Total cost of upgrading a pitcher to O = 5 Bucks)
For each 1 point increase in rating, O to -5 -
2 Bucks
(Total cost of upgrading a pitcher to -5 = 5 + 10,
or 15 Bucks)
For each 1 point increase in rating, -5 to -10 -
3 Bucks
(Total cost of upgrading a pitcher to -10 = § + 10 +
15, ar 30 Bucks)




b) Increasing Pitcher Stamina Limits = A pitcher‘s Stamina

1imit represents the number of batters he can face at
his top effectiveness., A pitcher may continue to pitch
bayornd his Stamina 1imit, but each additienal 5 batters
faced, he adds +5 to his normal Pitching Rating. Thus,
a starter wWwith a Stamina J1imit of 30 battars and a
Pitching Rating of -5 would have an effective rating of
0 against batters 31 to 35, +5 against batters 36 to 40,
and +10 thereafter. A& pltcher's rating may never
increase above +10 as a result of exceeding Stamina
1imits (however, & reliever’s Rating may increase to
+10, even though the normal minimum for a reliever is
+5 ). Costs of increasing Stamima l1imits are, 1ike
Pitching Rating improvements, different for starters and
ralievers, as follows:

Starters
For each 1 batter imorease in 1imit, 22-30 -
1/2 Buck
(Total cost of raising Stamina 1imit to 30 batters =
4 Bucks)
For each 1 batter increase inm 1imit, 31-36 -
1 Buck

(Total cost of raising Stamina 1imit to 36 batters =
4 + &6, or 10 Bucks)
For each 1 batter increase in limit, 37 and up -
3 Bucks

Rel ievers
For gach 1 batter fncrease in 1imit, 5-8 -

1 Buck
(Total cost of raising Stamima 1imit to 8 batters =
4 Bucks)
For each 1 batter increasae in 1imit, 98-13 -
2 Bucks

(Total cost of raising Stamina 1imit to 13 batters =

4 + 10, or 14 Bucks)
Far each 1 batter increase in limit, 14 and up -

5 Bucks
c) Improving Pitcher’s Control Rating - Thare are three
classifications for a pitcher’s control - Poor, Fair,

and Good. All pitchers beain with Poor control ratings:
it costs 5 Bucks to upgrade a pitcher to Fair control,
or 10 Bucks to attain a Good control rating. The
effects of each rating are described below.
Poor Control.
Treat thesae Hitting die roll results (after batter
and Pitcher Rating adjustments are made) as Bases on
Balls, regardless aof the outcome normally indicated
on the Hitter’'s result card:
21, 31, 41, 51, &1
Fair Control.
No adjustments; wuse the normal Base on Ball results
indicated on each hitter’s card.
Good Control.
Treat tha first five Base on Ball results on each
hittar’'s result card as Ground Ealls. [Ex. = Thea
card for singles hitter 3 (5-3) {indicates walk
rasults on the following die rolls:
45-48, 57-5B, €8-69, 74, 83, 96
Against a pitcher with Good control, 46-48 and 57-58
would be treated as Ground Ball results.)
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d)

a)

f)

a)l

k)

Improving FPitcher’'s Strikeout Ability = There are two
classifications of a pitcher’'s ability to strike ocut
opposing batters - Average and Good. A pltcher with
Good strikeout ability has an advantage, since on a
strikeout result, base runners may not advance, and the
chance of a fielding error is removed, It costs 6 Bucks
to upgrade a pitcher to a Good strikeout rating. The
effects of each rating are:
Average Strikeout Ability
Mo adjustments; use the normal Strikeout results on
aach Hitter's result card.
Good Strikeout Potential
Treat the first three Ground Ball results and the
first two Fly Ball results on each Hitter’'s result
card as Strikeouts.
Reducing FPitcher’'s Long Ball Yield = The Long Balil
rating represents a pitcher’s tendency to throw batting
practice pitches 1n game situations (affectionately
referrad to as "gopher balls® by opponents). There are
three Long Ball ratings - High (worse than average],
Average, and Low. A1l pitchers begin with High ratings:
it costs 6 Bucks to improve a pitcher to an Average
rating, or 12 Bucks to attain a Low rating. The effects
of each rating are:
High Long Ball Yield.
Treat these Hitting die roll results (after batter
and Pitching Rating adjustments have been made) as
Long Balls, regardliess of the rnormal outcome
indicated on the Hitters result card:
&2, 72, 82, 92
Average Long Ball Yield.
No adjustments; wuse the normal Long Ball results
indicated on each Hitter's result card.
Low Long Ball Yield.
Treat the first four Long Ball results on each
Hitter’'s result card as Probable Hits.
Improving Pitcher Speed, Fielding, amd Throwing Arm
Ratings - Like non-pitchers, pitchers begin with Poor
running spead and fielding ability. Tha cost of
upgrading these skills are the same as for non-pitchers:
2,4, and B Bucks for Fair, Good, and Excellent speed,
respectively, and 3,6, and 8 Bucks for the same
improvements 1in fielding. 411 pitchers are assumed to
have Good throwing arms: to upgrade their Arm rating to
Excellent costs 3 Bucks,

Improving FPitcher Hitting Ability = A11 pitchers begin
with a Hitting Ability rating of 5-0. If National
League rules are being wused, the owner may wish to
upgrade a pitcher’s batting ability. It costs 5 Bucks

to upgrade a pitcher to Level 1 batting ability: for
subsegquent levels, the cost s twice that charged
non-pitchers. An owner can also pay to have a pitcher's
same-side penalty removed; howavar, this costs 2 Bucks

for every point of penalty removed, instead of the 1
Buck charged mon-pitchers.
Improving Pitcher‘s Pickoff Mowve - A11 pitchers begin

with an Average pickoff move (used to hold runners
closer to the bases that they occupy. and thereby
discourage steal attempts). An Average pickoff move has
na affect on a runner‘s chances of stealing a base: a
Good pickoff move doas reduce success chances (see



Steals option 1in this Chapter for detalls)., The Buck
cost of a Good pickoff move is 2.

Some sample pitchers are provided to 1llustrate the
character construction rules. Pitcher E would ba tha ace of
any pitching staff, with excellent ratings 1n all phases of
pitehing. The high ecost of developing such a player (75
Bucks, or $375,000), however, might seriously weaken the
abilities of other members of the staff. Pitcher F is a goed
relief pitcher with moderate Stamina; he should yield a 1ower
than average number of hits and walks in a typical 1 to 2
inning appearance. Piltcher G is an Average starting pitcher,
who will neither help mor hinder his team while on the mound.
Given his 23 Buck cost, and the |imited resources avallable to
the owner, every team 15 likely to have 2 or 3 pltchers like G
on its roster.

Pitchar E Fitcher F
Laft Handed Starter Right Handed Reliever
BUCK BUCK

ABILITIES COSTS ABILITIES COSTS
Base Cost 4 Base Cost 2
Piteching Rating -8 32 Pitching Rating -5 15
Contral = Good 10 Contral - Good 10
Strikecuts - Good & Stikeouts - Average 4]
Long Ball - Low 12 Long Ball - Average 51
Stamina Limit Stamina Limit

32 batters & 9 batters &
Fielding - Fair 3 Fielding - Good &
Arm - Good o Arm - Good 5]
Spead - Poor o Speed - Poor i
Hitting Ability-5-0 o Hitting Abil{ity-5-0 0
Pickaff Move = Good 2 Pickoff Move - Good 2
TOTAL COSTS 75 TOTAL COSTS 47

Pitchar G
Right Handed Starter
BUCK BUCK

ABILITIES COSTS ABILITIES COSTS
Base Cost [v] Fialding - Poor [4]
Pitching Rating - © 10 Arm - Good [s]
Control - Average 5 Speed - Poor 0
Strikeouts - Good & Hitting Abi11ty-5-1 5
Long Ball - High O Pickoff Move - Average O
Stamina 'Limit f 70 08 ¢ Tl 0 e e e s e s ———

26 batters 2 TOTAL COSTS 28

When the owner has completed his/her expenditures on a
team, a roster card should be made up which records the basic
abilities of all playars. 4 blank roster sheet has been
included with the MMM game; this sheet may be xeroxed or
photocopied to provide additional copies for other owners.
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CHAPTER II

PLAYING THE GAME

(Note: Throughout this Chapter, the game
players will ba referred to as "managers® to
avoid confusion with the 25 "player"”
characters on each team.)

Preparing for Play
Once the two owners have built their teams, they are

ready to play a game. The opposing managers decide by coin
flip or mutual agreement which team will be the home team and
which team s visiting (the home team always bats last). Each
manager declares one of his pitchers to be the starter for the
upcoming game; this designated starter must pitch to at least
ong batter before he can be replaced. The managers then
select the remainder of their lineups, taking into account the
strengths and weaknesses of the opposing pitcher (for example,
if one team’'s starter {5 a lefthander with High long ball
yield, the opposing manager will probably load his lineup with
all the right-handed power hitters he has). Managers must
also agree before play whether American League rules (which
permit a designated hitter to bat in place of the pitcher) or
National League rules are being used.

When lineups have been selected, the managers should
enter the basic information about each player into his half of
the Lineup Card, A filled-in Lineup Card is provided in this
Chapter to assist the manager in understanding the various
segments of the card. A blank copy of the Lineup Card s also
provided 1in this book; 1t may be reproduced so that a number
of copies are avallable for use.

Entar playars on the card in the arder in which thay will
bat, To fi11 out the remaindar of the card, use the following
instructions:

1) Hitting Ablility column - Enter the Hitting Ability level
(5-3 for a Level 3 singles hittar, P=-2 for Level 2 power
hitter, etec.) for each hitter.

2) Same-side penalties - Enter any penalties to the hitting
die rall which the players have. Remember, only those
players who are facing a "same-side” pitcher (right vs.
right or laft va. laft) are subject to these penalties.
Entries in this column may change during a game 1f the
dafansive taam sWwitches from a righthanded to a
lefthanded pitcher, or vice wversa,

3) Speed, Fielding, Arm ratings - For each of these
abilities, f111 in the numerical ratings that correspond
to the player’'s ability in each area: Poor = 1, Fair =
3, Good = 4, Excellent = &,

4) Sacrifice/Hit and Run ability - Enter the letter rating
that corresponds to the player‘s ability (Poor = P,
Avarage = A, Good = G). Remember that power hitters are
rated Poor 1Iin both categories unless their abilities
have been upgraded through Buck expenditures.

5) At the bottom of each team’s Lineup Card, therae are
Spaces provided to indicate sewveral team Fielding

ratings. If the Optional Rule regarding Batted Ball
Location (sea Chaptaer I[II) 1= not being used, thase team
avarages must be computed, for they will play a key role

in determining the outcome of each at-bat. Using the
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numerical ratings far Fielding and Throwing Arm

indicated on the Lineup Cards, compute each team rating

in the following manner:

Ground Ball (GB)
Add together the fielding ratings for the following
players: pitcher(P), catcher(C), ist base(1B}, 2nd
base(2B), shortstop($5). and 3rd base(3B). Add to
this sum the Throwing Arm ratings for the 2B, 55, 3B.
Divide this result by 9, and round to the nearest
whole rumber (5.6 would be 6, 4.4 would be 4, 2.5
would be 3), Enter the result in the space marked
GB.

Fly Ball (FB)
Add together the Filelding ratings of the three
outfielders (LF, CF, RF). Diwvide this rasult by 3,
and round to the nearest whole number. Enter the
result in the space marked FB.

Runner Advancement [ADV)
Add together the Throwing Arm ratings of the three
outfielders. Divide this result by 23, and round to
the nearest whola numbar. Enter the result in the
space marked ADV.

sacrifice (SAC)
Add together the fielding ratings for the following
players: P, C, 1B, 38. Add to this sum the Throwing
Arm ratings of the same four playerg. Divide this
result by 8, and round to the nearest whole number.
Enter thi1s result 1in the space marked SAC.

Hit and Run (H&R)
Add topgether the fielding ratings for the following
players: 1B, 2B, CF, RF. Acdd te this sum the
Throwing Arm ratings of the CF and RF. Divide this
rasult by &, and round to the nearest whole number.
Enter this result 1in the space marked HBR.

Stolen Base [SB)
Add the Throwing Arm rating of the catcher to the
Contral rating of the pitcher (Poer = 1 point,
Average = 3 points, Good = S points). Add 1 to this
total if the pitcher has a Good pickoff move. Divide
this result by 2, and round to the nearest whole
number. Enter this result in the space marked S5B.

&) Pitching statistics - In the center of the card, there
ara spaces provided for each team to enter information
on the basic capabilities of the pitcher being used =
Pitching Rating; Stamina 1imit; contrel, strikeout, and
long ball vyiald ratings. These ratings should be
monitored by the defensive manager during play, since
they may influence certain play results,

7) The running speed of offensive players will also be a

significant factor in the determination of play
outcomes. There na single team Speed rating
calculated; instead, 5Speed ratings are computed as

needed, as the sum of the ratings of the players on basa
at that time {(including the current batter), divided by
the total nmumber of baserunners, and rounded to the
nearest whole number.

Mow, you are ready to "PFlay Balll". The first batter for
the visiting team steps to the plate. Each at bat consists of
three phases: Hitting, Fielding, and Runner Advancement. The
actions eccurring in each of these phases are described below.
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The Hitting Phase

The offensive manager rolls the percentile dice for his
first hitter. The pitcher's Pitching Rating 15 added to or
subtracted from this initial die roll. Also, 1f tha batter
and pitcher are “same-handed" (right wvs. right, 1eft vs,
laft), the batter’s same-side penalty should be subtracted
from the dia roll. When the adjusted die roll result is
determined, go to the Hitting Result card that matches the
apflity 1lewal of the current batter. {There are 10 Hitting
Result cards presanted on the pull-out reference charts in the
center of the book; each represents a different skill level in
the singles hitter or power hitter category. The 5-0 card is
used to represent the batting ability of plitchers, 1f National
League rules ara usaed.)

Each Hitting Result card assign all die rolls from C1=-100
(00) to ona of seaven gunural results:
Strikeout (K)
= Pop/Line Out (0)
- Base on Balls (W)
- Ground Ball (G)
= Fly Ball (F)
- Probable Hit (5)
- Long Ball (L)

Eecause of pitching ratings and batter penalties,
adjusted die roll results of less than O or greater than 100
are possible. whenaver oneg of these results is obtained, use
the Special Hitting Result chart (provided on the reverse of
the Hitting Result chart with the defensive Fielding tables)
to determine the play result.

Note that some pitcher abilities - good or poor control,
good strikeout ability, high or low long ball yield - may
change the play results associated with particular die rolls;
the affects of each of these abilities were described In the

Character Creation Chapter. The Hitting Results chart has
beern marked with special symbols to indicate which results are
potentially affected. It {is {important that the defensive

manager be aware of the abilities of his pitcher, for he is
responsible for mak 1ng the appropriate adjustments to
indicated play results - these changes must be made during the
Hitting phase, as they will significantly impact the rest of
the play resolution process.

If the indicated code on the Hitting Result chart is K
(5trikeout), O (Pop/Line Out), or W (Base on Balls), no
further die roll is necessary for that batter. On K or 0, he
is out, and all the baserunnars must remain at their current

bases. On W, the batter is awarded 15t base; runners advance
1 base opnly if "forced" (1.e., a runner on 1st would be

“forced® to advance, since two runners may not legally occupy
the same base: however, a runner on 3rd would not advance,
unless the bases were loaded). In- all three of these
instances, play moves to the Hitting Phase of the next batter;
the Fialding and Runner Advancement phases are not employed.
If the Hitting Result 1s G (Ground Ball), F (Fly Ball)},
(Probabla Hit), or L (Long Ball), play proceads to the
Fielding phasa.
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The Fielding Phase
In this phase, the defensive manager makes a percentile

die roll on one of the four Fielding Result charts to
daterming the outcome of a batted ball. These charts can be
found on the reverse of tha Hitting Result chart (the pullouts
in the center of the book); Iinstructions for the use of asach
aof the charts are provided balow.

Ground Ball
To determine which of the nine columns of this chart is
to be wsed 1in deciding the outcome of a given play,. follow
these two steps:
1) Subtract the average Speed Rating (5P) of the current
baserunners (including the batter) from the Ground
Ball Rating (GB) of the defensive team; locate the
result on tha top row of the chart.
2) Determine which of the three on-base si{tuations listed
below actually exists at the momant:
4 - Bases ampty.
E - Runners in "force" position (runner on 1st,
runners on 1st & 2nd, runners on 13t & 3rd, bases

1oaded) .
€ - Dther (Punpner on 2nd, runner on 3rd, runnars on
2nd & 3rd).
Roll percentile dice and find the result in the proper
column. advance or retire the batter and other baserunners

according to the instructions accompanying each outcome.
Because the relative differences between offensive running
spead and defensive fielding ability have already the primary
determinant of the play’'s outcome, the Ground Ball Result
chart specifies the only circumstances 1{n which the runners
may attempt additienal bases during the Runner Advancement
phase - no others are alleowed; any runner sSo attempting is
considared to haun baan tnruun out! E
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sekak  EXAMPLE *****

Wwith 1 out and runners on 1st & 2nd, the batter
hits a Ground Ball. The baserunners have speed
ratings of E(xcellent, 6&pts.) and Glood, 4pts. )
respectively, and the batter i1s Flair, dpts.); their
average speed 18 13/3 = 4.33 = 4. The defensive
team has a GE rating of 3, so the relative

difference 15 -1 (GE = RA). Column B under the
-1,0,+1 heading would therefore be used. The
defensive manager rolls 63, and the result indicated
is =

Batter out at 1st
Rupnars may advance 1 base
(No further advancement is allowed on this result)

T ® LE

Fly Ball
There are two parts to the Fly Ball Results chart:
chart A 15 used when the defensive manager‘s Fielding
die roll is between 01 - BD: apply the result
matching the die rell in the column reflecting the
rated Hitting Ability of thet current batter.
Chart B is used when the Fielding die roll is between
81 - 00: the column used is determined by the FB
rating of the defensive team,

The play outcome will indicate the number of bases that
baserunnars may automatically advance. In addition, the
batter and/or one or more runners may attempt to advance one
additiemal base during the Runner Advancement phase.

Probable Hit

Te determine play outcomes on this chart, use the o 1umn
that matches the GBE rating of the defensive team. When the
dafensive team manager has made the Fielding die roll, locate
the appropriate result. The play ocutcome will indicate the
number of bases that baserunners may automatically advance.
In addition, on all play results except a Ground Out, the
batter and/or one or more runners may attempt to advance gne
additional base during the Runner Advancement phase.

Long Ball
There are two parts to the Long Ball results chart:

Chart A is used when the defensive manager’s
Fielding die roll 15 between 01 and 10; the
column used in this chart {3 determined by the FB
rating of the defensive team.

Chart B 18 wused when the Fielding die roll is
betwaan 11 and 00; the column used in this chart
is dependent on the rated Hitting Ability of the
current batter,

The play outcome will indicate the number of bases that
paserunners may automatically advanca. In addition, the
batter and/or one or more runners may attempt te advance ona
additional base during the Runner Advancement phase.
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The Runner Advancement Phase

As noted in the previous section, all runners on base at
the beginning of at bat will receive any automatic base
adjustments indicated on the various Fielding results charts.
However, many of the fielding results on the Fly Ball,
Probable Hit and Long Ball charts alse give the offensive
manager the option to attempt adwvancing one or more runners an
additional base. in this phase of the batting turn, the
offensive manager must decide whether to exercise this option,
by evaluating his percentage chances of success on the Runner
Advancement chart.

To determine thea success chances of advancement for each
runner, subtract his individual Spesd rating from the
defensive team's ADV rating. The result indicates which
rasults column is to be used, MNext, find the row in the chart
that corresponds to both the play result and the target base
of the runner 1in gquestion. The number 1n this row=-column
combination {indicate= the die roll result that must ba
excesded for a successful advance.

Once the offensive manager has {dentified the success
chances for all Ris runners, he must anncunce which (1f any)
runners are attempting to advance. The manager may choose to
advance mora than one runner on a play; all advance attempts
must be announced simultaneocusly, however. If no runners are
advanced, play reverts to the Hitting phase. The defensive
manager now decides whether he will attempt to throw out an
advancing runnar (and 1f more than one runner is advancing,

which ene he will attempt to throw out). There {5 an Error
chance associated with each play result on the Advancement
chart:; if this numbar 1s equalled or exceeded on an

Advancement dice rell, a throwing error results, regardless of
the base being thrown to. An error result means that all
advancing rumners are safe at their target bases; {n addition,
all runners (including those not trying to advance) advance
one basa on the arror. A manager may decide that his chances
of throwing out a runner are too low to justify the risk of an
error. If no throw 13 made, all advancing runners are
considered safe, and play reverts to the Hitting phase.

If a throw 1{is made, the offensive manager makes an
Advancement die roll for the runner indicated. If he equals
or exceeds the indicated die roll result, the runner is safe;
otherwise, that runner 1s declared out. All othar runners whao
advanced on the play are automatically safe at thelir target
bases (unless the third cut has been scored on a defensive
throw). If the two managers wWish to add to the realism of the
Runner Advancement phasa, they may add the Optional Rules on
"Delayed Runner Advancement® (see Chapter III).

LE L L L EXAMPLE Lt ]

With runners on first and second basas, the
batter obtains a Single on the Probable Hit results
chart. The runners automatically advance to 2nd and
ard, respectively. The runner who was on 2nd was an
E(xcellent, 6 pt.) runner: the runner on 15t was a
G(ood, 4 pt) runner, and the batter is a Flair, 3
pt]  runner, The ADV rating of the defense i3 4,
Thus, to find the success chances for Runner
Advancement, we would use the following row-column
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combinations: Runner on 2nd - -2 column (4 - 6],
target base Home (H); Runner on ist - O column (4 -
4), target base 3rd (38); Batter - +1/+2 column,

target base 2nd (2B). Reading from the Advancement
chart, the offensive manager finds that his minimum
die roll results for successful advancement are 11,
46, and 86§, respectively. He decides to advance
both the runner on 2nd and the runner on 1s5t,
holding the batter at 1st base. The defensive
manager , given the wide difference {in sSuccess
chances, elects toe challenge the runner going to
third base. The offensive manager’'s die roll 1is a
42; the runner on 1st 15 out trying to advance to

ard, If this does not represent the third out of
the inning, the runner en 2nd will automatically
advance successfully and score.

ok k kR L] LE R 2 3

After the Runner Advancement phase is completed, the
offensive player goes to the next batter in his line-up and
makes a Hitting die roll for that batter. This continues
urntil threa outs are scored; then the teams switch offensive
and defensive rolas and proceed 1n the same mode. Play
continues 1n  this fashion wntil nine 1innings have bean
completed; the team with the most runs at the end of this
period wins the game (IF the score is tied after nine
innings, extra innings are played until the tie is broken).

OFFENSIVE TACTICAL OPTIONS

When the offeansive team has runners on base, 1t may have
the option to employ certain tactical manuevers in place of a
normal Hitting die roll. There are four basfic tactical
options available to the manager: Sacrifice bunts, Sgueeze
Plays, Hit and Runs, and Steals (single or multiple-playver).
Thase options (and the restrictions on their use) are
described below.

Sacrifice Bunt

& Sacrifice may only be attempted in the following
on-base situations: 1) Runmmer on  1st, 2) runner on 2nd,
or 3) runners on 15t and 2nd. The purpose of a sacrifice
bunt is to advance runners into a position where they can
score more easily on a single., ground ball or fly ball.
The percentage chance of advancing runners using a
Sacrifice are high; bhowever, the batter wWill almost
always be out at i1st base; therefore, the option i35 used
most frequently when the offense has no ocuts, and the
game is fairly closa.

Ta use the Sacrifice results chart, find the column
heading that corresponds to the Sacrifice ability of the
current batter, Next, subtract the average running speed
of the current baserunners {(including thHe batter) from
the SAC Fielding rating of the defensive team and find
the subcolumn under the first heading that matches this
reasult. The dafensive manager then makes a die rell to
determineg the outcome of the Sacrifice attempt. This die
rell result {5 adjusted in the same way as a normal
Hitting die roll, to reflect the eaffects of Pitching
Ratings and/or batter Same-5ide Penalties. Results of
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greater than 100 are treated as 00 outcomes; results less
than 01 as 01 outcomas,

Squeeza Play

A squeeze play may only be attempted in the
following on-base situations: Runner on 3rd, runners on
ist and 3rd, rurners on Z2nd and 3rd, or bases loaded.
The purpose of the sgueeze play 1 to score the runner on
third; this 1s a risky tactic, which freguently results
in the runner on third being thrown out at home.
Consequently, this option 1s normally used sparingly. in
situations where one run can win a ballgame.

Te usa the Squeaze Play results chart, follow the
instructions outlined above under the Sacrifice option.
As above, 1{initial die rall results are adjusted to
reflect Pitching Ratings and Same-5ide Penalties,.

Hit and Run

This option 15 used only 1in the following on-base
situations: Runner on ist, or runners on ist and 3rd, On
a hit and run play, the runner on 18t heads toward Ind
base on the pitch as the batter attempts to hit behind
the runner Iinto right field. The hit and run, when
executed by & player with Good abilities 1inm  this
specialty, offers better than average base hit and runner
advancemant opportunities; however, by committing the
runner, there are also chances for disastrous results
1ike line=-drive double plays or missed swings that force
the runner to try to Steal 2nd base (see 5teals option
balow).

To wuse the Hit and Run results chart, find the
column heading that corresponds to the Hit and Run
ability of tha current batter. Then, find the subcolumn
under this first heading that corresponds to the H-R
Fielding rating of the defensive team. Az in  the
Sacrifice and Squeeze Play options, initial die roll
results on this chart should be adjusted to reflect
Pitching Ratimgs and Same-5ide Penalties.

Stolen Base Attemgts

S5teal attempts involving one or more runners may be
undertaken 1in any on-base situation, prior to a normal
Hitting phase. Ta determine the success chances of a
particular steal attempt., subtract the Speed rating of
the runner involved from the SB Fielding rating of the
defensive team; use the column heading that includes the
numerical result obtained. Go down this column to the
target base that 15 to be stolen; the number presented 1s
the die roll result that must be equalled or exceeded for
a steal to be successful.

During any Hitting phase, an offensive manager may
declare that ona or more runners are attempting to Steal.
The defensive manager must then decide whether to try to
throw out the stealing baserunner (since, as in the case
of Runner Advancement, there 18 the possibility of a
throwing error result that would allow all runners to
advance an additional base). If more than one runner 1is
attempting to steal, the defensive team must choose which
runner 1t will challenge: all others are considered to be
automatically safe. -
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Certain defensive team abiliti@s may reduce the base
stealing success chances indicated 1n the Steals result
chart, as follows:

-Add 10 to the indicated reguired minimum die roll (on
steals of 2nd only) {if the opposing pfitcher is

lefthandead.
-If tha opposing pitcher has a Good pickoff move, add

10 to the indicated minimum die roll reguirement for
cteals of 2nd, and 5 to the success number for steals
of 3rd base.

&y

OING FOR THE FENCES

The offense has one additional tactical option available
to it. Before any Hitting phase in which a Power Hitter is at
bat, a manager can announce that his batter is "Going for the
fences". If this option is selected, all S and G results on a
player’s Hitting results card are transformed. I1f tha S
reasult on the results card is accompanied by the symbol "“z",
it is treated as a Long Ball result, and that Fielding chart
is consulted for the play result; all other 5 results are
converted to Fly Ball results. Similarly, all G (Ground Eall)
results are treated as Strikeouts(K]. This option offers a
last resort to a team trailing a large number of runs late in
the game; it might also be used sparingly in a close game, in
a situation where a powar hitter comes to the plate with two
outs and no one on base. Going for the fences, however, is no
zsubstitute for sound strategy over the course of a season; a
player who resorts to this tactic too freguently should
critically considar his basic baseball decision-making

Prowess.

..F'-"_" ..: .
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Chapter III

OPTIONAL RULES

The basic game presented inm Chapter I1 will provide
owner-managers with a reasonably realisitic simulation of
major leagus baseball which can be played 1n less than an
| 4 C= 17l However , at the cost of some complexity, there are a
number of ways in which the interplay between managers can be
further increased to more accurately reflect the range of
strategic and tactical choices available to each team.
Managers should mutually agree on which (1f any) of the
optional rules described below will be used before a
particular gama begins.

Determining Batted Ball Position

The basic game rules use average fielding ratings for
various groups of defensive players to determine fielding
results, when 1{in fact only one player is attempting to make
the defensive play, To simulate this, a die roll determining
batted ball location i1s made at the begining of each fielding

phase. Find the column 1{in the location chart below which
carrasponds to the hit result in the section for the batter’s
handednass . When the fielder on the play I1s determined, use
his Filelding and Throwing Arm Ratings in place of the team
ratings:

Ground Ball

Usa the average of the Fielding and Throwing Arm Ratings
for the player making the fielding play to arrive at the
GB Rating:; subtract the offensive Speed Rating from this
figure to determine which result column will ba usad,

Fly Ball
Use the Fielding Rating of the designated player in
place of the team FE Rating on all die roll results of
B1=00.

Probable Hit
Handle in tha same manner as for Fly Balls.

Extra Base Hit
Handlea 1in the same manner as for Fly Balls for all die
rall resultsaf O1-10.

Sacrifice and Sgueeza Play
Use the average of the I{ndicated player’s Fielding and
Throwing Arm Ratings 1n place of the team's SAC Rating;
subtract the offensive Speed Rating from this figure to
determine which result column should be used.

Mo change {is made to the team’s Ratings (both result
charts reflect the interplay of several players in their
probabilities; a runner steals a base on the pftcher as
well as the catcher).
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BATTED BALL LOCATION
right-handed hitter

Ground Fly Probable Extra sacrifice
Fielder EBall Ball Hit Base Hit Squaaza
P 01-086 B = - 01-22
c o7-08 = = = 23=45
iB 10=-16 B = e 46-67
2B 17-33 o1=03 01=15 & G
35 34-T8 04-10 16-35 - -
3B T9-00 - - - 6B-00
LF = 11-58 as-70 01-60 =
CF = 58-A4 Ti1-80 61-88 =
RF = 85-00 91-00 BS-00 =
left-handed hitter
Ground Fly Probable Extra sacrifice
Fimldar Eall Ball Hit Base Hit sgueeza
P 01-086 = = B 01=-22
C 07=-08 - = = 23-45
1B 10-30 - - - 46-57
2B al=-72 01-07 01-20 = B
55 Fa=-90 08-10 21-35 T =
3B 91-00 : ] J6-38 = 68-00
LF - 11-22 39-45 01=10 =
CF = 23-45 46-65 11-40 o
RF = 46-00 66-00 41=00 =

Delayed Runner Advancement

To increase the realism of the Runner Advancement phase,
the opposing managers may agree to permit "delayed" runner
advancemant . If this rule is emploved, thea seguance of eveants
for die rolls and decision-making during the Advancement phase
is as follows:

1) Offensive manager declares which rupners are advancing.

2) Defensive manager indicates whether he will attempt to
throw an advancing runner out, and if so, which runner
will be challenged.

3) If the defense chooses to make a throw, the offensive
manager may choose to have additional runners attempt to
advance "on the throw". To determine the success
chances for such an attempt, subtract the runner’'s Spesd
rating from the Throwing Arm rating of the infialder
receiving the initial throw (throws to home = catcher,
38 = third baseman, 2B = second baseman if batter was
right-handed, shortstop {f left-handed). Find the
row-column combination that corresponds to both the play
outcome and the numerical result; subtract 50 from the
normal minimum sSuccess chance indicated there. The
offensive manager then declares which runners, 1f any,
ara advancing on the throw.

4) The defensive manager daterminas the outcome of the
initial throw. Unless this throw results in an error,
the defensive team may also attempt to throw out any
runner attempting delayed advancement, using the success
chance computed above.

This rule makes tha defensive manager’'s choice of whether
or not to attempt to throw out an advancing runner more
critical. In the basic game, the only thing discouraging a
manager from making a throw 18 the chance of error; under
these circumstances, many marginal throws may be risked. The
ocptional rule, by permitting runners to advance on throwing
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attempts at a substantial bonus to normal chances, forces the
defensive manager to take a more realistic, conservative
approach. At the same time, the rule provides the potential
for rare plays, such as double plays resulting from two
consecutiva runners being thrown out on advancement attempts.

Dafensive Tactical Options

In wvarious game situations, defensive managers may choose
to adjust the position of some of their fielders, in order to
reduce the chances of a particular play result. MMM provides
three tactical options that defensive managers may use. If
these rules are employed, the defensive manager must state his
intention to use a particular tactic prior to the Hitting die

rall for the current batter. The three options are outlined
balow,
a) Pitching from a stretch.
If there are runners on base, the manager may elect to

have his pitcher throw from a "stretch" position. When
throwing from a8 stretch position, the defensive team
adds 15 points to the normal minimum success roll
indicated on the stolen base chart, reflecting the
plitcher’s improved ability to hold the runner close to
his currant base. Howaver, splitting a pitcher’s
attentions 1in this manner will somewhat reduce his
effectiveness against hitters; temporarily add +5 to a
pitcher's rating while the stretch position is in use.
Im such a case, a pitcher’s rating can become greater
than +10 as a result of this modification.
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B) Playing the infield "in".
In & close game, a manager may move his infield 1in
claoser than their normal depth when a rumnar 13 on third
base, trying +to prevent the runner from scoring on a
Ground Ball or Squeeze Play result. If a Sgueeze Play
is attempted while this option 15 being used, subtract
10 points from the die roll result (This is in addition
to any adjustments already made to reflect pitching
ratings or same-side penalties). If & Hit and Run
attempt is made while this option is being employed, add
5 points to the nomal adjusted die rell. If this option
is in effect and a Ground Ball result i1s obtained during
the hitting phase, use the Filelding results chart
provided balow in place of the normal Ground Ball chart.

GROUNWD BALL RESULTS (IMFIELD IN)

Play \ GB=5P= -2 or less -1, 0. 1 +2 or more
Result N On-Basa B [ B c B C
Double Play (1) o1-03 - o1-04 - Di-06 -
Fielders Choice (2)| 04-42 0O1-02 05-60 O1-05 07=-75 01-10

Out at 1st (3) =  03-40 = 06-55 - 11-68

Out at 1st (4) 43-80 41-76 &1-88 56-85 76-93 £9=-90

Infield Single (5) B1-Ba TT-85 89-93 86-92 94-96 891-85

Single (&) B9-82 BG-892 94-96 93=-9& 97=-98 96-98

Error (7] 93-00 93-00 a97-00 87-00 99-00 99-00

{1) Runner on ist and batter out: all others advance 1 base.

{2) Lead Rurmner out; batter safe at 1st; others advance 1 base

(3) Batter out at first; all runners hold.

{(4) Batter out at i1st; all runners advance 1 base.

(5) Batter safe at 1st: runners advance 1 base only if forced.

(6) Batter safe at 1st: rurners advance 1 base automatically,
may attempt Runner Advancement.

(7) Batter safe at ist: rumnars advance 2 bases automatically.

c) Playing the outfield "in".
As 1in option b), this manuever 1Is usually employed in
late inning situations, when a team must try to prevent
its opponent from scoring. When this option is in use,
chances for Runner Advancement on certain play results
area greatly reduced:

Short Fly Out = Add 20 to normal minimum success roll
Medium Fly Dut - Add 15 to normal minimum success roll
Single - Add 20 to normal minimum success roll

The negative aspect of this option 1s that by moving in,
the outfielder reduces his ability to move back after a
well-hit ball. Thus, 1f a Long Fly Out result is rolled
on the Fielding results chart, thera {3 a SO% chance
(51=-00) +that the ball will drop safely for either a
single (51-6&8) or double (&7=00). In such an event,
runners may advance normally on these results during the

Advancement phase.
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Chapter IV
RULES FOR SEASONAL PLAY

Although Monday Morning Manager can be played as a series
of wunrelated Iindividual games. the designers believe that
owner/managers will enjoy the greatest challenge to their
decision making prowess by assembling a league of four or more
teams and playing out a complete season schedule. This
cheapter contains additional rules to be used in conducting
seasonal play. Instructions are provided for simulating the
effects of injuries, hot streaks and slumps on individual and
team performancea; more realistic restrictions on player
avalilability and use are alsc incorporated.

In preparing for seasonal play, one team owner should be
appointed by the league to draw Up a season schedule. A1l
teams should play each other an equal number of times, playing
half their games at home and half as visitors. For ease of
arrangemants, it is often best to arrange the schedule in tha
form of 3 or 4 game series between teams which must be
completed by a specified date; this allows the two managers to
find a mutually acceptable evening or weekend afterncon to
meet and play the series. The owners should collectively
dacide the overall length of the season, and what type of
championship playoffs will be held at the end of the regular
season.

Restrictions on Player Use

Dwver the course of a long season, 1t is not feasible for
a team to wuse only i{ts best players, game after game.
Consequently, the MMM seasonal play rules place the following
rastrictions on the freguency of pitcher and other player use,

Pitchar Restrictions

a) Starting pitchers must have a minimum of three games of
rest between starts. Thus, the starter {n Game 1 of the
season may not start again until Game S. (Exception -
this rule 1= waived 1f a starter faces less than =i
batters in a starting appearance.)

b) Reliavars may pitch 1n any number of consecutive
ballgames up to the point when the cumulative number of
batters they have faced {in consecutive appearances
aguals or exceeds their Stamina 1imit. Whenaver a
reliever reaches his 1imit, he must rest for one game.
Thus, 1f a reliever has a Stamina 1imit of 10 batters,
and pitches to 12 in ome appearance, he must rest the

next gama, If, on the other hand, he faces only &
batters 1in his first appearance, he may pitch again in
the following game; if in this next game, he faces 3

batters, ha could piteh in yvat a third game. Regardless
of the number of batters he faces in the third game, his
cumulative total would exceed 10; therefore, after this
game, he would have to rest.

c) During the course of a season, sStarting pitchers may
have to sustitute as relievers, or vice versa. When a
starting plitcher 135 used 1n relief, his Stamina 1Timit
far relief purposes 18 one-half Hkis normal limit
(rounded up). As long as the starter 15 used 1in relief,
he wuses this revised Stamina 1imit and follows the
normal rules for rest out]lined for relievers, Howawver,
before he may start again, he must rest for threes games,
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regardless of the number of batters faced in his last
relief appearance.

d) When acting as starters, relievers have a Stamina 1imfit
of twice their normal rating. After a start, a reliever
must rest three days before he may either start or
reliave again.

Nen-P1tchars

&t the beginning of the season, the owner/manager may
designate three players on his team as "fron men®. These
players are permitted to play in every game of the season
{although they are not exempted from the possibility of
disabling 1injuries or batting slumps which may remave
them from the lineup). A1l other players must be rested
periodically; over the course of a season, thay may play
in no more than seven-eighths of their team’s games
{e.g.. in an BO game season, they could play no more than

70 games).

Reflecting Scarcity of High Level Abilities
In real life, there are only a limited number of players

at the highest echelon of particular skill categories. Manday
Morming Manager attempts to reflect the scarcity of top
guality talent by imposing restrictions on the number of
players that may possess these abilities:
Hitting Ability ratings of S5-5, S=-4, P-4, and P=-3
Speed, Fielding and Throwing Arm ratings of Excellent
Pitching Ratings of -2 or better,

The number of players that can ba created with these skills
will depend on the total number of teams in the league, based

on the following guidelines:
PLAYER AVAILABILITY LIMITS

WNumber of Players Availabla

players if League is:
Category available 4 ] B 10 12
of Abfility per team teams teams teams teams teams
Hitting
P-4 .8 3 5 <] B 10
p=-3 2.0 B 12 16 20 24
5-5 1.0 4 & a 10 12
5=4 2.5 10 15 20 25 aoc
Running Speed
Excellent 3.2 13 19 26 32 38

Fielding
4 5 &

Excel lent-Catchers 0.5 2 3

Excallent-Infield 1.6 & 10 13 16 19

Excellent-0utfiald 0.8 3 5 & B 10
Throwing Arm

Excellent-Catchers 0.6 2 4 5 & 7

Excellent-Infield 1.4 =] -] i1 14 17

Excellent-0utfiald 1.1 4 T 9 i1 13
Pitching

-6 to -10 Startars 1.2 5 7 10 12 14

-2 to -5 Starters 2.1 ] 13 i7 21 25

=5 to -10 Reliaf 1.0 4 [+ 8 10 12

-2 to =5 Relief 1.2 5 T 10 12 14

A1l owners construct their teams for seasonal play at the
same time. At the end of the initial team creation process,
add up the total number of players assigned each skill on the
above 1ist. If the demand for players 1{n a particular
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category exceeds the indicated supply, that skill i1s auctioned
off to the highest bidders., In the auction, owners submit
closed (f.e.,unseen by other owners) bids for sach player who
has been assigned the skill involwved, indicating the number af
additional Bucks he 15 willing to pay to acquire that skill
rating. All bids are then revealad; starting with the highest
bid., the rating 18 awarded on down the 1ist of bids until the
supply 18 exhausted. If ties result for the last remaining
skill awards, a second round of bidding among the tied parties
may be required.

It is suggested that, when the auction rules are used,
each team should be assigned an additional 25 Bucks to be used
solely for auction purposes. Owners may voluntarily add to
this base bidding capability by withholding some of their Buck
rasources during the original team construction phase; funds
saved 1n this manner that are not expended during auction may
be later used to upgrade player abilities, provided that they
do not upgrade skills beyond scarcity 1imits. Conversely,
owners may spend Bucks already allocated during team
construction during the auction phase; however, they must
reduce the skill levels of other players on their team to
cover these extra costs.

Plaver Injuries
Injuries to key perscnnel may jeopardize the success of

any season, forcing the manager to juggle his 1ineups and raly
on the talents on his bench. To simulate the on=field
probabilities of player injury, chances of injury have been
assigned to certain play outcomes, as follows:
1) Great fielding plays on Probable Hits -
Whenever an out 1s scored during the Fielding phase on a
Probable Hit result, there {5 a 5% chance (die roll
result of 96-00) that the fielder making the play will
be injured. (If an injury result is rolled, tha fielder
invelved can be f{identified by using the Batted Ball
Location charts in the Optional Rules, Chapter III.)
2) Spectacullar catches on Long Balls -
If an out result is obtained on a Fielding die roll for
a Long Ball result, there is a 30% chance of fielder
injury. Datermine fielder involwved 1in the manner
outlined above.
3) Outfielder "bobbles" on Probable Hits -
Thera {5 a 3% (98-00) chance of fialder injury if this
play outcome 18 rolled during the Fielding phase.
Datermine fielder involved as above.
4) Errors on Ground Balls -
wWhanaver this 13 the outcome of the Fielding phase,
there 1s a 10% chance (91-00) of fielder injury.
Determine fieldar involved as above.
5) Close plays on Runner Advancement/Stolen Base attempts -
If the die roll resJlt on one of these attempts is
within +5/-% of the minimum success roll needed, check
for injury for both the fielder receiving the throw and
the baserunner. There is a 20% chance of injury (B81-00)
to each player.
&) Hit Batsmen -
If a batter obtains a Basa on Balls result in his
Hitting phase against a pitcher with Average or Poor
control, there 1s an 8% chance (93-00) that ha was
instead hit by a pitched ball, If hit, there 1= a 30%
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chancea (71-00) that the batter sustains an injury as a
result.
7) Pitchers exceading Stamima 1imits -

After any game in which a pitcher has gone beyond his
Stamina 1imit, there 1s a risk that he has strained his
arm. The chances of such an injury are 4% + 1% for each
batter faced over the Stamina Timit. 1f a starting
pitcher suffers an injury in  this manner, multiply the
number of games indicated 1n the Injury Duration table
by 4,

(These play-relataed percentage chances ef 1injury ara

summarized on the Tactical Options pull-out chart, so that

they may be guickly referenced during play.)

In addition to on=field injuries, off-field events may

also add to the injury toll. Besides common problems 1ike
disease, players have been known to fall down flights of
stairs, 1injure themselves in auto accidents or while playing

other sports, or even become invelved in extracurricular
fisticuffs (a=s in the costly 1879 locker room brawl involving
Goose Gossage of the New York Yankees). To reflect the whims
of fate, each team must make a die roll before every sewveanth
game played, and consult the Off-Field Injury table. If tha
result indicates an injury, determine the player injured by
ralling percentile dice, and dividing tha result by 4
(rounding wup). The player that corresponds to this number on
your team roster shaat {5 the one injured.

OFF=FIELD INJURIES

DIE ROLL EFFECT
01-85 No players injured
BE-30 1 playar - minor injury (reroll all Injury
Duration results of 21 games or greater)
a1-98 1 playar injured (make normal die roll on
Injury Duration table)
28-00 2 players injured (make normal die rall on

Injury Duration table)

If an on or off-field injury 15 sustained. the Injury
Duration table {3 used to indicate the number of games a

player remains 1injured. An  injured player may attempt to
raturn before his recovery 18 complete; however, there 15 a
50% chance par game that he will reinjure himself by doing so

(reguiring a new Injury Duration die roll).

INJURY DURATION CHART

DIE ROLL # OF GAMES LOST
01=-10 i
11-25 2
26=50 T
51-TQ 14
T1=85 21
Be-a7 30
98-00 rest of season
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Player Hot S5treaks and Slumps

Over certain time periods within a season, individual
hitters may perform well above or balow their normal batting
ability lawvel. MMM has worked out a unigue system of bonuses
and penalties to base hitting =skills that may be used to
reflect the effects of "hot streaks" and "slumps" on batter
performance.

In order to use these rules, each owner/manager must keep
complete batting records for each player on his team. When
any player has completed a series of 40 official at-bats
(walks and successful sacrifices are not counted as official
at-bats), divide the number of hits he has received in that
period by 40 (at bats in which a hitter reaches base on an
arror or fielder‘s cholice are outs, not hits). The resulting
number is that player’s batting average for that period.

The basic concept employed in determining whether a
batter gqualifies for hot streak or slump adjustments 1s that
each Hitting Ability rating implicitly represents a certain
batting awverage, as indicated in tha Representative Average
chart below. If =2 batter’s actual performance in his most
racent sat of at-bats eguals or exceeds the listed batting
average for the Hitting Ability level two higher than his own,
he 15 considered to be on a "hot streak®. If a batter's
performance 1{1s equal or lower than the average listed for the
Ability level two below his own, he 1s considered to be in a
slump. If a hitter on your team falls 1into one of these
categories, proceed to the description of the effects of these
conditions.

REPRESENTATIVE BATTING AVERAGES
FOR WARIOUS HITTING ABILITY LEVELS

HA Level- Approximate HA Laval- Approximate

Single Hitters Batting Average Power Hitters Batting Average
5-0 120 P-0O* 120
§-1/2+* . 155 P=1/2* . 160
5-1 190 P=-1 L 200
5-2 L 230 P=2 .240
5-3 L2TO P=-3 . 275
5=4 . 300 P-4 .310
5-5 . 335 pP-5= . 360
S5-6% . AB0O P-&* 400
5=T* L4430 P=-T* 450
5-8* 480

(Mote that this chart provides averages for several hitting
ability levels that cannot be purchased during player
creation; many of these levels may be attained, however, as a
result of hot streaks or slumps.)

Hot Streaks - If a player gqualifies under the hot streak
aligibility reguirements, for his next 40 at-bats he will
use the Hitting result chart for the ability level one
higher than his "original® rating (i.e, P-2 would use the
P-3 chart, S-4 uses 5-5, etc.). If a player advances to a
P-5 or %5%-6 rating, these ratings are treated as die roll
adjustments of +5 to the P-4 and 5-5 results charts. (It
is possible 1in an extended hot streak for a player to
attain a temporary rating of P-& or 3-7; these ratings
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would be treated as a +10 adjustment to the normal Hitting
results an the P-4 and 5-5 charts).

Once a player has entered a hot streak, future series of
at-bats are evaluated in a somewhat different manner. AS
pefore, calculate the player’s batting average for these
at-bats, and compare the result to the Representative Averages
chart. The result will correspond to one of four conditions:

1) If the player’s actual average equals or exceeds the
listed batting average for the Hitting ability two
levels higher than his current (not original) Ability
rating, tha hot streak escalates; increase the player’s
currant rating one further level for the next 40 at
bats,

2) If the player’s actual average equals or exceeds the
listed batting awverage for the Hitting ability two
levels higher than the player’s original Ability rating,
but does not satisfy condition 1 above, the hot streak
continues:; continue to usa the current Hitting rating
for the next 40 at bats.

3) If the playar‘s actual average saxceeds the Ilisted
batting average for the Hitting ability two leveis below
his original Ability rating, but does not satisfy
conditions 1 or 2, the hot streak has ended; use the
player’s original Hitting rating for the next 40 at
bats.

4) If the player's actual average is equal to or less than
the listed batting average for the Hitting ability two
levels below his original Ability rating, the hot streak
turns into a slump; use the Hitting Ability rating one
below his original rating for the next 40 at bats, and
turn to the discussion of slump conditions.

A hot streak can continue as long as a player’s average
in each series of at-bats satisfies conditions 1 or 2 above:
thus 1t {5 possible for a player's current rating to become
ANy levals higher than his original rating. Howaver,
whenever a player fails to maintain conditions 1 or 2 in a
sarfies of at-pats, he returns to his original rating.

S5lumps reprasent the exact mirror image of hot streak
bonuses. If a player’s actual average falls 1n the slump
range, his original Hitting rating 1s reduced by one leval for
the next 40 at bats. Slumps can linger or escalate in the
same manner as hot streaks. Once 1in a slump, a player
comparas his current batting average to determine which of the
following four situations prevail:

1) If actual average is more than two levels below current
{rot original) Hitting rating, reduce rating one further
level for the next 40 at bats.

2) If actual average is more than two levels below original
Hitting rating, but not low enough to satisfy condition
1, continue to use the currant Hitting rating for the
next 40 at bats.

3) If actual average is less than two levels balow original
Hitting rating, but not more than two levels above the
ogriginal rating, the slump ends and the player reverts
to his original rating.

4) If actual average {1s more than two levels above the
original Hitting rating, the player moves into the hot
streak category, and follows the instructions preaviously
outl ined.
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e EXAMPLE bbbt

Nino Celada 18 rated as an 5-3 hittar at tha
start of the season. After his first 40 at-bats of
the saason, his batting average is .350;: this s
above the listed Representative Average for anm 5-5
(.335), =0 he is eligible for the hot streak bonus
and 1s rated as an 5-4 hitter for the next 40 at
bats. In order for his hot streak to escalate
further, HNino would have to egual or exceed the
Representative Average listed for an 5-6 batter (two
lavals above hiz current ratingl. If his avarage
for this period were between .335 and .379 (5-5
rating), the hot streak would be continued: Nino's
Hitting Ability would remain at 5-4 (his current
level) for another 40 at-bats. If Nino‘s average
for this period was between 181 and 334 {highsr
than an 5=1 rating but lower than an 5-5), the hot
streak would end and Nino would return to his
original 5-3 rating. Finally, {f Nino attained an
average of .190 or less in his next 40 at-bats, this
would place him below the Representative average for
the S5-1 category two lavels balow his oariginal
rating, and HNino would fall inte a slump; his
Hitting rating would decline to an 5-2 for his third
series of at-bats, and he would have to follow the
instructions on slumps.

I TiL - TiLL

Mid-Season Replacements (Optienal)

As the season progresses, some league teams may begin to
lag behind in the standings. The owner-managers may mutually
agrea at the beginning of the season to permit the possibility
of teams recruiting additional talent (in the form of rookies
brought wup from the minors) during the course of the season;
this will make it possible to improve the competitive balance
of the league. If this concept is accepted, esach team makes a
percentile die roll at the halfway point of the season. The
percentage chance that each team has of gaining additienal
recruits 1s equal to 10 = the position of the team in the
laagues standings (thus, the first place team would have a 10%
chance of receiving help, while an eaighth place team has an
BO% chanca). Each team which successfully earns resources
then makes a second die roll; the resuilt represents the number
of Bucks they have available to spend on upgrading new
recruits. Bucks obtained in this manner may be spent to
create one or more new players, following normal character
creation procedureas;: they may mnot be spent on existing
players. For esach player added to the roster in this manner,
a team must drop an existing player, to maintalin the roster
Timit of 25.
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If you've enjoyed this game, you'll want to latch on to
these other great products from the Gameleords catalog:

puel Arcane (PPO1) - Shape-changing mages engaged 1n
individual combat, wusing the forms of legendary and mythical
beasts. Each game 1{s fast-moving, as the advantage shifts
between players with each transformation. Fight as a leopard,
a manticore or a griffin = on your way to becoming the most
powerful wizard alivelll Just $3.85

Monday Merming Manager (MMO1) - You‘re the owner and
manager of a major Jleague franchise in this action-packed
challenge of baseball strategy. You select your team’s skills

in every detail - Jload your 1ine-up with power hitters - or
use your dollar resources to get the best pitching staff in
the majoers. Win the pennant!!! Just $4.85
Thieves’ Guild (TGO1) - Be a bandit on the King‘s
highroads - plan and execute a jewal robbery on the Street of
S{ik Veils - or steal scrolls and magic books from & scribe’s

shop. Both rules and adventures are provided in this exciting
game, which can also be used as a valuable aid by any referee

of FRP's., The first of a series!!l| Just $8.85

Thieves' Guild (TGD2) - More adventures and rules for
thieves and roguas. Brave tha dengers of mysterious
Shale-Chun. Just £5.85

If these games aren’t in your favorite retall store
already = (or if stealthy l1ittle kobolds have made off with
all the copies) - you can send an order directly to:

Gamelords Ltd,
iB616 Grosbeak Terace
Gaithersburg MD, 20760

{Include %$1.00 with all orders for shipping and handling -
Maryland residents add 5% sales tax.)
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Eitvations: o) Bases empty.

b) Runners in force position:
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c) Other: 2nd, 2nd & 3rd, 3rd.
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HITTING RESULTS
{Defensive monager reads resolts,)
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HIT & RUN RESULTS

| Single (5]
it

“BACC RESTCTSIAI=00 93-00 95-00195-00 94-00 9741

(May only be used in sitwations with a
runner present on ist, and ne runner en
2nd,
Eﬁfier HER = LR UL H AVERRGE 5 PO
'FTH s Tk e ST 3 WP R T T ]
ROGOYEER A AR R 20 NG G B L BT R U e R
[Tk e'FIgE [§1] THT=02"0L-05 " 0I-08T0i=03 "0i-07 " WI-TaToI-05"0f-10" 01
"F"" [T1 u I]_wt (21 T0I=22"06-30 "[9-40705-30"00-40_11=5 ‘;?-.?_{T:E [&=55
HLSSE Wing 13V T VE=aT =35 A=A TR A0 4150 S T=60 3852 "H5-E0 567
| Craund Out EI 12857 Io-bli 46-67TA1=6d Si-68 EI-75TCT-70 E1-75 7i-8
1a4-93 E1-92 68-94153-95 &5-95 TE-9h171-95 7h-95 Bi-96

 96-00 96~ 9741

(1) Batter ond runner on ist are owt; all other runners hold
{2} ALl ronners hold
(1) Runner on ist must try to steal 2nd wsing STEAL RESULTS below
(4) ALl runners wob ddvance 1 bose

(S} ALl renners may odvance & bases;
additional base vsing RUNMER ADY

batter may attempt to advance i
ANCEMENT RESULTS

STEAL RESULTS
‘E'r'—'srf"’ntrenmem (g ST el ] e e 55_E_§.1ELE,E-
= Kunner i5teal ErroriSteal ErroriSteal Error
(2 or lesk | 16 "o &1 b 'TZ‘“"‘?;"'
=i or 0 1.3 971 5% 9! 8 99
#H o 2 i 4 i o6k I o% M
opere 1 Th 991 B 991 99 0
[ 1E)] Ti4) )
% Where 'krrer’ is specified, see note (4} above; 'Error’ incledes

Wwild pitches, balks, and

errors

passed

balls, as well as threwing

OH-FIELD IWJURIES
(Seaconul Rules)

(-5% te +5%)
Eiceeding

i_Staming Linst

Hit batssan C(EL W)

' F‘Eu Result ury Lhange
Irrr = Out Eﬂi r';e elder)
P‘l- oble Hit - Uwt B (Fielder’

Prebable Hit - Bebble 3% (Fielder)
Leng Ball - Bobble

Lesund Ball - Errer
Funner Advance

3 (Fielder!
10X (fielder)
10X (fielder)
10% (runnerd
J0L (hatterd

4% {pitcher)
#Hi/batter




SAUEEZE PLAY RESULTS

iBay enly be wsed if renner on 3rd,
and/oer ether bnses.)

Batter SR = ! 1)1y DS R AE 29,08 o L IRA: i 1]
[ Plag % ﬂr+!ﬂ'1ﬂ€ .-2 T W v T SR A ST W 7T
Pesult A HiR = lless 0, 4 moreiless 0, 41 moreiless 0 +#1 more
Taible Eru& Ty "“:‘T[-EI‘I i sl mﬁrs B S v TSN e [
'FIeIier hoice 27 THA=34 " 00-30 {1=50 3-50_{B=SR111-ST 21-50_2b-£5

#ulf?‘at*lhnu_f__{!!‘.'__"ﬁﬁ? LR ES"'H:EE 8185 771 154-71 Fi0 EE-EI

LA CUUE Y L bo=94T59-81 "65-92 72-95174-91 Bi-95 B5=
[ “Bunf Single (7~ 185-110 ‘E‘ lﬂi R R -00 9707510 97-80" W*l]'ﬂ

i) Bgtter nnd renner at tst are oty all other runners mav adeance
1 base

{2} Leud ronner is eut®: all ather runners may advance | base
If citeation is lsi & Ird, lead runner 15 runner on ist; renner
on 3rd helds

13} ALl ronmers hold

(4) ALl other runners may advance 1 base

{5) Batter .s safe at {=1; all ether runners may advance i bose

SACK 1+ ICE RESULTS

iMay eniy be osed if ne ronner s
présent on e, |

SoNATT i T AT S .\ | SR I (T O R | A A
[ PTay ¢ Tefensive |-2 or -1, #3 ari-2 or -1, 1Er|rT'E s -1, ¥ or

Resplt % &rm il I ngg_“! _*3 nore Lgis 0, 1 moreiless 0. #1 nore
[ Tiable glag 17 1= 1-037 W0 Mi=02_9i-05106-02 0{=g5"0i-10
i T Ly 1 [ L [ R I R
[ Topawi/Sirikeont (30 10307 15=i1 {1-{7] F- (8 {3-27 16-35T{9-36 21{-47 2¢6- E
[T a1 Lsf (37 09-B5 17-94 13971995 75-07 Q=491 39-00 CO-99£(=
[ Runf Single 15 A6=00 9o-10 " 98-00T96-00 93-00__ [0 o=00 @0 -
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Fage

Page
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EERATA

Expenditures made to increase player abilities dp count
toward the minimum galary requirement of 4  Bucks
(contrary to the statement in the booklet). Thus, an
owner need only spend Bucks on minimum salaries for
players receliving less than 4 Bucks of oability
enhancement .

The rules for starting pitchers as relievers, and vice

verse, are presented in Chapter IV, pp. 25-2&, not
Chapter III.

Pitchers exceeding stamina limits == for each batter
foced in excess of a pitcher’s Stamina Rating, add +1
to his normal Pitching Rating.

Stenls option is discussed in Chapter II, p. 19.

Line-Up card Instructions -— Fut information indicated
in point i) under the 'HA’ column on the line-up card.
Fut information indicated in point 2) in the *SSp*
column; also, if a hitter has a non-zero SSP, which is
not in effect at +the start of a4 game because the
pitcher iz opposite-handed, put an asterisk (X) naxt to
the 0 in this column, and remember to change this

column Iif a pitching change iv made.

Due to space 1limitations, no sSeparate columns were
provided on the line-up card to indicate hit &
run/sacrifice abilities, If managers wish to keep this
information on the line-up card, it is suggested that
they use one plus sign (+) for Averaoge ability, and two
plus signs (++) for good ability, placing the Hit & Run

Rating in the Fielding column, and the Sacrifice Rating

in the Throwing Arm column,




¥ % M

N R

TEAM ROSTER

Taam MName : EC'I:HE%TEE LUHEEEJMKG

Flayer Name Pos :and Hitting Same Running Fialding|Throwing SI:rif1:n1 Hit&Run [Total
sed AT ity Si10e Spead |ADi1ity Arm AD111ty jADIT1ty [Cost
BUCK Costs of Extra s o/3fe/ o 14 Pgﬂ%lgv P/F/G/E[P/F/G/E |P/F/G/E P/a/G P/A/G
5k111 Levels *4 P 5/10/15/20 | L 1-10|o/2/4/8|0/3/6/9 |o/2/6/10| P 07377 | P o3zt | BDO
- @ach : s ofo/a |5 Of0/4
(arlos Reynolds C R PZ 240 10 -5 p|P b6 LG L|P O|P 0| 22
P26teve lochrame | € | L | S2Z 230 3| -16 0|F 2|F 3|F zla ola  oli10
Clecoy Pomilton | 1B [ L [ P2 200 10(|-5 5|P olF 3P  olP ola 3|21
9 Shane White B |R |52 23 3|5 o|F z|F 3|P OlA ol 4|12
% Hovrice Setle 28 |R [S3 1710 L |-5 O|F 2|6 LIF Z|A oclAa o]16
CRonatd (hrismon | 28 | R[St ;96 0 1-5 0|6 4|E 9|F 2 |A o|lA o0]I5
°7 Sapnley Hepke® 55 | L |52 a3, 3[|-5 Ss|F  2[E 9|6 LA 0lA 0|25
% Forcest Fagier | 55 (R |51 490 o5 olF 2[F 3[P O|A olA o] 5
% Julic Hernande2 | 38 (R (53 3% 6|0 G|F 2|F 36 LA 0|6 4|zt
P NoemanTyret |38 |R P10 5 o|P o|p olp o0[p 0fp 0[5
""Ockmds Hackimy| OF | R [P35 15|10 6|6 4|F 3|F  z|A 3|A 3|35
)P Bohannon *| OF | L [54 3w 10|10 0lE B[F z2|P ol 4|6 4|2
' Porey Blaek- [OF | R |53 23 &3 2|F zlp ole LIA 0|6 4|20
MEai Steff  |OP [R [53 o4, b1-5 ol 0lp OIF 2|6 4|A o1z
Csamweght | OF [ L |52 g% 3-8 2]F 2l6 tle ¢|lA olA o |19
16
17
168
19
20
Pitcher Name Type |BaselPitching Ftamma Control|Strik'out|Leng Ball[Pick[Fielding][Hitting[Total
& Cost| Rating Limit |Rating Rating Yield off Japility |AbB11ity|Cost
Hand Ratim Move
BUCK Costs of | RS/RR|0/2 {see took) P/A/G A/G H/&7L |&/G |PJF/GJE |5 S711
Skill Levels |LS/LR| 4/6 0/5/10| ©0/E _o/6/12 o2 lofafeds 1717428
"B Fwieker [R5 | 0 [-5 20| gle 10|A oA L|a olp Olsg © |44
PhmetdJaksn RS [ o [p 103 10la sla uw|ln o6 z|[F 36 0|3
* nior Washingten| LS | 4 |0 10032 blA 5]A o|lA  tlaolP olse O3
“Demier Lorrimore | RS | 0 [+4 3036 10]A S5|A OlA EAGIF 3¢ o]z
BTy bovder |15 |4 |- 12034 ale 106 L 12|Ac|le  b|e 0|59
?® lawrence ficenberg [RS | O 116 0 (28 3(A 5|A o |H 6{AOC|IF 3¢ 0N
2TBill Partee RS 10 j+b 2|2t z|P- 0la ©o|A tl|aolp ol ©Of10
28
%8l Bob Geedlett [ RR | 2 [0 20l7 3le 10l b M ole 2|F % O |5¢L
Oames ik [LR | b (o 5[8 4le w|la ola claolp olse o |31
Mibilyre Sreother [RR | Z 15 0|3 4]la 5o o ola off 3fse ol24
a2

P

ermission to Photocopy




Sele W S3 1
Bleek RF Eﬁ _*3.1»1
foboron. CF 54 ,;p.b\
Packinay LE P3 275}
Repnolds ¢ P2 2% 1
fowilion @ F2 .40

Heromdez 38 53 2T
Regke 5% 52,230

GB=4 5B
FB =1
ADvV=3
SACL =%
Hég=3
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