Football Manager 2

Guide and Instructions
by Kevin Toms
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The Match
(see Team Selection Contrals for detalls of how to pick the team).
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four paired slots on each screen show the man-to-man marking of
players. That is players in slots horizontally next to each other on a
sereen will mark each other during the match action.

The slot at the top of the screen contains your reserve players and

Allof your are li the sell player

check your squad. You will be able to sell a player Kyoumlund
an offer up to his displayed value will be made for tum if you do. If
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all play ¥
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16 BIT

(Atari ST, Amiga, [BM PC and
Compatibles)
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Select SAVE o masagement screen
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Press FIRE.
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marking,
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lesser skill.
For each half of the maich, all of the players in the twelve mazking
with a random
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is close, i Thus youcan
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of the start ol

of them by the way hthe skill of your players up
opponents with the man-to-man marking.

NB. If the marking players are close in skill they will probably
neutralise sach other, If the skills are significandy differert, the highest
will probably win and start an attack with the ballat hiz feet. A player
marking free space will probably start sn'ygeek from there, as the
game treats um as marking @ skill ratmg iyt

Players playing out of position. e.g. a Defender playmg in Midfield
will play as if they have a skill rating of only 2.

The goalkeeper's skill is a measure of his ability 1o save shots
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THE NEW GAME

Football Manager 2 is not just an improvement on Football Manager

1 - it is a complete re-write.

FM2 P FMI yot still b
made FM1 ' i haome

GAmEs ver.

1 have completely redesigned the graphics mazch action and the
tactics of team salection. Your team now plays to the style and
formation that you select and you can actually waich and assess the
performance of your individual players. There is skillful passing,
tackling, crosses, lobs into the net, diving goalkeeper saves, close
kmﬂ.dnumwn I:u:klnd—mh mhammﬁmeunm
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substitutions.

bl rour cutfield
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players on each of the three team selection screens. Thus you can
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Basically high passes mnpmdm-mkmmuhmhmum
halp 1o, say, bypass a weak midfield. Low passing will lead o closer
play.
Passing Length all d th Lamaths
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passing may suit a side with wingers.
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length or height

training will not have an added effect.

THE SEASON

Tmmﬂmﬁmmmmmmmmwr
through the Cups as far as you
at the end of the season is three up three down

SUCCESS
The aim of the game is to be as successful as possible and try and
mmmmmmmmcm However the game is

lay as long as you like,

NOTE

PLAYER ATTRIBUTES

Players have 5 attributes which are shown on the various displays:
Name - the players name is shown.

Shdll - in the ranges 310 8. This aff h. A
player owt of position e.g. adadeﬂdumanmunmndﬁﬂdphym
playing in goal will play with a skill value of
nu—-mullou.mnmdumdbvphminlmuchums
player receives knocks or injuries. A player who is rested in the
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of less than 50 is too badly injured to play.

The team selection sl direct] the fth which Pesition - G, D, M. A. As follows:-
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the horizontally adjacent slot will ¥ will play D

in the same zone. Haymmﬂaknmmu{ﬂnpmmm M Midfield Player

their own il there is no player vg that area. Note that thi R Aracker

of players allows you lo spot the parformance of individual players h Note a player playing

because you can identify them by their position. out of [ ffective (3 ¥ P
casy 1o ldemﬂvumhem -cmmm Lk 's slot
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4. Oppanents
The skill of your opponent’s players will dapend on who you are
playing against I!rmpmlmghlhammﬂnphym

skillhul reams as you advance. T
apponents than lowly teams.

and
o nk inclad :........ ,mmuumhm Fitness

i P e player's finess. They will pick up
market, Training stc mdﬂwn‘lﬂrlndmvhw
There i an endiess vanety of techiiques of playung tis game anxd o
I'm sure you will enjoy developing your own Football Management
style. 6. Full Team
T have worked very hard over many months 1o provide you with a ) L bef; Il b
very entertaining game. 1 hope you have many, many hours of selmnn meﬂﬁunhnmadlomckmmmm
enjoyment from Football Manager 2. gh i the team d a2 half

time.
QUICK START TO PLAYING
To get the bast out of the game you will need to study the foliowing
but to help you get into the game quickly | have 1. Playing Styles
b “*NOTE"* and During the Extra T i you can modify the

**NOTE END* *. Reading what is enclosed by these will give you the
basic guide 1o playing Football Manager 2.

CONTROLS
The whole game is controlled using joystick type movements as
follows.-

ACTION  JOYSTICK MOUSE KEYBOARD
U ur up Q
DOWN DOWN DOWN 5
LEFT LEFT LEFT 1
RIGHT RIGHT RIGHT P
FIRE FIRE BUTTON  RETURNENTER
The use of Joystick, Ms depend h

on which the game is played.
The game uses TRDOWNLEFT/RIGHT 1o select items using the
displayed pointer. FIRE s usad to confirm a selection.

ANOTE *+sssasssssssanrranssnssas

TEAM SELECTION CONTROLS
Team selection is carmed out over three screens depicting defence,
midfield and attack as follows:-

playing
mt&mlmmd’mﬂmuwmmmﬁm
Thuss your team or hi
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styles.

goal.
goalkeeper, Midfield players slots are mmmmu pitch
backdrop

value - 30,000 to 360,000, This is di by th s skill
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purchase and sale price.

NOTE END
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8. The Action AMSTRAD 464 (Cassetta) - Tezezdo
Each half of the match will consist of several action {See banere -
Playing Slill for details of b e (Camnuita) - Tioanc s ool .
continues until either the ball is cut of pla: is scored or 1. pramare &
. i S TAPE » juimers RETURN foi busce RUN" e 0 559

goalkeeper saves a shol.
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skill of players you h d and how you h

will visibly affect what happans!

9. The Home Team
This Home Team will ak by h playing from left 1o right,

10. Half Time

At Half Time you can bring on substitutes and alter your team
formation. This can be very useful, I'll give you an example:
Inona match | noticed that my team was doing badly in midfield and

64 (Dinc) ~
RETURN.

84 (Cansetta) - Terards prova: SO
banise RUNSTOP.

TMIAL ¢ prosece

nel drive & v acoenders  compase

ISTRUZIONI SALVATAGGIO 16 BIT
ISTRUZION] PER SALVARE FM2 §  (Mtar 5T, Aaniga, BN PC «
BIT COMPATIEILI)
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et v & 10

ml ; mwmmmmmz :m‘p,: wlﬂl‘ &Mmmm mh mmw“...: Iwas one down at half time.  moved one midhislder over 1o mark the P,
FIRE ouIT opponent’s most successful midfield player and moved another cut to woco durareve.
& Wi 30 x displapect - the wing to give some width to the midfield play, 1 also moved an
a) UPDOWN will scroll through your reserve players and pressing attacker e The T ocordar & henae = memallo & 10 seced
FIRE again will select one. iy g. The extra width in midfield allowed my —
b) LEFTRIGHT will 5 . » " o Iulmlgwmu\w‘mlmgﬂdphmmm
\F tacsioniif 11 playarsh 3 :—“Iw team won iy o,
3 Moving the pointer to an smpty £lot and pressing FIRE will transfer 3 Aeserics d contitors, se questo ¢ d pamo
the resarve player displayed at the top of the screen to that slot ~~ e h:::;::m
4. Pressing FIRE on a slot that contains a player selected will ransfer MATCH RESULTS m' "T.oa.won-u

him back 1o the reserves.

B. When team selection ends you will be allowed 10 select two
substitutes by scrolling URDOWN through your reserves and
pressing FIRE to select.

6. At half-time you will be able 1o alter your team and bring on
substinites.

7. Note that displa the acrual areas of the pitch
that each individual player will cover in your team

After your match either:

a) The other league results and league table will be shown.
b) The result ol your cup match shown.

e NOTE END

FLAYING GUIDE
At the start of the game you will be able to choose your team.

Sponsorship

At the start of each season you will be offered sponsorship. The
rmaxirmum is 50,000 per division {Le. Division 1 = 200,000). If you rejecy
a sponsor the chances of another offer depend on your managerial
rating {MR). A MR of 100 will give you a 75% chance of another offer
whilst & MR of 50 will give you a 50% chance. Il your MR is 26% or
less you will get no more offors.

i value
less than 50% mmnuudmdunﬁtmphy Players will accumulate
knocks when playing in matches, and possibly sustain Jong term
injuries. Players will recover their fitness gradually when rested from
match play.

FINANCE
This shows the profitability of your chub. If your club has a negative
bank balance. you will be sacked.
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high gate receipts.

Dbl e = stal ol samere Tranefor Market trading,

Fecaatl e o webal nf srmir Tranefar Market trading.
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IL NUOVO GIOCO

L'Allenatore 2, non @ solo una versione pofenziata dell’ Allenatore 1,

ma un completo rifacimento.

Allenatore 2 pmnli numerces Hovitd, ﬁ.spm alla pﬂml version,
tutte I

1 un enorme successo di vendite,

1 grafici delle azioni e le tattiche di formazione, sono siati
completamente ndmavm La tua squadra, adesso, gioca nello stile

enella

hpﬂmmdmnnquhummnc‘lwmmlm un'infinita di azioni,

raffinati, coptrasti,

in rede, tuffi del

poriere, marcature ad uomo, passaggi stretti, allunghi. Sulla versione
per macchine a 16 Bit, c'é perfino il Replay
1 i nelle tattiche, incl la ad
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