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The Stormfront Studios Baseball Design Team

Tony La Russa-Qakland's Manager since 1986, Tony has led them to
four division pennants and a World Championship in the last five years.
He also managed the pennant-winning White Sox team of 1983. He
was named American League Manager of the Year for 1992,

Don Daglow (front row, middle)~In 1971 Don was the first
programmer to simulate a complete major league baseball season on a
computer, and he has spent twenty years refining baseball simulations
for Intellivision, Electronic Arts and SSI. He founded Stormfrent
Studios in 1988

Mark Buchignani (far left)-Formerly a game programmer for
Intellivision, Mark has spent four years working on the La Russa
Baseball system, serving as lead programmer on this carendge.

Hudson Piehl (sccond from right)-The leader of Tony La Russa
Baseball development for the PC, Hudson provided the stats and
physics for the Sega version

David Bunnett (second from lefi)=A co-founder of Stormfront Studios,
David has done graphic design for theatrical films and computer games
for over a decade

David Clemons (far right}~1David's works have been shown at AMI
EXPO, the Mill Valley Film and Video Festival, and the National
Education Film/Video Festival.

TONY LA RUSSA BASEBALL

- WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Still  pictures or images may cause penmanent picture-tibe
damage or mark the phosphor of the CR'T' (television
- screen). Avoid repeated or extended use of video games on
- large-screen projection televisions.
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Command Summary
Directional Start Button

Pad (D-Pad)

i o - e
(Buttons)

The table on the next page outlines the most important commands
in Tony La Russa Bascball. Other command instructions are given
on the appropriate screens or cited in the manual.
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MENU SELECTION

A B (&
Cancel / Returm Select menu item
to previous screen

BATTING /BASE-RUNNING

A+D-Pad B+D-Pad C (before pitch)

Lead off Adjust batter’s Show signs menu
stance in box

A C (after pitch)

Attempt steal

Swing bat

PITCHING AND
A

DEFENSE
B+D-Pad L/R
Adjust pitcher’s
stattce on mound

C (before pitch)

Show signs menu

C (after pitch is
selected)
Throw a strike

C (during play)
Dive /jump for ball

C+D-Pad (after
ball is canght)

Throw ball to selected
base

MENU SELECTION
Start

Accept Choices/
Go fo next screen

D-Pad

Up/ Down—highlight
menu item
Left/Right—toggle
settings

BATTING/BASE-RUNNING
Start

Show game play
options

D-Pad

Select swing/options

from signs menu

Run (return to) base

PITCHING /DEFENSE
Start

Show game play
options

D-Pad (1st press)
Select pitch

D-Pad (2nd press)
Aim/deliver pitch




Welcome to Tony La Russa Baseball

In a few moments you'll be playing the most realistic
professional baseball video game ever to reach the
marketplace. Not only does Tony La Russa Bascball
allow you to participate in all aspects of professional
baseball, but it provides all the players from the 1992
season with which to do it. Every player in the game
has his own unique skills and tendencies which
influence his performance on the field. Of course,
your coordination and experience will have a lot to
do with how your team’s players perform, if you
choose to pitch, bat, run, and throw.

In addition to the all the athletic features of the game,
‘Tony La Russa Baseball allows you to manage with the
same cunning and daring as a real professional
manager. And you can do all of this in the context of
a full season, a partial season, an exhibition game, or a
playoff tournament. To top it off, you can create
custom Allstar teams from the rosters oft all the
regular teams. And that’s not all, but there’s not
enough room here to talk about all the features
included in the game. So power up, page through the
manual, and you’ll find yourself in the most realistic
baseball world outside of the ballpark.

Batter Up: Starting the Game

FIELD TYPE

. DESIGNATED HITTER MO
ERRORS FOSSIBLE  YES
SEE EVERY EITCH  YES

SEE LINEUPS

5 - ™
1. Turn OFF the power switch on your Sega
Genesis.™
Never insert or remove a game cartridge when the
power is on.
2. Make sure a Controller is plugged into the port
labeled Control 1 on the Console.

3. Insert the game cartridge into the slot on the
Genesis. Press firmly to lock the cartridge in place,

4. Turn ON the power switch.

™ :
The EA Sports  logo will appear. If you don’t see it,
begin again at step 1.

5. If you want to play right away, press Start uncil the
playing field appears.




GAME SET-UP

PLAY MODE: PLAY A GAME}

FISITING TEAM:
HOME TEAM:

VISITOR MODE:
HOME MODE: SEGA PLAYS
sAME ST : SIMULATION

There is a great variety of ways you can customize
Tony La Russa Baseball to make it more or less difficult
and realistic.

Play Mode

The play mode options allow you to play a single
exhibition game, resume a saved game, go through an
entire season, or make up your own All Star teams.

See pages 47-60 for instructions on Load Saved
Game, Season Play and Choose Allstars.

Team Selection

Any two teams can compete against each other
regardless of league, but a team cannot play against
itself. When two people are playing head-to-head,
the plaver with controller 1 is always the home team.

* D-Pad up/down to highlight Visiting Team or
Home Team.

= D-Pad left/right to toggle through all the available
teams, including All Star teams.

Visitor/Home Modes

There are four different mode options which govern
the varying degrees of control available for the teams
you've selected. *

Sega Plays
If you want to watch the computer play against itself]
choose this option for both teams.

You Manage Only

If you'd like to manage one (or both) of the teams,
and let the computer control the batting, fielding, and
pitching, choose this option for one (or both) of the
teams. As manager, you set the lineup, make all
substitutions, position the fielders, and give all the
batting and pitching signs.

You Play

If you want to manage your team and control all the
actions of the players, including pitching, fielding,
batting, and base-running, choose this option.




Sega Fields

If you want to manage your team and control all the
actions of the players except fielding, choose this
option.

Head-to-Head

To play head-to-head against a human opponent,
make sure YOU PLAY oOr SEGA FIELDS is selected for
both HOME MODE and VISITOR MODE.

Game Style

The Game Style options allow you to make the
mechanics of the game more difficult or less difficult.

The Game Style settings don’t effect the way the
game looks on the screen, just the probabilities for
success in the various game play areas.

Arcade Play

Arcade play makes the pitching and the defense a
little easier to beat. The offense will tend to get more
hits, runs, and stolen bases than is usual in the pros.

Simulation

Simulation style play approximates the difficulty
inherent in professional baseball. Hits, runs, and steals
won’t come easily, and the final box score and player
statistics will probably look like those you find in

the pros.

PLAY A GAME

Once you've selected your teams, your play modes,
and your play style, you're ready to establish the
ground rules and make your lineup.

* Press Start.

GROUND RULES /LINEUPS

FIELD TYPE [

DESIGHATED HITTER
ERRORS F IBLE
SEE EVERY PITCH

LINEUPS

Before the players take to the field, the managers must
agree on the ground rules and exchange lineups.
Select options on the Ground Rules screen in the
same way you selected options on the Game Setup
screen.
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Field Type

There are three types of fields you can play on, and
each one has its own specific attributes that will effect
game play.

Grass

Grass generally favors the fielders. Ground balls don’t
skip so sharply off the bat, and they slow down more
quickly, giving the fielders more time to reach them.
However, on bunts and slowly hit ground balls, grass
will favor the batter, since the fielders have to wait
longer before the ball reaches them, giving the
runners more time to reach base.

Astroturf

Astroturf generally favors the batters. Ground balls
skip sharply off the unnatural surface and sometimes
make it through the infield before they can be
fielded. But on bunts and slowly hit grounders, the
astroturf favors the fielders, often robbing the batter
of what would otherwise be an infield hit.

Dome

Domed stadiums use astroturf fields. The dome itself
effects fly balls, since the dome keeps out the wind. In
general, fly balls carry further in domed stadiums than
they do in open-air stadiums, but their flight is easier
for the outfielders to judge.

Designated Hitter

If you want the pitchers on both teams to bat, then
select ‘NO’ for this option.

If you want to insert a non-fielding batter in the
lineup, and therefore avoid the challenge of managing
around the pitcher’s spot, select “YES’ for this option.

Errors Possible

It’s impossible to anticipate fielding errors, and they're
sometimes the difference between winning and
losing. If you decide to choose “YES’ for this option,
your actions with the controller will neither increase
nor decrease the likelihood of an error occurring. So
if you decide to allow for errors, don’t blame yourself
or the powers-that-be when one happens to your
team. By the same token, when one happens to your
opponent, there’s no good reason to hoot and jeer.
It’s simply a roll of the dice.

If you choose ‘NO’ for this option, no errors will
occur, and everything that happens in the game will
be as a result of you and your opponent’s skill or lack
thereof.

See Every Pitch

The option not to see every pitch is available only
when the computer is managing both teams, or at
least one human player has chosen the Manage Only
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option. It is not available if a person has selected *  D-Pad down to highlight SEE LINEUPS.
either the You Play or Sega Fields option. o Press C.
If you choose “YES for this option, each batter starts The starting pitcher and the recommended starting

at a 0-0 count and faces as many pitches as it takes for lineup are listed at the top of the screen, and the

- : ] p alternate plavers are accessed through the bench
him to get a hit, receive a walk, strike out, or be put e &

and pitchers menus.
out.

* D-Pad down to highlight BENCH or
If you choose ‘NO’ for this option, each batter faces PITCHERS:
only one pitch per at-bat. That pitch determines the

E o TPress (e
outcome for that at-bat.

To replace a player, follow the instructions below.

See Lineup

Tony La Russa Baseball provides each team with a
solid starting lineup based on the most commonly
used lineups from last year, but you can change that
lineup as you see fit before play begins.
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PITCHING AND DEFENSE

Tony La Russa Baseball allows you to manage your
pitcher and vour fielders as strategically as an actual
baseball manager.

Pitch Selection

Every pitcher in Tony La Russa Baseball has four
pitches, including a fastball, a curve ball, and a
change-up. The fourth, or “special” pitch is either a
slider, knuckler, sinker, forkball, or split finger
fastball.

The four arrows on the blue instruction box indicate
the arrows on the 1>-Pad with which you select your
pitches.

FRSTEBLL®
. CLERE E
 CHAHGCE

S L IDER

S IGHMS

¢ D-Pad up for a fastball.
*  D-Pad left for a curve.
* D-Pad right for a change-up.
¢ D-Pad down for the special pitch.

Pitch Location

The pitcher’s position left-to-right on the rubber
affects the general location of his pitches. You can
adjust the stance of the pitcher before each pitch. At
the end of each at-bat, the pitcher returns to the
center of the rubber.

* Hold B and press the D-Pad left/right to move
pitcher left/right.
After you set your pitcher’s stance, you have to
decide precisely where to deliver the ball: high and
tight, low and in, low and outside, etc. The D-Pad
begins the delivery and determines the relative
location of the pitch. The longer you hold down the
D-Pad the more effect it will have on the location of
the pitch.

High-left

Left

Low-left Low-right




*  Press the D-Pad in any of the above positions to l
aim and deliver the pitch. MR L
* Press C to deliver the ball straight across the plate. HLD BPUN+

* Press C to bring up the
i PCH OUT+# B
Pick-Off Move SIGNS menu.
The pitcher can attempt to pick off the lead runner. If INT HLK®
you're playing with errors on, there’s a chance that MANAGER+ * D-Pad up to hold the
he’ll make a bad throw, allowing the runner(s) to LRI
advance. DOHE C
*  Press A to attempt a pick-off of the lead runner. ] Pitch Out
Play Off Bag The pitch out delivers the ball high and outside, so

that the catcher can glove the ball coming out of his
crouch. This gives him a better chance of throwing
out a runner attempting to steal. So, if you think a

When there’s a runner on first base and the other

bases are empty, your first baseman will automatically
play on the bag, ready for the pick-off move. If yoi runner i likely to steal, you might want to pitch out.
want the first baseman to return to his normal fielding
position, select the “play off”” command. « Press C to bring up the SIGNS menu.

* Press C to bring up the SIGNS menu. « D-Pad left to pitch out

* D-Pad up to play off the bag. Intentional Walk

Hold Runner Managers sometimes intentionally walk dangerous
batters 1 tight situations so that the pitcher can face a
less threatening batter. When first base is empty and
there’s a man on second, intentionally walking a

When you have a runner or runners on base and you
want one of the fielders to cover the bag, use the
‘HLD RUN’ command. The ‘Hold Runner’
command is the same as the “Play Off” command,
since they counteract each other. Think of it as an

runner is often advisable, since it creates a force out
on all the bases and opens up the possibility of a

double play.
on/off toggle. o
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Coach
*  Press C to bring up the SIGNS menu.

* D-Pad right to walk the batter. RANC ISCO PITCHING COACH

Manager

Tl]ﬁ M;magcr menu

COACH + allows you to obtain

information about the

EULLPEHN® players and make

changes on the field.
DEFENSE®

* Press C to bring up
POSITH " the siGns menu. I’.

* D-Pad down to
DONE C bring up the i who offers you his report on the status of the current

pitcher. Beneath the Pitching Coach Report are the
pitcher’s current game stats, and beneath those are his
stats from last year. Any pitchers warming up in the
bullpen are also listed, along with their stats.

I'he Coach option brings up your pitching coach,

MANAGER menu.

Finally, you see the names and the stats of the batter
at the plate and the batters “on deck” and “in the
hole.”

*  D-Pad up for the PITCHING COACH screen.

* Press A to go to the BULLPEN screen.




Bullpen

The Bullpen screen displays a list of your idle relief
pitchers, the current pitcher, and any relievers
warming up. In addition, the screen shows the
condition of the pitcher on the mound and the
reliever(s) warming up, as well as a picture of any
pitcher already sent to the showers.

It’s a good idea to warm up a reliever before sending
him to the mound. The condition of the reliever
appears in the space below his icon. A reliever placed
on the top line of the “Warming Up’ box appears on
the left side of the bullpen. A reliever placed on the
second line appears on the right side of the bullpen.
Typically, a reliever will start out “cold,” then get
“warm,” and eventually grow “tired.” It’s best to use
a reliever soon after his status changes to “warm.”

22

You can go to the Bullpen directly from the Manager

menu.
*  Press C to bring up the SIGNS menu.

* D-Pad down to bring up the MANAGER menu.

D-Pad left to go to the Bullpen.
« Substitute pitchers as described on page 15.

Defense

T A AT

DEFENSE

* Press C to bring up the SIGNS menu.
« D-Pad down to bring up the MANAGER menu.

»  D-Pad right to go to the DEFENSE roster.




The defense screen displays the names of all your
players who are not pitchers. The starting line-up
appears at the top of the screen, and the players on
the bench appear at the bottom.

In the green column on the left edge of the starters
rosters are the defensive positions (and the designated
hitter’s slot). You can substitute any player on the
bench for any player on the field, regardless of the
substitute’s preferred position.

Similarly, you can shift around the players already on
the starters roster to play whatever positions you want
them to. For example, if you wanted Deion Sanders
to replace Damon Berryhill at catcher, and you
wanted the backup shortstop, Rafael Belliard, to play
center field, first you would select Deion Sanders,
then go up and select Damon Berryhill, and then go
down and select Rafael Belliard. Such a move would
get most managers fired before the inning was over,
but you can do it if you want to.

When you take a player out of the game, he cannot

return.

See pages 61-65 for a complete list of the
abbreviations in the game.

Positioning

POSITIONING

LELD DEPTH

"O-FAD TOGH AT v TON 70 SELEC

The positioning menu allows you to arrange your
fielders anyway you’d like to. Of course, there are
certain risks involved, and success and failure are the
only ways of knowing whether or not you made the
right move. In general, though, the more you know
about your opponent’s batters—their abilities and
tendencies—the better you'll be able to anticipate
their performance.

The fielding positions default back to normal at the
beginning of every at bat.

*  Press C to bring up the SIGNS menu.

* D-Pad down to bring up the MANAGER menu.




» D-Pad down to go to the POSITIONING
menu.

*  D-Pad left/right/up/down to highlight a
positioning option.

» iPBress @ to selectithe option:

*  Press Start to accept the change/B to cancel.

Infield Depth

The deeper you position your infielders, the greater
their range, and the harder it is for the batter to
knock the ball past them. But positioning your
fielders deep makes it harder for them to gun down a
runner trying to score from third.

Outfield Depth

Adjust your outfield depth according to the power of
the opposing batter or to the situation on the bases.
For example, if the game is tied with one out in the
bottom of the ninth and there’s a man on third,
you're almost forced to bring your outfielders in,
since a deep fly ball will automatically score the
tagging runner.

Infield Shift

Right handed batters generally hit the ball to left side,
and left handed batters generally hit the ball to the
right side. To compensate for this tendency, you
might want to shift the infielders. ‘Ex1’ stands for

26

‘Iixtreme’. The more you know about an individual
batter, the better you’ll be able to decide whether to
call for a normal shift or an extreme shift. The cuarD
(iNEs option keeps the 2nd baseman and the shortstop
in their normal positions, and puts the 1st and 3rd
baseman on the their respective foul lines.

Outfield Shift

Use the outfield shift in the same way you use the
infield shift—to compensate for individual batters.
You'll notice the GUARD ALLEYS option. This option
positions your left and right fielders away from the
lines, toward the power alleys.
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Ad

FIELDING AND THROWING I'he Sega will automatically activate the fielder nearest

I 1 he ‘S : : - . to the ball with the yellow outlined star. The white
fyou select “(‘ Sega Fields’ option onqthe.Mam circle shrinks as the ball gets closer to the field.
Menu, you don’t have to worry about fielding. If you

o ¢ 3y 2 2 - o = % -
select the “You Play” option on the Main Menu, +  Move the fielder toward the center of the white

rou’re responsible for fielding . :
you're responsible for fielding. circle with the D-Pad.

Fly Balls

+  Press C if you want to dive or jump for the ball.

Tracking Circle Fly Ball Outhial 8 NOTE: The umpires in Tony L‘,u Russa Baseball call
Gives Chase pround rule doubles and the infield fly rule.

Throwing

When the ball flies off the bat into the air, a white
circle appears on the field. The larger the circle, the Fielder with the Ball Runner
higher the altitude of the ball. The white circle ¢
indicates where the ball is going to drop. The circle ‘ When a fielder has the ball, the yellow outlined star
becomes a solid yellow. Now the fielder can throw

will drift as the wind pushes the ball, changing its % h
the ball. The infield window at the bottom of the

destination.
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screen shows the position and movement of the bases * Hold B and press D-Pad up/down/left/right to

runners. _ reposition the batter in the batter’s box.
2nd Base
halleod Swing Selection
B
f’/ \\\'
3rd Base —\“‘ "’: —1st Base

"\\:\\ L N GF: MAL The swing selection box

SRS .

gives instructions on how
to select the various types
of swings. Once you
select a particular type of
swing, the pitcher will
deliver the pitch.

Home Plate

*  Press the direction on the D-Pad that corresponds
to the base you want to throw the ball to, then
press C.

* Press C to throw the ball to the cutoff man (from
the outfield) or the pitcher (from the infield).

Normal
BATTING AND BASE-RUNNING A normal swing is the most common swing used by
batters. When you select a normal swing, the batter
You have to hit the ball and run the bases to score tries to get a hit according to his natural abilities. He
runs. Many variables determine whether or not a makes no attempt to do anything unusual.
batter gets a hit.
% *  D-Pad up for a Normal swing
Batting Stance
Power
I'he power swing asks the batter to swing extra-hard
at the ball. If he connects, the ball will travel faster
and go farther, but the chance of his connecting at all
is somewhat decreased. Power hitters tend to strike
out more often than normal hitters.

Each batter begins his at-bat in the center of the
batter’s box. You can move him anywhere in the box
that you like. The batter’s position in the box will
affect his ability to hit a pitch and the location and
flight of the ball when he makes contact.




-

* D-Pad left for a Power swing.

Contact

A contact swing calls for less power than a normal
swing in an effort to make contact with the pitch.
The contact swing increases the probability that the
batter will connect with the pitch, but the chance
that the ball will carry past the infield is reduced. The
contact swing is often used when you want to
advance a runner on a sacrifice.

* D-Pad night for a Contact swing.

Bunt

The bunt is an extreme form of the contact swing,

Here the batter holds out the meat of the bat and

waits for the pitch to strike it. There’s no chance that

the ball will make it out of the infield, but if the ball ]
is bunted properly the chances of advancing a runner

are good.

* D-Pad down for a bunt.

Hitting the Ball

In hitting, timing is everything; but before you can
test your timing, you have to test your eye. There’s
no point in swinging if the ball is too far from the
strike zone.

* Press C to swing the bat

Walks

Don’t swing if the ball looks like it’s not going to
cross the plate. If the ball doesn’t cross the plate, the
umpire will call the pitch a ‘ball.” Four ‘balls” results in
a ‘walk’ to first base.

Strikeouts

['hree strikes and you’re out. If you hit the ball and it
lands out of play, it’s considered a foul ball. A foul is
counted as a strike if the batter has less than two
strikes against him. The third strike must be a swing-
and-a-miss or a “called” strike.
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Base-Running umpire to call the batter out. Then advance your
runner in the manner described above if you think

you can beat the throw. The computer will control
any other runners,

Leading Off
[iefore any pitch, you can have vour lead runner take
i lead off his bag.

Infield box shows base runnzrs

The computer controls all runners who are forced. If Press and hold the A button.

the ball is hit in the air and there are fewer than two
outs, the lead runner will hold until the ball lands in
fair territory. If the ball is hit on the ground, the lead
runner and all other forced runners will run to the )
next base.

Press the D-Pad arrow corresponding to the base
toward which you want your lead runner to lead
off. The longer you hold down the D-Pad, the
longer a lead the runner will take.

I'here’s a maximum lead-off a runner can take. If the
runner takes too long a lead-off, the opposing pitcher
will attempt a pick off.

If you don’t want to wait until a ball hit in the air
lands in fair territory, you can command the lead
runner to advance. You can also command the lead

runner to go back to a base. i
* To get back to the bag, press and hold the A

+ Press the D-Pad arrow that corresponds to the button and move the runner back with the D-Pad.

base you want the runner to advance
Stealing

Y ou can command your lead runner to attempt a steal
atter the pitcher begins his wind up. It’s a good idea
to take a lead-off before you attempt to steal.

(or return) to.

Tagging Up

The moment a fly ball is caught, runners are allowed
to advance. This is called “tagging-up.” The
computer will not tag-up for you automatically.

+ Press and hold A and then press the D-Pad in the
direction of the base you want to steal.

To tag up, wait for the fly ball to be caught and the
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Hit and Run

()1 a steal or a double steal attempt, the batter does
"ot swing when you're playing in Sega Fields or You

Manage Only mode. If you want to swing the bat on

The runner will take off running as the pitcher
delivers the pitch, and usually the catcher will attempt
to gun him down.

A steal attempt, you must give the Hit and Run sign.
When you give the Hit and Run sign, the runners
will take off automatically on the pitch so you are free

If you’re playing in the You Manage Only mode,
select the Steal option from the Signs menu and the
computer will do the rest.

10 swing.
Double Stealing : :
You can command runners on 1st and 2nd base to * Press C to bring up the Signs menu.
steal at the same time by first going to the Signs
1D-Pad right to give the Hit and Run sign. The

swing selection menu will reappear automatically.

menu.

* Press C to bring up the Signs menu.
Move the lead runner off the bag as described

~» D-Pad left to give the Double Steal sign. The above to increase your chances.

swing selection menu will reappear automatically. ) - . _
Select a swing to begin the pitcher’s wind-up.

* Move the lead runner off the bag as described

/ St ;
above to increase your chances. Press C to swing the bat as the ball crosses the

plate.
* Select a swing to begin the pitchers wind-up.
If the batter hits the ball in the air and you think one
* D-Pad left (3rd base) and press A. ol the fielders might catch it, you must send the
runners back to their respective bags or they’ll be
thrown out. If your runner touches the next base

If you're playing in the You Manage Only mode,
without tagging up, he will be called out.

select the Double Steal option from the Signs menu
and the computer will do the rest.

* DD-Pad night to send the lead runner back to his
bag. Other runners are controlled by the
computer.



If you're playing in the You Manage Only mode,
select the Hit + Run option from the Signs menu

* Press C to select that player.

and the computer will do the rest. + D-Pad down to the player on the At Bat line.

Pinch Hitting + Press C to replace that player with the one alrecady

selected.

SAN FRAMNCISCO PINCH HITTER

+  Press Start to accept the change/ B to cancel.

At the end the inning (or half-inning) the pinch hitter
witomatically plays the position of the batter he
replaced. If you'd rather have a different player play
that position (this is often the case), you'll have to go
to the Defense screen from the Manager menu and
substitute for that position. (See page 23.)

Pinch Running

‘When your team is batting, you can elect to replace

MILMAUKEE FINCH RUNMER

i ams

any batter with a player off your bench. The batter
who was replaced cannot return to the game.

* Press C to bring up the Signs menu.
* D-Pad down to bring up the Manager menu.
* D-Pad up to bring up the Pinch Hit screen.

* D-Pad up/down to highlight a player on the
bench.
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GAME PLAY OPTIONS

The same rules apply for pinch runners as for pinch
hitters. The player who is replaced hits the showers
and the pinch runner assumes that player’s position in
the field.

EE PI ST 1‘5“ i
SHOW BA G ORDER
START 1IN NT REPLAY

* Press C to bring up the Signs menu.

* D-Pad down to bring up the Manager menu.

AUM OFF FIELD SLOW

HORHAL EED PLAY
* D-Pad left to bring up the Pinch Hit screen. R s
£ ME HO

*  D-Pad up/down to highlight a player on the
bench.

* Press C to select that player.

I'he Game Play Options Screen allows you to access

2 r AT i g " - = 4
* D-Pad down to the player on the On Base list player information and make a variety of adjustments

who you wish to replace. (0 the game.
* Press C to replace that player with the one already
selected.

*  Press Start to bring up the Game Play Options

screen.
* 1)-Pad up/down to highlight options.
+  Press C to select options.

+  D-Pad left/right to toggle settings (Run Oft Field
speed and Play speed).
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See Batter Stats Pitcher Statistics

+ Highlight See Batter Stats and press C. * Highlight Pitcher Stats and press C.

This screen provides the current batter’s statistics and I'his screen provides the current pitcher’s statistics and

ratings based on his last year’s performance. For an ratings based on his last year's performance. For an

explanation of all the abbreviations and categories, see explanation of all the abbreviations and categories, see
the glossary on pages 61-63. the glossary on pages 61-65.
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Show Batting Order Start Instant Replay

. Highlight Batting Order and press C. I'he instant replay feature is available in all modes

except when you choose Season Stats in the Season

The batting order screen shows the compete batting Mode.
order of both teams. The player currently at bat is
highlighted, and a check mark appears in the column + Highlight Start Instant Replay and press C.

to his left.
I'he field appears with a VCR-style control box at

The next player scheduled to bat for the team in the the bottom of the screen. Follow the instructions on

field has a check mark in the column to his left. the screen to replay the last at-bat.

Runners on base are labeled with “1st,” “2nd,” or

“3rd” in the left-hand column. * Press and hold A to rewind the film.

You cannot make changes to this screen. * Press and hold B to advance the film in slow
motion.

* Tap B to advance the film frame-by-frame.




* Press C to advance the film at normal speed. Load Saved Game

['o return to the saved game, simply select Load
Saved Game from the Play Mode on the Game Setup
wreen. You’'ll be right back where you left off.

*  Press Start to return to the game.

Run Off Field Fast/Slow

This feature allows you to speed up or slow down the Quit Game Now

transitions between innings and half-innings. _ ; -
I'his option returns you to the Game Setup screen. If

+D-Pad left/right to toggle between settings. you haven’t saved your game, it will be gone forever.

Normal Speed/Superfast Play SEASON PLAY

l'ony La Russa Baseball allows you to participate in a

This feature allows you to determine the rate of play.

Normal Speed approximates the speed of an actual d
p 2 3 full 162 games season, an abbreviated 81 game season,

rofessional game. Superfast Play is about twice that : A .
P > & p 4 and a variety of customized formats. You can play or

fast. If you find that hitting is too easy in Normal

atcl rame of the season or just a few select
Speed, you should try Superfast Play. b J

games. The first thing you need to do is to select the

1 ! length of the season.
*  D-Pad left/right to toggle between settings.

Save Game Now

PLAY MODE: [

If you want to save the current game for later, select
this option. If there is already a saved game on the i o
- ! . . SEE STATISTICAL LEADERS
cartridge, the computer will warn you that saving the ; : NDINGS
current game automatically overwrites the previously

saved game, so be advised.

HEH SEASDHN: 162 GAMES




*  Press C to select options on the Season Play menu,

See Statistical Leaders

The Statistical Leaders Screen ranks the players in
order of statistical performance in a variety of
categories. Each catagory has its own column, and the
columns are chosen with a square blue cursor.

Note: 1D-Pad up to make sure the cursor is activated.

STATISTICAL LEADERS

= I

» D-Pad left/right to move cursor from one column
heading to another.

*  Press C to highlight that column.

*  Press A for more statistical categories.
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I'he options at the lower half of the screen are
swlected in the same manner as described above,
cxcept there is no blue cursor.

You can rank all the players in one league, both
lcagues, or one team. You can rank the teams i one
lcague or both leagues. You can see only the stats
penerated in the simulation, or look at the stats that
came with the game.

['he instructions at the bottom of the screen should
he sufficient to help you explore the various options
available on the Statistical Leaders screen.

New Season

['he computer automatically chooses a 162 game
schedule, but if you want the play the abbreviated
schedule or one of the other formats, highlight New
Season and toggle over to the desired option.

When you start a new season, the computer
automatically deletes any old seasons stored on the
cartridge.

162 Games

['his is the standard professional schedule, in which
cach team plays 162 games before the playoffs. There
are more than 2100 games in total, and you can play
them all if you like.
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81 Games
This is simply a shortened version of the full season.

1 Game/Opponent
This option sets up a schedule in which each team
plays every team in its league only once.

2 Game/Opponent
This option sets up a schedule in which each team
plays every team in its league twice.

4 Game/Opponent
This option sets up a schedule in which each team
plays every team 1in its league four times.

4 Team Playoff
This option sets up a playoft schedule in which four

teams of your choice (two from each league) compete

in a best 4 out of 7 tournament.

The winners of the first round play each other in a
best 4 out of 7 series for the championship.

When you select this option, the computer will
prompt you to select American Playoff Teams.

PLAYOFFS
BALTIMORE ——

* Press Start when you’ve selected the desired teams.

Next the computer prompts you to select National
Playoff teams.

* Press Start when you’ve selected the desired teams
to return to the Season Play menu.

At any time, you can press B to cancel.
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RESERVING GAMES

There are two ways to reserve the games you want to
play (or manage, or simply watch).

Season Schedule

LEAGUE

The season schedule allows you to check off a game
or games for any day(s) of the season. The games you
check off are reserved for you.

Follow the instructions on the screen to check off
games and toggle through the different dates.
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Team Schedule

HEDULE ~ SEPTEMBER

I'he team schedule allows you to check off specific
pgames on any one team’s schedule. The games you
check off are reserved for you to play.

Follow the instructions on the screen to check off
pames and toggle through the different dates.

Play Today’s Games

Once you've selected the type of season you want
and checked off the games you want to participate in,
it's time to get the ball rolling. If you're continuing a
season, Today’s Games are the next un-played games
on the schedule.

* Highlight Play Today’s Games and press C.




If you do not have a game checked off for today, the
computer will bring up the League Standings (or
Playoft Results) screen.

The computer automatically generates the results for
the scheduled games. It takes about one minute to
generate the results for one day’s games.

* Press and hold the Start button to exit the League
Standings screen.

If you've checked off one or more of Today’s Games,
the computer will present you with the league
schedule for today. The game you checked off is
automatically highlighted, and you cannot un-check
the game.

* Press Start to bring up the Game Setup screen.

Here you select Home and Visitor Modes and the
Game Style.

¢ Press Start to go to the Ground Rules/Lineups
screen.

Special Feature

The Season Play mode allows you to keep the stats
tor all the games played in that season. If you want to
keep the stats, highlight the Special Feature option

and toggle over to See Season Stats.

the game is
. 50 be careful not
to keep the stats.

ngs, the checked

@ant ; after a power-

("hoosing Season Stats disables the Instant Replay
feature. If you'd rather have the Instant Replay
option, then choose it as your Special Feature.

Play to Checked Game

I you want the computer to play all the games up
until the day of your next reserved game, select the
PPlay to Checked Game option.




The league standing screen will reappear, and the
day-by-day outcomes of all the games preceding your
next checked game will be generated gradually.

When the computer reaches a day on which you
have a game checked, the Season Play menu will
reappear with the Play to Checked Game line still
highlighted.

* D-Pad up to highlight Play Today’s Game.
* Press Start to bring up today’s schedule.
The game you checked is highlighted.
"+ Press Start to bring up the Game Setup menu.

Manager Options

The manager options screen allows you to check out
the stats of all the pitchers and players of all the teams
in the game, as well as set all the lineups and
rotations.

The Player Rosters, Defensive Line-up, Batting
Order, Pitching Staff, and Pitching Rotation screens
are the same as those already described. The beauty of
this screen is that you have all the teams at your
disposal at once. The lineups, batting orders, and
pitching rotations reflect the typical choices of the
team’s actual manager.

+ Highlight choices and Press C to select.
*  Press Start to accept your changes

*  Press B to cancel the changes and return to the
default settings.

« Select ASK TONY LA RUSSA to find out what
he would do; it might be different from the default
settings.

Choose Allstars

I'ony La Russa Baseball comes with pre-selected Allstar
teams, but you can assemble your own Allstar teams
as vou see fit. To assist in this process, the program
offers you general statistics and expanded statistics for
every player.

PLAY MODE: = CHOOSE ALLSTAES

CHOOSE FO
CHOGSE F
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*  Select Choose Allstars from the Play Mode.

One of the two Allstar teams is already highlighted. If
you want to create a new roster for the other Allstar
team.

*  D-Pad down to highlight the Allstars team in the
Choose For line. D-Pad left/right to select the
other team.

Next you must choose the team that owns the player
(or players) that vou want for your Allstar team.

* D-Pad down to highlight the team on the Choose
From line, and then D-Pad left/right to find the

team from whose roster you wish to select .

*  Press Start.

+ Follow the on-screen instructions to replace a
player or players already on the Allstar roster with
a player or players on the selected team.

You can check out all the available statistics for the
players on either team by highlighting one of the
players on that team.

* Highlight any player and press A.

Fach player has a file containing his expanded statistics
from last year and his performance ratings in 9 crucial

dareas.




* Highlight a player and press A to see his expanded
statistics.

Your Allstar team must contain 12 pitchers and 18
fielders/batters. Repeat the above instructions until
you have assembled the team you want.

*  Press Start when you’ve finished assembling your
team.

* Press B to cancel the changes and restore the
default Allstars.

The easiest way of comparing players on different
teams is to go to the Statistical Leaders screen from the
Season Play menu. See page 48 for more on Statistical
Leaders.

GLOSSARY OF ABBREVIATIONS

Player Roster

P—7Position
C—Catcher
1B—First Base
2B—Second Base
3B—Third Base
SS—Short Stop
LF—Left Field
CF—=Center Field
RF—Right Field
DH—Designated Hitter

DU—Days Unavailable

B— Batting hand
R—Right
L—Left
S—Switch Hitter

AB—Number of At-Bats last year
HR—Number of Home Runs last year
SB—Number of Stolen Bases last year
BA, AVG—Batting Average last year

Batting Statistics

G, Games—Number of games played
AB, At Bat—Number of times at bat
R, Run—Number of runs scored

H, Hit—Number of hits
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D, Double—Number of doubles
Triple—Number of triples
HR—Number of home runs
RBI—Number of runs batted in

BB-—Number of base-on-balls (walks)
SO—Number of strike outs
SB—Number of stolen bases
CS—Number of times caught stealing

Tot—Total average
vs L—DBatting average versus left handed pitchers
vs R—DBatting average versus right handed pitchers

Bat—DBatting
SA, Slug—Slugging Average (hitting for power)
OBA, OB—On Base Average

Put Out—Number of runners put out
Assists—Number of assisted put outs
Errors—Number of errors committed

F/Avg 1—Fielding average at primary position
F/Avg 2—Fielding average at secondary position

Performance Ratings

All the players are rated numerically from 1-12 in
cight categories. The higher the number in a given
category, the better the player is in that area.
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Speed—Player’s running speed
Power—Player’s batting power
Bunt—Player’s bunting skill

H+R—7Player’s hit-and-run ability

R, Range—Player’s fielding range

A, Arm—Player’s arm accuracy and strength

C, Clutch—The clutch rating indicates the player’s
likelihood to put the ball into play with runners in
scoring position.

Injury—The injury rating indicates a player’s
resistance to injuries. The higher the rating, the less
likely the player is to become injured. While players
do not suffer injuries during game play, the will get
injured in season mode, and the injury will be
reflected in their statistics.

Streak—All the players in Tony La Russa Baseball
have Streak ratings of “A”. “A” means that the
players are consistent year round.

Pitcher Statistics

The top line of the pitching statistics screen gives the
basic information on the player. The first item,
“DU?, stands for “Days Unavailable”. After a pitcher
pitches, he must rest for four days. Also, pitchers can
get injured.




Note: In Season Play, games whose results are
generated by the computer do not disqualify the
pitcher from starting the next day.

DU-—Days Unavailable
4R—R esting four days
JR—NResting three days
2R—Resting two days
1R—Reesting one day

B—Batting hand
T—Throwing hand
P—Position

W-L—Won Loss record

Won—Number of games won

Lost—Number of games lost

ERA—Eamed run average

G, Games—Number of games in which he appeared
Starts—Number of games started

CG, C Games—Number of games completed
Shutout—Number of shutouts

Saves—MNumber of games saved

IP, Inng—Number of innings pitched

H, Hits—Number of hits allowed
HR—Number of home runs allowed
BB—Number of bases-on-balls (walks) allowed
K, SO—Number of strikeouts

HBA, Opp Avg—Hitters’ (Opponents’) batting
average
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Tot—Total average of opposing batters
vs L—Total average of opposing left-handed batters
vs R—Total average of opposing right handed batters

Bat—Datting
SA, Slug—Slugging Average (hitting for power)
HOBA, On Base—Hitters’ On Base Average

Performance Ratings

All the pitchers are rated numerically from 1-12 in
five categories. The higher the number in a given
category, the better the pitcher is in that area.

Contrl—Ability to control the accuracy of the
pitches

Veloc—Velocity of the fastball

Endur—Endurance

Bunt—Ability to lay down a bunt

Injury—Resistance to injury
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ELECTRONIC ARTS LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this Electronic
Arts software product that the medium on which this computer
program is recorded is free from defects in materials and
workmanship for a period of ninety (90) days from the date of
purchase. This Electronic Arts software program is sold “as is,”
without express or implied warranty of any kind, and Electronic
Arts is not liable for any losses or damages of any kind resulting
from use of this program. Electronic Arts agrees for a period of
ninety (90) days to either repair or replace, at its option, free of
charge, any Electronic Arts software product, postage paid, with
proof of purchase, at the Electronic Arts Warranty Department.
This warranty is not applicable to normal wear and tear, This
warranty shall not be applicable and shall be void if the defect in
the Electronic Arts software product has arisen through abuse,
unreasonable use, mistreatment or neglect.

LIMITATIONS - THIS WARRANTY IS IN LIEU OF ALL
OTHER WARRANTIES AND NO OTHER
REPRESENTATIONS OR CLAIMS OF ANY NATURE
SHALL BE BINDING ON OR OBLIGATE ELECTRONIC
ARTS. ANY IMPLIED WARRANTIES APPLICABLE TO
THIS SOFTWARE PRODUCT, INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO
EVENT WILL ELECTRONIC ARTS BE LIABLE FOR ANY
SPECIAL, INCIDENTAL, OR CONSEQUENTIAL
DAMAGES RESULTING FROM POSSESSION, USE OR
MALFUNCTION OF THIS ELECTRONIC ARTS
SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied
warranty lasts and/or exclusions or limitations of incidental or
consequential damages so the above limitations and/or exclusions
of liability may not apply to you. This warranty gives you specific
rights, and you may also have other rights which vary from state to

state.
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RETURNS AFTER WARRANTY - To replace defective
media after the ninety (90) day warranty period has expired, send
the original cartridge to Electronic Ares’ address below. Enclose a
statement of the defect. your name, your return address, and a
check or money order for $20.00:

Electronic Arts

Customer Warranty

P.O. Box 7578

San Mateo, California 94403-7578

If you need to talk to someone about this product, call us at (415)
572-9448 Monday through Friday between 8:30 am and 4:30 pm,
Pacific Time.

In Australia and New Zealand, contact: Electronic Arts Pey.
Limited, P.O Box 539, Ashmore City, Queensland, 4214,
Australia, Phone: (075) 911 388

Unless indicated otherwise, all software and documentation is
©1993 Electronic Arts. All Rights Reserved.

EA SPORTS and Electronic Arts are trademarks of Electronic Arts,
Licensed for Sega Enterprises Ltd. for play on any Sega Genesis
systeni. Sega and Genesis are trademarks of Sega Enterprises Ltd.
Officially licensed by the Major League Baseball Players Association
©MLBPA. Tony La Russa’s name and likeness are used under
license from Sports Advisor Group. STATS is a trademark of
Sports Team Analysis and Tracking Systems, Inc.

* BASKETBALL * FOOTBALL * HOCKEY * GOLF * BASEBALL * BASKETBALL »

Ron Barr, sports anchor,
EA SPORTS

Emmy Award-winning reporter
Ron Barr brings over 20 years of
professional sportscasting
experience to EA SPORTS. His
network radio and television
credits include play-by play and
color commentary for the NBA,
NFL and the Olympic Games.

In addition to covering EA SPORTS sporting events, Ron hosts Sports
Byline USA, the premiere sports talk radio show broadcast over 100 U.S.
stations and around the world on Armed Forces Radio Network and
Radio New Zealand.

Barr's unmatched sports knowledge and enthusiasm afford sports fans
everywhere the chance to really get to know their heroes, talk to them
directly, and discuss their views in a national forum.

Tune in to SPORTS BYLINE USA
for the ELECTRONIC ARTS

SPORTS TRIVIA CONTEST for a
chance to win a free EA SPORTS
game. Check local radio listings.

10:00 p.m. to 1:00 a.m. E.T
9:00 p.m. to 12:00 a.m. C.T.
8:00 p.m. to 11:00 p.m. M.T.

ELECTRONIC ARTS 7:00 p.m. to 10:00 p.m. P.T.

>
W
4
Y
o]
I
.
-
-
<
m
W
0
g
o
.
'S
.
o]
Y
“
>
L
4
%)
]
I
.
-
-
t
o
=
o}
(o]
L
-
-
<
1]
=
w
¥
0n
<
m
-l
-
<
ul
W
0
<q
m
.
'8
-
Q
0
>
W
X
)
o]
L
.
-
<
o
m
k
Q
"

= ATMDOH » TIVE3SYH » 47109 « AGMDOH « TIVEL004d » 71IVELIMSYE » 11vE3SVYE » 47109 + ASXMO0H = 111V8.1L004

* BASKETBALL * FOOTBALL * HOCKEY « GOLF *» BASEBALL * BASKETBALL




B oy

WE'VE GOT YOUR NUMBERS!

Over the past 13 years, STATS, Inc. has served most
of the teams in Major League Baseball. We also
provide statistics for Earl Weaver Baseball, Tony Lo
Russa Baseball, Roisserie Baseball and many other
haseball gomes and funtasy leagues all over fhe
country.

For the haseball fan, STATS publishes some of the
most comprehensive stafistic books available plus
monthly and yeor-end statistical breakdownson
paper or disk that cover hitting, piiching, calching, 2
baserunning, fielding and more. ;

The STATS 1993 Major League Handbook, Minor
League Handbook and Player Profiles provide
baseball fans with complete career statistics and o
breakdowns for every player updated through the end of Ihe 1992 seson. The
Scouting Report: 1993 offers complete reports on more than 700 players
complete )mlh hitting and pitching charts. |

Computer users with modems can access Ihe STATS computer for information
with STATS On-line. If you own a computer with @ modem, there is no other
source with the scope of baseball information that STATS can offer.

Itis the purpose of STATS, Inc. to make the best possible sports information
available to oll inferests: Funs pluyers ieams and media. Fur more information
write fo:

STATS, Inc
7366 North Lincoln Ave.
Lincolnwood, 1L 60646-1708

SPORTB
vacsl"m
EYS'TEM& INC.

366N Lincoln, Lincolnwoed, ILW 1708

...or call us ot 708-676-332 2. We can send you
a STATS brachure, outlining all of our products, books and services.




