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COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light patterns or flashing lights. Exposure to certain
patterns or backgrounds on a television screen or while playing video
games, including games played on the PlayStation 2 console, may induce
an epileptic seizure in these individuals. Certain conditions may induce
previously undetected epileptic symptoms even in persons who have no
history of prior seizures or epilepsy. If you, or anyone in your family, has an

epileptic condition, consult your physician prior to playing. If you experience .

any of the following symptoms while playing a video game — dizziness,
altered vision, eye or muscle twitches, loss of awareness, disorientation,
any involuntary movement, or convuisions — IMMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD
type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherials not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your
warranty. Only official or licensed peripherals should be used in the
controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

e This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.

Do not bend it, crush it or submerge it in liquids.

Do not leave it in direct sunlight or near a radiator or other source of heat.
Be sure to take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.
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MEMORY CARD slot 2 |
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USB conneclor
S400 LLINK conneclor
controller port 1
controller port 2

Set up your PlayStation®2 computer entertainment system according to the
instructions in its instruction manual. Make sure the MAIN POWER switch (located
on the back of the console) is turned on. Press the RESET button. When the power
indicator lights up, press the open button and the disc tray will open. Place the
High Heat™ Major League Baseball® 2002 disc on the disc tray with the label side
facing up. Press the open button again and the disc tray will close. Attach game
controliers and other peripherals, as approprate. Follow on-screen instructions and
refer to this manual for information on using the software.

If you wish to load or save information during play, insert a memory card (for PlayStation®2)
with at least 1500KB of free memory in MEMORY CARD slot 1. It is advised that you
do not insert or remove peripherals or memory cards (for PlayStation®2) once the
power has been turned on.




L2 button ‘ R2 button
L1 button e\ ,_ | R1 button
SONY Ay—
Directional e r'n o |IED (©)
buttons X ‘
AL )J ! j |
' | _ — /N button
Left analog stick ' l
(L3 button when pushed down) O button
SELECT button !
. button
ANALOG mode switch - A W
START button (] button

Hight analog stick
(R3 button when pushed down)

———
MENU CONTROLS
Unless otherwise noted onscreen or in this manual:

The # and ¥ directional buttons are used to move between menu items.
The #® and % directional buttons are used to change the values of some menu itéms.

Use the €3 button to accept and continue.
Use the @ button to go back to the previous screen.

NOTES
Analog Controller Support: the analog sticks on the DUALSHOCK™2 analog
controller is not supported for directional control in High Heat Major League Baseball
2002 However, vibration can be turmmed ON and OFF in the Preferences Menu.

NOTE: More in-depth control information can be found in the “PLAY BALL!" section

on page 13.
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PITCH SELECTION

Select pitch type D ® O ® or R1 button
Align infield directional button + L1 button
(hold the directional button first)
Align outfield directional button + L2 button
(hold the directional button first) '
Pitch legend on/off SELECT button

Move pitcher on mound 4 or # directional button + R2 button
(hold the directional button first)

PITCH DELIVERY

Pitch a strike &3 button + directional button
(directional button for location)
Pitch a ball @® button + directional button
(no directional button = random ball target)
Pitchout ®) button
Pickoff first L1 button + ® button
Pickoff second L1 button + @ button
Pickoff third L1 button + @ button

|

DURING PITCH SELECTION

Guess pitch type L2 button + €9, @, &, @, R1 button
Practice swing 9 button + directional button
Square to bunt @ button + directional button

|

DURING PITCH DELIVERY

Swing &3 button + directional button
Bunt @ button + directional button

Use the directional button to aim swing or bunt.

To check your swing, release the &3 button before the bat crosses the plate.
o swing through, press and hold the €3 button.
N ————— e

BASERUNNING |

Lead L1 button
Retreat lead R1 button
Advance ® button
Retreat ® button |
Stop @ button

Use the directional buttons to specify a runner, otherwise the command applies
to ALL baserunners.
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Move active fielder directional buttons

’ Jump &3 button
Dive €3 button + the directional button
Change active fielder A button

Throw to first ® button
Throw to second @ button
Throw to third ® button
Throw to home &9 button
Throw to relay man H1 button
Cut off throw @®. B, €3, or ® button (after throw begins)
Run to base L1 button
Run to specific base L1 button + directional button
(use the directional button to specify a base)
Run towards runner L2 button
Run to specific runner L2 button + directional button
(use the directional button to specify a base)
Catcher pickoff L1 button + @ or @ button after the pitch
begins (1st or 3rd bases only)

VIEW STADIUM/CAMERA CONTROLS

Tilt # or ¥ directional button

Pan 4 or # directional button

Move forward @ button

Move backward @ button

Strafe horizontally @ button + the 4+ or # directional button

Strafe vertically ® button + the # or ¥ directional button
Zoom L1 or R1 button

Exit START button
Accelerate hold the L2 or R2 button
Switch to VCR controls SELECT button

REPLAY VLR

Exit START button

Play/Pause &3 button
Step forward 1 frame ® button or # directional button

Step backward 1 frame ® button or  directional button
Fast forward 10 frames R1 button or ¥ directional button

Fast backward 10 frames L1 button or 4 directional button
Switch to camera controls SELECT button




ALTERNATE

CONTROLS

ALTERNATE PITCHING

PITCH SELECTION

Select pitch type &3 button + directional button
(see onscreen pitch legend)
Align infield L1 button + directional button
(hold the directional button first)
Align outfield |2 button + directional button
(hold the directional button first)
Pitch legend on/off SELECT button

Move pitcher on mound 4 or # directional button + R2 button
(hold the directional button first)

PITCH DELIVERY

Pitch a strike &3 button + directional button
(the directional button for location)
Pitch a ball ® button + directional button
(no directional button = random ball target)
Pitchout ® button
| Pickoff @ button + directional button
ALTERNATE THROWING §
Move active fielder directional button
Throw to first €3 button + # directional button
Throw to second 2 button + # directional button
Throw to third 6 button + * directional button
Throw to home @ button + ¥ directional button
Throw to relay man 3 button or R1 button
Cut off throw &9 button
(after throw begins)
Run to base ® button
Run to specific base _@ button + directional button
(use the directional button to specify a base)
Run to runner ® button
Run to specific runner @ button + directional button
(use the directional button to specify a base)
Catcher pickoff @ button + directional button after the pitch
| begins (1st or 3rd bases only)




EXHIBITION

Play a single game using any of the 30 regular MLB or two All-Star teams. See
- “EXHIBITION PLAY" on Page 8 for details,

SEASON

p Play a season using from one to all 30 of the MLB teams. See “Starting a Season”
on page 17 for more information. Player stats are updated as the season progresses.

_ALL-STAR GAME _

Go directly to the All-Star Game featuring the American League and National League
All Stars.

_PREFERENCES

Adjust volumes, controller configuration, view credits, save preferences, and load
preferences.




EXHIBITION

PLAY

An Exhibition game allows two players to compete against one another, one player
to play against the CPU or the CPU to control both teams so you can sit back and
watch. To start an Exhibition game:

1. Select Exhibition from the Main Menu screen.

2. Select teams.

3. Use the default game settings to go right into action, or you may customize
your game with the many Game Options and Team Options to choose from.

. Use the ® and # directional buttons to switch between Home and Away teams.

. Use the # and ¥ directional buttons to change teams.

. Or press the @ button for random home and away selection.

. Press the &3 button when you have the teams you want, or press the @ button
to go back to the Main Menu.

& W =

CONTROLLER ASSIGN

1. Use the * and # directional buttons to assign your controller to either the Home
or Away team, or leave it in the middle to have the CPU control the team.

2. Use the # and ¥ directional buttons to change your skill level from Rookie all
the way up to Hall of Famer.

_GAME MENU

From the Game Menu, you can access the following menus, or just press the €9 button
to play ball!

* Lineup

* Bullpen

* Team Settings

e Game Options

e Stadium Select

STADIUM SELELTY

1. Select *"STADIUM" on the Game Menu.

2. Use the ¥ and # directional buttons to scroll through any of the 30 MLB
stadiums.

3. Select the stadium you wish to play in by pressing the &3 button.

You can customize your starting lineup, bullpen, and player positions. Before the
game begins, you can move players around in the starting lineup, or swap them
back and forth with players on the bench.
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STARTING LINEUP & BATTING DRDER

Before the game begins, you can use the Lineup screen to change the starting lineup
and batting order.

1. Select "SWAP PLAYER" to switch places in the batting order, or “SUB PLAYER”
to bring In a new player in place of another.
. Use the directional buttons to highlight the player to swap or substitute.

. Press the €3 button to select the player.
. Highlight the player to switch in the order or substitute.

. Press the €3 button (press the @ button to cancel the selection).
. The players have switched or have been substituted in the order specified.

o bW

MAKING POSITION CHANGES
To change a player’s position on the Lineup screen:

1. Select "SWAP" POSITION.
2. Highlight the player whose position you want to change and press the €3 button
(to cancel the position change, press the @& button).

3. Next, highlight the second player, and press the € button again.
4. The positions for both players swap.

SUBSTITUTIONS

During the game, you can use the Lineup screen to bring a position player in from
the bench,

Press the START button to display the Pause Menu, then select Team Options.
Select “LINEUP”. The Lineup Screen appears.

. Select “SUB PLAYER".

. Highlight the player to substitute.

. Press the &3 button (press the @ button to cancel the selection).

. The list of available players on the bench appears.

Highlight the player to bring in.

Press the €3 button.

The new player from the bench appears in the lineup in place of the first player.

OO NOM & 0N =

If you bring in a pinch hitter for your pitcher, the Bullpen screen appears at the end
of the inning and forces you to select a new pitcher. After you have selected your
new pitcher, you must place him in the pitcher's spot (P) in the order. If you place
him anywhere else in the order, you will be performing a DOUBLE SWITCH.

DOUBLE SWITCH: You will notice that when you pinch hit for the pitcher, at the
beginning of the next inning, the new pitcher can be placed anywhere in the batting
order. Whichever player is highlighted will be the player who is removed when you
press the €3 button. It is important to note that if you choose to place your pitcher in
any spot in the order other than the original pitcher spot, whoever pinch hits
assumes the fielding position of the player who was just replaced.




STATS
To view a player’s stats for right or left-handed pitchers on the Lineup screen:
Highlight “SPLITS". \

Press the €3 button.
The player’s stats against left-handed pitchers appear.

Press the €3 button again.
The player’s stats against right-handed pitchers appear. ;

S i o A

To view a player’s career statistics, on the Lineup screen:
1. Highlight “STATS".

2. Press the €39 button.
3. The player’s career statistics appear.

To view the opposing team'’s stats on the Lineup screen:
1. Highlight the opposing team’s abbreviation at the bottom of the screen.

2. Press the €3 button.
3. The opposing team’s lineup appears with that team'’s stats.

Before the game begins, you can use the Bullpen to change your starting pitcher.
Select “BULLPEN" and the Bullpen screen appears.
Select “CHANGE PITCHER".

Use the directional buttons to highlight the desired pitcher.

Press the €3 button to bring him into the game (or press the @ button to cancel
the substitution).

=

During the game, you can use the Bullpen to bring in a relief pitcher.
. Press the START button to display the Pause Menu.

. Select “TEAM OPTIONS". The Game Menu screen appears.

. Select “BULLPEN" and the Bullpen screen appears.

. Select “CHANGE PITCHER".

Use the directional buttons to highlight the desired reliever.

Press the €3 button to bring him into the game (or press the @ button to cancel
the substitution).

O MhAWN =

DOUBLE SWITCH: If you replace your pitcher when the Designated Hitter rule is
not in effect, the new pitcher can be placed anywhere in the batting order.
Whichever player is highlighted will be the player who is removed when you press
the €3 button. It is important to note that if you choose to place your pitcher in any
spot other than the original pitcher spot, whoever pinch hit will assume the fielding
position of the player who was just replaced.
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BATTING CAMERA

This changes the camera angle when your team is up to bat. HIGH positions the
camera above strike level and a little behind the batter. LOW positions the camera
right behind home plate.

FIELDING CAMERA
This can be set from VERY LOW to RANDOM, and is used when your team is
fielding the ball.

ACTION CAMERA MODE
Turn the Action Camera to ON and the camera cuts to close-ups on diving catches,
jumping throws, etc.

CONTROLLER CONFIG

Set your controller configuration independently for fielding and pitching from one of
two different configurations. See “Pitching” and “Throwing” in the “CONTROLS”
menu on pages 4-5.

CONTROLLER VIBRATION
When a DualShock™2 analog controller is detected and this is set to ON, vibrations
will occur when your batter hits the ball.

PITCHING
When set to AUTOMATIC, the CPU takes over your team'’s pitching.

FIELDING
When set to AUTOMATIC, the CPU controls the outfielders up to the moment that
the ball is caught.

THROWING
When set to AUTOMATIC, the CPU takes over the defense until the end of the play.

RELAY MAN
When set to AUTOMATIC, the CPU decides when to use the Relay man on long throws.

BATTING
When set to AUTOMATIC, the CPU takes over hitting.

BASERUNNING
When set to AUTOMATIC, the CPU controls your baserunners.

SUBSTITUTIONS
When set to AUTOMATIC, the CPU makes all of the player substitutions for you.

DEFENSIVE ALIGNMENT
When set to AUTOMATIC, the CPU controls the alignment of your infielders and
outfielders.
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GAME OPTIONS

INNINGS
Set the number of innings in a game from one to nine. Extra innings are always \
played if the score is tied at the end of the game. |

DESIGNATED HITTER

BOTH means that the DH rule is on for both teams. NONE means that all pitchers
must bat, regardless of what league a team is in. AL ONLY means only the American
League teams have the DH rule in affect. NL ONLY means only the National League
teams have the DH rule in affect.

AUTO REPLAYS
Select how often the game shows a replay. Choose from NONE to MANY.

GAME PACE
Choose from FASTEST to SLOWEST game pace.

TIME OF GAME
Choose to play in the DAYTIME or at NIGHT.

WIND
Toggle the wind ON and OFF.

GUESS PITCH

Aftect the batter's chances of getting a hit. When this is ON, the batter is allowed to
guess at the upcoming pitch. See “Guessing the Pitch” on page 14 of this manual
for how to guess the pitch.

BATTER WALK-UP
Choose ON to see the batter walk up to the plate, or OFF to skip it.

ERRORS
Turn errors ON and OFF. When ON, your fielder might drop a fly ball or your shortstop
may muft a high-hopper.

PITCHER WARM-UP
Turn this option ON and you will need to warm-up your relief pitcher in the bullpen
before bringing him to the mound. |

VARIABLE UMPIRE
Toggle ON or OFF. Turn this option ON and the umpire's strike zones vary from game
to game.

MOUND VISITS
This is useful when you need time to warm-up your pitcher. Visit the pitcher more
than once in an inning and you will have to replace him.




PLAY BALL?

The pitching examples in this section refer to the default controls. For alternate
pitching controls, see “ALTERNATE CONTROLS" on page 6.

d
The process of throwing a pitch has two steps:
1. Pitch Selection.
" 2. Pitch Delivery.
PITCH SELECTIODN
Before the Pitch is thrown:
* The infield and outfield can be realigned.
* The batter can guess what pitch is going to be thrown or get squared to bunt.
* The pitcher can select the type of pitch.
There are nine different authentic TruPitch™ pitch types in High Heat Major
League Baseball 2002: The Change-up, Knuckleball, Curve, Split-finger Fastball
(Splitter), Forkball, Sinker, Slider, Screwball and the Fastball.
To select the pitch type, press the D ® @ . or R1 button according to the
pitch you want to throw. (If you select a type that your pitcher doesn’t know,
he shakes it off by moving his head back and forth.)
Your pitcher comes set and awaits instructions on where to throw the ball.
PITCH DELIVERY
At this point you can either:
e Pitch to the batter.
* Try to pick off a baserunner.
To choose where you want to try to have the ball cross the strike zone:
e Press a directional button + the €3 button (if you don’t press the directional
button, the pitcher throws the ball down the middle of the plate).
-
To try to throw a “ball” intentionally:
e Press a directional button + the @ button (if you don’t press the directional
button, the pitcher throws the ball in a random location).
!

The accuracy of the pitch placement depends on your pitcher’s real life abilities.
For example, a pitcher that is known for his good control and ability to “paint” the
corners will have more accurate pitches in relation to your pitch location
selection. A pitcher that is known for his lack of control will have less accurate
pitches in relation to your pitch location selection.

PICKING OFF BASERUNNERS

After a pitch selection is made and the pitcher comes set, you can throw to any
base in order to try to pick off the runner by pressing the L1 button, plus the
button that corresponds to the base.

| E— i e’\
_ | _ .




CHANGING FIELDER ALIGNMENT

You can set your infield and outfield alignments before the pitcher selects a pitch type.
To align the infield, press and hold the directional button and press the L1 button.
To align the outfield, press and hold the directional button and press the L2 button. \

PITCHER FATIGUE

In the Pitch Key is a fatigue level indicator that shows how your pitcher is holding up.
Over the course of the game your pitcher tires and the Fatigue Bar changes. When

your pitcher gets tired, his pitch control and speed degrade considerably. You should
seriously consider bringing in a reliever from the Bullpen. (See “Bullpen™ on page 10.)

SWINGING THE BAT

To swing the bat, press and hold the €3 button. Be sure to keep the €3 button held
down through the entire swing.

AIMING THE BAT

When a pitch is thrown, you can aim your bat using the directional buttons. To swing

at a certain location after a pitch, use the €3 button and press and hold
the corresponding directional button to swing. The better your aim, the better
the contact will be, and the better the chances of getting a good hit.

CHECK AND PRACLTICE SWINGS

To “check”, or stop your swing, release the €3 button before the bat crosses the plate.
To get in a practice swing before the pitch, press the directional button to determine

the angle of your swing and the level of your bat, then press and hold the €9 button.

BUNTING

To square around and get set to bunt, press and hold the @ button. To change the
bunt angle and height, keep holding the @ button and press the directional button to
adjust your bat position.

GUESSING THE PITCH

It is possible to increase your chances of getting a good hit on a pitch by correctly
guessing what pitch type a pitcher will throw. Guessing a pitch can only be done :
during the pitch selection before the pitcher goes into his wind-up.

To quess the pitch:

1. Press and hold the L2 button.

2. Press the button on the controller that corresponds to the pitch you think the
pitcher is going to throw next.

3. A brief sound plays to acknowledge that you guessed a pitch.

{ 14 )
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_FIELDING _

The Fielding examples in this section refer to the default controls. For alternate
fielding controls, see "ALTERNATE CONTROLS" on page 6.

RETRIEVING A BALL

When the ball is hit, a tracking outline appears on the field and indicates where
> the ball will land. The fielder nearest the ball automatically activates and an outline
appears around him.

MAKING THE PLAY

After catching or picking up the ball, you may run freely using the directional buttons,
throw the ball to any base by pressing the corresponding base button on the controller,
or move your fielder with the “run to...” commands. By pressing the L1 button and the
corresponding directional buttons, you can run to any base. You can run to any runner
by pressing the L2 button and the corresponding base directional button.

BASERUNNING

The controls for advancing and stealing are the same. Stealing can only be done
during the wind-up and pitch. Advancing is done after the ball is in play.
* To steal or advance all runners, press the @ button.

* To steal or advance a specific runner, press the @ button plus the directional
button that corresponds to the runner’s base.

* To retreat all runners, press the @ button.

» To retreat a specific runner, press the @ button plus the directional button
that corresponds to the runner’'s base.

VO TITES

During the game, use the START button to pause the game. When the ball is in
play, the game will simply display the “Paused” text. To reach the Pause Menu,
pause the game when the ball is not in play. From here you can;

e Return to Game.

* Choose Team Options to make substitutions or change your options (see the
“Lineup” and “Bullpen” sections on pages 8-10).

* Visit the Mound.

) * Change the Defensive Alignment.

* View the Stadium.

* Replay the last play (see page 16.

* Access the replay VCR (see page 16).

* Change the amount of Replays shown.

* Change the Game Pace.

* Change the Batting cam setting.

e Change the Fielding cam setting.

* Change the Audio settings.

* Access Miscellaneous Options (see “Miscellaneous Options™ below).

* Quit the game.




To access the Game Menu, select TEAM OPTIONS. For details on how to make
offensive or defensive substitutions, see the “Lineup” and “Bullpen” sections on
pages 8-10.

MISCELLANEOUS OPTIONS

The options that are accessible from the Pause Menu include:
* Batter Walkup, togale ON/OFF.
* Pitch Preview, toggle ON/OFF.
e Umpire Text, toggle ON/OFF.
* Strike Zone Display, toggle ON/OFF.
* Umpire Zone Display, toggle ON/OFF.

INSTANT REPLAY

This option allows you to replay the last play on the field. You can set the number of
replays the game automatically shows on the Game Options screen. For a complete
list of instant replay controls, see “View Stadium/Camera Controls” in the “CONTROLS™
menu on page 5.

REPLAY VLR

Analyze the last play, step by step by using the replay VCR. For a complete list of
Replay VCR controls, see “Replay VCR" in the "CONTROLS"™ menu on page 5.

ALL-STAR

GAME

Choose to go directly to an All-Star Game featuring the American League and
National League All Stars.

SETTING UP AN ALL-STAR GAME

1. Select “ALL-STAR GAME” from the Main Menu.
2. The All-Star Teams Select Screen appears.

3. Use the ® and # directional buttons to switch control from the American League
to the National League.

4. Use the 4 and ¥ directional buttons to select a skill level.

5. Press the €3 button.
6. The All Star Game Menu appears.

From the All-Star Game Menu you can access the Game Options, Stadium Select,
Lineups, Bullpen, and Game Settings screens. See "EXHIBITION PLAY" on page 8
for a complete explanation of all these screens and the various options, or you can just:

7. Press the €3 button to go directly to gameplay (or press the @& button to return
to the All Star Team Select) screen.




SEASON

PLAY

High Heat Major League Baseball 2002 allows you to take as many teams as you
like through a full season. Set it up the way you like and play as many of the
games as you want.

STARTING A SEASON

SETTING UP A NEW SEASON

Select SEASON from the Main Menu.

. Select NEW SEASON.

The Season Options screen appears.

Set the various Season Options (see “Season Options” below) or use the
default settings.

5. Press the €3 button.

Ao

NOTE: If you have chosen a custom season length, go to STEP 6. If you chose
to play the full 162 game season, go to STEP 9. If you want to go back and
change the season length, press the @ button.

6. The Season Custom Schedule appears.

7. Select the number of games for your season; choose how interleague games
are scheduled, whether or not an All-Star Game will be played, and how many
games decide the playoffs and World Series.

8. When you are satisfied with your Season settings, press the €3 button.

9. The Season Teams Select screen appears.

10.Use the # and ¥ directional buttons to cycle through all MLE teams.

Use the #® and # directional buttons to set HUMAN or CPU control of each team.

11.Press the €9 button.
12.The Season Main Menu appears. See “Season Main Menu".

SEASON DPTIONS

All of the Season Options except “Season Length” are the same as the Exhibition
game options. For a complete list and explanation of these options, see “Game
Options” in the "EXHIBITION PLAY" section of this manual on page 12.

Season Length

Select to have a normal 162 game season, or select a custom length for a season
anywhere from 1 to 162 games.

LOADING AN EXISTING SEASON

To resume a saved season already in progress:

1. Insert the memory card (for PlayStation®2) containing your saved
season game into MEMORY CARD slot 1.

2. Select “SEASON" from the Main Menu.

3. Select “LOAD SEASON?". (If any messages appear on the screen, please follow
their instructions carefully.)

. The Season Main Menu screen appears.

5. You may continue your restored season. (See “Season Main Menu" in the
following section).

@
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PLAYING SEASON GAMES

Once you set up your season according to the previous instructions, the Season
Main Menu screen appears. This is where you begin to play out the season.

SEASON MAIN MENU

From the Season Main Menu you can:
* Select “MANAGE” to access the Starting Lineups, Pitching Rotation, and Trades.
* Select “OWNERS” to return to the Season Teams Select screen.
* Select “SCHEDULE" to access the Season Schedule (see below).
* View the League Standings and League Leaders (see page 21).
e Select "OPTIONS” to change some of the Season Options (see page 17).
e Select “PLAYOFFS” to go to the Playoffs (see page 21).
e Save a season in progress (see page 21).

SEASON SCHEDULE

Displays all scheduled games for the current season in a calendar format. This
screen is the gateway to your season games. It lists all of the games to be played
this season, including those of the teams you are controlling. Use the R1 and L1
buttons to scroll through the months. Use the 4 and # directional buttons to
highlight the different options at the bottom of the screen and press the €3 button.

To view a specific team’s schedule:

1. Use the # and # directional buttons to highlight the team name.

2. Press the €3 button.

3. Continue pressing the &3 button to scroll through each team’s schedule one at a time.

To play a game on the schedule:

. Select "SELECT GAME". A highlight appears on the calendar.

Move the highlight to any game.

. Press the €3 button.

. Select "PLAY GAME".

. At this point, play proceeds like an exhibition game. Refer to the “"Controller Assign”
section on page 8 for more information.

;B WwN -

To simulate a specific game:
. Select “SELECT GAME". A cursor appears on the calendar.
. Move the cursor to any game.

Press the €9 button.
Select “SIM GAME”".

. The CPU simulates the game, and the results appear on the schedule.
T-:} simulate an entire season:
1. Select “SIM TO PLAYOFFS",

2. The CPU simulates all games for the season, and the results appear
on the schedule.

AW




HIGH HEA

ajor League Baseh
‘2002’

TEAM MANAGEMENT

On the Season Main Menu screen, select “MANAGE" to access the Starting
b Lineups, Pitching Rotation, View Trades, or select Team Owners to return to the
Season Teams select screen.

STARTING LINEUPS

Each team begins with a default starting lineup that you can change to your liking.
The time to set your lineup is before the game begins. As long as the game has
not begun, you can move players around in the starting lineup or swap them back
and forth with the bench. Once the game has begun, the batting order cannot be
changed.

To change the lineup before starting a game, go to the Lineup screen:

1. Select “SWAP PLAYER" to switch places in the batting order, or SUB PLAYER
to bring in a new player in place of another.

Use the directional buttons to highlight the player to swap or substitute.

Press the €3 button to select the player.

Highlight the player to switch in the order or substitute.

. Press the 3 button. (Press the @ button to cancel the selection.)
The players have switched or have been substituted in the order.

DO BWN

To change a player's position at any time, on the Lineup screen;

1. Select "SWAP POSITION".

2. Highlight the player whose position you want to change and press the &3 button.
(To cancel the position change, press the @ button.)

3. Next, highlight the second player and press the €3 button again.
4. The positions for both players swap.

Note that swapping player positions on the field does not change their order in
the batting lineup, and it is not possible to swap positions with a player on the
bench. (Instead use "SUB PLAYER" to bring the player in off the bench.)

PITCHING ROTATION
The pitching rotation is the order in which your starting pitchers appear in the game.

To set a custom rotation:
. Select “PITCHING ROTATION" to bring up the Rotation screen.
Select "CHANGE ROTATION".

Highlight the first pitcher to move.

Press the €9 button and his name and stats change colors. Pressing the &
button cancels the rotation change.

To complete the swap, highlight the second pitcher to move.
Press the €3 button and the two pitchers change places in the rotation.

BN
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TRADES

On the Season Main Menu, select "MANAGE", and then select "TRADES". The Trades
screen appears. Here you will see a grid listing players and their stats from the default
team, a “Trading Block™ where the players you select for a trade will be displayed, and
several options at the bottom of the screen.

To change the team shown in the grid:
1. Use the ®and # directional buttons to highlight the team name at the bottom of the screen.
2. Press the €3 button.

3. A new team of players appears in the grid. (Continue pressing the €3 button to
scroll through all teams.)

To change the list from batters to pitchers:

1. Use the ¥ and # directional buttons to highlight “VIEWING BATTERS" at the bottom
of the screen.

2. Press the €3 button.

3. The list changes from batters to pitchers. (Press the &3 button again to return to batters.)

To execute a trade:

1. Change the team shown in the grid, according to instructions above.
Highlight “PLAYER 1".

Press the €3 button and the highlight appears in the player grid.
Highlight the player you want to trade.

Press the €9 button.

The player appears in the “Trading Block” above the player grid.
Follow the previous instructions on how “To change the team shown in the grid”
until the desired team that has the player you want appears.

8. Highlight “PLAYER 2".

9. Press the €3 button and the highlight appears in the player grid.
10.Highlight the player you want.

11.Press the €3 button.

12.Both players appear in the trading block.

13. Highlight “TRADE" at the bottom of the screen.

14.Press the €3 button.

15.The trade confirmation screen appears.

16.Select “YES" to complete the trade, or “NO" to cancael.

NGt s WN

To view the stats for players vs. left or right-handed pitching separately:
1. Use the ®and # directional buttons to highlight “SPLITS: TOTAL" at the bottom of the screen.
2. Press the €3 button. The stats for the player vs. left-handed pitching appear.

3. Press the €3 button again.
4. The stats for the player vs. right-handed pitching appear.

To view the stats for a player’s career, playoffs or the current season:

1. Use the 4 and # directional buttons to highlight “STATS” at the bottom
of the screen.

2. Press the €3 button.

3. The displayed player stats toggle between the Playoff stats, last year,

current season, and career.
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SEASON STATISTILS

STANDINGS

Displays the current season standings in the leagues.

LEAGUE LEADERS

Displays the season leaders in various categories for each league in a grid format.

s Highlight the category you want at the bottom of the screen by using the ® and »
directional buttons and press the €3 button:

* LEAGUE: Switches between American, National, and both League Leaders.

* TEAMS: Swaps between All Players, Team Totals or All 30 Teams Leaders.

* QUALIFY: ON or OFF. Turn on and only the players who have played enough to
officially qualify as league leaders appear.

* TYPE: Switch between Batting, Fielding, or Pitching stats.

* STATS: Changes the stats between your season, career, and Playoff stats.

* SPLITS: Select stats to display separately for players vs. Left or Right-handed
pitchers or batters.

* POSITION: Specify to display stats for particular positions.

* SORT: This will sort the stats according to the column in the player grid that is highlighted.

SAVING A SEASON

Select “SAVE" from the Season Menu. If you don’t have a memory card

(for PlayStation®2) in MEMORY CARD slot 1, you will be prompted to insert one.
Follow the instructions onscreen to save your season. Later you can reload and
continue your season by selecting "SEASON" from the Main Menu. Note that each
memory card (for PlayStation®2) can contain only one saved season.

_PLAYOFFS _

The following menu items are available from the Playoffs Main Menu:

PLAY GAME: You can play any game of any series by highlighting a series, highlighting
“PLAY GAME”, and pressing the €3 button.

SIM GAME: You can simulate any game of any series by highlighting a series, highlighting
1 “SIM GAME", and pressing the &9 button.

SIM SERIES: You can simulate an entire series by highlighting any series, highlighting
“SIM SERIES”, and pressing the €3 button.




TIPS AND

STRATEGY

NOVICE

* Try to wait for a good pitch! Don’t swing at everything! Patience will generally pay off.
* Get ahead in the count; pitchers will then be forced to throw more strikes.

INTERMEDIATE

* Use the directional button when you swing to "go with the pitch”.
* Strategically use sacrifice bunts in the late innings when a single run becomes
more important.

ADVANCED

* Try to identify the pitch type as early as possible to anticipate the break.
* Use the "Guess Pitch" feature and your knowledge of what the pitcher likes to
throw in real life to further increase your chances of batting success!

NOVILE

* Mix up your pitch types and locations! Don’t be predictable!

* Remember to sometimes throw balls, not strikes. Sometimes the hitter will chase
a bad pitch and strike out or hit a weak grounder or pop fly.

* |f a pitch does not end up where you aimed it, it is because of your pitcher’s
control rating. If he is especially wild, remember that asking him to try to throw a
ball may be better than asking him to try to throw a strike when you really need a
key strike!

INTERMEDIATE

* Keep the ball away from hitters (outside) as much as possible. Most of the time
power is best generated on inside pitches. But remember: Don’t be predictable!

* Utilize pickoff throws and pitchouts to keep opposing baserunners honest. Just like
real baseball, using these techniques sparingly in steal situations is likely to be
more effective than using them all the time. Use the element of surprise!

* [f first base is open, do not hesitate to use an intentional walk against a star opponent.

ADVANCED

* Throw a pitcher’'s most effective real life pitches most often. It will make a difference!

¢ Utilize changing speeds and breaks to keep a hitter off balance. A mix of
Knuckleballs and Fastballs can drive a hitter crazy! So can a Sinker or Screwball
following a big Curve!

L * Don't be afraid to "pitch around" a key hitter and walk him if necessary, especially

If you get behind in the count. In important situations, a walk is almost always a

| MUCH better result than a Home Run!
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DEFENSE

NOVICE

* Don’t throw the ball around unnecessarily. Your opponent will often be able to
take extra bases. You will also be asking for trouble with off-line throws and errors.

INTERMEDIATE

2 * Use the jump and dive maneuvers to rob potential hits, but try not to overuse them
and cost you sure outs.

ADVANCED

« Utilize the cut-off man. Doing so will often get the ball to your preferred destination
faster than throwing straight through. It will also increase your options if a baserunner
gets too greedy.

BASERUNNING

NOVICE

* Use the directional button with the advance or retreat commands to send a single
baserunner at a time (as opposed to all of your runners).

* Being aggressive on the bases, especially in the early innings, often pays big
dividends!

INTERMEDIATE

* Keep your eyes open. Plenty of opportunities for taking an extra base exist when
the opponent tries to nail a lead runner.

ADVANCLED

* Use the lead and retreat lead buttons to rattle an opposing pitcher with stolen

bases. Mastery of these techniques will give you a competitive edge. But always
be careful of a pickoff move!

NOVICE

* Watch your pitcher's fatigue meter. Be sure to always replace a pitcher when he is
tiring, especially it he seems to be losing his control.

INTERMEDIATE

* Use pinch hitters and relief pitchers to create Lefty/Righty match-ups just like they
do in the Big Leagues. It will make a significant difference in the game!

* With a decent lead, consider using late inning defensive replacements. Not doing
sO can cost you.

ADVANCED

* Use double-switches to keep your pitcher in the game longer and away from
the batter's box.

¢ In Season Play, be careful not to overuse pitchers, particularly short relievers.

* Use any and all strategies you see succeed in Major League Baseball. They
generally will have a similar chance of success in this game!




MUSILC

“Champion”

Performed by: Grinspoon

Written by: Grinspoon

©1996 Grinspoon. All rights reserved.

Courtesy of Universal Records under license from Universal Music Enterprises

Spy “31 Seconds”

Written by Joshua Ralph

All Rights Controlled and Administered by EMI April Music Inc.
Produced Under License From Atlantic Recording Corp.

By Arrangement With Warner Special Products

®1999 Atlantic Recording Corp.

Spy “Desert Suit Conspiracy”

Written by Joshua Ralph

All Rights Controlled and Administered by EMI April Music Inc.
Produced Under License From Atlantic Recording Corp.

By Arrangement With Warner Special Products

® 1999 Atlantic Recording Corp.

Soul Coughing “Super Bon Bon”

Written by: Mark Degliantoni, Michael Doughty, Yuval Gabay

©1996 WB Music Corp. (ASCAP) & Published By Our Pal Dolores (ASCAP)

All rights on behalf of Published By Our Pal Dolores (ASCAP) administered by WB
Music Corp. (ASCAP)

All rights reserved. Used by permission.

Produced Under License From London-Sire Records Inc.

By Arrangement With Warner Special Products

® 1996 Slash Records

“The Launch”
Performed by: DJ Jean

Written by: Groenveld, Vander Zwan, Voermans and Engelaar
©1998 Digidance, the Netherlands

WARNING: It is a violation of Federal Copyright Law to copy, duplicate or reproduce
this Program or any portions of this Program without the expressed written
permission of the copyright owner.

MAJOR LEAGUE BASEBALL ertl

© MLBPA Official Licensee - Major League Baseball Players Association.
Major League Baseball trademarks and copyrights are used with permission of
Major League Baseball Properties, Inc.




CUSTOMER

SUPPORT

WEB SITE

Visit www.3do.com/support for late-breaking news and information, answers to
Frequently Asked Questions (FAQ's), links to hardware manufacturers’ web sites,
and the latest product updates.

If you want to ask a specific technical question, you can use the online email form
available at our web site or send mail directly to the customer-support@3do.com address.

PHONE/FAX

Call (650) 385-3193 Monday through Friday, 9:00am - 12:00 noon and 2:00pm -
5:00pm, Pacific Time, or fax us at (650) 385-3181.

u.s. MAIL

Customer Support

The 3DO Company

100 Cardinal Way
Redwood City, CA 94063

BUY DIRELT

If you wish to purchase additional copies or other titles from The 3DO Company
please visit the 3DO Direct Online Store at http://store.3do.com or call 3DO Direct Sales;
(800) 336-3506 in the United States
(650) 385-3187 outside the United States

WORLD WIDE WEB

http://www.3do.com




SPORTS TEAM ANALYSIS & TRACKING SYSTEMS

Statistical Information provided by STATS, Inc.
© 2001. All rights researved.







THE 3DO COMPANY - END-USER LICENSE AGREEMENT

IMPORTANT-PLEASE READ CAREFULLY. IF YOU ARE UNDER THE AGE OF EIGHTEEN (I18).
PLEASE HAVE A PARENT OR GUARDIAN READ THE ENTIRE END-USER LICENSE AGREEMENT
(the “EULA™) PRIOR TO USING THIS 3DO PRODUCT IN ANY MANNER. The EULA is a legal agreement
between you, the original consumer purchaser or subsequent transferce of this 3DO software product (*You™)
and The 3DO Company, a Califorma corporation (“3D07). As used heremn, the term “Program™ includes the
computer software and associated audiovisual works, the related media, any printed materials, and any
¢lectronic or “on-line” documentation materials regarding this 3DO software product. By opening this package
and/or using the Program, You accept and agree 1o abide by all of the terms and conditions of this EULA.
|. LICENSE GRANT. 3DO hereby grants You a non-exclusive, personal license to use the Program solely n
accordance with the terms and subject to the conditions of this EULA. The Program incorporates various
intellectual property rights, that may include, without limitation, copyrights, trademarks, patents, trade secrets
and other proprietary rights (collectively, the “Intellectual Property Rights™). While You are entitled to own the
physical media on which the Program is distributed, 3DO retains all rights, title and interests in and to the
computer software, audiovisual works, and other materials comprising the Program and all Intellectual Property
Rights relating thereto.
2. RIGHTS AND RESTRICTIONS. The Program is protecied by US. and foreign copyright laws and
intermational copyright treaties, as well as by other such intellectual property laws and treaties. The Program is
licensed (and not sold) to You, and any and all nights not expressly granted to You herein are reserved hy 3DO.
* You may use one copy of the Program on your game console. Except as expressly set forth in the user manual
[for this 3DO software product, the Program may not be shared or otherwise used simultaneously on more
than one game console.

* The Program is licensed for use as a single integrated product, and You agree not to separate the component
parts of the Program for use i any other application, product or service.

* You agree not to pubhicly perform, rent, lease, loan, or sublicense the Program (or any portion thercof), or 1o
otherwise provide any third party with access to and/or the opportumty 1o copy or otherwise use the Program.

* You agree not to adapt or otherwise modify, create any denvative work, or decompile, disassemble, reverse
engineer, or otherwise attempt o derive any source code from, the Program (or any portion thercof), except
and only to the extent that, notwithstanding such restrnictions, such activity is expressly permitted by
applicable law.

* You may permanently transfer all of your nights under this EULA, provided that (1) You transfer the entire
Program. including any and all components thereof and all versions ol the Program licensed to You
hereunder; (11) You retain no copy or copies of the Program: and (iii) the transferee agrees to all of the terms
and conditions of this EULA.

3. SUPPORT SERVICES. 3DO may provide You with support services relating to the Program (collectively.
“Support Services”). Your use of any such Support Services shall be subject 1o 3DO'S then-applicable policies
and programs as described in the end-user manual for the Program, in “on-line” documentation (if any), and/or
in other such materials published by 3DO. All supplemental computer soltware and documentation matenials (if
any) provided by 3DO as part of its Support Services or otherwise shall all be considered part of the Program
for all intents and purposes and shall be governed by the provisions of this EULA. Any information that You
disclose or provide in connection with the Support Services may be used by 3DO ftor any of its business
purposes, including, but not himited to, product development and support.

4. ULS. GOVERNMENT RESTRICTED RIGHTS. The Program and all components and versions thereof are

provided with restricted rights. Use, duplication, or disclosure by the LS. Government or any U.S. Government
uuhmmmum iu nuhj::-u o I‘{!HII'“iLIiurlH as set torth in uuh[‘um;bmph {L}{ I ](i'l,l nl' the Ribhh 1 'T'{:LhniLdl Ddhl .;md

-.unputr:r Huflwalr{:-ﬂuulmttd Rluhh LIdUHL'H at 43 CFR 52.227- 1‘1 as Jppllmhh. Mmmhu.tun.,r , A8 .-.m:h term
15 used therein, s The 3DO Company, 100 Cardinal Way, Redwood City, Califorma, 94063, U.S A,

5. EXPORT LIABILITY ASSURANCES. You agree that the Program will not be exported outside the United
States except as authorized and/or permitted by the laws and regulations of the United States. I You have
rightfully obtained the Program outside the United States, You agree nol 1o re-export the Program except as
permitted by the laws and regulations of the United States and the laws and regulations of the junsdiction in
which You obtained the Program.

6. TERMINATION. Without prejudice 1o any ol 3DO’s other rights and remedies under applicable law, 3DO
may, at its sole discretion, terminate this EULA i You fail to comply with any ol the terms or conditions of this
EULA. In the event this EULA 1s terminated, You must destroy all copies of the Program. including. but not
limited to, all components and versions thereot licensed to You hereunder.

7. GOVERNING LAW. This EULA shall be governed by and construed under the laws of the State of California,
excluding that body of law related to choice of laws, and of the United States of America.

8. ENTIRE AGREEMENT. This EULA constitutes the entire agreement and understanding of the parties
regarding the possession and vuse of the Program by You and the related subject matter hereof. If any provision of
this EULA (or part thercol) 1s determined by any court of competent jurisdiction to be void, invalid or otherwise
unenforceable, such provision (or part thereof) shall be deemed deleted from this EULA, while the remaining
provisions of this EULA shall continue in full force and effect. No failure or delay by 3DO in exercising any night,
power or remedy under this EULA shall operate as a waiver of any such right, power or remedy.




WARRANTY AND SERVICE INFORMATION

THE 3D0 COMPANY LIMITED 90-DAY WARRANTY

The 3D0 Company (“3D0") warrants to the original consumer purchaser of this 3D0 software product
that the media on which the underlying computer program is recorded is free from defects in
materials and workmanship under normal, recommended use for ninety (90) days from the date of
purchase. The 3D0 software program recorded on such a medium is sold on an “as is” basis, without
any warranty or condition of any kind, and 3D0 shall not be liable for any losses or damage of any
kind or nature resulling from the use or inability o use such program.

3D0's entire liability and the original consumer purchaser's exclusive remedy for breach of any
warranty (express or implied) shall be, at 3D0’s option, either: (a) to replace, free of charge, this
3D0 software product, or (b) to return to the original consumer purchaser the price paid for this 3D0
software product. The preceding warranty shall not be applicable and 3D0 shall nol be obligated to
replace this 3D0 software product or to return any such sum to the original consumer unless this 300
software product is returned within the 90-day warranty period, postage pre-paid with prool of
purchase to The 3D0 Company, 100 Cardinal Way, Redwood City, CA 94063, Attn.: Customer Support
Dept., and the preceding warranty shall be void if any defect in this 3D0 software product arises
through accident, negligence, use in any application for which this 3D0 software product was nol
designed or intended, modification without the prior consent of 3D0, any cause external to the
product (e.g., heat), or by any other cause unrelated to defective materials or workmanship.

EXCEPT FOR THE LIMITED WARRANTY SET FORTH ABOVE, ALL OTHER REPRESENTATIONS.
WARRANTIES, CONDITIONS, TERMS AND OBLIGATIONS, WHETHER EXPRESSED OR IMPLIED,
INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS
FOR ANY PARTICULAR PURPOSE AND/OR NON-INFRINGEMENT REGARDING THIS 3D0 SOFTWARE
PRODUCT (RELATING TO EITHER THE MEDIA, THE SOFTWARE OR OTHERWISE) ARE EXCLUDED TO
THE MAXIMUM EXTENT ALLOWED BY APPLICABLE LAW,

3D0 neither assumes nor authorizes any other person or entity to assume for 300 (or any related or
affiliated entity) any other liability in connection with this 3D0 software product.

IN NO EVENT SHALL 3D0 BE LIABLE FOR ANY INCIDENTAL, CONSEQUENTIAL (INCLUDING LOSS OF
PROFITS), SPECIAL AND/OR OTHER DAMAGES OF ANY KIND OR NATURE RESULTING FROM THE
PURCHASE, POSSESSION, USE, OR INABILITY TO USE THIS 3D0 SOFTWARE PRODUCT, EVEN IF 3D0
HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES OR LOSS. IN NO EVENT SHALL 3DO'S
LIABILITY TO THE ORIGINAL CONSUMER PURCHASER EXCEED THE AMOUNT ACTUALLY PAID FOR
THIS 3D0 SOFTWARE PRODUCT. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW
LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS AND YOU
MAY ALSO HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION.

3D0 has endeavored to ensure that the end user manual and promotional materials regarding this
3D0 software product accurately reference the product. However, because of ongoing improvements
and updating of 3D0 software products, 3D0 cannot guarantee the accuracy of printed materials alter
the date of publication, and 3D0 disclaims any loss, liability and/or damages, whether in contract,
tort or otherwise, arising out of or resulling from the manual and promotional materials, including,
without limitation, any loss or liability resulting from changes, errors or omissions with respect to
any ol such items.
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Customer Support (650) 385-3193
customer-support@3do.com
Monday-Friday: 9am-12pm, 2pm-5pm Pacific Time
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