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Introduction and Installation
OOTP?9 is the next in the series of baseball management simulations from Out of the Park Developments. No baseball simulation 
offers you this much flexibility and this much fun. Ideal for historical, fictional, and online fans alike. No game does it better!
OOTP lets you do almost anything a real-life general manager can do to guide a team to glory. You can create your ideal baseball 
universe using real world players and teams, or fictional ones. Play solo or compete with other human players in online leagues.? 
In OOTP, you control every aspect of your team. Set your pitching rotation. Scour the waiver wire for someone to fill out that last 
roster spot. Trade that aging veteran at the deadline for an up-and-coming prospect. Fund your organization's scouting arm to try to 
build?up your minor leagues. It's all there.?

System Requirements
System requirements for OOTP Baseball are as follows:

Minimum Recommended

PC

Windows?XP
1 GHz processor
1024 x 768 screen resolution
400 MB free hard disk space
256 MB RAM

Windows Vista or XP
AMD or Intel Dual Core 2GHz
1GB RAM
1024 x 768 32Bit display
1GB HD space
MS compatible mouse & keyboard

Mac

PowerMac:
G4 1 GHz
Mac OS 10.3.9
256 MB RAM
Intel Core Duo:
1.8 Ghz
Mac OS 10.4.4
256 MB RAM
1024 x 768 screen resolution
400 MB free hard disk space

PowerMac/PowerBook:
PowerPC G5 2GHz
Mac OS 10.4.8
1GB RAM
1GB HD space
Mac Pro/MacBook:
Intel Core Duo 2GHz
Mac OS 10.4.8
1GB RAM
1GB HD space

OOTP supports all screen resolutions of 1024 x 768 and higher. Dual monitors are also supported.
Important: Your video card must support Open GL in order to use the fictional face generation feature, although some older video 
cards may not be able to handle the fictional face generator. Without Open GL support, you can still play Out of the Park Baseball, 
but you will be unable to use the fictional face generator.

Purchasing the Game
Out of the Park Baseball is available for PC and Mac through digital download only. OOTP Developments has partnered with 
ViaTech Technologies, Inc. to handle the licensing of the Windows version of the game through its eLicense system. Licensing for the 
Mac version of the game will be handled by E-Sellerate.
Upon purchase, an 'Order ID' will be generated and displayed on the purchase screen. It will also be e-mailed to the purchaser. This 
'Order ID' is a string composed of letters and numbers. Do NOT lose the Order ID as it is needed to unlock and activate the game 
itself. Also, if you ever need to reinstall the game, such as due to a computer issue or moving the game to another computer, this Order 
ID will be needed again. Don't lose the Order ID!
Visit our purchase page for more information on purchasing Out of the Park Baseball.
You can also download the game directly from our download page.

Installing the Game
Well, you've purchased OOTP 9 and downloaded the software - now, how to get started? OOTP uses a quick and straightforward 
installation program on both the Windows and Macintosh platforms. There are two steps to get started: install the software, and install 
your license. Follow the instructions here to get OOTP up and running.

Installing OOTP (Windows)
To install the game, follow these steps:
1. Download the game. After this step is completed, you should have a file called ootp9setup.exe?saved somewhere on your 
computer.
2. Double-click the .exe file. The setup program will launch and bring you to the Welcome screen. Click the Next button to continue 
with the installation. You will be taken to the License Agreement page.
3. Read the License Agreement. Click the 'I agree' radio button, and then click Next to continue. You will be taken to the?Installation 
Folder page.
4. If you want to use the default destination folder, click Next and skip to Step?6 below. If you want to change the destination folder,
click the Change button. You will be taken to another page.
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5. Select the installation directory you wish to use, or use the Make New Folder to create a new one, and then click OK. Click Next to 
proceed.
Note: Normal installations install different files in different areas of your computer. If you choose to install in a directory other than 
the default, all files will be stored in the new directory. See what?gets installed?where for more information.
6.? Choose a shortcut folder ("program group") for the game to use, and whether these shortcuts should be available for all users or 
just the current users.
7. On the "Ready to Install" screen, confirm the settings you have selected, and then click Next to begin the installation. During the 
install process, you will see a progress meter.
8. When the install is complete, you will see a completion message. Click Finish to complete the installation. A shortcut to the game 
will be placed on your Desktop, and in the shortcut location you specified, (by default,?Start | All Programs | Out of the Park 
Developments | OOTP Baseball 9).

Installing OOTPB (Mac)
To install the game, follow these steps.
1. Download the game. After this step is completed, you should have a file called ootp9macsetup.zip saved somewhere on your 
computer. Double-click the .zip file to unzip it.
2. A new folder will be created called OOTP 9 Install. Open this folder and double-click the program called "Mac Installer." A 'splash' 
page will display. 
3. On the Select options screen, choose where you would like to install the game. If you leave the "Use default folders" box checked, 
OOTP will be installed in your Applications folder. Choose whether or not you want a shortcut on your desktop, and then click Install.
4. The game will be installed. This might take a few minutes.
5. When the installation is complete, click on the?Finish button. The game will be placed in the destination folder you defined during 
the installation.

Installing Your License
Okay, the game is installed! All that remains is to prove to the game that you have a valid license. 
Note: By purchasing OOTP, you are entitled to install the game on two (2) machines. However, you cannot mix licenses between PC 
and Macintosh. That is, if you want to have one copy for a Windows machine and another for a Macintosh, you must purchase two 
copies of the game.

Licensing OOTP (Windows)
Use the following steps to install your license for OOTP, assuming you have already purchased a copy of the game:
1. Double-click on the OOTP Baseball 9 icon on your desktop to start the game. You will be presented with a licensing page.
2. If you have not yet purchased the game, you can purchase the game directly from here by clicking on?the Purchase button. You 
will have several options to purchase the game, including through a series of screens on your desktop, through a web site, and by 
phone. Once you have completed your purchase and have received an Order ID, continue with these steps to license your game.
3. Once you have an Order ID, click on the License button. You will be taken to the Install License page shown below. Enter the 
Order ID you received into the Order ID box and click Install License. You must have an active internet connection to complete this 
step. If you do not have an active internet connection, click the 'Get Off-line License' button and follow the instructions on-page to 
install your license.
4. Once the license has been installed, you will receive a confirmation message. Click the Launch! button to start the game. You're 
ready to play!

Licensing OOTP (Mac)
Use the following steps to install your license for OOTP, assuming you have already purchased a copy of the game:
1. Double-click on the?OOTP Baseball 9?icon in the OOTP Baseball 9 folder to launch the program.
2. From the main page, if you have not yet purchased the game, you can do so by clicking on the "Buy OOTP Baseball" link at the 
bottom of the page. If you have already purchased the game, and know your license key, proceed to Step 3 below.
3. Click on the "Enter a License Key" button at the bottom of the page. A small window will appear. 
4. Enter your complete license key into box, or cut-and-paste it from your receipt. Then click OK. You will be returned to the main 
page. The game is now licensed. (You can double-check this by viewing the buttons at the bottom of the page. If the button there says 
"unlicense game," then you have successfully licensed the game.)
5. That's it, you're ready to play!

What gets installed where?
OOTP installs a number of files and directories. In the case of Windows machines, these files get installed in several different places, 
thanks largely to Microsoft! Here is a breakdown of what gets installed where in a default installation!
Note: Some of this information changes if you chose to install in a directory other than the default. See the end of this page for more 
information!
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Unlicensing the Game

To unlicense OOTP 9 on the Mac use the following steps:

1. Double-click on the OOTP 9 icon to launch the game.

2. On the main page, click on the "Unlicense Game" button at the bottom of the page.

OOTP Interface and Controls
Out of the Park Baseball 9 features a browser-style interface with hyperlinks, right-click menus, drag and drop, recent page history, 
bookmarks, customizable player lists and filters, and much more. Not only does the interface look great, it makes your OOTP
experience comfortable and incredibly flexible.
This section reviews most of the components of the OOTP interface. These are repeated throughout the game, so it's good to get an 
understanding of how they behave. Don't forget to check out our description of OOTP's powerful Views and Filters as well.
If you're more of a visual learner, check out our video tutorials. Video tutorials can be accessed through the Help menu in the game.

OOTP Controls
OOTP is primarily a mouse-driven game. In other words, if something interests you, click on it. The game interface is reminiscent of a 
web browser, and most users will be familiar with the appearance of colored text 'hyperlinks' that appear throughout the game. Click 
on a link to be taken a page with more information about the object you clicked. In-game hyperlinks are typically shown as colored 
text, and will change color in some way when you 'mouse over' the text. These links include menus, names, teams, and other 
information.

Right-Clicking
OOTP uses right-clicking extensively. (Macintosh users with a single-button mouse must hold down the CTRL key while clicking to 
use the right-click functionality.) In most cases, right-clicking on an object will bring up a menu of actions that we refer to as a 'right-
click menu.' For example, right-clicking on a player name brings up a menu of actions that pertain to that player, such as promoting 
the player or assigning him a spot in the lineup. The actions available in the right-click menus are context-sensitive, meaning that they 
might change depending on the page. For example, on the Lineups page, the right-click menu includes options for inserting a player 
into the lineup or removing him from the lineup. On the Depth Charts page, the right-click menu includes options for inserting a 
player into the depth chart or removing him from the depth chart.
Similarly, right-clicking on any of the tabs in the game brings up a right-click menu with all the pages and subpages available in that 
area of the game. (See below for more information on the terms 'tab,' 'page,' and 'subpage.')
Right-clicking has one other important function, called quick return. On most pages, right-clicking in an area of the page without a 
hyperlink returns you to the previous page. For example, if you delve from the Roster page into a specific Player Profile, right-clicking 
on the Player Profile page will send you back to the Roster page.

Drag-and-Drop
Many game pages also support 'drag-and-drop' functionality. For example, you can often make changes by dragging players from one 
area of the page to another. Drag-and-drop is used most noticeably in making roster transactions, trading players, and in setting up 
your lineups, pitching rotations, and depth charts. If a page supports drag-and-drop, that fact will be noted in the description of that 
page.

Backspace
In most areas within OOTP, hitting the Backspace key on your keyboard will take you back one page, just like the back arrow in a 
web browser. 

The OOTP Interface
The OOTP interface takes advantage of a number of tools to make it as easy as possible for you to get at the wealth of information in 
the game. Below is a description of the interface features used in OOTP. Not all of these will be used on each page in the game. The 
numbers in the following text correspond to the numbered circles in the screen shots.

1. Game Page Navigation Arrows
Game page navigation arrows appear at both the top and bottom of the page. They allow you to move back and forth between game 
pages. The left and right arrows function like a web browser's Back and Forward buttons. Click the left arrow to go back to the page 
you visited just before the one you are viewing, and the right arrow to move in the opposite direction through pages you have visited 
recently.
Additionally, the backspace key on your keyboard can also be used to move you back one page.

2. Banner
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A banner extends across the top left of most pages in OOTP. The information provided in a banner changes depending on the page. In 
most cases it will tell you the name of the page and subpage you are viewing. 

3. Game Menus
OOTP has eight primary game menus that run across the top of the page beneath the banner. Unlike many other aspects of OOTP, the 
content of these menus does not change based on where you are in the game. The menus and their options are described in detail 
elsewhere in the online help, hyperlinked below.

Menu Menu Contents

Game
Contains general game options (Load / Save / New), information about manager identities, and game setup information 
for changing the configuration of your baseball universe after creation.

Auto-play 
(Baseball 
icon)

Contains options that move the game date forward. See Auto-Play (Simulating Games), for more information.

Manager
Contains pages that relate to a manager identity, including the manager's home page, manager-specific news and history, 
available manager jobs, and shortlists. There is also an option to explore the game world.

League

Contains pages that relate to the selected league, including the league home page, league news, standings, scores and 
schedules, statistics, history, and transactions.
Note: The League menu is not actually called 'League.' The menu will display the abbreviation of the selected league. 
For example, if your league is the Pro Baseball League (PBL), then this menu would be called 'PBL.'

Teams Contains pages for each team in the league. Each team page then contains all the information relevant to that team.

Recent
Contains a list of the fifteen pages you have most recently visited in-game. This menu changes dynamically throughout 
the game. You can clear the Recent menu at any time by selecting Clear Recent Pages from the bottom of this menu.

Bookmarks

Contains a list of your bookmarked pages. OOTP supports the creation of bookmarks through a menu on the bottom 
right of the page. Bookmarks work much as they do in your web browser (Internet Explorer calls them 'Favorites'). Once 
you have created a bookmark, you can come back to the Bookmark menu at any time and select that bookmark to jump 
straight to the page.
To bookmark a page, navigate to that page and then select Add Bookmark from the Bookmark menu. You will see a 
second page where you can enter your own name for the bookmark. Once the bookmark has been added, click on the 
menu again to see your bookmark in the list. Bookmarks appear in the list in the order they were created (not 
alphabetically), with the oldest bookmarks on top. There is no practical limit to the number of bookmarks you can add. 
If you create more bookmarks than can be displayed on the page at one time, scroll arrows appear at the top and bottom 
of the menu display to indicate that more choices are available.
When you have added at least one bookmark, you gain access to two new menu options-Clear Bookmarks and Edit 
Bookmarks. Click on Clear Bookmarks to erase all your custom bookmarks. Click on Edit Bookmarks to go to a page 
where you can rename or delete your custom bookmarks.
Note: By default, you start with a bookmark for the Manager News page. This bookmark cannot be erased or edited.
As you add bookmarks, you will notice that the first nine bookmarks you create are assigned to the function keys on 
your keyboard, F2 through F10. (F1 is reserved for the help system.)

? Contains a list of Help-related options. See In-Game Help for more information about the in-game help system.

4. Search
By entering text into the search box and pressing the Enter key, you are able to quickly find any player, team personnel member, or 
team in your baseball universe. The search engine is not case-sensitive, and it does not support Boolean commands such as AND, OR, 
or NOT.
Note: Human manager identities cannot be found through the search engine, although computer managers can be found.
5. Game Information
The top right of the page contains some general information about the game, including the name of your game file, the name of the 
currently active manager identity, the team he or she manages, and the team's current record. The manager's name and the team name 
are hyperlinks. If the manager is also a commissioner, the 'Act As' drop-down is displayed here. 
6. Select League Drop-Down
In OOTP, although you can have multiple leagues, the game generally displays one league at a time. In the top right-hand corner of 
most pages in OOTP is the Select League drop-down menu, which shows a list of all the leagues in your universe. To change the 
selected league, select a league from the drop-down. See Game Universe Terminology for more information on what defines a league.
7. League Information
Below the Select League drop-down are three rows of information. They include:
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a. The current date in the league.
b. The abbreviation of the selected league.
c. The current period of the baseball season; for example, spring training or regular season.
Note: The current date is not a 'progress meter.' If you are simulating a month of games, for example, this display will not change 
until all simulating has been completed.

8. Tabs and Pages
Many of the areas in OOTP are so full of information that they have been divided into multiple pages through the use of tabs across 
the top part of the page. Each tab displays a page of information. A tab is the navigation tool, and the page is what is displayed. In 
other words, you click on a tab to get to a page. For example, you click on the Lineups tab to see the Lineups page.
You can also right-click on a tab to get a right-click menu of all the pages and subpages in that area of the game. See Right-Clicking
for more information.
9. Subpages
Some pages have so much data that they have been broken down further into subpages, which are displayed under the row of tabs. 
Subpages contain subcategories related to the selected tab. For example, the Front Office page has separate subpages that show team 
finances and possible free agents.
Subpages can also be accessed through the right-click menu that appears when you right-click on a tab. See Right-Clicking for more 
information.
10. Drop-Down Menus
Drop-downs menus are an important part of the OOTP interface. Most drop-downs are located near the top of the page, underneath a 
row of tabs. In many cases, especially on pages with player data, drop-downs are used to define how you want to view the data on the 
page. Specific drop-downs will be described in greater detail in other areas of the guide.
11. Column Headings
Game data, such as player information, is usually displayed in a spreadsheet style, with rows and columns. Most columns in OOTP are 
sortable: Clicking on a column heading will sort the data according to that column, alphabetically or numerically. Clicking the same 
heading again will reverse the sort order. A small arrow pointing up or down will appear in the column heading when the data is 
sorted according to that column.
Note: Only one level of sorting is supported. For example, you cannot sort by age, and then within each age group have the list sort 
alphabetically by name.
12. Right-Click Menus
As mentioned in Right-Clicking you can often see a right-click menu when you right-click on an object on the page. Not all objects 
support right-click menus. However, most hyperlinked names support right-click menus. 
Note: Right-click menus are also available within HTML reports in the game.
13. Breadcrumbs
Just below the drop-down menus is a list of breadcrumbs that describe all selected drop-down settings. This is a quick way to remind 
yourself of what data you are currently seeing.
14. Action Menus
Action menus are where a lot of the 'good stuff' happens. Action menus are usually 'drop-up' menus, since the options cascade up from 
the menu when you click on it. They show specific actions that you can take. Action menus are different on almost every page; some 
pages have five or more action menu items, and some have none. Additionally, items on action menus might or might not appear, 
depending on your role and which team you control. A commissioner has access to options that a minor league manager does not, and 
a manager has more options when looking at his own team than when looking at another team. The specific actions available on each 
page will be covered later in the guide.
Many of the items in action menus are also available through right-click menus when you right-click on a player or team. See Right-
Clicking for more information.
15. Icon Bar
The Icon Bar is a series of icons that run across the bottom of most game screens. The icons in the icon bar provide quick access to 
key areas of the game. Most of these areas are also accessible through the menus and tabs in the game. The icons are here simply to 
make your life easier. They also have 'tips' that appear if you hold the mouse over an icon for a few seconds.

16. Finish Today Button
The Finish Today button is the second way of advancing time in OOTP, along with the Auto-Play Menu described in The Auto-Play 
Menu. Clicking the Finish Today button advances time by one day in all leagues across your baseball universe.
Note: Do not use the Finish Day button if you want to play out a game using the Play-by-Play engine. See Play-by-Play Mode 
(Playing out Games), Play-by-Play, for more information.
Warning! Be careful with the Finish Day button. You have no chance to confirm after you click this button, so make sure you have 
made all necessary management changes before clicking.
See The Finish Today Button for more information on using Auto-Play and the Finish Today button.
17. Sliders
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A number of pages have sliders-bars that toggle in-game settings. Move a slider by clicking and dragging the marker between the 
arrows to the left or right. Alternatively, you can click on the arrow on either side of a slider to move the marker one step in that 
direction. Sliders are primarily used on management strategy pages. As a rule, dragging or clicking a slider to the left will decrease the 
use of an option, and moving it to the right will increase the chance of that strategy being used.
18. Quick-Flicks
When you are looking at an individual player page, the top right corner of the page includes two player names and arrows pointing to 
the left and right. These are called 'quick-flicks,' and they allow you to quickly move to the previous or next player in the list you were 
viewing. Click on a name to open the selected player's profile. 
The names displayed in the quick-flicks are chosen according to the sort order of the page you were previously on. For example, if 
you were looking at your roster, sorted alphabetically, the previous and next players in the quick-flicks would be the previous and next 
players in alphabetical order.
Note: Quick-flicks are not available on all pages.

Views and Filters
Many game pages that include player data also have powerful View and Filter drop-downs. They are excellent for customizing the 
game to provide the data you want to see.

Views
The View drop-down is typically the leftmost drop-down on a page. Views essentially answer the question 'What data would you like 
to view?' 
OOTP provides a number of default views, which quickly display information such as Batting Ratings, Pitching Potential, and 
Financial Info. Each view, when selected, changes the columns of data being displayed. The newly selected view is also displayed in 
the breadcrumbs, described in The OOTP Interface.
Views can be customized to display almost any information you want.

Using Views
To use a view, select the desired view from the View drop-down. The columns displayed on the page will immediately change. 

Customizing Views
To customize a view, select Customize from the drop-down menu. Doing this brings up a separate page in which you can modify the 
default views. You cannot save changes to any of the default views. However, you can create a new view based on a default view, and 
then delete the default view.
There is no 'Create New View' option. New custom views are created based on the default views. To create your own custom view, 
first select one of the default views and then select Customize.
Note: For easiest customization, select the view that most closely matches what you would like to accomplish, prior to selecting 
Customize. For example, if you want to create a view that shows mainly batting ratings, first select the Batting Ratings default view. 
Doing this will reduce the amount of customization you need to perform.
Next, select Customize from the View drop-down. You will see a page that looks like this:
The eight tabs across the top contain many fields to choose from, all selected using check boxes. You can also click the Clear button at 
the bottom to uncheck all boxes on the selected tab. There is no option to clear all eight tabs at once, so be sure to check each tab. You 
can select any combination of fields from any combination of tabs. The more fields you select, the more cluttered the display will 
become, since there is limited space on the page to display all that information.
The Repeat Columns option allows you to repeat the selected columns up to eight times. If you select two check boxes, those columns 
will be repeated as many times as can fit across the page. Why would you use this? For example, let's say you want to create a view 
that shows just player names. If you do this with the default settings (repeat columns once), you get a one-column view of players that 
continues for many pages. However, if you set the columns to repeat five times, your view will contain five columns, each containing 
names. This technique will display five times as many names on one page. It's a great option when you are creating views that have 
only a few pieces of information.
Once you have selected the settings you want, click OK to return to the previous page. Your new view will be applied automatically to 
the data on the page. The newly selected view is also displayed in the breadcrumbs, described in The OOTP Interface.

Saving Views
Once you have a new or modified view, the Save View option appears in the View drop-down. Use this option to assign a name to 
your custom view.

Warning! Don't forget to save your view. It is not saved when you click OK. You must use the Save View option if you want to save 
your view permanently. If you try to switch to another view before saving your changes, a warning is displayed.

Modifying the Default Views
You can modify the default views as well. For example, if you like the default Batting Ratings view, but you want to add player 
nationality, do the following:
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1. Select the Batting Ratings view.
2. Select the Customize option and add Nationality, then select OK.
3. Select Save View, and enter the exact name of the view you want to replace, in this case 'Batting Ratings.'
4. You will be prompted to verify that you want to replace the view. Say 'Yes,' and you now have a customized version of the default
view.

Editing and Deleting Views
The Edit Views option in the drop-down allows you to rename or delete views.

Filters
The Filter drop-down menu is to the right of the View drop-down menu. The Filter drop-down answers the question 'Whose data 
would you like to view?' By default, OOTP displays data for all relevant people for the current page. For example, the draft page 
displays all players in the draft by default.
Unlike with views, the game has no default filters, so if you want to take advantage of filters, you have to create your own.

Customizing Filters
Filters are excellent for narrowing lists down to the data you want to see. For example, let's say you're looking at the Show All Players 
page, thinking about prospective trades for your organization. You are weak at catcher, and you don't have any good prospects, so you 
want to look for possible players to obtain in a trade. You would prefer someone who hits left-handed, has a contact rating of at least 
60 (out of 100), and is no older than 30. A custom filter can do this easily, together with the Position drop-down.
Select Customize from the Filter drop-down, and you arrive at a page much like the Customize View page.
If you click on the empty drop-down menu, you will see a long list of characteristics to choose from: player demographics, batting, 
pitching, and fielding skills, and so on. Once you select a field, a drop-down menu appears to the right of the characteristic, allowing 
you to specify what you want to look for.
There are numerous numeric criteria such as 'Is Below' and 'Is At Least.' In the case of nonnumeric values such as batting handedness, 
the criteria will change appropriately. 
You can also click the Clear button at the bottom to reset the page. Clicking on the + sign to the right of the criteria will add another 
criterion. Continue this process until you have defined your filter. For our catcher example above, it might look something like this:
Once you have selected all the settings you want, click OK to return to the previous page. Your new filter will be applied 
automatically to the data on the page. Now you see only players with a catcher ability of at least 25, with a contact rating of at least 60, 
who are under 31 years of age, and who are either left-handed or switch hitters. To further ensure that you are looking only at catchers, 
you could select Catcher from the Position drop-down box as well. The newly selected filter is also displayed in the breadcrumbs.

Saving Filters
Once you have a new or modified filter, a new option will appear in the Filter drop-down, called Save Filter. Use the Save Filter 
option to assign a name to your custom filter.
Warning! Don't forget to save your filter. Your filter is not saved when you click OK. You must use the Save Filter option if you want 
to save your filter permanently. If you try to switch to another filter before saving your changes, a warning is displayed.

Criteria Check Boxes
Each criterion also has an associated check box to the left. By unchecking these boxes, you can quickly remove criteria from your 
filter without deleting them. This way, you can include them again later much more easily.
Filter Templates
The filter page also has a Template drop-down in the upper right that includes a number of templates for filters. These can speed up 
the building of your template. For example, there is a template for Starter that immediately selects players whose role is Starter. Try 
checking templates before you build your filter.

Other Filter Options
Within the Player Filter page, there are a number of other options. 
The Show Filter Columns check box, when selected, will automatically add any fields you use in a custom filter to your view. For 
example, let's say your view shows you the player's ratings only. Then you create a custom filter using player height and weight. As 
soon as you do this, the height and weight columns will be automatically added to your view. 
The Attributes button is another tool to help speed up the creation of a filter. It displays a list of attributes with check boxes.
At the bottom is a drop-down like that on the custom filter page that allows you to set a value and an operator. By selecting check 
boxes and setting an operator and value, you can add multiple conditions to a filter at once. For example, if you want your filter to 
exclude any pitchers who have a Stuff, Movement, or Control rating below 10, then you can select all three check boxes on the 
Attribute Filter page. This has the same effect as creating three separate conditions, it's just faster.
The Import drop-down contains a list of all custom filters you have created. If you select one of your custom filters from this drop-
down, the selected filter will be copied into the filter that you are currently modifying. This is handy if you want to create a filter that 
is similar to one of your existing filters. Instead of creating the filter from scratch, you can import the similar filter, and then modify 
from there.



10

Different Types of Views and Filters
There are eight types of filters and views in OOTP. Each type is distinct, meaning that you can have entirely different custom views in 
each area. If you create a custom view on the Draft page, that custom view is not available on the Player page. The six types of views 
and filters are described below.

View / Filter Usage

Search Coaches views / 
filters

Used when performing global staff searches from the Manager menu, Staff Search & Shortlist option.

Search Players views / filters
Used when performing global player searches from the Manager menu, Player Search & Shortlist 
option.

Draft Players views / filters Used during inaugural or amateur player drafts.

League Message views / 
filters

Used when selecting a filter on the League News page.
Note: This is not a customizable filter. 

All Messages views / filters
Used when selecting a filter on the Manager News page.
Note: This is not a customizable filter. 

All Players views / filters Used on pages with player information, such as lineups, rosters, and free agent lists.

All Coaches views / filters Used on pages with personnel information.

Team Players views / filters
Used when looking at player information for a specific team, such as a specific team's roster or 
lineups.

Views are stored in a series of files located in the data\tables directory where you installed the game. (If you installed in the default 
location, this would be C:\Documents and Settings\<your user name>\My Documents\Out of the Park Developments\OOTP Baseball 
9\data\tables.)

Using Views and Filters across Multiple Games
One of the most important features of views and filters is that they apply to every OOTP saved game on your machine. Playing in two 
online leagues, plus a solo game? There's no need to recreate your views or filters-you can use your views and filters in each of your 
baseball universes.
Note: Even in online leagues, when you download a new copy of a league file, your filters and views remain intact.

Common Drop-Downs
In addition to the views and filters described in Views and Filters, OOTP uses a number of drop-down menus in the game to help you 
manage your data. Many of these drop-downs appear on some pages, but not on others, depending on the context. Here are some of 
the more common drop-downs found in the game and how they are used.

Position Drop-Down
Most pages that show player data include a Position drop-down, usually just to the right of the views and filters. Use this drop-down to 
limit the names displayed to players of a certain position. You can also choose to display all pitchers or all batters.
Note: The Position drop-down filters players according to their rated abilities, not their currently assigned positions. So, even if you 
have a player who is a 3B, he may show up when you filter by SS, if he is rated at that position. You can create more complicated 
filters using the filter functionality.

Preferred Occupation Drop-Down
Most pages that show team personnel data include the Preferred Occupation drop-down. Each staff member in your baseball universe 
prefers one of the following six occupations: manager, general manager, pitching coach, hitting coach, scout, or team trainer. 
Use this drop-down to limit the staff displayed to those who prefer a certain occupation. See Coaches and Personnel for more 
information.

Scouting Drop-Down
Most pages that show player ratings include a Scouting drop-down. This drop-down allows you to select which scout's ratings you 
want to view. You can also view the assessments of the game's OOTPSA (OOTP Scouting Association), which produces its own set 
of ratings.
If you have scouting turned off, all ratings shown will be the true player ratings. See Scouting for more information.

The Scope Drop-Down
Most pages in the game that include statistical data also include the Scope drop-down. This drop-down allows you to define the league 
level from which you want to see statistics. 
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Note: When you open an in-game report using an external browser, you can no longer use right-click menus to perform transactions. 
This can be done only from the game's internal browser. 

Common Action Menus
As with drop-down menus, a number of action menus or 'drop-up' menus are repeated on a number of pages. Many of these action 
menus appear on some pages, but not on others, depending on the context. Here are some of the more common action menus found in 
the game and how they are used.

The Report Action Menu
OOTP has many pages that involve lists of data. For example, a team's roster is nothing more than a list of players. The list of free 
agents is the same. Almost all pages that have lists of data like this have a Report action menu at the bottom of the page.
The Report action menu can be used to create an HTML copy of the data on the current page. There are two options in each Report 
action menu.

Option Description

Write report to 
disk

Writes an in-game HTML report of the current page to your hard disk, and opens the file with your external 
browser. The file is named using the current date and time, and is saved in your game directory, under 
\news\html\temp. So, for example, the file might be called:
\test.lg\news\html\temp\2007-03-21-10-42-54.html.

Open report Opens an in-game report with data on the current page in the in-game browser.

Warning! In the in-game preferences, there is an option to display lists in pages, or with a scroll bar. If your preference is set to use 
pages, only one page at a time will be visible or be written to disk. For example, if you are looking at a list of players that spans ten 
pages, this feature will create a report of the selected page only.

The Affiliated Teams Action Menu
The Affiliated Teams action menu gives you quick access to any other teams affiliated with the selected organization. For example, in 
a typical major league-minor league structure, this menu will show all the major league and minor league teams in the selected team's 
organization.
Selecting a team from this menu takes you to the Team Home Page described in The Team Home Page.

The Import/Export Action Menu
The Import/Export action menu appears whenever you are in an online league. It is used by team owners and commissioners to 
transfer information back and forth. 
Importing and exporting is covered in more detail in Importing Team Files (Commissioner).

The Picture Action Menu
The Picture action menu appears any time you are on a player or coach-related page. It includes options related to fictional player 
pictures:

Option Description

Same picture
Creates a new fictional picture for the person. It will be the same face, but the angle, background, or 
facial hair may change.

New picture Creates an entirely new fictional picture for the person.

Freeze picture Prevents any future changes to this picture, including changes due to logo/team changes or aging.

Change beard Retains the same face, angle, and background, but changes the facial hair model for the picture.

Change hair color Changes the picture's facial hair only

In-Game Help
In addition to this manual, OOTP comes with an in-game help system. You can access the help system at any time by pressing the F1 
key on your keyboard. A help window like the one below will appear.
The in-game help is context-sensitive, so that any time you press F1, you will receive help specifically about the page you are 
currently viewing. For example, the screen shot above shows a portion of the text that displays if you hit F1 while looking at the Game 
Preferences page.
Many of the pages in the in-game help system include hyperlinks to take you to additional information. The in-game help system also 
has forward and back arrows, so that you can navigate while browsing through the system.
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When you are done, click Next Step.
Note: Once you have advanced past Step 3, you cannot go back without cancelling the league you are creating. If you think you have 
made a mistake, you must cancel out of the wizard and start over.

Step 4 - Drafts and Player Settings
In Step 4 of the Fictional League Creation Wizard, you make some decisions about drafts and initial player population.
First, decide which real season is to be used as the standard for your fictional league. This will determine financial settings such as 
typical player salaries, and league strategy settings such as how often players bunt.
Decide whether you want to hold an inaugural draft. In an inaugural draft, all players are placed into a draft pool, each team starts out 
with no players, and the first event in your league will be to draft players onto teams. If you don't hold an inaugural draft, each team 
will start out with a full roster of players. See Inaugural Drafts for more information on inaugural drafts.
Next, decide whether you want to hold an annual amateur draft for first-year players, and define the draft date and number of rounds. 
If you do not hold an amateur draft, the game will create fictional players each offseason so that your league does not run out of 
players. See First-year Player Drafts for more information on first-year player drafts.
Finally, select the percentage of foreigners in your league. By default, 70% of the players in your league will be of the nationality of 
your selected League Nation, and the remaining 30% will be chosen from other nations.
When you are done, click Next Step.

Step 5 - Schedule and Playoff Options
In Step 5 of the Fictional League Creation Wizard, you define schedule, All-Star Game, and playoff options for your league.
First, select your schedule options. Choose a start date for your season and the number of games each team will play. You can also
decide whether to use a balanced schedule, how long the typical series should be, and whether interleague games will be scheduled. 
For more detailed information about schedule options, see?Schedule Options.
Next, select options for the All-Star Game. You can choose to have an All-Star Game, or not, and you can choose whether or not to 
have the game automatically scheduled. For more detailed information about All-Star Game options, see All-Star Game Options.
Finally, choose your playoff options. You can disable playoffs entirely, use split-season playoffs, or choose a number of different 
playoff configurations. For more detailed information on playoff options, see Playoff Options.
When you are done, click Next Step.

Step 6 - FaceGen
In Step 6 of the Fictional League Creation Wizard, you define settings for the fictional face generator for your league.
First, decide which of your players and coaches should receive fictional pictures, using the top two drop-downs.
Next, specify when you want the game to create player pictures. You can have them created at the time players are created, or on 
demand. 
Next, define when pictures should be updated to reflect changes, such as to account for aging or team changes.
Finally, choose the type of pictures you want to use. You can choose from Normal (full color), Black and White, or Sepia.
For more detailed information about fictional picture options, see Fictional Picture Options.

Step 7 - Manager Settings
In Step 7 of the Fictional League Creation Wizard, you define your manager identity and a name and starting year for your file.
First, select a name, nationality, and birth date for your manager.
Next, select a team to manage. During league creation, you can choose to manage any team in your league. You can choose to start 
unemployed, but be careful-once you start the game, you are at the mercy of team owners, who might not want to hire a greenhorn like 
you!
Next, decide whether or not to play in Commissioner Mode. If the Play in Commissioner Mode check box is selected, this manager is 
also the commissioner and has the ability to interact with the game in many ways that managers can't. 
Finally, enter a name for your saved game, and select a starting year for your game.
When you are done, click Start Game. OOTP will process all the information you have selected and drop you onto the Manager 
Home page described in Manager Home. If you want to add more leagues into this world, you can do so through the Game Setup 
option in the Game menu, described in Game Setup.

Standard Wizard
OOTP 9 comes with a number of standard leagues, which are each based closely on a professional baseball league that exists in the 
world today. In standard leagues, league details have been preconfigured to match the real-world details of those leagues as closely as 
possible, although the player and team names are different. Standard leagues are also configured by default with a number of minor 
leagues and subleagues, to match the real-world structure of those leagues.
There are five steps in the Standard League Creation Wizard:

Step 1 - Select Standard League
In Step 1 of the Standard League Creation Wizard, choose one of the ten standard leagues provided in OOTP. 
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Step 2 - League Nation and Names
In Step 2 of the Standard League Creation Wizard, you define the league nation for your league and customize the names of your 
leagues, subleagues, divisions, teams, and nicknames. 
This is identical to Step 2 of the Fictional League Creation Wizard. 
When you are done, click Next Step. 

Step 3 - Drafts and Player Settings
In Step 3 of the Standard League Creation Wizard, you make some decisions about drafts and initial player population. 
This is identical to Step 4 of the Fictional League Creation Wizard.
When you are done, click Next Step. 

Step 4 - FaceGen
In Step 4 of the Standard League Creation Wizard, you define settings for the fictional face generator for your league. 
This is identical to Step 6 of the Fictional League Creation Wizard. 
When you are done, click Next Step. 

Step 5 - Manager Settings
In Step 5 of the Standard League Creation Wizard, you define your manager identity and a name and starting year for your file. 
This is identical to Step 7 of the Fictional League Creation Wizard. 
When you are done, click Next Step. 
When you are done, click Start Game. OOTP will process all the information you have selected and drop you onto the Manager 
Home page described in Manager Home. If you want to add more leagues into this world, you can do so through the Game Setup 
option in the Game menu, described in Game Setup.

Historical Wizard
Historical Leagues are those based on historical Major League Baseball data. This option is most commonly used by players who 
prefer to do historical simulations. See here for more information on what Historical Leagues are.
There are six steps in the Historical League Creation Wizard. For more detail on any of the historical options in the wizard, see the 
manual page about setting up historical leagues in advanced mode.

Step 1 - Historical Import Settings 
In Step 1 of the Historical League Creation Wizard, you tell OOTP where to find your historical database, define which historical year 
you want to play, and set a number of factors that impact the ratings of imported players. 
First, browse to find the path where the historical database you wish to use is located. Locate the primary database file for your 
historical database. To use either one of the two built-in historical databases provided by OOTP 9 (Lahman, or stat-neutralized 
Lahman), choose the file historical_database.odb. In default installations, this file can be found in C:\Documents and Settings\user 
name\My Documents\Out of the Park Developments\OOTP Baseball 9\stats on a PC, and Users\user name\Documents\Out of the Park 
Developments\OOTP Baseball 9\stats on a Mac. This should be the default directory on this screen, so in all likelihood you're already 
in the right place. If you are using another historical database, you should select the file from that database called master.csv.
Next, enter the year you want to import, and use the check box to indicate whether or not you want to import the complete history 
prior to the selected year. For example, if you select 1977 and check the box, your leaderboards will appear exactly as the 
leaderboards appeared in 1977. If you do not select the check box, it will be as if your league had no history prior to 1977. 
Next, choose how to calculate current and potential ratings, and whether L/R splits should be randomized. 
Finally, set the values to adjust pitchers and hitters.
When you are done, click Next Step. 

Step 2 - League Nation and Names
In Step 2 of the Historical League Creation Wizard, you define the league nation for your league and customize the names of your 
leagues, subleagues, divisions, teams, and nicknames. 
This is identical to Step 2 of the Fictional League Creation Wizard. 
When you are done, click Next Step. 

Step 3 - Minor Leagues and Ghost Players 
In Step 3 of the Historical League Creation Wizard, you define your minor leagues and some roster settings.
Just check the box for each level of minor leagues that you want to have in your league. If you choose not to have minor leagues, your 
league will use a reserve roster, described in more detail in this section. 
If you want to have a more complicated minor league structure, such as one in which there are multiple leagues at Triple-A level, you 
can drop into Advanced Mode. 
For the bottom part of the page, decide whether you would like to require full minor league rosters. If you do require full rosters, most 
historical databases do not have enough information about minor leaguers to fill all roster spots. Therefore, the game will create 
fictional players to fill those slots. If you choose this option, you will also have the ability to block these fictional players from ever 
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reaching the major leagues. Many historical OOTP players do this so that fictional players do not replace real historical players on 
major league rosters. 
When you are done, click Next Step. 

Step 4 - Recalculation and Expansion Settings 
In Step 4 of the Historical League Creation Wizard, you define a few more settings specific to historical leagues. 
First, define whether you want the game to recalcuate player ratings before each season, based on their real-life statistics. 
Next, decide whether you want to automatically expand the league and hold an expansion draft. 
Finally, decide whether you want to enable the automatic import of financial settings. 
When you are done, click Next Step. 

Step 5 - FaceGen
In Step 5 of the Historical League Creation Wizard, you define settings for the fictional face generator for your league. 
This is identical to Step 6 of the Fictional League Creation Wizard, except that the default in Historical leagues is NOT to use fictional 
pictures.
When you are done, click Next Step. 

Step 6 - Manager Settings
In Step 6 of the Historical League Creation Wizard, you define your manager identity and a name and starting year for your file. 
This is identical to Step 7 of the Fictional League Creation Wizard. 
When you are done, click Start Game. OOTP will process all the information you have selected and drop you onto the Manager 
Home page described in Manager Home. If you want to add more leagues into this world, you can do so through the Game Setup 
option in the Game menu, described in Game Setup.

Template Wizard
OOTP 9 has a template feature that allows you to save a league as a template to be reused again later. See the section of the online 
manual about templates for more detailed information?about OOTP's template function.
If you already have templates saved, you can use the Template Wizard to quickly create a league based on a previously created 
template. There are two steps in the Template Wizard:

Step 1 - Load a World Template
In Step 1 of the Template Wizard, you select the template that you wish to use, and then click Load Template.

Step 2 - Manager Settings
In Step 2 of the Template Wizard, you define your manager identity, name, and a starting year for your file. 
This is identical to Step 7 of the Fictional League Creation Wizard. 
When you are done, click Start Game. OOTP will process all the information you have selected and drop you onto the Manager 
Home page described in Manager Home. If you want to add more leagues into this world, you can do so through the Game Setup 
option in the Game menu, described in Game Setup.

Creating Custom Games in Advanced Mode
For many OOTP fans, one of the best things about OOTP is the ability to create your own custom baseball universe. OOTP offers 
unparalleled flexibility in creating a baseball world that perfectly suits your preferences.
The League Creation Wizard offers an easy way to get started with a custom game, but many OOTPers crave complete control over 
all aspects of their baseball universe, and the Advanced Mode we'll cover in this section of the online manual is where you can 
accomplish that control.
To get into Advanced Mode, just click on the New Custom Game button on the Main page. If this is your first time playing, the 
League Creation Wizard will open automatically. Click on the Advanced Mode button to cancel out of the wizard. Now you're in 
Advanced Mode! Let the fun begin!

Advanced Mode Overview
When you switch into Advanced Mode for creating a custom game, you are presented with a screen with a number of different tabs, 
also known as the "Create New Game" page. At a high level, the process of setting up a custom game is pretty simple: go through the 
tabs on this page and select the options you want. Once you're done, click on the Start Game button in the lower left. In practicality, 
there's a ton of information here. Let's start looking at it a little more closely:
To make this page easier to grasp, think of the page as divided into two panes, left and right. The left pane holds global settings within 
your new game; everything in the tabs on the left side of the screen affects your entire saved game. The right pane contains league-
specific settings; everything in the tabs on the right side of the screen affects one specific league within your saved game.
Note: All OOTP games are initially "solo" games. Enabling a game for online play happens after the creation process. See the section 
on Online Leagues for more information.
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Once you've added a league or leagues, click on one of the leagues in the All Included Leagues box on the lower left, then go to the 
right pane of the page and configure the league settings for that league. Repeat that process as many times as necessary.

Adding Historical Leagues
Adding a Historical League to your game requires a few additional steps, since OOTP offers quite a few options for historical 
simmers. Historical Leagues are based on third-party historical databases, and OOTP 9 comes with two such databases. Before you 
add a Historical League, you should make yourself familiar with the historical databases that come with OOTP, or you should obtain 
another third-party database you wish to use, because you'll need to make a decision about which historical database to use once you 
try to add a Historical League to your game. 
To create a historical league in Advanced Mode, follow these steps:

1. From Advanced Mode, click on the Add Historical Major League button on the left side of the Create New Game page. 
2. A browser window will open. Locate the primary database file for your historical database. To use either one of the two built-

in historical databases provided by OOTP 9 (Lahman, or stat-neutralized Lahman), choose the file historical_database.odb. 
In default installations, this file can be found in C:\Documents and Settings\user name\My Documents\Out of the Park 
Developments\OOTP Baseball 9\stats on a PC, and Users\user name\Documents\Out of the Park Developments\OOTP 
Baseball 9\stats on a Mac. This should be the default directory on this screen, so in all likelihood you're already in the right 
place.
If you are using another historical database, you should select the file from that database called master.csv.

3. Click on the file to highlight it, and then click the Confirm button. 
4. You will be presented with the Historical League Import Options page.

This page has a number of options to set, as follows:

Option Description

Enter Season 
Year

The historical season that you wish to import. This is the season in which your league will begin. You can 
choose any year your historical database supports, but OOTP 9 typically supports from 1871-2007.

Keep this 
season's statistics 
in player career 
stats

If this box is checked, the real-life statistics from the season you are about to play will appear in each 
player's career statistics in OOTP. For example, let's say you decide to import the year 1927. If you check 
this box, Babe Ruth will have 60 home runs (the number he hit in 1927) added to his career total. If you 
leave it unchecked, it will be as if you are beginning the 1927 season, and only homers Ruth hit prior to 
1927 will be in his career total.

Import complete 
history

If this box is checked, all player history prior to the selected year will be imported. For example, if you 
start a game in 1977 with this option checked, all the leaderboards and record books in the game will be 
accurate as of the end of the 1976 season. If you leave the checkbox blank, there will be no history in your 
league when you first start.
Note: Importing complete history will cause the import process to take much, much longer, as instead of 
importing a single year of data, you are effectively importing 40, 60, or even 100 years of history!

Base Current 
Ratings on...

This option basically allows you to choose between the pure Lahman statistical database, and Garlon and 
Spritze's neutralized database. There are two options in this drop-down, used to determine the current 
ratings assigned to imported players.

o Real Stats:The "standard Lahman" option. Current player ratings will be assigned based 
on a player's historical statistics. So, in this case, a player who played in a hitter-friendly park 
throughout his career could end up with inflated ratings. 

o Neutralized Stats:The "Garlon and Spritze" option. Current player ratings will be 
assigned based on a player's neutralized statistics, giving perhaps the most accurate assessment of 
individual player ratings on an even playing field.

Base Potential 
Ratings on...

There are four options in this drop-down, used to determine the potential ratings assigned to imported 
players.

o Career Totals: Player potential ratings will be assigned based on a player's entire career. 
o Remaining Years of Career: Perhaps the most accurate way to replay history. With this 

option, a player will be rated only on what he has not yet done in his career. For example, if you 
start a league in 1930, this option will base all players' ratings only on what they accomplished in 
1930 and later. 

o Peak Seasons of Career: Player ratings will be assigned based on the best years of a 
player's career. 

o Remaining Peak Seasons: Player ratings will be assigned based on the best years a 
player has yet to play.

Left / Right Split 
Ratings

Historical databases do not usually include data on how hitters performed specifically against right-handed 
or left-handed pitchers. If you select this option, a right-handed hitter will generally have better ratings 
against a left-handed pitcher. If you leave this unchecked, players will generally hit equally against all 
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pitchers.

Adjust Hitters 
with Fewer than 
X At-Bats

This setting forces the game to adjust the batting ratings for players who did not play very much in the 
selected season. For example, this would prevent a player who hit .500, but in limited at-bats, from being 
rated very highly by making them closer to the league average. By default, players with fewer than 200 at-
bats will be adjusted.

Weaken Hitters 
with Fewer than 
X At-Bats

Similar to the prior setting, this setting forces the game to severely reduce the batting ratings for players 
who had a very low number of at-bats in the selected season, reducing their hits/HRs, etc. By default this is 
set to 50 at-bats.

Adjust Pitchers 
with Fewer than 
X Innings

This setting forces the game to adjust the pitching ratings for players who did not play very much in the 
selected season. For example, this would prevent a player who pitched well, but in just 5 innings of play, 
from being rated very highly by making them closer to the league average. By default, players with fewer 
than 25 innings pitched will be adjusted.

Weaken Pitchers 
with Fewer than 
X Innings

Similar to the prior setting, this setting forces the game to severely reduce the pitching ratings for players 
who had a very low number of innings pitched in the selected season, reducing strikeouts, etc. By default 
this is set to 10 innings.

5. Once you have the settings you want, click on the Import League button, and your Historical League will be created. It 
might take several minutes to import, because the game is loading and creating ratings for each player from the season you 
selected. If you chose the "Import Complete History" option, this process can take an hour or more, especially on older 
machines! 

6. When the import is complete, you will be returned to the Create New Game page, where you can make additional 
adjustments to your game. You can have multiple historical leagues in your game, if you so desire. So, for example, you 
could have a 1927 league running alongside a 1977 league, and even allow players to move freely from league to league.
Note: If you are importing historical players, you should schedule your first-year player draft between October and 
November. Otherwise, your rookies will make their Major League debuts a year earlier than you expected. Also note: As the 
Historical Import Options screen indicates, pre-1901 Historical Leagues always start with an inaugural draft.

7. Once you've added a league or leagues, click on one of the leagues in the All Included Leagues box on the lower left, then go 
to the right pane of the page and configure the league settings for that league. Repeat that process as many times as necessary.

Other Historical Options
In addition to importing entire Historical Leagues, you can also import historical players or teams individually.

Adding Fictional Leagues
To add a Fictional League, click on the Add Fictional Leagues button. When you do, a new entry will appear in the All Included 
Leagues box, entitled 'Fictional Baseball League': 
Any leagues added using this button are considered parent leagues. Affiliated (minor) leagues are added through the Add Minor 
League action menu on the right side of the page. We'll cover that in a minute. If you're unclear on what we mean by parent leagues 
and affiliated leagues, see the section of the manual on Game Universe Terminology.
Once you've added a league or leagues, click on one of the leagues in the All Included Leagues box on the lower left, then go to the 
right pane of the page and configure the league settings for that league. Repeat that process as many times as necessary.

Adding OOTP 6.12/6.5 Leagues
The process for adding an?OOTP 6.12 or 6.5 league to your game via Advanced Mode is exactly as described in the section of the 
manual about creating games from OOTP 6.12 or 6.5 leagues.
Once you've added a league or leagues, click on one of the leagues in the All Included Leagues box on the lower left, then go to the 
right pane of the page and configure the league settings for that league. Repeat that process as many times as necessary.

Templates
At the bottom of the Create Game page is an action menu called Templates.
Templates are a neat feature that can save you time if you like to create multiple worlds. A template is like a oopy of the game 
structure you have created, that can later be used to create a new game with an identical structure. Templates created during the game 
creation process contain only the structure of your game. Templates created after a game has started include all of the players in that 
game as well.

Saving a Template
To save the structure of a game as a template, click on the Templates action menu and select Save this Setup as a Template. Then, 
enter a name for your template and click Save Template.

Loading a Template
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same frequency as in the real world.

Position Player 
Fatigue

This option controls how quickly position players become fatigued during the season. The value can be set from 
None to High.

See Suspensions for more information on player suspensions, and see Injuries, Fatigue, and Aging for more information on player 
injuries and fatigue.

Rating Scales
OOTP uses a number of ratings to describe the abilities of players and coaches. These rating scales can be changed at any time. They 
don't actually change player ratings, just the scale on which they are displayed.
Player ratings are defined in more detail in the section on Current Ratings and Potential Ratings, but the numeric range you choose is 
strictly a matter of preference. 

Option Description

Player Ratings Defines the scale used to view current player ratings.

Player Potential Defines the scale used to view player potential ratings.

Other Ratings Defines the scale used to view other player ratings (such as speed and baserunning skills).

Show Ratings > Max
By default, OOTP limits ratings to the scale defined. However, if this option is enabled, some exceptionally rare 
players might have ratings above the top end of the defined ratings scale. For example, on a scale of 1-100, 
there could be players with 120 ratings.

Overall/Potential 
Rating

Scouts in OOTP give each player an overall rating. You can choose not to show these overall ratings, use a 20-
80 scale, or use a star-based system. 
The star-based system displays player ratings from one-half to five stars, in half-star increments.

Overall rating based 
on all players, not 
position

By default, OOTP overall ratings compare players to other players at the same position. For example, shortstops 
are rated relative to all other shortstops. If you select this check box, the game will instead rate all players 
compared to all players in the entire league, across positions.

Coach/Scout Ratings
Defines the scale used to view coach/scout ratings. See Coaches and Personnel for more information on coaches 
and scouts.

OOTP supports any of the ratings scales listed below. In each numeric scale, the higher a player's rating, the better he is at that 
particular skill.
NONE displayed
1 to 5
2 to 8
1 to 10
1 to 20
20 to 80 (in increments of 5)
1 to 100
'NONE displayed' will prevent ratings from displaying. Even if ratings are not displayed, they still exist and are used by the computer 
in decision-making. They are simply not visible to the human player.
Note: You can change rating scales at any time during a game without adversely affecting your league.

Auto-Save & Logs Options
The Auto-Save & Logs Options section contains a few additional choices for administering your league. These options mainly give 
you some flexibility in terms of what files OOTP saves over the course of your game's history. Depending on what you're interested 
in, adjusting these settings can drastically impact the size of your league files.

Option Description

Auto-Save
The Auto-Save option tells the game how frequently to auto-save the progress in your game. You can 
choose never, once a year, once a month, once a week, or daily. The time frames given are in-game times, 
not real world times.

Save Box Scores from . 
. .

The Save Box Scores from . . . option allows you to choose which box scores will be saved. The more box 
scores you save, the more space is taken up on your computer. You can choose to save box scores from all 
leagues, human leagues, human organizations, human teams, or none. See here for more information about 
box scores.
Box scores and game logs are stored and overwritten each season. Each game in your universe is given an 
ID. For example, the first game on the schedule is game 1. The box scores and game logs for game 1 will be 
saved until the next season, when game 1 of that season is played. At that time, the old game 1 box score 
and game log will be overwritten. Therefore, if you want to save all your old box scores and game logs, be 
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Add Minor Leagues Menu
If the currently selected league is not a child league, then another menu called the Add Minor Leagues menu will appear at the bottom 
right. Read on for more information about adding minor leagues.

Adding Minor Leagues
The Add Minor League menu allows you to add a minor league to your universe. Leagues added in this manner are automatically 
affiliated with the selected league. OOTP supports five levels of minor league play: Triple A, Double A, Single A, Short Season A, 
and Rookie, plus two 'feeder leagues,' college and high school. 
A minor league cannot have a minor league underneath it, unless it is an independent league. Therefore, when you are editing an 
affiliated minor league, this option is not available. 
Clicking the All Levels option creates five new minor leagues underneath the selected league, one at each level (Triple A, Double A, 
Single A, Short Season A, and Rookie). It does not create any feeder leagues. Clicking any of the other options creates one new minor 
league at the selected level. The new minor league is now shown in the All Included Leagues box on the left side of the page. 
Warning! If you add minor leagues and subsequently change the fundamental structure of the parent league, all team affiliations will 
be lost, and you will have to manually reassign the affiliations.

Feeder Leagues
A feeder league feeds players into its parent league. Feeder leagues have minimum and maximum age limits for players, and once 
players exceed their age maximum, the players go into the draft pool for their parent league. When a new season starts in a feeder 
league, the rosters are filled up again with players of the minimum age. So, the older players get drafted, or dumped into the free agent 
pool if undrafted, and young ones get added automatically for the following season.
Each feeder league can feed players into only one league, and you cannot have a 'daisy chain' of feeder leagues. That is, you can't have 
a high school league that feeds into a college league that feeds into a professional league.
There are two types of feeder leagues: college and high school. These two types behave identically. The names, like league levels, are 
mainly just for categorization. 
Important: Feeder leagues are not meant to simulate real-world college and high school baseball. There is no early entry into the 
draft, recruiting, redshirting, or similar staples of college and high school baseball. 
In past versions of OOTP, GMs knew relatively little about players in the upcoming first-year player draft pool, other than their 
scouted ratings. Feeder leagues add immersion, providing a draft pool full of players with several years of statistical history leading up 
to the draft, in addition to scouting reports. This gives general managers much more information on which to base draft decisions. This 
is additionally helpful in leagues that allow the trading of draft picks, because GMs can make intelligent decisions about how strong a 
particular draft class looks by scouting and researching the draft class in advance.
Feeder leagues behave very similarly to minor leagues. Players in feeder leagues have minor league contracts and share all the rules of 
the parent league.
Players in a feeder league will appear in the first-year player draft pool of the major league once they are no longer eligible for their 
feeder league. Your first-year player draft will also be supplemented with enough fictional players to fill out the draft, if necessary.

Feeding First-year player drafts Completely through Feeder Leagues
If you want your parent league's first-year player draft to be fed completely by feeder leagues, you will need to do some math to 
determine how many feeder league teams you will need to fill out your draft class completely. So, using the default of a 5-year age 
range, we calculate as follows:
Feeder leagues with 5-year age ranges (18-22, for example) typically feed 6-9 players per team to the parent league each year. Smaller 
age-ranges result in more players entering the draft each year.
[Number of teams in your parent league] x [Number of rounds in your first-year player draft] = total # of players needed in first-year 
player draft
[total # of players needed for draft] / 6 (rounded up) = minimum # of feeder league teams required
For example, let's say you have a 16-team major league, and a 5-round first-year player draft. You need 16 x 5, or 80 players in your 
first-year player draft each year. We divide 80 by 6 and round up, getting 14. If you have 14 feeder league teams, you should get 
enough players from your feeder leagues to populate your first-year player draft entirely with feeder league players.
Of course, it's always better to err on the side of more teams. If you end up with more players than you need for the draft, then the 
undrafted players will simply enter the free agent pool.

Adding Independent Minor Leagues
Minor leagues created through the Add Minor League action menu are automatically affiliated with the selected league, meaning that 
the teams in the minor league will roll up to a team in the parent league. General management decisions will be made by the parent 
league club. To create an independent minor league, first add a new fictional league, and then use the League Level drop-down to set 
the league level to the desired level of play. 
An independent minor league behaves just like any parent league. For example, an independent minor league could have an first-year 
player draft, and could potentially have affiliated leagues underneath it as well.
Note: You cannot affiliate an independent league with another league after creation. For example, you could not have a league that is 
independent for several years, and then affiliates with a major league.
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Names & Affiliations Page
The Names & Affiliations page is used to modify the names of your league and all of its components - subleagues, divisions, and 
teams. It is also used to define affiliations, or relationships between teams in child leagues and teams in parent leagues. It's also used to 
set names for your annual player awards.
The page is divided into two sections called League Name Setup and Award Names Setup.

League Name Setup
The League Name Setup section of the page allows you to customize all the names and abbreviations for your league, subleagues, 
divisions, teams, and their nicknames. Although names and abbreviations can be up to 49 characters in length, names longer than 30 
characters often don't look very good on in-game reports and in other messages, so it's best to keep names short when possible. 
Abbreviations should generally be 3 or fewer characters.
To edit any of the names, click in the relevant text box and make the desired changes.
The names of your teams, leagues, and subleagues are frequently inserted into the game's news articles. Since the names you input will 
be used verbatim, it's typically best to have your names in the following formats:

Name Format Example

League X League Baseball World League Baseball

Subleague X League Northern League

Team Name Typically a city name Boston

Team Nickname Any plural or mass noun Dogs, Crowd

Abbreviations Any combination of capital letters ABA

Names entered in formats different from those listed above will still work. However, you might find that the in-game news articles 
sound awkward. Abbreviations longer than 3 characters are possible, but 3-letter abbreviations assure the best appearance on the 
various game pages and reports.

Team Nations
In addition, on this screen you can associate any team in your league with a specific nation. Just choose the nation from the drop-down 
box. By default, all teams in your league will match the League Nation.

Award Names Setup
OOTP automatically generates awards at the end of each season for the best pitcher, hitter, rookie, and the best fielder at each of the 
nine defensive positions. The names of these awards can be customized in the Award Names Setup section.
Award names are frequently used in news articles in OOTP. Since the names you input will be used verbatim, it's typically best to 
have your names in the format specified below.

Name Format Example

Award X Award Perfect Pitching Award

Note: Include the word 'Award' in your award names to ensure the best-sounding news articles.
Additionally, OOTP 9 allows one custom award. With some screen resolutions, you might need to scroll down to find this award. This 
custom award can be used for any purpose you choose; Relief Pitcher of the Year, Best Left-Handed Third Baseman, whatever you 
like. However, unlike the others, this award will not be granted automatically. This award, as well as others, can be awarded to a 
player manually by a commissioner. See Other Commissioner Functions for more information on manually assigning awards.

Affiliation Setup
In an affiliated league, teams can be affiliated with parent league teams. In such a case, the general manager of the parent league 
makes all decisions for the organization. In a typical real-world setup, minor league teams are affiliated with major league teams. 
When you add a minor league to your game using the Add Minor League menu, OOTP automatically affiliates the teams in the new 
minor league with teams in the parent league. Minor leagues also have drop-downs for you to set their affiliations:
To change a team's affiliation, just choose the team you want a minor league team to affiliate with from the drop-down. There is no 
limit to how many teams can be affiliated with one parent team.
It is also possible to have some minor league teams with no affiliation. However, an unaffiliated team does not receive players from a 
parent league through an first-year player draft, and therefore must obtain all players through the free agent market-a tricky 
proposition!
Note: The affiliation drop-down appears only if you are editing an affiliated league.
Warning! If you add minor leagues during the game creation process and subsequently change the fundamental structure of the 
parent league, all team affiliations will be lost, and you will have to manually reassign the affiliations.

Rules Page
The Rules page defines the select league's set of core rules. The Rules page is divided into six sections, described below.
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Designated Hitter Rule
If the Designated Hitter Rule box is selected, then the selected subleague will use the designated hitter rule. This rule allows teams to 
have a player other than the pitcher take a place in the batting order, resulting in greater offensive output. In leagues that use the 
designated hitter rule, pitchers do not bat.

Roster Rules
The Roster Rules section defines how rosters are handled in the selected league. See Roster Rules and Management for more 
information about rosters in OOTP.

Option Description

Age Minimum
The minimum age for players on this roster. Players under this age cannot be placed on rosters 
in this league. Set to 0 for no age minimum.
Note: Age limits are checked on the first day of the offseason.

Age Maximum

The maximum age for players on this roster. Players over this age cannot be placed on rosters 
in this league. Set to 0 for no age maximum.
Note: Age limits are checked on the first day of the offseason. So, you could have a player who 
is over the age maximum for part of the season.

Active Roster Size
The maximum number of players allowed on each team's active roster. Players who are not on 
the active roster are not eligible to play in the team's games. A league's active roster can have 
between 15 and 50 players. See Active Rosters for more information.

Foreign Players Limit

The maximum number of foreign players allowed on the active roster of each team. A foreign 
player is defined as any player not from the League Nation defined for the league. The foreign 
player limit can be between 0 and 10 players. Teams can have as many foreign players as 
desired on nonactive rosters.

Expanded Roster Size

The maximum number of players allowed on each team's active roster after the Roster 
Expansion Date. Typically, leagues will allow expanded rosters late in the season. Expanded 
Roster Size can be between 15 and 70 players. Expanded rosters can be disabled. See Expanded 
Rosters for more information.

Roster Expansion Date
The date on which expanded rosters become effective. Rosters return to normal size on the first 
day of the playoffs. See Expanded Rosters for more information.

Secondary (40-Man) Roster Size

The Secondary (40-Man) Roster Size defines the number of players allowed on each team's 
secondary roster, which can be between 25 and 70 players. Secondary rosters can be disabled. 
See Secondary (40-Man) Rosters for more information.
Note: Even if you set your secondary roster to a number other than 40, some pages might still 
refer to the '40-man roster.'

Minimum Days of Service for One 
Service Year

The number of calendar days a player must be on a team before he accumulates one 'service 
year.' Service Years impact free agency for players. See Service Time for more information.

Waiver Period Length
The number of days a player must remain on waivers before he 'clears waivers.' This time can 
be between 1 and 30 days, or waivers can be disabled. See Waivers for more information.

DFA Period Length
The number of days a player must be 'designated for assignment' before the assignment is 
completed. This time can be between 2 and 30 days, or DFA can be disabled. See Designated 
for Assignment (DFA) for more information.

Minor League Option Years
If this box is checked, the league will use minor league option years. See Minor League Option 
Years for more information.

Disable Right to Refuse Minor 
League Assignment

If this box is checked, players will no longer have the right to refuse minor league assignment. 
This option is typically only required in online leagues where the commissioner wishes this 
ability.

Rule 5 Draft If this box is checked, the league will have a Rule 5 Draft. See for more information.

Trade Rules
The Trade Rules section of this page establishes league rules for trades.

Option Description

Player Trades If this box is checked, players can be traded within the league.

Trading Deadline Date The date after which all players must clear waivers before completion of a trade.
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Trades with Other 
Major Leagues

If this box is checked, players can be traded to other parent leagues. Otherwise, trades can happen only 
within the selected league, if allowed at all.

Allow trading of 
recently drafted players

If this is unchecked, then players with less than a full year of pro service who were recently drafted cannot be 
traded. This is the so-called "Incaviglia Rule" from professional baseball. (This is new in OOTP 9.1.2.)

Allow Draft Pick 
Trading

If this box is checked, teams can trade draft picks in the  upcoming first-year player draft to other teams. 
Only the upcoming draft's picks can be traded.

See Trading for more information on trading in OOTP.

Historical Rookies Options
The Historical Rookies Options section affects the treatment of rookies in historical leagues. If you are not using a historical league, 
there is no need to touch these settings.

Option Description

Automatically 
Import Historical 
Rookies

If this box is checked, each year the actual rookies from the historical database will be imported into your 
league automatically.
Note: If you want historical rookies to be assigned to the same teams they played for in real life, you must 
disable the first-year player draft, described in the Amateur Draft Rules section below. The rookies will be 
imported on the first day of the preseason. If you do not do this, all historical rookies will be dumped into the 
first-year player draft pool. 

Database Path

During game creation, this area displays the text 'Please set after game has been created!' When you access this 
page through the Game Setup option later, the database path will be set to whichever directory stores your 
historical database. If you have moved your historical database, or if you didn't use a historical database during 
game creation, you can enter a new path here.
Warning! If the historical database is moved or deleted without correcting this value, your game will be unable 
to continue!

Note: If you are importing historical players, you might want to schedule your first-year player draft between October and November. 
Otherwise your rookies might make their major league debuts a year earlier than you expected.

Amateur Draft Rules
The Amateur draft rules establish league rules concerning first-year player drafts. 

Option Description

Amateur draft
If this box is checked, an amateur player draft will be held each year in the league.
Note: If this option is deselected, the game will create fictional free agents during each offseason, so that teams do 
not run out of players. 

Amateur Draft 
Date

The date on which the first-year player draft will be held.

Amateur Draft 
Number of 
Rounds

The number of rounds in the first-year player draft. This value can be between 1 and 50 rounds.

Generate Players 
for X Rounds

This option allows you to define how many rounds' worth of players you want to generate. By default, the game will 
generate just enough players for all teams to draft in each round. This gives you the ability to create more or fewer 
players than necessary. This value can be between 0 and 150.

Amateur Draft 
Pool Reveal 
Date

By default, the annual draft pool is revealed one month prior to the first-year player draft date. However, this option 
allows you to customize this value. It can be set anywhere between 5 and 75 days before the draft, in increments of 
5 days. This option is most commonly used in online leagues, where first-year player drafts typically take place over 
a longer period of time.

See First-year Player Drafts for more information.
Note: If you elect not to have a first-year player draft, and your league does not have free agency enabled, OOTP will create a 
number of young players before each offseason and dump them into the free agent pool, so that the league can still have some influx of 
talent.
Note: Affiliated leagues never have first-year player drafts. Affiliated leagues receive players directly from their parent leagues. Any 
parent league might or might not have an first-year player draft.

Financial Rules
The Financial Rules section sets up the financial model to be used in the league. See the Financial Model for more information on 
finances in OOTP.
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Option Description

Average Attendance 
per Game

The average attendance per game in the league. This figure is used as a baseline to determine attendance 
figures for each team.

Average Ticket Price The average ticket price in the league. Some team owners might set prices higher or lower.

Away Team's Gate 
Share

Percentage of ticket sales revenue at the home team's ballpark that is paid to the away team.

Financial System
If this box is checked, the league has a financial system. If unchecked, the entire financial model will be 
disabled for this league.

Minimum Service 
Years for Free Agency

The number of service years a player must accumulate before becoming eligible for free agency. Can be 
between 1 and 12, or free agency can be disabled. See Free Agency for more information.

Allow Free Agents 
from other Leagues

If this box is checked, free agents from other leagues can be signed to play in the selected league. If 
unchecked, players from other leagues cannot be signed. See Free Agency for more information.

Allow Free Agents to 
leave League

If this box is checked, free agents from this league can sign with teams in other leagues. If unchecked, free 
agents cannot sign with teams from other leagues. See Free Agency for more information.

Draft Pick 
Compensation for Lost 
Free Agents

If this box is checked, teams get draft picks as compensation for players lost during free agency. See Draft 
Pick Compensation for Lost Free Agents for more information.

Minimum Service 
Years for Salary 
Arbitration

The number of service years a player must accumulate before becoming eligible for salary arbitration. Can be 
between 1 and 5, or salary arbitration can be disabled. See Salary Arbitration for more information.

Minimum Service 
Years for Minor 
League FA

The number of service years a player must accumulate before becoming eligible for minor league free 
agency. Can be between 1 and 12, or minor league free agency can be disabled. See Minor League Free 
Agency for more information.

Average Media 
Contract

The average media contract in the league, in dollars. Media contracts affect team income.

Media Contract Fixed?
This option determines whether media contracts in the league are fixed, or can change. Contracts can either 
be equal for each team, or they can vary based on team market size.

Salary Cap

Sets a cap on team salaries. Total team salaries must be below this figure. The computer will disallow any 
contract offer or trade if it would put a team over the salary cap during the current year or the following year. 
An entry of $0 means there is no salary cap.
Note: If you create a game with a salary cap already turned on, be aware that the initial salaries generated 
by the game will not necessarily fall under the cap. Since player salaries are generated based on the player 
salary averages in the league setup, it might be best to play with the player salary averages a bit before 
assigning a specific salary cap. 

Team Owner Controls 
Budget?

Determines whether or not the team owner controls the budget. Either the team owner controls the budget, 
and the general manager has limited use of money, or the team's entire revenue is available to the general 
manager.

Revenue Sharing

Determines whether or not the league uses revenue sharing. Either there is no revenue sharing, or any cash in 
a team's treasury above the Cash Maximum (see below) is shared between all teams. The revenue sharing 
calculation takes place on the first day of the offseason. 
Revenue sharing works as follows: At the end of the season, all profits that would put any team above the 
Cash Maximum are put into a pool. This pool is then divided evenly among all teams that had a financial 
loss.

Cash Maximum
The maximum amount of cash a team is allowed to have at the end of the season. If revenue sharing is turned 
on, surplus is shared between other teams. If revenue sharing is turned off, excess cash is lost. Cash 
Maximum is calculated on the day the offseason starts. 

Average Scouting 
Budget

The average scouting budget for teams in this league. See Scouting for more information.

Option Description

Average Coach 
Salary

The salary of an average coach or staff member in the league. (This is not the average salary, it's the salary for a 
coach who has average ratings.)

Minimum Player Minimum player salary in the league. All players who have a major league contract receive at least this amount. 
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Salary

Player Typical 
Salary (multiple)

These settings establish the typical salary figure for players of differing caliber. These values are used by the 
computer in a number of areas of the game, such as computer GMs determining contract offers and players 
assessing the value of an offer. The eight categories of players are superstar, star, good, above average, average, 
below average, fair, and poor.

Options Page
The Options page contains miscellaneous league options, and is divided into nine separate sections.

Team Rosters / Draft
If the Inaugural Fantasy Draft / Hold Draft check box is checked, the league will begin with a draft involving all players in the league. 
If the box is unchecked, players will be distributed among teams automatically when the league is started. See Inaugural Drafts for 
more information.

Progressing Options
Progressing options are used only in fictional historical leagues. These options control how your league behaves between seasons.

Option Description

Automatically adjust League 
Strategy

This option automatically changes leaguewide strategies according to the historical era. This 
includes things such as the frequency of stolen bases, etc. See the Team Strategy Page for more 
information on the different strategies this can affect.

Import adjusted financial settings 
after each year

This option uses a set of historical financial data stored in \OOTP Baseball 
9\data\database\financials.txt to realign your league finances after each season with actual 
historical numbers.

Automatically adjust league totals 
modifiers after each season for 
historical accuracy

This option will automatically adjust league totals after each season, based on the actual league 
totals in the upcoming year. This will result in your historical league producing league totals 
very similar to actual historical totals from that year.

Automatically import historical 
player-creation modifiers

This option will automatically adjust player-creation modifiers based on real-world player 
performance during that specific year, resulting in players who tend to match the skillsets of 
similar players in the same years in the real world.

Historical Progressing Options
These options are only available when configuring league settings for historical leagues. They control how your league behaves 
between seasons.

Option Description 

Automatically expand 
league 

Automatically expands your historical league at the precise time that real-world leagues expanded. 
OOTP will automatically handle changes in team names, nicknames, league structure, etc. 

Expansion Mode 
Defines whether or not an expansion draft will be held if you have chosen automatic expansion. 
See League Expansion for more information. 

Protected Players per Team Defines how many players are protected in the expansion draft. 

Base Roles / Positions on
Defines whether historical progression will be based on the real-life statistics of a player, or the AI's 
assessment of his skills. For example, real-life statistics would cause Dennis Eckersley to become a 
relief pitcher at the same time he did in real life, while AI evaluation could cause him to remain a starter. 

Automatically adjust League 
Strategy 

Automatically changes leaguewide strategies according to the historical era. This includes things such as 
the frequency of stolen bases, etc. See the Team Strategy Page for more information on the different 
strategies this can affect.

Import adjusted financial 
settings after each year 

Uses a set of historical financial data stored in \OOTP Baseball 9\data\database\financials.txt to realign 
your league finances after each season with actual historical numbers. 

Retire players according to 
history

Forces players to retire from OOTP after the same season in which they retired in real life. Otherwise, 
OOTP will decide retirement by itself, and historical players may end up having significantly longer or 
shorter careers than they did in real life.

Recalc player ratings based 
on real stats after each year 

Forces OOTP to recalculate player ratings after each season based on how the players performed in real 
life. For example, if in the next season in real life a player performed at a much higher level, his OOTP 
ratings will increase automatically. If this is not enabled, players will improve normally according to 
their OOTP potential ratings. 
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Double weight of current 
year stats

Doubles the weight of the player's current year stats evaluating historical players. If you are playing in 3-
yr recalc mode in 1988, for example, then player ratings will be based on 1987+1988+1989 stats. If you 
are playing in 3-yr recalc mode with "double-weight" in 1988, then player ratings will be based on 
1987+1988+1988+1989 stats. The focus year is added twice into the evaluation. Some people feel that 
this option results in more realistic AI decisions in certain areas, like pitcher roles. 

Ratings recalculation base 
Determines the base to be used for player ratings recalculations. You can choose 1, 3, or 5 years. For 
example, using 3-year recalc in 1988 means that player ratings will be recalculated based on 
1987+1988+1989 statistics. 

Base Ratings on
Allows you to choose whether you will base player ratings on their actual stats (using the Lahman 
database), or park-neutralized stats (Garlon/Spritze database).

Automatically adjust league 
totals modifiers after each 
season for historical 
accuracy 

Automatically adjusts league totals after each season, based on the actual league totals in the upcoming 
year. This will result in your historical league producing league totals very similar to actual historical 
totals from that year. 

Player Options
Player Options give you flexibility in defining your player population.

Option Description

Foreigner Percentage

During the creation of your league, and subsequent first-year player drafts (if enabled), OOTP generates 
players for your league. By default, the majority of these players will be from the league nation defined in the 
Structure page described in the Structure Page.
The foreigner percentage setting determines what percent of the players in your league will not be from the 
League Nation. For example, if Foreigner Percentage is set to 10, then 90% of your players will be from your 
League Nation. The remaining 10% will be from other nations.
The game uses its internal world database to determine the nationalities of any foreign players. Each nation 
in the world has a Baseball Quality level as described in Explore World. Proportionally more foreign players 
will be generated from nations with high Baseball Quality ratings. Nation population is not a factor in this 
process. So, for example, if you create a league in the U.S., with 10% foreign players, you can expect most of 
the 10% to be from strong baseball nations such as the Dominican Republic and Japan.

Allow incomplete 
minor league rosters 
(ghost players)

By default, OOTP requires players for every roster spot in each league in your game. However, some 
players, particularly those interested in historical play, prefer not to have fictional ballplayers in the minor 
leagues. 
When you select this check box, the game will fill empty roster spots with 'ghost players.' These players have 
no names or recorded statistics. This allows you to play a game with only a few real players on a minor 
league roster. So, when you look at the team's roster, you might see only four players. 

Block fictional players 
from reaching majors 

This option prevents any fictional players from ever reaching the major leagues. Historical players may use 
this if they want to ensure only true historical major leaguers ever play in the major leagues. 
Note: This option is only available in historical leagues with minor leagues attached and no ghost players 
enabled. 

Created Age Min
By default, OOTP creates players with a mix of ages appropriate for baseball. You can use this setting to set 
a specific minimum age for players created in your league. Set to 0 for no age minimums. You must set both 
this and the Age Max, or both values will be ignored.

Created Age Max
By default, OOTP creates players with a mix of ages appropriate for baseball. You can use this setting to set 
a specific maximum age for players created in your league. Set to 0 for no age maximums. You must set both 
this and the Age Max, or both values will be ignored.

Tracked Statistics Detail
The Select Stats Detail drop-down defines the level of detail of game statistics. As the level of detail goes up, more and more statistics 
are available. However, higher levels of detail also cause league files to take up more disk space. More detail also slows down auto-
play. 
You can choose from the following options:

Option Description

Low

Tracks the complete batting, pitching and fielding set for the career and the current season, including L / R 
splits, but excluding spring training statistics.
Note: You should use Low stats detail only if there is some specific need to do so. Using low detail can cause 
some areas of the game to behave differently. For example, news articles will not show correct statistics.



37

Normal
Additionally tracks game-by-game stats, so all basic splits (L / R, monthly, weekly, home / away) are 
supported.

High Tracks all info for every hitter, so all possible splits are supported, as well as opposing batter splits for pitchers.

Very High Additionally tracks career matchup stats for batters and pitchers.

The default setting is Very High.

Spring Training Options
Select the Schedule Spring Training check box to conduct spring training each season. See Spring Training for more information on 
Spring Training.
Note: Spring training settings can be changed only during the offseason or preseason.

Schedule Options
The Schedule Options section allows you to customize the rules of league schedule creation.

Option Description

Season Start Date The date of the first game of the season (unless you change it by activating the next option).

Force Start on 
Certain Weekday

If this box is checked, you gain access to a drop-down menu that enables you to schedule the first game of the 
season to begin on a certain day of the week. If the Season Start Date does not correspond to this day of the 
week, the season will start on the next appropriate day after the Season Start Date. For example, if your Season 
Start Date is April 1, 2007 (a Saturday) and you force the schedule to start on Wednesday, then the season will 
start on April 5.

Auto-adjust date if 
matching XML 
schedule found

OOTP comes with a number of predefined league schedules designed to match real world schedules. These are 
stored as XML files on your computer. This option allows the game to search for an XML-based schedule that 
matches your league configuration. If one is found, the schedule dates will be automatically adjusted to match 
the XML-based schedule.

Number of Games 
per Team

The number of games each team plays during the regular season, which does not include playoff games.
Note: If you change the number of games in a schedule, you should generate a new schedule. Otherwise, your 
league will continue to use the original setting. See the schedule editor in League Functions for more 
information.

Schedule Balance

If the Use Balanced Schedule Format box is checked, the league uses a balanced schedule format in which each 
team plays every other team in its subleague the same (or nearly the same) number of times during the season, 
regardless of the subleague structure. If this box is unchecked, the game will generate an unbalanced schedule 
in which each team plays every other team in its division more frequently than teams in other divisions.
Note: If a subleague is not separated into divisions, it will not have an unbalanced schedule, regardless of 
whether this box is checked.

Select Typical Series 
Length

The length of a typical series between two teams. Typical series can be anywhere between 1 and 5 games.

Interleague Play
If this box is checked, teams in different subleagues will be scheduled for games against each other. If 
unchecked, teams will be scheduled only against other teams in their subleague.
Note: This option will not appear for leagues that have only one subleague.

OOTP has a very flexible custom schedule system that uses XML schedule files. The game comes with a number of predefined 
schedules that match all the standard leagues as well as a number of historical and fictional league scenarios. When you create a 
league, and on the first day of each preseason in subsequent seasons, the game will check the predefined schedules to see if one exists 
matching your specific league setup. If a match is found, that schedule will be used, and the computer will randomly juggle the team 
matchups from year to year. If multiple matches are found, the game will cycle through the different schedules each year. If no match 
is found, the game will auto-generate a schedule consistent with your league setup.
All of this allows for a more realistic scheduling process that can be seamless to you as a player. However, you can also customize 
individual schedules after the creation of the league. See Schedules for more information on customizing schedules. Schedule files are 
stored, and can be downloaded from other sources and saved, in the data\schedules directory in your game directory, and end with an 
.lsdl file extension.
Also see the Schedule Editor in League Functions for more information on editing schedules.
Note: Schedule options on this page can be changed only during the offseason and preseason.

All-Star Game Options
The All-Star Game Options section allows you to define how All-Star games will be handled in the selected league.
There are two options in this section:
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Note: We strongly recommend you use these two options in conjunction.
Note: If you are not using historical leagues or fictional leagues based on historical data, you should leave both of these boxes 
unchecked.

Traditional OOTP
OOTP has two types of player creation modifiers, or 'PCMs': traditional OOTP PCMs, and Sabermetric PCMs. Player creation 
modifiers allow you to customize the skills of all players created in a particular league. For example, you could use player creation 
modifiers to make all players created in your league extremely powerful. 
Most players of OOTP should nev er need to adjust these numbers. By default, OOTP generates realistic players in every era. 
However, if you wish to change the nature of the players in your leagues, read on for more information. 
PCMs are set as percentages, with 1.000 being the default value. To change PCMs, increase or decrease a modifier . For example, 
setting Batting Contact to 1.500 will generate players who are significantly better than the default at making contact with the ball.
Each modifier impacts one player rating. Player ratings are described in detail in the .
Traditional OOTP PCMs affect the strength of major leagues relative to each other, in terms of the current and potential ratings of 
their players. For instance, if you have two major leagues in your universe, and one has the default Traditional OOTP PCM value of 
1.000 for Home Run Power, while the other has a Traditional OOTP PCM value of 0.500 for Home Run Power, then Home Run
Power talents and ratings will be roughly 50% lower in the second league. Traditional OOTP PCMs affect both the quality of players 
generated when the league is first created and the quality of new players created for that league's draft or college and high school 
feeder leagues. 
Traditional OOTP PCMs cascade down through a league system, so that a parent league and all affiliated leagues rolling up to it share 
the same player creation modifiers. 

Sabermetric Player Creation Modifiers
OOTP has two types of player creation modifiers, or 'PCMs': traditional OOTP PCMs, and Sabermetric PCMs. Player creation 
modifiers allow you to customize the skills of all players created in a particular league. For example, you could use player creation 
modifiers to make all players created in your league extremely powerful. 
Most players of OOTP should never need to adjust these numbers. By default, OOTP generates realistic players in every era. 
However, if you wish to change the nature of the players in your leagues, read on for more information. 
PCMs are set as percentages, with 1.000 being the default value. To change PCMs, increase or decrease a modifier. For example, 
setting Batting Contact to 1.500 will generate players who are significantly better than the default at making contact with the ball. 
Each modifier impacts one player rating. Player ratings are described in detail in the .
Sabermetric PCMs can be used for either major leagues or minor leagues, but they are recommended for minor league use only 
because of their more unpredictable results compared to Traditional OOTP PCMs. When used for minor leagues, Sabermetric PCMs 
affect only the quality of players generated when the league is first created. They do not affect the quality of new players created in 
subsequent years - that aspect is controlled solely by the PCM's used by the relevant major league. During initial league creation, the 
effects of minor league PCM's are cumulative with major league PCM's, so that players created for a AAA league affiliated to a major 
league with PCM's of 0.5 across the board will be about half as good as players created for a AAA league affiliated to a major league 
with PCM's of 1.0 across the board, assuming that both AAA leagues have the same minor league PCM's. 
You can set major league equivalencies for the following areas:
Batting Average
Extra-Base Hits
Home Runs
Walks
Strikeouts

League Totals and Modifiers
League totals and modifiers are the final piece in modifying your league output. While player creation modifiers affect player ratings 
and potential, league totals and modifiers are used to directly change the statistical output of a league. This information is most 
commonly used by historical players who want overall statistical results to match a specific target.
Most players of OOTP should nev er need to adjust these numbers. By default, OOTP generates realistic statistics in every era. 
However, if you wish to directly affect the statistical output of your leagues, read on for more information. 

Players can adjust the league totals for the following categories:
At-Bats
Hits
Doubles
Triples
Home Runs
Bases on Balls
Hit by Pitches
Strikeouts
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Team Picture Functions
The Team Picture Functions section contains a number of functions related to team logos, caps, jerseys, etc. 

Option Description

Reset all team logos
Deletes the current team logos, then searches for a new matching logo. If the game cannot find one, it will 
use the default team logo.

Reset all cap logos
Deletes the current team cap logos, then searches for a new matching cap logo. If the game cannot find 
one, it will use the default team cap logo.

Reset all jersey logos
Deletes the current team jersey logos, then searches for a new matching jersey logo. If the game cannot 
find one, it will use the default team jersey logo.

Reset all cap textures
Deletes the current cap textures, then searches for a new matching cap texture. If the game cannot find 
one, it will use the default cap texture.

Reset all jersey textures
Deletes the current jersey textures, then searches for a new matching jersey texture. If the game cannot 
find one, it will use the default jersey texture.

These options are needed mainly when you have added new custom logos or texture files after the initial creation of your league.
See Team Colors, Logos and Uniforms for more information on modifying team logos, caps, and jerseys.

Beard Frequency
The Beard Frequency section contains a list of the beard types used in the game, and a frequency number. You can edit these values to 
control how frequently fictional player pictures have beards, and what kinds of beards.

AI Options
The AI Options page contains a number of options related to the artificial intelligence in your game.
These options were all described earlier in the online manual, in the Game Options page.

Almanac Options
The Almanac is a feature that allows you to archive some or all of your records from a specific season or to automate the process of 
exporting league data to raw data formats.
Please hop over to the section of the online manual dedicated to the Almanac for more information!

Online Options
The Online Options page is where you can turn your league into an online league. There are a number of other options as well, such as 
choices that define connectivity for your online league. When the Enable Online League Mode check box is checked, a number of 
additional fields and buttons become available:
We will discuss online league setup, including these options, in Setting up an Online League.
Note: Online League Mode does not change the way in which the game fundamentally works. If you want to play solo but also want to 
post reports to a web server, then go ahead and enable Online League Mode, so that you can take advantage of those features.

League Setup
The League Setup page contains six tabs that allow you change the configuration of the leagues in your game. It also gives you access 
to a large number of helpful functions. Most of the tabs on this page have already been defined in the Advanced Mode of the Create 
Game Page. 
The biggest difference between these tabs and their relatives on the Create New Game page is that once a game has been started, many 
options can be modified only at specific times during the year. We will review all the tabs here, but in many cases, we will refer you 
back to the Create Game page for details.
The left side of the League Setup page lists all the leagues in your game. You can add leagues to your world from here using the Add 
League button. This opens the League Creation Wizard. You can also use the Templates action menu to add or save a template.
You can add minor leagues to any existing league by selecting the league on the left side of the screen, and then using the Add Minor 
Leagues action menu in the bottom right. This process is described in Adding Minor Leagues.

The Import/Export Action Menu
The Import/Export action menu is described in more detail in League Functions.
The Player/Coach Pictures Action Menu
The options in the Player/Coach Pictures action menu are described in the Fictional Picture Functions section of the Player & Picture 
Options page.

The Functions Action Menu
The Functions action menu is described in more detail in League Functions.
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may archive a backup after each season. Gamers who play out every game may archive a backup every game month. Ultimately, it's 
up to you, but the general rule of thumb is this: If you would be upset if you lost everything since you last backed up your game, you 
should consider backing up your game!
Tip: Windows users can save some space with their backups by setting the backups folder to "compressed." In Windows XP, right-
click on the folder, select Properties. Then choose Advanced, and select "Compress contents to save disk space" and click OK. Then, 
choose to apply changes to the folder, all subfolders, and files.
Note: If you are a general manager, not a commissioner, in an online league, you do not need to back up your saved game. That is the 
responsibility of the commissioner.

Restore From Backup
The Restore From Backup menu option opens up a dialog box from which you can restore a saved game from an existing backup:
This dialog will display a list of existing backups in the data\backups directory. Use the Select folder button if you wish to restore 
from a backup file stored elsewhere. To restore from a backup, enter a new name for the restored game in the Target folder or league 
name box, and then click Start restore. For example, as you can see in the graphic above, I have entered a name of "steverestore." 
OOTP will restore the backup file, in the process creating a new OOTP saved game called "steverestore".
Note: You cannot restore "over" an existing saved game. Therefore, you must always choose a new name for your restored game. If 
necessary, you can then delete the version of the saved game you no longer need.

Load Online League File
The Load Online League File is only available in the Game Menu when you are playing in an online league. This option causes OOTP 
to connect to your online league's server and download the most recent version of the league file.
There is a more detailed description about this menu option in the section of the manual dedicated to online league functionality.

Open Almanac
The Open Almanac menu option ties into OOTP's Almanac feature, which gives users a lot of flexibility about what sorts of historical 
records they want to maintain after each OOTP simulated season.
There is a whole section of the online manual dedicated to the Almanac. Please see that section for more details on how the Almanac 
works!

Add-Ons Central
OOTP has unparalleled ability to customize your league, and the OOTP community produces a huge output of customizations, such as 
quick-start games, templates, logos, skins, schedules, and pictures. Add-Ons Central is a new concept in OOTP 9 designed to make it 
much easier for OOTP players to take advantage of some of the great custom modifications created by the OOTP community. It's also 
designed to make it much easier for modders to get their data to the users, without a lot of need for complicated installation 
instructions.
Note: You must have an active internet connection to use Add-Ons Central functionality!
When you select the Add-Ons Central menu option, you are taken to the Add-Ons Center, where OOTP maintains a list of add-ons it 
is aware of, and gives you easy access to download those files:

Adding/Removing Servers
In the top left of the page, there is a list of servers that host OOTP add-ons. By default, OOTP 9 comes with an existing connection to 
the OOTP Developments server as an example, although we don't actually host any add-ons. (Hey, everything WE built is in the 
game!) You can add or remove servers that you become aware of. Additionally, as modders begin using this functionality, OOTP may 
include their information in subsequent patches of OOTP.
To add a server to the list, click the Add Server button. However, you must first be aware of a server that hosts OOTP mods. 
Typically, this might happen because you saw a post on the forums about a cool mod you want to try, and the modder would provide 
his server information to you. The modder needs to provide you with a path to a special add-ons XML file on his server, so it might be 
something like this:
http://www.myserver.com/ootp/ootp9.xml
When you select Add Server, you will get a small dialog box like this:
Enter (or cut and paste) the full path from the modder into the dialog box, and then click Save. If OOTP is able to contact the host 
server, and they have set up their server correctly, the new server will appear in the list of Available Servers in the top left, and any 
files they offer for download will appear in the list of Available Add-Ons in the lower left.

Removing Servers
To remove a server from the list, just click on the Remove Server button to the right of the server that you wish to remove.

Reloading Add-Ons
Additionally, once you have a server recorded, it is remembered. You can use the Reload Add-Ons List button in the lower left to 
refresh the list of available add-ons from all of your available servers. This is a manual process; OOTP doesn't automatically go out 
and look for updates!
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Downloading Add-Ons
Once you've gotten your list of add-ons, click on any add-on in the list. In the top right corner, information about the selected add-on 
will appear, including the title, file name, server, and a target. The target defines where in your OOTP installation the files will be 
installed. A description of the add-on is provided in the box below.
To download an add-on, just click on the Download Add-On button in the top right, or the Download button next to the add-on you 
wish to download. The selected add-on will be downloaded and saved in the data\addons\downloads folder in your OOTP installation 
directory.

Installing Add-Ons
Once you've downloaded an add-on, the Download and Download Add-On buttons change to become Install and Install Add-Ons
buttons. Click one of these buttons to install the selected add-on. If the modder has packaged the add-on correctly, it will be installed, 
and you're all set to go!
Caveat
Of course, please remember that add-ons are the responsibility of the creator, not of OOTP Developments. As such, if you run into 
problems installing an add-on, or if you need more information about how a particular add-on works, you should work first with the 
creator of the add-on. Similarly, OOTP can offer no guarantees as to the stability of your saved games when using add-ons.

Add-Ons for Modders
Add-Ons Central doesn't bring a whole lot of benefit to our users unless the modders and hosts take advantage! Luckily, providing 
your data to your "customers" via Add-Ons Central is a simple matter of packaging your customization the right way, and maintaining 
a simple XML file on your server! This page will walk you through the process of hosting an add-on.

Making Add-Ons Appear in OOTP (for modders and file hosts)
Add-Ons Central communicates with hosts through the use of a simple XML file that you create and host on your server. This XML 
file tells us information about your server, and about any files you wish to host for OOTP 9. To make one of your add-ons appear in 
OOTP, use the following steps:

1. Create an XML file using the schema specified below, and place it on your server 
2. Make sure your add-on is packaged correctly as defined below, and place it on your server in the path you indicated in your 

XML file. 
3. Inform your potential customers of the path to your server XML file.

OOTP Add-Ons Host XML File Details
The OOTP add-ons host XML file is very simple. It can have any name, as long as the extension is .xml, and it must be hosted in a 
directory that OOTP users can access. Below is a sample of the XML schema of the file:
<?xml version="1.0" encoding="ISO-8859-1"?>
<ADDONS>
<SERVERS>
<SERVER unique_name="My Cool OOTP Hosting Site" host="www.mycoolsite.com" add_ons_info="ootp/addons/ootp9.xml"/>
</SERVERS>
<FILES>
<FILE title="My Cool Picture Pack" description="OOTP player photos using famous actors" host="www.mycoolsite.com" 
path="ootp" name="MyCoolPicturePack.tar.gz" target="$userdata" forumlink="http://www.ootpdevelopments.com/board/off-
topic/166451-when-banana-best.html"/>
</FILES>
</ADDONS>
That's it! See below for some more details.

Server Node Attributes
The SERVER node has the following attributes:

Attribute Description

unique_name A unique name for your site. Duplicate names are not allowed. 

host The top-level address/domain of your hosting site. 

add_ons_info The path to the OOTP add-ons host XML file on your server 

The combination of server and add_ons_info must be unique.

File Node Attributes
The FILE node has the following attributes:
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Attribute Description

title A title for your add-on, which will display in the list of Available Add-Ons. 

description A description for your add-on, which will display on the right side of Add-Ons Central when your file is selected. 

host The top-level address/domain of your hosting site. 

path The path to the specific add-on on your server 

name The file name of the add-on on your server 

target The target defines the begin point for installing your add-on. See below for more information on acceptable targets. 

?forumlink Defines a link to the forums, for example where you explain more details about your mod.

For files, the combination of host, path, and name must be unique.

More about the Target Attribute
In order for OOTP to be able to automatically install your add-on, your add-on must be in either .tar.gz, .tar or .tgz format. If it is, 
OOTP can install it into an OOTP folder, defined by the "target" attribute. The following targets are allowed:

Target Description

$custdata
Files will be installed into the folder where custom user data is stored. By default, this is My Documents\OOTP 
Developments\OOTP Baseball 9\. However, this could change if the user chooses to install custom data in a special 
directory. Custom data includes folders such as /ballcaps, /jerseys, and /logos.

$userdata
Files will be installed into the folder where the user data is. By default, this is My Documents\OOTP 
Developments\OOTP Baseball 9\. User data is basically the saved_games directory.

$basedata
Files will be installed into the base data folder. By default, this is Program Files\OOTP Developments\OOTP 
Baseball 9\data\. 

$leaguedata
Files will be installed into the currently open league's saved_game directory. By default, this is My 
Documents\OOTP Developments\OOTP Baseball 9\data\saved_games\yourleague.lg\. 

?$leagueimages
Files will be installed into the currently open league's images directory. By default, this is My Documents\OOTP 
Developments\OOTP Baseball 9\data\saved_games\yourleague.lg\news\html\images\. 

Making Sure Your Add-On Installs Correctly
The key to success is making sure your archive saves relative path names. With a .tar.gz file, you have to select the folders from the 
base folder. For example: You want to create an add-on with player pictures. These pictures are in My Documents\OOTP 
Developments\OOTP Baseball 9\data\photos. You would open the base folder, which is My Documents\OOTP Developments\OOTP 
Baseball 9\data\ in this case, right click on /photos and select "Add to tar.gz file" if you have your TAR tool installed this way (and if 
you're a lucky user of MS Windows). Otherwise, you start your TAR tool, create a new archive and add the /photos folder to it. The 
TAR archive needs to save relative path names! You can easily check it out by opening the archive with the TAR tool: you should see 
the folders in it, like "photos" for this example.
Obviously, there is some trial and error involved in getting this set up, but once you did, it should be a breeze!

Getting Your Add-Ons to the Users
Once you've finished this setup, all that's left to do is to get this information to your users. The instructions for your customers should 
be simple. In fact, you could probably just cut and paste this text:
To download this mod, use the following steps:

1. Open OOTP. 
2. Load any saved game. 
3. Select Game | Add-Ons Central. 
4. Click Add Server. 
5. Cut and paste this string into the dialog box, and hit Save: http://www.yourservername.com/path/xmlfile.xml 
6. The name of my server, "My Server Name," should appear in your list of Available Servers, and my add-on, "My Add-On 

Name," should appear in the list of Available Add-Ons. 
7. Click the Download button next to my add-on. 
8. When the download is complete, click on the Install button next to my add-on. 
9. (Insert any further instructions for how to see the fruits of your labor!

OOTP stores a file in the data\addons directory called addons.xml, using the exact same XML schema as the one above. When a user 
adds your server to his list, your server's information is added to that user's local XML file, so that your server will be remembered 
until he manually removes it.
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Customizable News Articles
Most news articles in OOTP are customizable.

Manager History
Selecting History from the Manager menu takes you to the Manager History page, which contains a year-by-year summary of your 
manager identity's career:
Records that are below a .450 winning percentage are displayed in red text. Records that are above a .550 winning percentage are 
displayed in green text. Records in between those two are displayed in white text.

Manager Options
Selecting Options from the Manager menu brings you to the Manager Options page. If the Manager Home is your portal for getting 
stuff done with your team, the Manager Options page is more about your managerial preferences. This page includes demographic 
information, a wealth of statistical information about your manager identity for the current season, and a number of management 
settings to customize the way you manage your team or organization.
Note: The Team Control Settings section of this page has changed slightly in OOTP 9 version 9.1.0. The text below describes the page 
as it exists in version 9.1.0 and later.
The Manager Options page is divided into eight sections, described below. There are also a number of action menus at the bottom of 
the page.

Profile
The Profile section contains the basic demographic information for your manager identity.
The Profile section includes the following information.

Option Description

First Name The manager's first name. 

Last Name The manager's last name. 

Date of Birth 
The manager's date of birth. Note: Your manager's age does not matter in-game. Your manager identity cannot die 
of old age.

Nationality 
The manager's nationality. The manager's nationality has a slight impact on how players view the manager. Players 
are more likely to be comfortable with a manager of the same nationality. This factor can impact contract 
negotiations. 

Current Team The manager's current team, if any. 

Password 

If the Use Password for Login check box is selected, the Set Password action button at the bottom of the page will 
be activated. When you have set a password, you will be prompted to enter it any time you start the game or change 
manager identities. Manager passwords are most commonly used in online leagues. Warning! There is no way to 
recover a lost password. If you lose your password, you will be forced to create a new identity. Passwords cannot 
be recovered by contacting technical support.

Play Mode 

If the Commissioner Mode check box is selected, this manager is also the commissioner and has the ability to 
interact with the game in many ways that managers can't. See Commissioner Functions for more information. This 
option will also activate the Set Commish Password action button at the bottom of the page, described a little 
later. If the Cannot be Fired button is selected, your manager identity will never be fired, no matter how poorly 
you perform. Commissioners also cannot be fired, but this is an excellent option for someone who doesn't want to 
be fired, but doesn't want the additional functionality or responsibility of being commissioner! 

This information can also be edited through the Add Manager to Game page.

Team Controls
OOTP allows you great flexibility in managing your team or organization. Some managers love to micromanage, while others prefer 
to act as on-the-field managers and leave the details to their staff. The Team Controls section allows you to specify which aspects of 
your team or organization you want to control.
The Team Controls section has the following settings:

Option Description

Setting Lineups / Depth / 
Pitching Staff 

Defines who is responsible for setting lineups, depth charts, and the pitching staff for your team. You can 
choose to manage these aspects of the team yourself, or delegate them to the manager from your team 
personnel as described in Coaches and Personnel. 

Roster Moves 

Defines who is responsible for making roster moves (promotions, demotions, and so forth) for your team. 
You can choose to manage these aspects of the team yourself, or delegate them to the manager from your 
team personnel as described in Coaches and Personnel. See Roster Rules and Management as well for 
more information on roster moves. 
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Transactions 

Defines who is responsible for making transactions for your team. Transactions include signing and 
releasing players. You can choose to manage these aspects of the team yourself, or delegate them to the 
manager from your team personnel as described in Coaches and Personnel. See Roster Rules and 
Management as well for more information on roster moves. 

Minor League 
Signings/Releases 

Defines who is responsible for minor league signings and releases, including minor league personnel 
signings. You can choose from your manager identity or the minor league managers from your team 
personnel as described in Coaches and Personnel. 

Minor League 
Promotions/Demotions 

Defines who is responsible for minor league roster moves, specifically promotions and demotions. You 
can choose from your manager identity or the minor league managers from your team personnel as 
described in Coaches and Personnel. 

Minor League 
Lineups/Depth/Pitching 

Defines who is responsible for managing the day-to-day affairs of minor league teams in your 
organization, including all settings and strategy for minor leagues. You can choose from your manager 
identity or the minor league managers from your team personnel as described in Coaches and Personnel. 

Initiate and React to Trades 
Defines who is responsible for initiating and reacting to trades. You can choose to manage these aspects 
of the team yourself, or delegate them to the manager from your team personnel as described in Coaches 
and Personnel. See Trading for more information. 

Note: If you are the manager of an affiliated league, such as a nonindependent minor league, then all roster moves, transactions, and 
trades will be handled by the general manager of the parent club. Additionally, there is no option for minor league team management 
in this case-you are the minor league team management!

Vacation Settings
Even a manager needs a break sometime! The Vacation Settings section can be used to define how your team should be managed 
while you are on vacation, which is done through the Go on Vacation action button defined below. As with the Team Control section, 
you can choose to delegate some or all of these responsibilities.
There are six Vacation Settings that match the Team Control settings: setting lineups, roster moves, and so on. 
Each Vacation Setting has a drop-down, and each drop-down includes the Use Current Settings option. This option forces the game to 
use the value you selected in the Team Control section. Alternatively, you can delegate authority to the appropriate member of your 
team personnel.
If you normally control all aspects of your team, and you don't want anyone to make changes while you are on vacation, leave the 
Vacation Setting on 'Use Current Settings.' For example, if you don't want anyone to make trades while you are in Aruba working on 
your tan, set the Initiate and react to Trades option to 'Use Current Settings.' No trades will be made in your absence. If you decide 
instead to delegate this authority in your absence, you might return to find that your subordinate pulled off a blockbuster trade with 
your favorite hand-picked player!

Effective Delegation
Be sure to delegate effectively! If you have taken responsibility for an area in the Team Control section, and then you select Use 
Current Settings in the Vacation Setting area, you will have no one to cover your responsibilities if you go on vacation. In this case, no 
changes will be made in your absence, other than the minimum required to keep the team running.
Note: If you fail to delegate your responsibilities, and a change is needed while you are on vacation, the computer will make any 
necessary changes to keep the team functioning, but there is no guarantee that the computer will make the best choice. For example, if 
a hole in your lineup opens up due to an injury, your team won't take the field with just eight players. But the computer manager won't 
rearrange your batting order for you-the new player in the lineup will bat in the same spot as the player he replaced. If you had 
delegated authority, your staff members would rearrange the batting order to the best of their ability.

Why Would I Go on Vacation?
Most professional managers are unlikely to take vacations, especially during the season. However, in OOTP, there are some cases 
where you might want to do so. For example, while auto-playing a season, managers are frequently interrupted for decisions on 
lineups, injuries, trade offers, and so forth. Going on vacation is one way to auto-play for a length of time without being interrupted-as 
long as you trust your personnel.

Exit Auto-Play
The Exit Auto-Play section defines events that will cause the auto-play engine to stop immediately to allow you to react. For example, 
you can use these settings to instruct OOTP to stop auto-play if one of your players gets injured, giving you a chance to shift your 
depth charts and lineups around, sign a free agent replacement, or work a trade. 
Warning! If you turn off all these options, you might miss critical news or opportunities, or hurt the performance of your team. The 
computer will still make the minimum changes required to keep your team functioning. For example, if you have Exit Auto-Play turned 
off for injuries, and your starting shortstop suffers an injury, the computer will play one of your reserves instead. But the computer 
will not rearrange your lineups effectively and might not pick the best reserve to play.
There are five Exit Auto-Play options.
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Option Description

When a player is injured: 

If this box is checked, auto-play will stop any time a player on a team that you are directly managing 
suffers an injury that will keep him out for a certain amount of time. Use the drop-down box to specify the 
severity of injury that will cause auto-play to stop. You can choose a number of options, ranging from No 
Injury Limit (any injury that puts a player out of action causes auto-play to stop) to Out 2 months or more 
(auto-play is not stopped unless a player is out for 2 months or more.) See Injuries, Fatigue, and Aging for 
more information on player injuries. 

When a player suffers a 
DTD injury: 

If this box is checked, auto-play will stop any time a player on a team that you are directly managing 
suffers a DTD (day-to-day) injury. A day-to-day injury is one that does not prevent a player from playing, 
but the player will perform at a lower level and with a greater risk of further injury. Use the drop-down 
menu to specify the severity of injury that will cause auto-play to stop. You can choose a number of 
options, ranging from No Limit (any day-to-day injury causes auto-play to stop) to 30% or more 
performance drop (auto-play is not stopped unless a player has a day-to-day injury that will reduce his 
performance by at least 30%). See Injuries, Fatigue, and Aging for more information on player injuries. 

When a player is eligible 
to come off the DL 

If this box is checked, auto-play will stop any time a player on your disabled list is ready to be removed 
from the list. This prevents you from simming days or weeks while forgetting to reactivate a key player. 
See Disabled Lists for more information on the disabled list. 

When you receive a 
personal message 

If this box is checked, auto-play will stop any time you receive a personal message. This does not include 
news articles specific to your team, but rather specific messages to your manager identity, such as a note 
from your owner. See Types of Messages on the Manager News page for more information. 

When you have received 
a trade proposal message 

If this box is checked, auto-play will stop any time you receive a trade proposal message. See Trading for 
more information. Note: If you have given control of trades to your staff, you will not receive trade 
proposal messages even if you have selected this option.

News Subscription Settings
The News Subscription Settings allow you to specify what types of news articles you would like to receive in your mailbox, the 
Manager News Page.
There are two News Subscription Settings. The first defines what kind of news you would like to subscribe to. You have the following 
options to choose from.

Option Description

No news, only personal 
messages

You will receive no news other than personal messages, such as messages from your owner and trade 
proposals.

News from your team only
You will receive only news involving the team that you manage. If you are a general manager in a parent 
league, you will not receive any news regarding affiliated leagues in your organization.

News from your entire 
organization

You will receive news involving any team in your organization. 
Note: With this selection, you will not receive league news. You will receive only news about your 
organization.

News from your league
You will receive only news that pertains to the league of the team that you manage, as well as news from 
your team. You will not receive any news from affiliated leagues.

News from your league & 
organization

You will receive news involving any team in your organization, as well as news from the league of the 
team that you manage.
Note: You will not receive league news for leagues other than your own with this setting. For example, if 
you manage a major league team, you will receive major league news, plus team news for your team and 
all minor league teams in your organization.

News from the entire world You will receive all news from all leagues throughout the world.

See Types of Messages on the Manager News page for more information on the types of messages.
The second News Subscription Setting is a check box that, if checked, allows you to receive any news articles that involve players on 
your shortlist, described in Player / Staff Search & Shortlist.

Team Information
The Team Information section displays current season team statistics for the team you presently manage, including overall, team 
batting, and team hitting statistics.
Note: This is the information for your current team, whether or not you have been the manager for the duration of the season. For 
example, if it is halfway through the season, and you were just hired yesterday, this section will still show your new team's numbers 
for the entire current season.
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Actions
There are five actions that can be taken on the Manager Options page.

Action Result

Set Commish 
Password 

Sets the commissioner's password. Note: You must be logged in as a manager identity that has the Play in 
Commissioner Mode check box selected in order for this button to be available.

Set Password 
Sets the manager's password. Note: You must be logged in as a manager identity that has the Use Password for 
Login check box selected in order for this button to be available.

Go on Vacation / 
Return from 
Vacation 

Sends your manager on a well-deserved vacation. While you are on vacation, your team will be managed 
according to the settings you established in the Vacation Settings. When you are on vacation, the Go on Vacation 
button becomes a Return from Vacation button. Click on Return from Vacation to immediately return to work. 

Resign from Team 
Causes you to resign from your post as manager, effective immediately. You will be asked to confirm before you 
are released from your duties. Once you have resigned, you are eligible to sign with any team in the game. See 
Available Jobs and for more information about resigning and finding a new job. 

Picture The Picture action menu is described in Common Action Menus. 

Manager Team
If you are currently employed as a manager, there will be a link in the Manager Menu with your team's name. Selecting this menu 
option will take you to your Team Home page.

Available Jobs
The Available Jobs page, accessible by navigating to Manager Menu | Available Jobs, is the place to go if you find yourself 
unemployed.
For more information on this page and job-seeking, go to the section of the manual on Getting Hired.

Resign from Team
The Resign From Team menu option is only available in the Manager Menu when you are gainfully employed. Choose this option if 
you no longer want to work for your current team. You will be asked to confirm your choice.
Once you have resigned, you are now unemployed. You can check for available jobs if you wish. Check the section of the online 
manual for more information.

Player / Staff Search & Shortlist
A manager needs to have quick access to data on players and staff throughout the game world, as well as the ability to keep track of 
people of interest. The Player / Staff Search and Player / Staff Shortlist pages provide just that. There are separate menu options for 
player and staff searches. However, the functionality is nearly identical between the two options, so we will cover them together here.

Player / Staff Search Page
The Player / Staff Search page lists all players or staff in the entire game world. Depending on the scope of your universe, there could 
be thousands of people in this list. A note in the bottom left of the page tells you how many players there are.
Note: Retired players are not listed in the search or shortlist pages.
On this page, you can take advantage of OOTP's views and filters to sort through the data. You can also use most of the common 
drop-downs and common action menus. Review those sections to get a better understanding of how to manipulate the data on this 
page to suit your needs.

Player / Staff Shortlist Page
Want to keep tabs on that shortstop you covet? Want to follow the career of a player you almost picked in the draft, but decided 
against at the last moment? Watching to see when an experienced manager you're interested in gets fired? In OOTP, managers can 
build a 'shortlist' of such people. Once people have been shortlisted, managers can visit the Player Shortlist page or the Staff Shortlist 
page to view their shortlists.
Each manager has two separate shortlists: one for players and one for staff. On this page, you can take advantage of OOTP's views and 
filters to sort through the data. You can also use most of the common drop-downs and common action menus. Review those sections 
to get a better understanding of how to manipulate the data on this page to suit your needs.
You can also elect to receive news about players and personnel that you have shortlisted by changing your News Subscription 
Settings.

Shortlisting People
It's easy to add players and personnel to your shortlists. There are two ways to shortlist a person. One way is to click the Shortlist
action button that appears in the lower right of every individual player or coach profile page:
The second way to shortlist a person is to right-click on any hyperlinked name and select Shortlist Player or Shortlist Person from 
the right-click menu.
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League Home
The League Home page is a web portal for the currently selected league, consisting of a series of in-game HTML reports that display 
breaking league news, the standings, a leaderboard, and more. It also includes links to web reports for a number of other league areas-
scores, statistics, and more. 
We have elected to describe all in-game reports in Current Year Reports.

League News
League news includes news messages, reports, and a list of leaguewide events, broken down into three tabs of information. The first 
tab, League News, is split into two subpages - one for reading news, and one for writing news.

Reading News
The Read News page is very similar in nature to the Manager News page. The main difference is that while the Manager News page 
contains customized data for each manager identity, the Read News page is the same for all managers. 
The Read News page displays all the public news for the selected league. As on the Manager News page, articles involving a player 
will display a player card. You can also use the Filter Messages drop-down.
Note: In the Manager News page, you can delete messages. However, you cannot delete messages from the Read News page.

Write/Edit News
In OOTP 9, you can also write or edit your own news articles. These articles will appear in your news pages just like any of the 
computer-generated messages. If created by an online league commissioner, these messages will appear in the league files your 
general managers download, and they will also appear in any HTML files you create. (However, online league GMs cannot write 
articles and have them automatically uploaded to the commissioner.)

Adding / Editing an Article 
To edit an existing article, simply click on the article in the list of articles in the top half of the screen, and edit the text below. When 
editing an existing article, you do not have to save your changes. Your changes take effect automatically as soon as you move to 
another article or screen.
To add a new article, click on the Add a News Article action button. A new article will be created:
You can also add hyperlinks into your text, for any player or team names you insert. Just type a player's name, and then click the Insert 
player & team links action button. The game will attempt to identify your player, and will insert some code that will become a 
hyperlink, like this:
<Kelly Allen:player#54>
Once you save your article, this will become a hyperlink to the player's profile in the game. However, the game cannot create the links 
correctly if there are multiple players with the same name. You can manually create hyperlinks if you know the Player ID, which can 
be found in the Player Editor.

Deleting an Article
To delete a game-generated or custom article, click the Delete Article action button. You will receive a confirmation message. There 
is no way to undo a deleted article.

League Events
The League Events page is a simple calendar, giving you easy access to a list of key dates throughout the year. Events that are slightly 
gray in color have already passed.
By default, only major events are listed in the League Events page. However, there is a List of Minor Awards check box in the upper 
right. If this is selected, a number of minor awards will be added to the list, such as the Player of the Week and Player of the Month 
announcements. 
There are no actions to take on the League Events page. The events will appear dynamically as time passes in your game universe.
See League Events for more information on league events.
Warning! The League Events page shows events only from the selected league. If you have leagues with different settings, such as one 
league with free agency and one without, the leagues might have different key dates. Make sure you're looking at the right league.

League Reports
The League Reports page contains a series of in-game HTML reports about various aspects of the selected league. The League 
Reports area is actually a series of in-game HTML reports that display various reports with league-specific data.
We have elected to describe all in-game reports in Current Year Reports. Please see that section for screen shots and more detail about 
League Reports.

Standings Page
The Standings page in the League Menu is a regular haunt for fans and managers alike. It contains the basic standings for the selected 
league, along with typical standings measures such as GB (games behind), the team's current winning streak and its record over the 
last 10 games, and a magic number.
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Trading Block
The Trading Block page in the Transaction area displays players in your league who have been put on the trading block by their 
teams. That is, their teams have indicated that they are actively looking to trade the player. 
A separate section of the manual describes the Trading Block, along with the overall trading process.

Pending Trades
The Pending Trades page in the Transaction area displays trades that your team has offered that have not yet been answered by the 
other GM.
A separate section of the manual describes pending trades, along with the overall trading process.

Waiver Wire
The Waiver Wire page, accessing by navigating to League Menu | Waiver Wire, displays a list of players who are currently on 
waivers. Players who are on waivers will be displayed here until their waiver period has ended.
If waivers have been disabled in the Rules section of the Game Options, then this page will not be available. See Waivers for more 
information about the concept of waivers, how to claim players, and so on.

Show All Players
The Show All Players page, accessed by navigating to League Menu | Transactions | Show All Players, is a list of all players in the 
selected league. This page is nearly identical to the Player / Staff Search page, except that the Player / Staff Search page shows all 
players in the game universe, while the Show All Players page shows only players in the current league.
On this page, you can take advantage of OOTP's views and filters, common drop-downs, and common action menus. Review those 
sections to get a better understanding of how to manipulate the data on this page to suit your needs.

Commissioner Options
Commissioners have several additional options on this page:

Option Description

Create Fictional Player
Allows you to create one or more fictional players. See League Functions for more information on 
creating fictional players.

Import Historical Player
Allows you to import actual historical players from a historical database, one by one. See League 
Functions for more information on importing historical players.

Available Personnel
The Available Personnel page, accessible by navigating to League Menu | Available Personnel, is where general managers come to 
look for new personnel to round out their team staffs. This page shows currently available personnel of all types: coaches, scouts, and 
team trainers. 
See Coaches and Personnelfor more information on team personnel.
On this page, you can take advantage of OOTP's views and filters. Review those sections to get a better understanding of how to 
manipulate the data on this page to suit your needs.

Commissioner Options
Commissioners have one additional option on this page:

Option Description

Create Fictional
Allows you to create one or more fictional personnel. See League Functions for more information on 
creating fictional personnel.

Pending Offers (Personnel)
The Pending Offers page for personnel, accessible by navigating to League Menu | Available Personnel | Pending Offers, shows a list 
of your pending offers to team personnel not currently under contract.
This page will not show offers that other teams have made. As soon as an offer has been completed (accepted or rejected finally), it 
will no longer appear on this screen.
You can also withdraw an outstanding offer by clicking on the Withdraw button to the right of the appropriate row.
See Coaches and Personnel for more information on team personnel.

Transaction News 
The Transaction News page is a source for information about transactions that have occurred throughout the currently selected 
league. This page is divided into three subpages: News, the Major Transactions Log, and the Complete Transactions Log.
The News subpage is nearly identical to the League News page, with the main different being that this page uses the transaction filter 
to return only transaction-related news messages by default. You can actually view non-transaction-related news here by changing the 
filter.
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Nation
Allows you to change the nation for the selected team. This has no effect on the league's nation setting, but this 
enables you to create teams that are not located in the league nation; for example, placing a team located in 
Toronto, Canada, in a U.S.-based league.

City Search / 
Select Exact City

Allows you to search for a specific city in the world database. To search for a city, type a city name in the text 
box, and then press Enter. All cities with matching names will appear in the Search Exact City drop-down. For 
example, if you type Springfield, all cities with the name Springfield will be available in the drop-down. Select 
the desired city from the drop-down. The cities available in the drop-down are based on the team's nation listed 
above.
Note: The city search function is not extremely advanced. You cannot do partial matches. If your city name does 
not produce an exact match, it will not be found. For example, you cannot type 'S' and find all cities beginning 
with that letter.

Edit team colors, 
logos, and 
uniforms

This button opens up the Team Colors, Logos, and Uniforms page, in which you can edit your team's colors, 
logos, and the textures of your ballcaps and jerseys.

Warning! After making changes to any field in the Team Editor, you must hit the Enter key on your keyboard in order for the change 
to take effect!

Commissioner Options
Commissioners also have access to more advanced team editing options on this page. These are described on the Team Editor page.

Ballpark Info
The right side of the screen provides detailed information about your team's home ballpark.
Non-commissioners can only change the name of their stadium. Commissioners can choose a different ballpark entirely, or open the 
Ballpark Editor from this page. The Ballpark Editor also has more detailed information about the different park factors.

Team Colors, Logos, and Uniforms
The Team Colors, Logos, and Uniforms page, accessible by navigating to Teams Menu | (your team name) | Options & Ballpark 
| Edit team colors, logos, uniforms, is a built-in editor that allows you great flexibility in customizing your team's colors, logos, caps, 
and jerseys:
Note: Beyond the customization allowed here, you can also create your own custom logos, and cap and jersey textures in OOTP. See 
About Customizing OOTP 9 for more information on customization.

Team Color Editor
The top half of the screen consists of seven different teams colors that are all customizable.

Color Description

Team color
Used for the bulk of the logo color, if using an auto-created logo. Also the main color in the team's banner on 
reports, etc.

Team text color Used for the text of the team's initials, if using an auto-created logo. Also used for text on various team reports.

Ballcaps main color The color used for player caps

Ballcaps visor color The color of the cap visor

Jerseys main color The color of the main part of the jersey

Jerseys secondary 
color

The secondary color for the jersey, used in the undershirt

Jerseys pin stripe 
color

The color of the jersey pinstripes

Each of these colors has a 'color picker' that can be accessed using the Select button:
You can choose any color from the squares on the left, and fine-tune your choice with the two boxes on the right. If you are familiar 
with image terminology, you can define the specific weight of red, blue, and green, as well as control the amount of hue, saturation, 
and level.
In addition to the color picker, if you know the HTML 'hex code' for your desired color, you can enter it directly into the HTML code 
box. When you are done choosing a value, it will be displayed in the Preview column.

Team Logos
OOTP automatically generates team colors and logos for your team. However, you can also create your own custom logos. You can 
have separate logos for your team, your caps, and your jerseys. The bottom half of the screen consists of six separate editing windows.
The six different editing windows are as follows:
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Editor Location Description

Team logo Top left Edits the team logo, used in the game interface and on team reports.

Cap logo Top middle Edits the cap logo, used only on player caps

Jersey 
logo

Top right Edits the jersey logo, used only on player jerseys

Cap Bottom left Edits the cap texture, the model FaceGen uses to apply the cap to fictional pictures

Jersey
Bottom 
middle

Edits the jersey texture, the model FaceGen uses to apply the jersey to fictional pictures

Preview Bottom right A sample to show you how fictional pictures will look with your current settings

Each editor window except for the Preview has several buttons.

Option Description

Find
Looks for a logo file in your league folder, or the global logos folder matching your team's name. If one is 
found, it will be used. If not, a default logo will be used.

Load
Opens a file browser logo where you can select a custom logo of your choice. OOTP will automatically 
resize your logo.

Regenerate Deletes the current logo and redraws a new one based on your settings.

Zoom (Preview only) Changes the zoom level for the sample.

Angle (Preview only) Changes the angle of the sample.

There are also two menus at the bottom of the screen: Jersey Style and Update this team's member pictures.
Jersey Style defines the style of the team's jerseys. There are four default styles: Standard, Single-lined, Double-lined, and Stripes. If 
you choose to customize your jersey styles, the text 'uses custom jersey' will be displayed.
The 'Update this team's member pictures' button will immediately apply any changes you have made to your team logos, caps, or 
jerseys, to all of the fictional faces of players on this team. If you do not do this, changes you make here will not immediately be 
apparent on your player pictures, until the game has some reason to change their pictures, such as a change in weight or age. You can 
also choose whether or not to allow your players to have beards.

Roster
The Roster page gives you a complete overview of your team's rosters of players, and is a great place to go when you're just looking 
for some general information about players on your team or another GM's team:
The bulk of the page is displayed in a spreadsheet format. Most columns on this page can be sorted by clicking on a column heading. 
Click on any player to view his Player Profile. You can also right-click on any player and see a list of options and actions that pertain 
to that player.
On this page, you can take advantage of OOTP's views and filters, common drop-downs, and common action menus. Review those 
sections to get a better understanding of how to manipulate the data on this page to suit your needs.

Player Color Coding
The color of the player names in the roster and similar player lists changes depending on the player's fatigue or injury status:

Color Fatigue Level

White Not fatigued 

Yellow Tired 

Orange Injured (day-to-day) 

Red Injured (out) 

See Injuries, Fatigue, and Aging for more information about injuries.

Listed Players Drop-down
If you are looking at the Roster for a parent league team, the Listed Players drop-down is displayed in the top right corner of the 
screen.
This drop-down allows you to choose which players in your organization are displayed on the Roster. You can choose to view players 
on the active roster, the secondary roster, or all players in your organization. If your parent league doesn't have any affiliated leagues, 
you will also be able to view the reserve roster. If you are looking at the roster for an affiliated team, such as a minor league affiliate, 
then this drop-down is not available, and you can see only the active roster. (See Roster Rules and Management for more information 
on rosters.)
Note: Even if you have changed the number of players on your secondary roster in your league configuration, this drop-down will still 
read '40-Man Roster.'
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Any of these can be selected in any of the four panes, so you can configure the Overview screen however you wish.
Additionally, each box has a drop-down that defines whether you want to view ratings or statistics for the players in that pane. If you 
choose to view player ratings, you can choose which scout's ratings you want to view from the Ratings Scouted by drop-down in the 
upper right.

Completing Transactions
To complete a transaction, such as moving a person from AAA to the Major Leagues, just drag a player from one box to another. You 
can also use right-click menus to execute transactions on this page.

Transaction Legend
On all transaction subpages except for the Transactions Log, a player name is sometimes followed by one or more symbols that 
provide important information about the player. A legend appears across the bottom of these pages. The symbols are defined below:

Symbol Meaning

* Player is on the secondary roster

+ Player is out of minor league options

# Player is eligible for the Rule 5 Draft

? Player has the right to refuse assignment to the minor leagues

The Action Menu
The Action menu at the bottom of the page is identical throughout all the transaction subpages:

Action Description

Ask AI to set up 
complete 
Organization (or 
Team), Lineups,
etc.

Instructs the members of your staff to reconfigure your entire organization (all levels) as they think best. They will 
change lineups, depth charts, rearrange the pitching staff, and make necessary roster moves. They will not, however, 
conduct trades. (You have no chance to confirm this, so be careful!)

Ask AI to set up 
complete Minor 
League System 

Instructs your staff to reconfigure just your minor leagues (all levels) in the same manner as above. Your major 
league team (parent league) will be left unchanged. (You have no chance to confirm this, so be careful!) 

Fill team with 
fictional players 
(Commissioner 
only) 

Automatically generates enough fictional players to fill out the entire roster of the team. 

Note: When you ask your managers to set up your organization, they might place injured players in the lineup. The reason for this is 
that the manager gives you the best lineup chosen from among all the players on your roster, regardless of their injury status. Then, 
when a game is auto-simmed, the game makes the decision about how to substitute for injured players. Of course, if you don't want to 
rely on these decisions, you can manually adjust your lineup and depth charts to account for injuries. This prevents you from having 
to remember to redo your lineups every time a player returns from an injury. With the current model, the game will put the injured 
player back in the lineup as soon as he becomes available again.

Minor League System Report button
Finally, the Minor League System Report button opens the Minor League System Report.

Disabled List
The Disabled List subpage, accessible by navigating to Team Menu | your team | Transactions | Disabled List, is very similar to 
the Overview subpage, but it has just two transaction boxes. By default, these display your active roster on the left and your disabled 
list on the right:
To make a transaction, drag a player from one pane to another, or right-click on a player and select a transaction from the right-click 
menu. The Transaction Boxes, Legend, and Action Menu on this page are identical to those on the Overview page.
See Disabled Lists for more information about the roster rules around disabled lists in OOTP.

Minor Leagues
The Minor Leagues subpage, accessible by navigating to Team Menu | your team | Transactions | Minor Leagues, is very similar 
to the Overview subpage, but the four transaction boxes default to the top four minor leagues in your team's organization:
To make a transaction, drag a player from one pane to another, or right-click on a player and select a transaction from the right-click 
menu. The Transaction Boxes, Legend, and Action Menu on this page are identical to those on the Overview page.
Note: This subpage is not available if you do not have minor leagues.
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Waivers & DFA
The Waivers & DFA subpage, accessible by navigating to Team Menu | your team | Transactions | Waivers & DFA, is very 
similar to the Overview subpage, but by default the four transaction boxes default the active and secondary rosters on top, and waivers
and designated for assignment boxes on the bottom:

To make a transaction, drag a player from one pane to another, or right-click on a player and select a transaction from the right-click 
menu. The Transaction Boxes, Legend, and Action Menu on this page are identical to those on the Overview page.
See all Roster Rules and Management for more information on transactions involving waivers and DFA.
Note: This subpage is not available if you do not have minor leagues, or if waivers are disabled in the Rules page of the Game Setup.

Player Trade Status
The Player Trade Status subpage, accessible by navigating to Team Menu | your team | Transactions | Player Trade Status, is 
very similar to the Overview subpage, but the bottom transaction boxes default to player trade status boxes:
This page is described in more detail in the section of the online manual on trading.

Transaction Log
The Transaction Log subpage, accessible by navigating to Team Menu | your team | Transactions | Transaction Log, is a report of all 
transactions the selected team has executed, on a month-by-month basis:
This report is identical to the All Transactions Report, except that it only shows reports for a single team.

Pitching
The Pitching page, accessible by navigating to Team Menu | your team | Pitching or by clicking on the pitcher icon in the icon bar, 
is where you assign pitchers to your starting rotation or bullpen roles:
The Pitching page is divided into two panes. The top pane is a player list that functions very much the Roster page, with limited space. 
On this half of the page, you can take advantage of OOTP's views and filters, common drop-downs, and common action menus. 
Review those sections to get a better understanding of how to manipulate the data on this page to suit your needs.
The bottom pane has numerous boxes that define the current configuration of your pitching staff:

Section Location Description

Starting 
Rotation 

Top left 
Defines your team's starting pitchers. If auto-play is being used, the computer will rotate your starting 
pitchers in the order listed, based on the Rotation Settings (see below).
Note: The number of the pitcher scheduled to start next is highlighted by a white box.

Rotation 
Settings 

Bottom left 

The Rotation Settings define how you want to use your starting rotation.
Click on Rotation Size to change the number of pitchers in your rotation. You can have between 3 and 6 
pitchers in your rotation. As you click, the numbers will cycle. Keep clicking until you find the value 
you want.
Click on Next Starter to change which starter will pitch next.
There are two rotation modes to choose from. Start Highest Rested Starter uses pitchers according to 
the order you have established. However, any time there is a rested starter with a higher rotation slot 
(that is, a lower number) than the currently planned starter, the higher pitcher will start. For example, if 
it is your #4 pitcher's turn to start, but the #1 pitcher is completely rested, the #1 pitcher will start 
instead, disregarding the order. Strict Order starts pitchers in the specified order, regardless of fatigue 
level.

Spot 
Starters 

Top middle 
Spot starters are used a specific percentage of the time in place of the last pitcher in your starting 
rotation. Edit the PCT box to specify a percentage. For example, if your spot starter #1 is set to 20%, 
then the Spot Starter will replace your last starter 20% of the time. 

Middle 
Reliever 

Middle 
Middle relievers are used, unsurprisingly, in the middle of a game, after the starter is removed. 
Typically, they will not be used very late or very early in a game. 

Mop-up 
Reliever 

Bottom 
middle 

Mop-up relievers are used primarily when the run differential in a game is very large, one way or 
another, or if the starting pitcher leaves a game very early, for example due to injury. 

Set-up 
Reliever 

Top right 
Set-up relievers are used primarily in the 7th and 8th innings, as a 'bridge' between middle reliever and 
the closer. Typically teams will have either one good setup reliever, or one each left-handed and right-
handed. 

Closer Bottom right The closer is used primarily in the 9th inning of games that your team is winning. 

Setting up Your Pitching Staff
Configuring your pitching staff is easy! Just drag players from the top half of the page to the appropriate slot on the bottom half of the 
page. You can also use right-click menus to make pitching assignments:
Some other notes about setting up your staff:
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Play Corners 
In 

Defines how often your team will play the corners in. Teams playing the corners in are more likely to foil a bunt 
attempt. 

Use Infield 
Shift 

Defines how often your will use the infield shift. An infield shift is a configuration in which three infielders play on 
the 'pull' side of the infield against a very strong pull hitter, to reduce the batter's chance of getting a base hit. 

Substitution Strategy
The Substitution Strategy section allows you to define several approaches to substitutions in the game:

Strategy Description

Use Pinch Runners Defines how often a slow baserunner will be replaced with a faster runner. 

Pinch Hit for Position 
Players 

Defines how often a position player will be replaced with a pinch hitter. 

Pinch Hit for Pitchers Defines how often a pitcher will be removed in favor of a pinch hitter. 

Hook Starting Pitchers Defines how quickly a starting pitcher will be pulled from the game if he starts to falter. 

Hook Relievers Defines how quickly a reliever will be pulled from the game if he starts to falter. 

Favor L / R Matchups 
Defines how frequently a pitching change will be made to place a left-handed pitcher against a left-handed 
batter, and vice versa. 

Overall Roster Strategy
The settings in the Overall Roster Strategy section affect all computer decision-making regarding rosters. You can also change these 
values for human-controlled teams. However, they will almost never be used, since human general managers make most of the 
decisions that would be impacted by these settings. These settings might also be relevant if you are managing a minor league club, to 
understand the strategy and personality of the big league management team.
While the left side of the page has all kinds of combinations depending upon the game situation, the Overall Roster Strategy does not 
change based on the game situation. There are five options in this section.

Strategy Description

Favor Veterans / Prospects Determines whether the team's management prefers veterans or younger players. 

Favor Pitching / Hitting Determines whether the team's management prefers pitching or hitting. 

Favor Defense / Offense Determines whether the team's management prefers defense or offense. 

Favor Speed / Power Determines whether the team's management prefers speed or power. 

Favor AVG / OBP Determines whether the team's management prefers batting average or on base percentage. 

Note: Staff members have their own particular strategic preferences as well.

The Action Menu
The Action menu at the bottom of the page has three options:

Action Description

Ask Bench Coach for 
Strategy 

Selecting this asks your bench coach to set the strategy for the currently selected combination of Game 
Strategy Time and Game Score Situation. 

Ask Manager for 
Strategy 

Selecting this asks your manager to set the strategy for the currently selected combination of Game Strategy 
Time and Game Score Situation. 

Reset Strategy 
Selecting this sets all sliders to the middle position for the currently selected combination of Game Strategy 
Time and Game Score Situation. 

Note: Your staff members will fill out the strategy based on their own personal strategic preferences. Their opinions might not match 
your own.

The Copy Current Strategy Menu
The Copy Current Strategy menu at the bottom of the page has three options.

Option Description

Copy to all times & 
situations 

Copies the settings currently shown on the page to all Game Strategy Times and Game Score 
Situations. 

Copy to all times Copies the settings currently shown on the page to all Game Strategy Times. 

Copy to all situations Copies the settings currently shown on the page to all Game Score Situations. 

Use these options to quickly replicate your preferences through the different situations and times.
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Value Description

Staff Payroll 
The sum of your staff's current year salaries, including the salaries of any staff in affiliated leagues in your 
organization. 

Scouting 
Expenses 

Your scouting budget for the year.

Player Payroll 
The sum of your players' current year salaries. This does not include any expenses incurred if you release a player.
Those are reflected in the Player Expenses value in the center pane.

Current Budget 
The bottom four values in this section form a calculation, beginning with your team's current budget. Depending on 
your league settings, this could be an amount set by your owner or the total team revenue. 

Total Expenses 
to Date 

The amount of expenses you have incurred so far this year.

Remaining 
Expenses 

The amount of expenses that you have yet to incur so far this year.

Proj. Budget 
Room 

An estimate of your projected budget at the end of the current season. Projected budget room is calculated 
subtracting the Total Expenses to Date and Remaining Expenses from your Current Budget.

Available Funds
The bottom pane on the left contains information about money your team currently has available to sign free agents:
The Available Funds pane is divided into two parts. The top half defines how much money you have available for signing free agents, 
and the bottom half defines how much money you have available to sign players to extensions.

Value Description

Proj. Budget Room 
The calculation for available funds begins with the Projected Budget Room carried down from the Budget 
Information section above.

Starting Balance 
If you have played more than one season, then your starting cash balance is added or subtracted from your 
Projected Budget Room.

Offered Contracts Any contracts you have offered to players that have not yet been accepted or refused are subtracted from the total.

$ for Free Agents 
The result of calculating the values above results in the amount of money you are allowed to offer to free agents. 
If you attempt to offer more than is listed here, your team ownership will likely refuse to approve the offer.

Current Budget 
Money available for signing players to extension begins with your Current Budget, from the Budget Information 
pane.

Staff Payroll Annual staff payroll

Scouting Expenses Annual scouting budget

Projected Payroll 
(next year) 

This is the projected player payroll for the next full season.

$ for Extensions The amount your team can currently offer for player extensions.

Current Financial Overview
The center pane contains a current financial overview for your team for this year:

Value Description

PRECEDING YEAR 
BALANCE 

This is the amount of cash left over from the previous season, the starting point for the current season. 

Revenue Sharing Revenue from last season's revenue sharing, if any. 

Cash from Trades Any cash received or paid out in trades during the current season. 

Cash from Owner 
Any cash infusion received from the owner. This can happen periodically, depending on how the 
owner is feeling. 

CASH The sum of the top four values, your current cash. 

Gate Revenue Money received from ticket sales so far this season. 

Playoff Revenue Cash received from playoff ticket sales this season. 

Media Revenue Revenue from media contracts. 
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Merchandising Revenue Revenue from merchandising contracts. 

Revenue Subtotal This is the subtotal of all of the revenue line items. 

Player Expenses
Player salaries paid so far this season, including the full remaining salaries of players you have 
released. 

Staff Expenses Staff salaries paid so far this season, including the full remaining salaries of any staff you fire. 

Scouting Expenses Scouting expenses paid so far this season.

Expenses Subtotal The subtotal of the expense line items above

Season Profit/Loss The revenue subtotal less the expenses subtotal

Current Balance The current balance of all the above. 

Proj. Final Balance The projected final balance at the end of the season.

Last Season Overview
The right pane contains the Last Season Overview page. This is identical to the Current Financial Overview pane, except that it shows 
the final numbers from the previous season, for comparison.
Note that the BALANCE at the bottom of the Last Season Overview equals the PRECEDING YEAR BALANCE that starts out the 
Current Financial Overview section.
If you are a commissioner, you can click the Edit Financials button to be taken to the Team Editor.

Advanced Info
The Advanced Info subpage of the Front Office page, accessible by navigating to Team Menu | your team | Front Office | 

Advanced Info, gives additional data that may be helpful to GMs trying to understand their team's financial state. 
This page contains the following sections:

Section Description

General Information Contains basic information about your team payroll and player salaries compared to league averages. 

Highest Paid Players A list of your top 5 highest-paid players this season. 

Payroll by Roster A total of player payroll amounts divided by your active roster, disabled list, and minor leagues. 

Most Popular Players A list of the top 5 popular players on your team. 

Team Cost Efficiency 
A measurement of the financial efficiency of your team, measuring the cost your team is incurring for 
each win, loss, run, run allowed, or point of VORP. 

Most & Least Cost 
Effective Players 

A list of cost effective and cost ineffective players on your team, measured by dividing the player's 
VORP by their salary times the league minimum salary. 

Attendance Info Information about current year attendance figures. 

Attendance History A listing of recent seasons' attendance figures. 

Attendance Chart A chart showing your team's attendance this season in relation to your stadium's capacity. 

There is also a button at the bottom of the page that links you to the Player Salary Report.
If you are a commissioner, you can click the Edit Financials button to be taken to the Team Editor.

Possible Free Agents
The Possible Free Agents subpage of the Front Office page, accessible by navigating to Team Menu | your team | Front Office | 

Possible Free Agents, shows your which players on your team are due to become free agents at the end of the season.
This page is very similar to the Upcoming Free Agents page, except that it shows only players on the selected team. 

The Action Menu
This screen has an action menu with one option:

Option Description

Offer all minor league free 
agents minor league 
contract extensions 

Offers minor league contract extensions to any players on this list who are approaching minor league free 
agency. This is only needed if you have minor league free agency enabled, but this is a quick way to 
extend multiple players at once. It's particularly helpful if you are managing an organization with many 
minor leagues. 
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Option Description

First/Last Name The first and last name of the player. 

Nickname 
The player's nickname. Not all players will have nicknames. Certain players, most noticeably high-profile players, 
will have nicknames when they arrive in the league. 

Uniform Number 
The player's uniform number. You can change the player's uniform number using the Select Uniform Number...
Action Menu at the bottom of the page. 

Height / Weight 
Although height and weight have no direct impact on player performance, they do affect the appearance of the 
player if you are using fictional pictures. Players with a higher BMI (body mass index) will appear noticeably 
heavier. Player weight can change over time. 

Date of Birth / 
Age 

The age of a player is relevant, primarily due to player aging. See the section on Player Aging for more 
information. 

City of Birth 
The place where a player was born. This value can have an impact on contract negotiations, since some players 
would prefer to play near their hometowns. It's rarely a huge factor, but it definitely is part of the equation. Not all 
players feel strongly about their hometowns. 

Nationality 
The player's nationality. In general, this has little impact on the game. However, players tend to view managers of 
the same nationality in a slightly more positive vein. 

Bats / Throws The 'handedness' of a player impacts the game directly, in terms of how a player performs in certain situations. 

Position 
This is the player's primary position. Players can be capable of playing more than one position. See Player 
Positions and Roles for more information. 

Team The player's current team. The team name is also a hyperlink to the Team Home page. 

Nationality / 
Local Popularity 

The national or local popularity rating of a player. See Player Popularity for more information. 

Morale 
The current morale level of the player. See Player Morale for more information. You might not see this value on 
the screen if you have disabled player morale on the Player Options page. 

Note: Player demographics such as names, nationalities, and nicknames all come from OOTP's internal database. These values can 
be customized on a global level within your game, for example if you want an all-Hispanic league. See the section of the manual on 
customization for more information.

Health Status
The bottom left pane on the page shows a player's Health Status by default. In the corner of this section is a link called Show Morale
that switches the display in this section to the Morale Details view described below. Health Status gives general information about the 
player's current health and fatigue statuses. It has a few extra options when the current player is a pitcher or when the player is injured.

Option Description

Status Overall description of a player's health. 

Diagnosis Description of any injury the player has. See Injuries for more information. 

Recovery Time The current estimate of how long the player will be injured. 

Performance Loss An estimate of the performance loss of the injured player, if he is day-to-day. 

Disabled List Status If the player is on a disabled list, the number of days remaining in the disabled list assignment. 

Pitches (today 
through 5 days ago) 

How many pitches the player has thrown in the past few days. 

Rest Status 
A description of how tired the player is. The lower the percentage, the more tired the player is. Tired players are 
at higher risk for injury and perform at a lower level. This fact is especially true for pitchers. See Injuries, 
Fatigue, and Aging for more information. 

Morale Details
If you select the Show Morale link in the Health Status section, the display in the lower left corner changes to show Morale Details.
See the section on Player Morale for more details on how OOTP's morale system works. To return to the Health Status view, click the 
link in the top right reading Show Status.

Personality
The Personality section shows the player's current ratings in personality areas. See the section on Player Personality for more details 
on how OOTP's personality system works.
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Note: You might not see these values on the screen if you have disabled player personalities on the Player Options page in Game 
Setup.

Defensive Ratings
The Defensive Ratings section shows the player's current ratings in key defensive categories, based on the player's position. There is a 
drop-down in the top right corner of the page that allows you to select which scout's ratings you want to view. See Defensive Ratings
for more information about what these ratings mean in OOTP.
Players can have defensive ratings at multiple positions.

Basic Batting / Pitching Ratings
The Basic Batting / Pitching Ratings section shows the player's current ratings in key batting or pitching categories, based on the 
player's current position. There is a drop-down in the top right corner of the page that allows you to select which scout's ratings you 
want to view. 
See the Player Model for more information about what these ratings mean.

Other Ratings
The Other Ratings section shows the player's current ratings in a number of other categories. There is a drop-down in the top right 
corner of the page that allows you to select which scout's ratings you want to view. 
Pitchers have an additional section here that displays the different pitches a pitcher throws. See the Player Model for more information 
about what these ratings mean.

Statistics
The bottom right of the Player Profile contains several lines of statistics for the player. The top part has current season statistics. For 
hitters, four lines are included: current season totals, versus left-handed pitchers, versus right-handed pitchers, and projected numbers 
for the whole season. More detailed statistics can be found on the Batting Stats, Pitching Stats, and Fielding Stats pages.
The bottom part of this section contains statistics for the past few completed seasons.

Contract & Status
The Player Contract & Status page is accessible by clicking on any player in the game, or by right-clicking on a player name in an 
HTML report and selecting Open Player Profile, and then selecting Contract & Status. It provides you with all the information you 
may need about a player's contract situation and roster status.
This page also contains a number of Action Menus and Buttons, which are shared throughout the Player Profile, and are described on 
the Player Profile (Overview) page.
Additionally, the left side of this page is a repeat of the Personal Details, Health Status, and Morale Details sections that were 
described on the Player Profile page.

Contract Information
The Contract Information section in the center displays data about the selected player's current contract. If the player is not currently 
under contract, this section will simply read "Free Agent!"

Option Description

Contract Type Describes whether the contract is a major league or minor league contract. 

Expires 
Shows when the current contract expires. This will also show additional information about whether the 
player is arbitration- or free agent-eligible, where appropriate. 

Signed Prior To Shows when the current contract was signed. 

Total Value When 
Signed 

The total dollar value of the current contract, including all years, even those that have passed. 

Total Years When 
Signed 

The total years of the contract, including those that have already passed. 

Remaining Salaries Any salary for future years in the player's current contracts. 

Additional Clauses & 
Incentives 

Any special clauses or incentives that are in the player's current contract. 

See Player Contracts for more information on how player contracts work in OOTP.

Extension Information
The Extension Information section is very similar to the Contract Information section, but there is information here only if you have 
signed a player to a contract extension. Once the extension takes effect, the extension becomes the current contract, and this section 
becomes blank again.
See Player Contracts for more information on how contract extensions work in OOTP.
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Roster Status Information
The Roster Status Information section includes very important information about a player's roster status. This information is 
essential for any general manager to make smart roster and contract decisions.

Option Description

Player Expectation 
The player's current expectation for his role on the team. See Player Morale for more information on player 
expectations. 

Trade Availability The player's current trade status. See Trading Status for more information. 

Major League Service 
Time 

A count of the years and days of major league service time the player has accumulated. See Service Time
for more information. 

Time on Secondary 
Roster 

A count of the years and days the player has spent on the secondary roster. See Service Time for more 
information. 

Time as a Professional 
A count of the years and days the player has been in professional baseball. See Service Time for more 
information. 

Rule 5 Draft Eligibility Defines whether the player is eligible for the Rule 5 draft. See the Rule 5 Draft for more information. 

Minor League Options 
How many minor league options the player has remaining. See Minor League Option Years for more 
information. 

Salary Arbitration Status 
Defines whether the player will be eligible for salary arbitration. See Salary Arbitration for more 
information. 

Most of these concepts are also covered in more detail in the Roster Rules and Management section of the manual.
Note: Some of these options may not be available, depending on your league configuration and whether or not the player is currently 
under contract.

Scouting Reports
The Scouting Reports subpage is accessible by clicking on any player in the game, or by right-clicking on a player name in an HTML
report and selecting Open Player Profile, and then selecting Scouting Reports. It provides you with a detailed scouting report on the 
currently selected player.
This page also contains a number of Action Menus and Buttons, which are shared throughout the Player Profile, and are described on 
the Player Profile (Overview) page.
Additionally, the left side of this page is a repeat of the Personal Details, Health Status, and Morale Details sections that were 
described on the Player Profile page.
The scouting reports themselves are described in more detail in the section of the manual on Scouting Reports.

Player Ratings
The Player Ratings page is accessible by clicking on any player in the game, or by right-clicking on a player name in an HTML 
report and selecting Open Player Profile, and then selecting Player Ratings. This page shows more detail about a player's ratings in a 
number of areas.
The left side of this page is a repeat of the Personal Details, Health Status, and Morale Details sections that were described on the 
Player Profile page.
Additionally, the Action Menus and Buttons at the bottom of this page were already covered on the Player Profile page.
OOTP's ratings model is described in detail in The Player Model.

Defensive Ratings
The Defensive Ratings section lists player ratings in fielding / defensive areas. Players are rated in all defensive areas, even if the 
rating pertains to a different position, such as Catcher Ability. See Defensive Ratings for more information.

Batting Ratings
The Batting Ratings section lists player ratings for batting skills. Players are rated in all areas, even if the player is a pitcher. See 
Batting Ratings for more information.

Other Offensive
The Other Offensive section lists player ratings in other offensive areas such as base stealing and bunting. Players are rated in all 
areas, even if the player is a pitcher. See Other Ratings for more information.

Position Ratings
The Position Ratings section lists overall player defensive ratings at specific positions. A player with no rating at a certain position has 
a hyphen in the column for that position. See Defensive Ratings for more information.
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Manager identities are unique to a saved game. That is, if you create a manager named Steve Jones in one game, that manager will not 
be available if you create a new game file. However, managers are not unique to leagues. For example, if you have five leagues in 
your saved game, your human manager identities could be hired in any of the five leagues.
While manager identities get personal traits (name, a picture, a birth date, etc.), they aren't actually human. Manager identities never 
die or retire on their own in the game. Some players who use the same league for many game years choose to retire one manager 
identity at a "realistic" age, and then create a new one. Others will use the same manager identity for hundreds of years. It's up to you.
For instructions on actually creating a manager identity, or maintaining existing human managers, see the section on Adding/Editing 
Human Managers.

The Role of a Human Manager
The role of a human manager in OOTP is a little bit different than in real life. In real life, teams typically havea general manager, who 
is responsible for front-office decisions like player signings and roster moves, and a manager, who is responsible for the day-to-day 
management of the team, such as setting lineups, managing games, and so on.
The responsibilities of an OOTP manager include business transactions (drafting players, trading, signing free agents, etc.), and day-
to-day management of all teams in the organization (setting depth charts and lineups, pitching staff, game strategy, etc.). In effect, they 
are general managers and managers rolled into one. In addition, if you're the manager of a team with affiliated minor leagues, you're 
the manager of those teams too!
From an OOTP operational standpoint, managers of either parent or affiliated teams also have some ability to edit information for 
their teams and players. They can edit team logos and colors, change player positions and uniform numbers, adjust fictional player 
pictures, and so on. Managers in solo leagues also have the ability to edit the setup and league configuration of their games. However, 
they cannot edit player ratings, ballpark information, etc.
But, don't fret if you're feeling overwhelmed. OOTP has many options that allow you to customize how this works. Most notably, the 
Manager Options page gives you the ability to delegate much of your authority to your staff on a temporary or permanent basis.
In OOTP you can also choose to manage an affiliated team, for example as the manager of a Single-A team. In this case, you lose all 
transactional responsibility. Minor league managers cannot draft players, sign free agents, trade, etc. These functions are handled by 
the general manager of your parent team. Additionally, your team management responsibility will be limited to just your immediate 
team. That is, a Single-A manager cannot make changes to the lineup of the Double-A team.
In addition to the information above, there is also another play mode called Commissioner Mode.

Commissioners
OOTP has an additional option for managers called Commissioner Mode. A commissioner is the absolute ruler of a baseball 
universe. A commissioner can control every aspect of a league, including editing players, forcing trades, and changing the league 
configuration. A commissioner can temporarily take control over any team in the league, or he can sign up as the full-time manager of 
a team. In online leagues, the commissioner is the only one who is able to advance the game date and auto-play games.
You can be both a commissioner and a manager simultaneously. Commissioner Mode can be set when adding or editing human 
managers, or on the Manager Options page. The only exception is that human managers in online leagues who are not themselves 
commissioners cannot turn on Commissioner Mode.
Some solo players like to manage a single team with Commissioner Mode turned on, so that they have quick access to all editing 
capability. Other solo players prefer to play with Commissioner Mode turned off, so they are not tempted by all that power. Either 
way, you can turn this mode on or off at will.
Commissioners have access to a wide range of features that are described in more detail in the League Functions section of the 
manual. In general, commissioner functions are located on the appropriate OOTP pages, but they are only visible if your current 
manager identity is a commissioner.

Human Manager Status
The Human Manager Status, accessible by navigating to Game Menu | Human Manager Status, gives you a list of all the human 
managers in your saved game.
This page shows the following information about each human manager:

Field Description

Manager Name of the human manager. 

Age Age of the manager, as of the current game date. 

Nationality Manager's nationality. 

Current Team The name and league of the team that currently employs the manager. 

Lifetime 
Record 

The total won-lost record for the manager, across all leagues and teams. For example, if a manager has managed four 
teams, this would be the combined won-lost record for all four teams. 

Reputation The manager's reputation in your game universe. 

There are no actions that can be taken on this page. However, the nationalities are hyperlinked to the Nation Profile page, and the team 
names are hyperlinked to the Team Home page .
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Add/Edit Human Managers
The Add/Edit Human Managers page is normally the first thing you see when starting a new game, but it can also be accessed at any 
other time by navigating to Game Menu | Add/Edit Human Managers. Remember, a manager is the identity of a human player 
within your game.
Note: Managers of computer-controlled teams will never appear on this page. Do not create manager identities for your computer 
teams! If you want to create a manager for a computer-controlled team, you can do so by having the commissioner edit a coach using 
the coach editor.
OOTP begins with one default human manager with a generic name like "Jim Smith" or "Joe Unknown." When you first start your 
game, you can edit this manager identity to your liking. For all subsequent games, OOTP will remember the name of the last human 
manager that you created. The left side of the page has a number of options you can modify. The right side of the page contains a list 
of active managers in the game and which team each one manages. 
Note: The manager identity that currently being edited is highlighted in the List of Active Managers on the right. 

Personal Info
In the Personal Info section, you can edit the manager's name, nationality, and date of birth:
These values generally have no noticeable impact on the game. They are there just to give your manager identity more 'life.' In 
particular, note that human managers do not retire or die of old age. 
However, the nationality of a manager can have a slight impact on the way a player perceives that manager's team. For example, a 
Dominican player is more likely to feel favorably toward an organization with a Dominican general manager than he would toward an 
organization with a manager from another country.

Team & Play Mode
The Team & Play Mode section defines what role the manager identity will play in your game.

Option Description

Play 
Mode 

Check this box to make this manager identity into a commissioner. You can visit this page of the online manual for more 
information about manager roles. A player can be both a commissioner and the general manager or manager of a specific 
team. 

Select 
Team 

This drop-down menu shows a list of all the teams in your game file, including every league. By selecting a team from this 
menu, you are 'hiring' this manager identity as the manager of the selected team. At the start of a game, you can hire yourself 
into any manager position in your game. You can also choose to have a manager identity start as unemployed. However, be 
forewarned: If you start the game unemployed, you are now at the mercy of the owners in your league. Many owners might 
not be interested in hiring a 'rookie' manager like you, especially for higher-level jobs.

Password
The Password section allows you to provide a password for your manager identity:
When you have set a password, you will be prompted to enter it any time you start the game or change manager identities. Typically, 
manager passwords are used in online leagues, not solo play.
Warning! There is no way to recover a lost password. If you lose your password, you will be forced to create a new identity. 
Passwords cannot be recovered by contacting technical support!

List of Active Managers
The List of Active Managers on the right displays all human manager identities in the current game file. The team that employs the 
manager is given in parentheses. Commissioners are identified with the word 'Commissioner,' while unemployed managers are 
identified as 'no team.'

Adding Managers
To add a new manager, click the Add Another Manager button in the lower left. A new identity with the name of the last manager 
added will be created. Edit the name and other relevant details on the left side of the page, and then click OK. (For new games, this 
will be the Start Game button instead of OK.)
Warning! You must click the Add Another Manager button to create a new manager identity. If you edit the manager who is initially 
highlighted, you will be editing an existing manager!
When you add a new manager, the manager is not automatically 'logged in.' That is, when you click OK, you will be returned to the 
game pages, but you will still be 'logged in' as the previous manager identity. For more information on changing the active manager, 
see the Select Manager page.

Deleting Managers
To delete an existing manager, click on the manager in the List of Active Managers on the right side of the page. Then click the Delete 
Selected Manager button. 
Warning! When a manager identity is deleted, all records of the manager are lost. Therefore, if you want to retain the history of a 
manager, just have the manager resign and remain active, but unemployed.
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Warning! Be careful with the Delete Selected Manager button. You have no chance to confirm after you click this button, so make 
sure you really want to delete the manager before proceeding.

Editing Existing Managers
To edit an existing manager, click on the manager in the list of active managers on the right side of the page. Then edit the identity on 
the left side of the page. When you are through, click OK.
An unemployed manager can be given a management job from this page. However, you cannot edit the team assignment of a manager 
who is already employed. An employed manager must first resign from his current job before he can be assigned to a new team.

Select Human Manager
Although OOTP games can have many human managers, only one manager identity can be 'logged in' at any given time. To change 
the currently logged in manager, navigate to Game Menu | Select Human Manager, where you can change which manager identity 
is currently in control of the game.
To switch manager identities, click on the manager you want to use, and click Select Manager.
You can always confirm which manager is currently logged in by checking the game information in the top right corner of the page:
If you are playing a game with multiple human manager identities, remember that if time advances for one manager, it advances for 
the other as well. Make sure you have made any necessary changes to all managers before proceeding. When you have multiple 
manager identities in a game, it's a good idea to password protect your manager identities to avoid mistakes. This can be done in the 
Manager Options page.

Manager Reputations
In OOTP, each manager has a reputation, which can be viewed on the Human Manager Status page. Reputations are determined 
primarily by experience and results. Managers start out as 'greenhorns' and can grow through ten other ranks. A manager's reputation 
is calculated using factors such as experience, lifetime record, playoff appearances, championships, and more. Your reputation affects 
your attractiveness to potential employers and is a definite factor when you are unemployed and looking for work. For example, a very 
experienced manager with an excellent lifetime record will be much more attractive to a team than a greenhorn or a manager with a 
poor track record.
In addition to the "hard facts" about your candidacy, other events in the game world can also affect how teams feel about you, even 
though these might not necessarily be reflected in your "reputation rank." For example, quitting a job in the middle of the season can 
strongly hurt how other ownership teams view you.

Getting Hired
When you first create a manager identity, you have the option of taking any manager position in your game that is not already held by 
a human manager. However, if you choose to begin your career unemployed, you have effectively entered the job market. Once this 
happens, only certain teams might offer you a position.
Teams decide whether to offer you a job primarily based on your reputation. Your reputation improves primarily by gaining 
experience and by winning. Your reputation suffers when you perform poorly, or when you do untrustworthy things such as quitting in 
the middle of a contract. You can see your reputation on the Human Manager Status page. But be forewarned, computer owners have 
their own reasons for making hiring decisions. It's quite possible they will hire a less-qualified manager than you on occasion. That is, 
just as in the real world, there is no guarantee that a spotless reputation will cause every team in the league to offer you a job!
The human manager contract system is fairly basic. Human managers do not have a salary or a fixed-length contract. You're either 
employed or not. OK, so you find yourself seeking employment in OOTP. How do you get a job? There are three ways to get a job in 
OOTP:

Applying for Available Jobs
The Available Jobs page, accessible by navigating to Manager Menu | Available Jobs, displays a list of teams that are currently 
offering you a position:
The Available Jobs page lists open manager positions that are being offered to you from throughout your game universe. Jobs are not 
limited by league, so you could receive an offer to coach in Japan, or some such. Teams are hyperlinked to make it easier to research a 
team before applying for a job.
Note: Not all open management spots are offered to you! Teams may pass on a person of your talents due to your reputation, track 
record, your level of experience, or your mistreatment of previous ownership.

Applying for an Available Job
To apply for an open position, click on the Apply as GM button (for parent league teams) or Apply as Manager (for affiliated league 
teams) next to the team you want to ask for a job. You will be asked to confirm before you take on your new responsibilities. There 
are no negotiations for manager positions, and there are no salaries or fixed-length contracts. You either take the job, or not. 
If you are already employed, you can still apply for a job from this page. If you do accept a new job, you will transition effective 
immediately. However, your actions do have an effect on your reputation in the game world! Consider that before switching jobs mid-
season!
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Receiving Job Offers
In OOTP, if you are unemployed, teams may offer you a job via your news page by sending you messages, like this one:
If you are offered a job that interests you, you can accept the job by clicking on the Respond to Message action menu in the lower 
right, and then clicking Accept Offer. Presto! You're now the manager of that team.
Remember, your reputation and experience play into who will offer you jobs. You're not likely to get solicited aggressively by major 
league clubs if you have no experience. If you have minor leagues in your game, you may need to get some experience at lower levels 
before moving up.

Taking a Job as Commissioner
If you are the commissioner, then you can circumvent this whole job hunting process, because all manager jobs are always available 
for you to take from the Available Jobs page. So, if you've been trying to get that New York Daffodils' job honestly, and failing, just 
do the following:

1. Go to the Available Jobs page 
2. Click on the Switch to Commish Mode Now button 
3. Apply for the New York Daffodils' job 
4. Go to the Manager Options page 
5. Turn off Commissioner Mode

Yeah, OK, it's cheap. But sometimes you gotta do what you gotta do! We won't tell...

Leaving a Job
In OOTP, there are three ways to leave your current job: getting fired, resigning, and accepting another job. Because human managers 
don't really have contracts in OOTP, as long as you don't get fired, you can have your job forever.

Getting Fired
An OOTP manager can be fired at any time.
At the start of a season, you will receive a message from ownership with a general sense of how they expect your team to perform. It's 
a safe bet that if you fail to meet the owner's expectations, your job could be in jeopardy. Different owners react differently to your 
accomplishments and failures. Some owners might be patient. Others might fire managers halfway through a season.
Getting fired hurts your reputation, which hurts your ability to get new jobs, so obviously it pays to be successful! Once you are 
unemployed, you're back in the job market. See Getting Hired for more information on what to do next!

But I don't WANT to get fired!
Some players want to suspend reality a little bit, by just not having to worry about getting fired. In OOTP, you can tell OOTP that you 
never want to get fired, on the Manager Options page. Commissioners also cannot be fired.

Resigning
You can resign at any time by navigating to Manager Menu | Resign from Team.... You will be prompted to confirm. Once you 
have resigned, you're back in the job market. See Getting Hired for more information on what to do next!

Accepting Another Job
A third way to leave your current job is to accept an offer from another team from the Available Jobs page while you are still 
employed. If you want to take another job, just apply directly from the Available Jobs page. You will immediately resign your current 
position and take on your new responsibilities. Be warned, though: if you quit your current job in the middle of a contract, it can 
negatively affect your reputation! Teams might not be so willing to hire a GM who will quit in the middle of a season!

Ownership
Just as in real life, you have little control over your team's ownership. During the year, ownership might send you messages 
occasionally, to inform you of its expectations, or in changes in the team's financial situation that might affect you:
You'll also be notified of your budget on an annual basis. Be sure to pay attention to notes like these. Failure to pay attention to your 
owners can result in you getting fired, which doesn't help your reputation when you're trying to establish a solid track record!
If you're a minor league manager, your team's ownership will also inform you when they have made roster moves affecting your team:

Managing in the Minors
In OOTP, you can choose to manage an affiliated team, most typically a minor league team. In this case, the management experience 
is a little bit different. Whereas a GM is responsible for everything he does not delegate, a minor league manager is only in charge of 
lineups and depth charts for his team, and managing games if you choose to play them out. Your GM (the computer) will handle all 
roster moves, transations, and trades. Note here how the Manager Options page changes when you are a minor league manager:

Promotions
If you are managing a minor league team, there is a chance that you could be promoted to a higher position. If this happens, you will 
receive a message like this one:
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Avoid K's
Avoid K's is a measure of how well a player avoids striking out. Avoid K's directly affects the number of times a player strikes out. 
For example, players with high Avoid K's ratings are more likely to foul off pitches with two strikes than to go down swinging.

Lefty-Righty Splits
In addition to the basic current versus potential ratings, hitters also can perform differently depending on the handedness of the pitcher 
they are facing. These "split" ratings are displayed on the Ratings page as "VS LHP" (versus left-handed pitchers) and "VS RHP" 
(versus right-handed pitchers). These split ratings are not visible on the Player Profile. Be sure to consider this information when 
setting your lineups!

Pitching Ratings
The three basic pitching ratings are Stuff, Movement, and Control. Each of these has a matching potential rating. See Current vs 
Potential Ratings for more information on the distinction between the two. Pitching ratings can be seen on the Player Profile, the 
Ratings page, or in any list of players using the Pitching Ratings View. They are also available on the Scouting Reports page.
There are also four additional ratings that do not have corresponding "potential" ratings: Velocity, Endurance, Hold Runners, and 
Ground Ball %. Pitching ratings are used by the game engine to determine the outcome of a pitch.

Stuff
Stuff is a measure of the quality of a pitcher's pitch repertoire. Think of it as essentially how a pitcher "puts it all together." Stuff 
directly affects the number of strikeouts a pitcher throws.

Movement
Movement is a measure of the movement on a pitcher's pitches. It is harder for batters to make good contact with pitches that have 
good movement. As a result, pitchers with high Movement ratings tend to give up fewer home runs.

Control
Control is a measure of a pitcher's accuracy. Pitchers with good Control ratings tend to walk fewer batters.
Velocity

Velocity is a measure of how fast a pitcher throws. Velocity is not measured according to the standard rating system, but rather is 
measured in miles per hour.

Endurance
Endurance is a measure of how many pitches a pitcher can throw before tiring. Pitchers with high Endurance ratings tend to be used as 
starting pitchers, while pitchers with low Endurance ratings tend to be used as relief pitchers.

Hold Runners
Hold Runners is a measure of a pitcher's ability to hold runners on base. It is harder for runners on base to steal against pitchers who 
have high Hold Runners ratings.

Ground Ball %
Ground Ball % is a measure of how many balls hit off this pitcher are ground balls, as compared to fly balls. Pitchers with high 
Ground Ball % ratings tend to get more ground outs and double plays. Pitchers with low Ground Ball % ratings tend to have a lower 
BABIP (batting average on balls in play), because fly balls are generally more likely to turn into outs than ground balls.

About Different Pitches
Pitchers in OOTP can throw an assortment of different pitches, displayed in the Player Profile. They are also mentioned in game play-
by-play. A pitcher's pitch assortment does have some very small impact on the results of a play, but generally, in OOTP's pitching 
model, the specific pitches do not matter. The OOTP model is such that variety of pitches and the pitcher's skill with and selection of 
those pitches are factored into the three main ratings of Stuff, Movement, and Control. The types of pitches a pitcher throws in OOTP 
do not change over the course of his career.

Lefty-Righty Splits
In addition to the basic current versus potential ratings, pitchers also can perform differently depending on the handedness of the batter 
they are facing. These "split" ratings are displayed on the Ratings page as "VS LHB" (versus left-handed batters) and "VS RHB" 
(versus right-handed batters). These split ratings are not visible on the Player Profile. Be sure to consider this information when 
making pitching decisions!

Defensive Ratings
The four basic defensive ratings are Range, Error, Arm, and Turn Double Play. Defensive ratings are further broken down into 
three categories: infield, outfield, and catcher. Catchers have two additional ratings for Catcher Ability and Catcher Arm. 
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Furthermore, players receive position-specific ratings for each position they are qualified to play. Unlike hitting and pitching ratings, 
defensive ratings do not have corresponding potential ratings. Defensive ratings can be seen on the Player Profile, the Ratings page, or 
in any list of players using the Fielding Ratings View.
Defensive ratings are used by the game engine to determine the outcome of a pitch or a ball in play.

Infield / Outfield Range
Range is a measure of how well a defensive player can reach a ball in play. Players with high Range ratings are more likely to reach a 
batted ball and potentially make an out. For example, a shortstop with good Range might reach a groundball to his right, whereas a 
shortstop with poor Range might not reach the ball, letting it go into left field for a single. Players have separate ratings for infield and 
outfield range. These values can be fairly different, based on the player's experience.

Infield / Outfield Error
Error is a measure of how likely a defensive player is to commit an error. This rating includes both fielding errors (dropping or 
misplaying the ball) and throwing errors (pulling the first baseman off the bag, throwing inaccurately). The Error rating is inversely 
related to errors. That is, players with high Error ratings are less likely to commit errors. Players have separate ratings for infield and 
outfield error. These values can be fairly different, based on the player's experience.

Infield / Outfield Arm
Arm is a measure of the strength of a player's arm. Players with higher Arm ratings are more likely to throw out runners on a close 
play. Arm is factored into accuracy as well. Players have separate ratings for infield and outfield arm. These values can be fairly 
different, based on the player's experience. 
Note: Arm is not strictly a measure of strength. If a player has a high infield arm rating, but a low outfield arm rating, it doesn't mean 
that his arm suddenly gets weaker in the outfield, of course. Rather, it implies that in the infield, his throws are strong, accurate, and 
timely. In the outfield, he is weaker, partly because of arm strength, but also because of experience, accuracy, hesitation, and so forth.

Turn Double Play
Turn Double Play is a measure of how well infielders, pitchers, and catchers can turn infield double plays. Players with high Turn 
Double Play ratings are more likely to successfully turn double plays when given the opportunity.
Note: The Turn Double Play rating is not displayed by default in an outfielder's Player Profile.

Catcher Ability
Catcher Ability is a measure of a catcher's overall catching skill. Catcher Ability isn't truly a distinct rating. It is more of a composite 
number based on a combination of the player's defensive skills (arm, error, range) and his experience at the position.

Catcher Arm
Catcher Arm is a measure of a catcher's arm. Catchers with higher Catcher Arm are more likely to throw out runners stealing a base. 
Catchers with high Catcher Arm ratings could also cause opposing managers to think twice before attempting a steal.

Position Ratings
Each player also receives a numeric rating at any position they are qualified to play. This rating is a measure of a player's overall 
defensive ability at a given position. Individual ratings exist for each defensive position. Players can have ratings at one or more 
positions. Players with higher position ratings are better overall defensively. Position ratings aren't truly distinct ratings. They are 
more of a composite number based on a combination of the player's defensive skills (arm, error, range) and his experience at the 
position. See Player Positions and Roles for more information on player positions.
Note: It is possible for a player to be excellent defensively at one position, but poor at another. Players do tend to perform similarly at 
similar positions, however.

Other Ratings
There are six other offensive ratings that don't quite fit in the batting, pitching, or defensive categories: Running Speed, Stealing 
Bases, Baserunning Instincts, Sacrifice Bunt, Bunt for Hit, and Hitter Type. Unlike hitting and pitching ratings, these ratings do 
not have corresponding potential ratings. Other offensive ratings can be seen on the Player Profile, the Ratings page. There is no 
default View with all of these ratings, but you could easily create a custom view for that purpose.
Other offensive ratings are used by the game engine to determine the outcome of a pitch or a ball in play.

Running Speed
Running Speed is a measure of how quickly a player can run from one base to the next. Players with a high rating in Running Speed 
are more of a threat to steal bases, and are more likely to advance further on a ball in play. Running Speed is strictly for offensive 
play. For example, Running Speed does not factor into an outfielder's range. However, Running Speed and Defensive Range are 
linked internally. For example, as a player ages, his speed and range will generally decline at the same pace.
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Stealing Bases
Stealing Bases is a measure of how good a player is at stealing. Stealing bases is not a matter only of speed, but also timing, 
knowledge of pitchers, and ability to 'get a good jump.' It is possible for a player to have a high Running Speed rating, but a low 
Stealing Bases rating, and vice versa, although the most dangerous baserunners have high ratings in both.

Baserunning Instincts
Baserunning Instincts is a measure of a player's instincts when running the bases. Players with a high rating in Baserunning Instincts 
are more likely to take advantage of fielder miscues to advance a base, and less likely to get thrown out due to baserunning mistakes.

Sacrifice Bunt
Sacrifice Bunt is a measure of how well a player can execute a sacrifice bunt. Players with a high rating in Sacrifice Bunt are more 
likely to execute the bunt correctly, advancing the runner. They are also less likely to strike out while bunting.

Bunt for Hit
Bunt for Hit is a measure of how well a player can execute bunt in an attempt to reach base safely. Players with a high rating in Bunt 
for Hit are more likely to bunt to a good location for reaching base. Players with high Running Speed and high Bunt for Hit have the 
best chance at bunting for a hit. Left-handed hitters are also better at bunting for a hit.

Hitter Type
There are three general types of hitters in OOTP. Hitter Type defines which category a player falls into. Hitter Type affects the 
likelihood that a batted ball will go to a particular area of the playing field. The types are defined below.

Hitter 
Type

Characteristics

Spray 
hitter 

Batted balls are more or less equally likely to go to any part of the field. 

Normal 
Batted balls are distributed normally, which means that the majority of balls will go to the hitter's 'pull' side. (Right-handed 
hitters will hit a majority of balls to the left side of the field, and left-handed hitters will hit a majority of balls to the right 
side of the field.) 

Pull 
hitter 

Batted balls are noticeably more likely to be pulled to the hitter's side. (Right-handed hitters will hit most balls to the left 
side of the field, and left-handed hitters will hit most balls to the right side of the field.) 

Note: Hitter Type does not affect the likelihood that a player will make contact, or how much power the hitter has. It affects only the 
trajectory of a batted ball.

Overall Rating
In addition to all of the individual baseball skill ratings, your scouting director also provides you with an overall assessment of a 
player's current and potential rating, that can be displayed numerically or graphically as stars. Overall ratings can be seen on the Player 
Profile or in any player list using the Default View. They are also available on the Scouting Reports page. They are not available on 
the Ratings page.

Stars vs Numbers
The ratings scale for overall ratings is slightly different from individual skills. Overall ratings can be displayed on a 20-80 scale or 
using a series of stars in half-star increments, with 5 stars being the top rating. You can also choose to disable display of overall 
ratings entirely. This setting can be configured during game creation on the Game Options page, or after game creation by navigating 
to Game Menu | Game Setup | Global Setup tab: 

Basis for Overall Ratings
Overall ratings are based on your scouting director's assessment of a player's skills compared to all other players at that position. For 
example, let's say you have a third baseman with 5-star overall potential. This means that he has the potential to be among the best 
third basemen in the league, not that he has the potential to be among the best players at any position in the league. If your league is 
very weak in third basemen, he could actually be nothing more than average compared to the top players in the league.
Of course, if you'd like to change this, you can! You can instruct OOTP to calculate overall ratings without regard to position. As with 
the stars vs numbers, this setting can be configured during game creation on the Game Options page, or after game creation by 
navigating to Game Menu | Game Setup | Global Setup tab by checking the box entitled Overall rating based on all players, not 
positions. 

OSA and Overall Ratings
If you have scouting enabled, OSA does not provide overall ratings for players. Only your scouting director provides overall ratings. If 
scouting is disabled, then OSA will provide overall ratings.
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Player 
Performance 

How the player feels about his own performance. Players who are performing well are happier than players who are 
not. 

Role on 
Team 

How the player feels about his role on the team. In OOTP, each player has an 'expected role' on the team. Some pitchers 
might expect to be starters, others members of the bullpen. Position players might expect a spot in the middle of the 
lineup, and so forth. This expected role is displayed in the Morale Details section of the Player Profile page. The Role 
on Team morale factor is based on this expected role. Players whose expected roles are not being met are likely to be 
unhappy. 

The overall morale rating of each player is the combined result of these four areas. Different players have different personalities, and 
different levels of sensitivity as well. So, just as in real life, there are no hard and fast rules about how certain players will react. You 
might find out that you've signed a prima donna, or that your star player is a steady, unflappable team player.

Disabling the Player Morale Model
The player morale model can be disabled entirely during game creation in the Player Options section of the Game Options page, or 
after game creation by navigating to Game Menu | Game Setup | Player & Picture Options tab.

Player Positions and Roles
Each player in OOTP has a single assigned position that is displayed on the Player Profile, on player lists that show player positions, 
and in various reports.
A player can only have one assigned position at a time. Think of it as where the organization plans to play him. However, the assigned 
position has no impact on where you can actually play him. You could place a pitcher in left field, or a third baseman at first base, if 
you so desired. The assigned position is just a way of labeling the player for easy reference.

Changing a Player's Assigned Position
You can change a player's assigned position by using the Set Position To... action menu that is available at the bottom of every page 
in the Player Profile. Commissioners can also change player positions through the Player Editor. There are no restrictions on changing 
this setting. You could set a person with no ability at 3B to an assigned position of 3B (although I'm not sure why you'd want to do 
that).

Player Ratings at Multiple Positions
As described in the Defensive Ratings section, players receive a numeric rating at any position they are qualified to play. A single 
player may have ratings at one, three, or even nine positions. So, a player's assigned position isn't necessarily the only position he can 
play. In fact, it may not even be his best position. For example, you might have a good third baseman who plays an average shortstop, 
but you also have an All-Star third baseman. So, the first player ends up at shortstop even though he's a better third baseman. In this 
case, his assigned position could be 3B OR SS. Player ratings at each position can be seen on the Player Profile, the Ratings page, or 
in any player list using the Position Ratings view.
In the example above, the player is an outstanding first baseman, a fair second baseman, and a good third baseman and shortstop. 
Because he has ratings at these positions, he can play any of those positions without suffering any undue penalties. This player might 
have an assigned position of first base, but he could well be your best shortstop, too!

Playing out of Position
Even if your player does not have a rating at a position, you can still play him at any position in a game. Just place him wherever you 
would like in your lineup or depth chart. You could even place a second baseman in your pitching rotation, although he's not likely to 
do well. However, a player who is not rated at a position is well below average in his ability at that position, and is likely to have poor 
range and make frequent errors.

Learning New Positions
Players learn new positions through practice. The best way to accomplish this is by having them play in a new position. Players learn 
more quickly when they play regularly in the minor leagues, or in spring training. The more a player plays at a certain position, the 
more he improves. After he has acquired a certain amount of experience at a position, he will be given a position rating that will 
display on his profile. 
OOTP follows the concept of the "defensive spectrum." The defensive spectrum is as follows: DH - 1B - LF - RF - 3B - CF - 2B - SS. 
Generally speaking, the further to the right, the harder the position is to play and the harder it will be to convert a player to that 
position. Position players can learn to play catcher, but it often takes a very long time, and they typically don't make very good ones.
Note: A player cannot 'lose' positions. Once he has learned a position, he will always have a rating at that position.

Pitching Roles
In addition to a position, pitchers also have a role, which can be set to one of three values: starting pitcher (SP), middle reliever (MR), 
or closer (CL). Just as with assigned positions, pitcher roles do not affect a pitcher's ability in any way. However, some pitchers might 
be better in certain roles. For example, pitchers with very low Endurance make poor starting pitchers. Roles also play a part in how the 
computer managers make decisions. For example, the computer is unlikely to place a closer in a starting spot.
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Rating Scales
Just like player ratings, the scale used for Personnel ratings can be customized at the time of game creation on the Game Options page, 
or afterwards by navigating to Game Menu | Game Setup | Global Setup tab:

Disabling the Personnel/Coaching Model
You can also disable the coaching / personnel system entirely if you so desire. This can be done during game creation in the Game 
Options page, or after game creation by navigating to Game Menu | Game Setup | Global Setup tab. If the coaching system is 
disabled, players will still develop, of course. However, each team will be treated as if it had average and identical personnel in all 
roles.

Managing Ratings
Personnel are rated on three different managerial skills, as follows:

Rating Description

Handle 
Rookies

The ability to work with rookies. Higher handling ratings can positively affect a player's development, performance, 
aging, and more. For the purpose of this rating, all players under the age of 25 are considered rookies. (This is not the 
definition of 'rookie' used to determine rookie award winners!)

Handle 
Veterans

The ability to work with veterans. Higher handling ratings can positively affect a player's development, performance, 
aging, and more. For the purpose of this rating, all players with at least 10 years of professional experience are considered 
veterans.

Handle 
Players 

The ability to handle players. Higher handling ratings can positively affect a player's development, performance, aging, 
and more. For the purpose of this rating, all players who are not rookies or veterans, as described above, are considered 
players.

Coaching Ratings
Personnel are rated on three different coaching skills, as follows:

Rating Description

Teach 
Hitting

The ability to teach hitting. The higher this rating is, the more likely young players are to develop hitting skills, and the 
more likely veteran players are to perform at their expected level or above. This rating is most relevant for managers and 
hitting coaches.

Teach 
Pitching

The ability to teach pitching. The higher this rating is, the more likely young players are to develop pitching skills, and the 
more likely veteran players are to perform at their expected level or above. This rating is most relevant for managers and 
pitching coaches.

Teach 
Fielding

The ability to teach fielding. The higher this rating is, the more likely young players are to develop fielding skills, and the 
more likely veteran players are to perform at their expected level or above. This rating is most relevant for managers and 
bench coaches.

Scouting Ratings
Personnel are rated on 5 different scouting ratings. However, these are covered in much greater detail in the page on Scouting 
Directors, so we won't discuss them here.

Trainer Ratings
Personnel are rated on five different trainer skills, as follows:

Rating Description

Heal Arms, 
Legs, Back, 
Other

The ability to heal injuries to the specified body part. A higher rating means players with those injuries will heal 
more quickly, possibly more quickly than the original estimate. A higher rating also means players are less likely to 
get those injuries in the first place. See Injuries & Fatigue for more information about injuries in OOTP.

Fatigue 
Recovery

The ability to help players recover from fatigue. You can think of this rating as if your team also has a training staff. 
The better your training staff, the more 'in shape' your players will be, and therefore the more quickly they will 
recover from fatigue. See Injuries & Fatigue for more information about fatigue in OOTP.

Personnel Experience
Personnel also have a certain number of years of experience. Experience does not directly impact ratings in the game. It does, 
however, affect the amount of money a coach will demand in a contract. If two coaches have identical ratings (which is very unlikely) 
and one has 10 years of experience while the other has 2 years, the only difference between the two will be the amount of money they 
demand.
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Personnel Ratings Changes
Personnel can learn and improve their skills over time. Unlike player ratings, personnel ratings cannot decrease with age. There are no 
potential ratings for personnel, so there is no way to know which personnel will improve, or by how much.

Personnel Strategies
Personnel also have strategic preferences; what amounts to a personality of sorts. These can be seen on the Strategy Preferences page:
Although scouting directors and trainers also have strategic preferences, they don't come into play in OOTP unless you happen to 
assign a scouting director or trainer to a management or coaching job. Normal GMs and managers can't adjust the strategic preferences 
of their team personnel - after all, you can't change who someone is! However, commissioners can change these values by dragging 
the sliders.

Effects of Strategic Preferences
For a micromanaging GM who plays out all of his games, personnel strategic preferences rarely come into play. However, any time 
you delegate responsibility for one or more aspects of the game in the Manager Options page, these preferences will affect how your 
personnel makes decisions you have delegated to them. Similarly, if you auto-play your games instead of playing them out, these 
preferences will affect the decisions your coaches make.
There are four sets of strategic preferences, described below:

Overall Roster Strategy
The Overall Roster Strategy section defines a person's overall preferences when building or managing a team.
The only time that Overall Roster Strategy comes into play for a human-managed team is when responsibility 
for one or more areas has been delegated to your personnel on the Manager Options page. 

Offensive Strategy Tendencies
The Offensive Strategy Tendencies section defines a person's approach to the offensive side of the game. These tendencies are in 
effect only during games that are auto-played, or games that you are watching but not actively managing.

Pitching & Defensive Strategy Tendencies
The Pitching & Defensive Strategy Tendencies section defines a person's approach to pitching and defensive play. These tendencies 
are in effect only during games that are auto-played, or games that you are watching but not actively managing.

Substitution Strategy Tendencies
The Substitution Strategy Tendencies section defines a person's approach to in-game substitutions. These tendencies are in effect 
only during games that are auto-played, or games that you are watching but not actively managing.

Personnel Roles
As mentioned before, team personnel are divided into seven different roles: general manager, manager, bench coach, hitting coach, 
pitching coach, scouting director, and trainer. This page gives some more detail about each of these roles.

General Manager
A general manager is responsible for running a baseball team, including all hiring and firing as well as all transaction decisions related 
to the team, including trades, drafts, free agent and waiver pickups, and so forth. This is the most common role a player of OOTP 
assumes. Although it does not happen often in real life, in OOTP a general manager often also acts as the manager of a club. A 
computer GM's managerial ratings affect the play and development of players in his entire organization.

Manager
A manager is responsible for handling the execution of a game. Managers control lineups and depth charts, pitching rotations, and 
make all the in-game decisions, but they typically have no responsibility for hiring, firing, or other general management tasks. 
Managers work together with bench coaches to manage a game. Managers have some impact on all areas of play, including hitting, 
pitching, and fielding. Unlike in real life, in OOTP, a general manager also often acts as a manager. A manager's managerial and 
coaching ratings affect the play and development of players on his specific team.

Bench Coach
Bench coaches are responsible for helping the manager handle his responsibilities, especially during actual games. Bench coaches 
have some impact on all areas of play, including fielding. You have the option of delegating decision-making authority to your bench 
coach when playing out a game. A bench coach's coaching ratings affect the play and development of players on his specific team.

Hitting Coach
Hitting coaches are responsible for teaching players the ins and outs of hitting in professional baseball. The hitting coach has a direct 
impact on the hitting performance of players on the team. The hitting coach also affects the speed with which a player progresses 
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toward his hitting potential. A hitting coach's Teach Hitting rating directly affects the hitting performance and development of players
on his specific team.

Pitching Coach
Pitching coaches are responsible for teaching players the ins and outs of pitching in professional baseball. The pitching coach has a 
direct impact on the pitching performance of players on the team. The pitching coach also affects the speed with which a player 
progresses toward his pitching potential. A pitching coach's Teach Pitching ratingdirectly affects the pitching performance and 
development of players on his specific team.

Scouting Director
Scouting Directors are described in detail in the section of the online manual dedicated to scouting.

Team Trainer
Team trainers are responsible for the health of the team. Team trainers with high ratings help prevent injuries by implementing 
effective training programs, and they also help players recover more quickly from injuries. Good trainers can also help players recover 
more quickly from fatigue. See Injuries and Fatigue more information about player injuries and fatigue.

Personnel Contracts
All personnel must be signed to contracts, just like players. These expenses come out of the budget that team ownership provides a 
general manager. In other words, the more money you spend on coaches and personnel, the less you have available for player 
contracts! Contracts for currently employed personnel can be seen in the lower left of the Coach Profile & Ratings page:

Contract Expiration
Personnel contracts expire on the day after the playoffs end each year. So, for example, if your Hitting Coach is contracted through 
2008, that means his contract is up on the day after the playoffs end in 2008!

Hiring Personnel
Typically, at the start of a game, all your team's personnel positions will be filled. If you are playing as a general manager, you have 
the ability to hire personnel at all levels of your organization. If you are playing as the manager of a affiliated league team, you cannot 
hire personnel. To hire a coach or other staff member, you must already have an open position. You cannot hire a coach if your staff is 
already full!
To hire personnel, go to the Available Personnel page. Use the Preferred Occupation drop-down and the Views and Filters to find a 
person who suits your needs. Once you have found your target, right-click on his name and select Offer Contract.
The contract system for personnel is relatively simple compared to that for players. Select a job that you would like to offer to the 
person, and he will give you an idea of whether or not he is interested in the position, and at what price. You can enter an amount to 
offer, and select the number of years. Personnel contracts can range from one to five years, and no incentives are available. The job 
being offered, the contract terms, your team's performance and track record, along with your own personal reputation are all factors in 
whether or not the person will accept your offer. Additionally, you could be outbid by other teams, too!
Note: Remember, each person has a unique set of strategic preferences. If you're trying to build a team on speed, you might want to 
consider whether you really want to hire that manager who heavily favors power.
After submitting your offer, just as with players, you need to wait to hear back from the person, during which time the offer will be 
visible on the Pending Offers subpage of the Available Personnel page. If you're lucky, he will accept your offer:
Once an offer has been accepted, there is nothing further you need to do. He is on your staff immediately.

Firing Personnel
If you decide your bench coach just HAS to go, getting rid of him is easy. Go to the Team Personnel page. Right-click on the person 
you want to fire and then select Fire Person. After you confirm your choice, the person will be relieved of his duties immediately and 
returned to the Available Personnel pool. You can also fire staff using the Action Menu on the Coach Profile & Ratings or Strategy 
Preferences pages.
Note: Just as with player contracts, if you fire a coach, your team must pay the salary for all years remaining on the coach's contract. 
Firing a coach also has a very strong impact on how that person and other potential candidates perceive you.

Reassigning Personnel
You can reassign coaches and personnel as you see fit. Of course, certain combinations don't make much sense. You probably don't 
want to make your scouting director into a manager, or your bench coach into a team trainer. But changes between managers, bench 
coaches, and hitting / pitching coaches are quite common. Additionally, general managers of large organizations can move personnel 
between different levels of the organization.
Note: Reassigning personnel has no impact on contract length or salary.
To reassign a person, go to the Team Personnel page. Right-click on the person you want to reassign, and then select Appoint as...
You will see a submenu displaying all the different positions within the organization.
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Scouting & Personnel):
Scouting Director Ratings
Like everyone in OOTP, Scouting Directors also have ratings, although they also have some ratings that are different from ratings for 
other coaches and personnel. These ratings don't really represent the individual scout so much as the strengths and weaknesses of the 
Scouting Director's program. Scouting Directors have the following ratings:

Rating Description

Scout Major 
Leagues

Ability to scout major league players. This includes players from any parent league in your game that are in the same 
nation as this Scouting Director, as well as all free agents that have at least one day of professional service time. 

Scout Minor 
Leagues

Ability to scout minor league players. This includes players from any child leagues in your game that are in the same 
nation as this Scouting Director. 

International 
Scouting

Ability to scout players at any level who are in a different nation from this Scouting Director. Note, however, that for 
purposes of scouting, all free agents count as "major leaguers." 

Scout 
Amateurs

Ability to scout amateur players, such as those in an upcoming first-year player draft. This includes any players with 
no professional service time. 

Projection

The Scouting Director's preference when it comes to projecting the future potential of players. The projection attribute 
has five settings: Highly Favor Ability, Favor Ability, Neutral, Favor Tools, and Highly Favor Tools. A Scouting 
Director that favors ability will base players' potential ratings on what the player can already do and project what he 
thinks the player will become in the future. Think of this type of scout as more of a "Moneyball" scout. The director 
that favors tools will base the players' potential ratings on the maximum peak the player could achieve. In theory, a 
scout that favors tools will find more superstars, while a scout that favors ability will find more serviceable major 
league players. 

Scouting Director Contracts
Scouting Directors are hired to contracts just like other coaches and personnel. They can be fired and replaced with other Scouting 
Directors who appear in the Available Personnel page.
Note: A scouting director has a plan and personnel in place to support that plan. New scouting directors may have entirely different 
approaches. As a result, firing (or losing) a scouting director can have an immediate and noticeable impact on the scouted ratings of 
your players! Think carefully before putting a new regime in place!

Scouting Budgets
As GM, you are responsible for defining the direction of your scouting organization, and this consists of two parts: setting a Scouting 
Budget, and defining the Scouting Budget Distribution. The Scouting page displays this information:

Scouting Budget
The Scouting Budget defines how much money your team spends on scouting per year. This money is used to pay scout salaries, 
travel, and other administrative expenses, but all of this detail is hidden to the GM. The Scouting Budget can only be adjusted during 
the preseason. Even if you fire your Scouting Director mid-season, your new Scouting Director will have to make due with what he 
has been given for the remainder of the season. OOTP also informs you of the league average Scouting Budget, for comparison's sake.
Note: The Scouting Director's salary is considered part of the team's "staff payroll," and is not part of the Scouting Budget.

Scouting Budget Distribution
Now that you've set your budget, you need to decide where to spend it. The Scouting Budget is divided by percentage across four 
different categories that match up with the Scouting Director ratings:

Distribution Description

Major League 
Scouting

Money spent on scouting major league players. This includes players from any parent league in your game that are 
in the same nation as this Scouting Director, as well as all free agents that have at least one day of professional 
service time. 

Minor League 
Scouting

Money spent on scouting minor league players. This includes players from any child leagues in your game that are 
in the same nation as this Scouting Director.

International 
Scouting

Money spent on scouting players at any level who are in a different nation from this Scouting Director. Note, 
however, that for purposes of scouting, all free agents count as "major leaguers."

Amateur 
Scouting

Money spent on scouting amateur players, such as those in an upcoming first-year player draft. This includes any 
players with no professional service time. 

The distribution is set by dragging the sliders until you reach the desired levels. The more money you spend on an area, the better the 
information your scouting department will be able to provide. However, just as in real life, spending the most money doesn't 
necessarily result in the best results! Scouting Director ratings can have a big impact here. For example, if a team pours a huge amount 
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of money into amateur scouting, but their Scouting Director has a poor rating for scouting amateurs, then it is possible the results 
won't be as good as those for a more frugal team with a better Scouting Director.

Upcoming Opponent Reports
On the Scouting page, there is an option to request scouting reports on upcoming opponents during the regular season. If this is turned 
on, then you will receive a personal message in the Manager News page before every series:
Upcoming opponent reports include information about your opponent, such as ballpark data, projected pitching matchups, and a list of 
their top players, to help you plan your strategy for the series.

International Scouting
Whether you are scouting major leagues, minor leagues, internationally, or amateurs, the basic output is the same: individual scouting 
reports for the scouted players. However, when scouting internationally, there is also a possibility that your scouting team will turn up 
a "hidden player," someone from abroad who other teams are not yet aware of. When this happens, you will have a chance to sign the 
player before any other team.
This "hidden player" feature is an option that can be enabled or disabled during game creation in the Player Options section of the 
Game Options page. After a game has been created, you can adjust it by navigating to Game Menu | Game Setup | Player & Picture 
Options
If hidden players are disabled, you can still scout internationally, but you will only receive individual scouting reports, and will not be 
able to find hidden players.

Finding Hidden Players
When your scouting team uncovers some talent abroad, they will send you a message like this one:
Once you receive this message, you can offer the player a contract as you would with any other free agents. 
However, it's only a matter of time before other teams hear about this player, so don't waste time!

Scouting Reports
The main output from your Scouting Director and the division of your Scouting Budget are scouting reports for individual players. 
These reports can be seen on the Scouting Reports subpage of the Player Profile:
The left side of the Scouting Reports subpage is some demographic information repeated from the Player Profile. The meat of the 
scouting reports are on the right side, consisting of numeric reports on the top, and a written summary on the bottom.

Numeric Scouting Reports
On the top right of the Scouting Reports subpage, a history of numeric scouting reports appear.
On the top, the most two recent scouting reports are shown, one from OSA, and one from your Scouting Director. In this case, we see 
that OSA last reviewed this player on January 1st, and they thought he was OK (these ratings are on a 1-20 scale). But our Scouting 
Director Mark Jones likes him a lot better, and he's seen him more recently.
In addition to the two most recent reports, you are also provided with a list of past reports, so that you can compare how the scouting 
reports for this player have changed over time. Your scouting director will save one report from each prior calendar year, typically the 
very first report on the player, plus the report from the start of Spring Training each year. In our example above, you'll notice 
that Jones' staff tells him that between 1/1/08 and 3/7/09, Walt Sim's contact ability has dropped from 17 to a 15.

Text Scouting Reports
At the bottom of the page, your scouting team provides you with a written report that includes breakdowns of the player's skills in a 
number of key areas:

Scouting Players
In OOTP 9, scouting of players happens automatically. The frequency of scouting reports can vary depending on your Scouting 
Director's busy schedule, but typically players are scouted on the first day of Spring Training, on Opening Day, the first day of the 
Offseason, and every few months in between. First-year amateurs are scouted as soon as the draft pool is announced. However, it is 
also possible to manually scout a player, if you absolutely need an updated scouting report for a given player. For example, perhaps 
you don't put any money into international scouting, but you're interested in signing a famous Japanese free agent.
There are two ways to manually scout a player. First, from any subpage in the Player Profile, you can choose Request Scouting 
Report from the Action menu:
Second, you can accomplish the same thing by right-clicking on any hyperlinked player name in the game, and choosing the same 
option from the right-click menu.
When you manually scout a player, no result pops up. Rather, the information in the Scouting Reports subpage of the Player Profile is 
updated with new information.

Scouting Accuracy
The accuracy of player scouting depends on a number of factors:
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Making Trades
Once you have a good deal configured in the Initiate Trade page, it's time to make it happen. To submit a trade offer, you have a few 
options.

"Thought Required" Trades
In most proposed trades, the opposing GM will want a few days to think about your proposal. In these cases, you can submit your 
trade proposal for his consideration using the Submit Offer button in the bottom right. Then, wait a few days for a response to your 
offer!

"Instant Agreement" Trades
In some cases, the deal is a "no-brainer," and the other GM is willing to complete the trade right then and there. If that's the case, the 
Complete Trade button will be activated, and you can click that button to finalize the trade immediately.

"Make This Work Now" Trades
Another way to make a trade happen is to use the Make this Work Now button, located in the Trade Summary pane. This button 
appears only when you have selected a player you want to trade for, but haven't yet added any players from your own team.
The Make this Work Now button essentially tells the computer, 'I want this player. What would it take for you to trade him to me?' 
The computer responds by providing a list of players that would make this deal work. You can easily add one of these players by 
clicking the Add button. Using this option enables you to circumvent the normal negotiation process and complete a deal 
immediately. However, be careful! By doing this, you're telling the AI that you're very anxious to get this player, and he may ask for a 
lot in return!

Force Trades
If you are playing as a commissioner, you have the ability to take over any team in the league and force a trade without approval from 
either GM. This action is often taken in online leagues. To force a trade, all that you need to do is build a trade on the Initiate Trade
screen, and then click the Force Trade button.

After Making a Trade Offer
Once you've submitted your trade, depending on which option you chose above, you either enter the trade negotiation process, or your 
trade is completed instantly.

Negotiating Trades
If you have submitted a trade proposal without completing the deal right then and there, it takes a few days for your partner to 
consider and get back to you. There is no fixed time, although responses are typically within a week, and are often faster near the 
trading deadline and during Winter Meetings.
Eventually, you will receive a personal message containing your trading partner's formal response, visible from the Manager News 
page:
Trade-related messages like this one also include an action menu in the lower right called Respond to Message. In this case, your 
trade proposal has been refused. The only option available in the Respond to Message menu is Discuss Trade Again, which returns 
you to the Initiate Trade page to negotiate further.
When your trading partner accepts your trade proposal, the Respond to Message menu contains two additional options: Complete 
Trade and Reject Trade. Rejecting a trade cancels this entire trade. Completing the trade makes the deal final, and players, draft 
picks, and cash change hands immediately. You must complete an accepted trade within 14 days, or the trade will be automatically 
cancelled. 
Warning! If you delete a trade proposal message, or a reaction to a trade proposal message, without completing the deal, the trade is 
canceled.

Computer-Initiated Trade Proposals
Even if you do not offer a trade, computer-controlled teams might offer trades to you out of the blue. In this case, you will receive a 
personal message like the one below.
Computer-initiated trades are handled very similarly to human-initiated ones. Use the Respond to Message menu to complete or reject 
the trade, or discuss the trade again.

After the Trade Offer
Once a trade has been completed, the players are placed immediately in each team's Designated for Assignment transaction area. Cash 
changes hands immediately. Also, any players acquired by trade who were on their previous team's secondary roster must also be 
placed on the acquiring team's secondary roster.
Upon completion of a trade, each team takes on the full remainder of the current contract for each player. That is, if Player A is in the 
second year of a seven-year deal, the team receiving Player A is responsible for the full duration of that contract.
Note: Be sure to make any necessary roster moves and lineup / pitching staff changes based on your new trade before continuing play.










