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Imagine the following ~!tuation:

lt's Saturday afternoonagain and, as usual, you are watehing the football on TV, Naturally, your

favourite team is playing"" and yet again it's exasperating. Your club is losing, the wrang

players have been selected, the substitutes are even worse and goals are being missed that your

granny could score with !her eyes closed. In short - the whole team looks as though it's, .
ready to go into hiberna'ion for the winter.

If only you were t8'~'trJiner for your club. You would make the players shape up and

on traEk' I r

,
With Oir~etar of Faotball you can take over the sole direction of the club of your

choice. You ~ill be trainer, manager and chairman, ~I ralled into one.

',:

As manager, or chairman, you will control tinancial.rnatters and must keep th

"in the black". You will be responsible for player trJn~fers, the wage bill, 'spons

youth team development, and so on.

,
A~ the trainer, you must try to put tagether a strongtearn frorn your squad, set optimal training

targets, set the team tactics for each match, and with individual and col ective team
Lw F

"motivation.
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There is one thing you cannot da with ordinary

involved at the game level! Dimeter nf Football cha

call for a player to 'shoot', or 'go right' - and see

the fieldl

Accept the challenge and turn your favourite club

Before you can run Direetor of Foatball, it has to be installedoq your
into the CD-ROM drive, The CD will proceed to autorun and a "

I'
If autorun is not enabled on your systern, then you will need to run th
the Start button on the Windows taskbar and seleet Run followed by typing
drive letter (typieally D:\) followed by "install jrk.exe" (territory dependent),

Note - When playing Dimeter nt Faotball the CD

remove the CD after you have finished playing,

present in the CD-ROM drivel Only

Note - during installation you must enter your and the individual registration nurnber.

Your Registration Number ean be found printed on the inner front of the product case.

After elicking the Install-button a window appears: in which you can speeify the target direetory

for Direeter of FootbillL

Cliek on "Start" to run the install program.

your hard disk.

needs approx. 400 Megabytes space on

[OmPEIIlIDn5
When starting a new game, the data isbased largely on the 2001-2002 season, You ean modify

the data using the Editor, which is eovered later in the manual.

Using the default English ah you ean aecess the following league and cu p cornpetitions.

'n, First Division, Second Division and Third Division.

and League Cup,

Lit6h, Freneh, German, Italian, Portuguese, Scottish and

It is also possible to switch between 3 other sets of data, French, Italian and Spanish:

• The FrenchFirst Division" Seeond Division and Third Division.,
• The top divtsion. in lEngland, Germany, Holland, Italy, Portugal, Seotland and Spain.

'u

and Serie C1B.

ce, Germany, Holland, Portugal, Seotland and Spain.

iSegu nd a Liga,

France, Germany, Holland, Italy, Portugal and Scotland.



EUROPEAN COMPETITIONS
In the basic English, Italian, French and Spanish configurations the following European

competitions are available.

CHAP/IPION'S CUP
The Champion's Cup begins with a qualifying round for teams that have not qualified by right.

32 tesms play each other, horne and away and the 16 winners go into the first round proper (the

losers go into the EURO Cup). The first round is made up of 32 teams split into 8 groups (each

of 4 tearnsl, The four teams in each group play each other horne and away. The top two teams

in eacj group qualify for the second round. These 16 teams are split into 4 groups of 4. The top

two in each group qualify for the quarter finals. From the quarter finals on the Champions Cup

is a straight knock out competition, each match consisting of a home and away leg apart Irom

the lihal that is a single match. The winner qualifies automatically for the Champion's Cup in

the fOliowing season.

EURO CUP
The EURO Cup begins with three qualifying rounds. These rounds start with 24 teams. In the

2nd rumd there are twelve teams, and the three winners from the 3rd round qualily for the lirst

rau nd proper.

There are 64 teams (total) in the lirst round and the EURO Cup is a straight knack out

competition. Each round consists of a home and away leg apart Irom the final. The winner

autornatically quallfies for the EURO Cup in the following season.

Each team is allowed to take part in just one Eurapean competition per season.

I I a t~jm qualifies for several competitions, it takes part only in the most prestigious. Another

team will take the place vacated in the lesser competition.

STAUUP
Starti rg üirattnr of fnntball will bring up the following options.

• No:w Game

• L<JiIdGame

• Ccntinue Last Game

E<:::itor

Seleq one 01 these by clicki ng on the appropriate button with the lelt mouse betten.

NewGame
When starting a new game you will be asked il you want to start with the basic settings. The

basic set-up has league, competition and player configurationsldata based on the 200112002

season. Left click on the green TICK to select the basic set-up.

To start with a 01 FFERENT start conliguration click on the red CROSS syrnbol. You can choose

between seil customised (see Editor) and pre-set conliguration files, select various missions or

change various game options.

If you selected the CROSS you may amend the basic start data with the lollowing options. These

can be applied to all clubs, for player clubs only, or lor all clubs except player clubs.

Shuffle Playerrream Allocations

Choosing this option randomly allocates players to clubs.

Adopt Player Slrengths

Select this option to accept the pre set player attribute values (e.g. Power, Dribbling etc.) based

on actual past performances. II you da not select th is all players receive random strength values.

Adopt Attributes (Skills)

Select this option to accept the pre set player ski 11 values (e.g. crossing, heading etc.) based on

actual past performances. II you da not select this all players receive randorn skill values.

Adopt Player-Positions

Select this option to accept the pre set preferred playing positions for the players. II you do not

select this the prelerred positions for players are set randomly.

Ad()pt Stadium Dimensions

Select this option to start with the pre set actual stadium capacities. Note that this can be

drawback later if you pick a club with a very sm all stadiurn. Deselect this option if you want all

teams to start with stadiums 01 the same size.

Adopt Player Ages

Select this to start with the actual age of the players. I I you do not select this the age 01 all

players will be determined randomly.

•~~~----------~------------------------------~----~~~--------------------~~---
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Season Tickets

II this option is selected, then season tickets are sold in advance lor each season. This ensures

a fixed source 01 income at the start 01 each season. However, it reduces the ticket sales tor

each home game because the number 01 season-ticket holders must be deducted lram the

number 01 spectators.

Retain team strengths long-term

Select this if you want the program to retain the clubs starting strengths for as long as possible.

E.g. II this mode is chosen Manchester United will not sink to the bottom league, even alter

20 years.

NOTE - in the basic start conliguration Diredor of Football tends to take a romantic view of

lootball which allows every team at least some chance of winning a major honour. II you want a

game that more closely mirrors the orten harsh reality 01 modern lootball we suggest you amend

the data (by adopting all the 'real world data') using the options above.

MISSIONS
If you did not select the basic set up you have the opportunity to undertake specific

management goals. These cover special game sjtuations in which have to achieve a set target.

You are allowed varying amounts of time for these tasks.

After completing a mission you can continue the game normally.

OUICK PLAY MODE
Dire[1or of Football is designed to use the same detailed mechanics for computing the results

of every game. II you select Quick Play mode only the goals are calculated in the less important

competitions and only the games in the competitions in which you take part will be computed in

detail On slower computers this helps the game run faster. At any time during the game you

can opt for the exact computation of an individual competition.

After setting all the options click on the traffic light at the right of the screen. If the light is red

the settings are confl icting and the game wi II not run. Check the Editor section for further

details.

51RATInG IHE GRmE
In the top frame enter the number of players (up to 12) and their names.

Enter the name of the first player. With the lett mouse button click on the name field and enter

the name with the keyboard. Confirm your entry with the RETU RN key.

Select what your manager looks like from the 12 pictures on the left 01 the screen.

With the + and - buttons you can add furt her players or jump about between their settings.

Select the desired symbol by clicking with the lett mouse button.

The currently displayed manager can be removed using the 'trash basket' symbol (Ieft-click).

Right clicking on the symbols below brings up context menus, in which you can set all the

options valid lor the current player.

Countries Flags:

Specify the country where you will become Dire[tor uf Foo1ball.

Championship Cup:

Choose the league in which you would like to start playing.

Emblem:

Select the club you would like to manage.

Ladder:

Select the level of difficulty for your game. Only select the easiest level if you are an absolute
beginner (as this makes the game very simple indeed).

Money Bags:

Decide how rich your club is at testart of the game.

Table:

Specify how strong your team is compared with the other teams in your league.

Whell you have finished these settings you can set up another player.



Changing leagues
If you want to see how your favourite foreign team (e.g, Juventus in Serie A) would da in a

foreign league you may do the following -

From the first screen right click on the team badge. This brings up a list of leagues - select

Serie A and then select Juventus. Right click on the Italian Flag at the top and select the

English flag (Prerniership). Click on the continue button. Juve will now play in the English

Premiership (vs. Man Utd, Arsenal etc.),

BEGIN THE GAME
When you are happy with all the your game settings LEFT CLiCK on the player symbol to START

THE GAME.

OPERRllOn
The game is operated almost entirely with the mouse.

THE MOUSE POINTER
The following types are available:

1) Normal mouse pointer

2) "Blocked'

Nothing can be selected here for the time being.

3) "Movable"

The objeet ean be moved using 'drag and drop". Hold the left mouse button

depressed and drag it to the desired position. When you release the mouse

button, the objeet is relocated to its new position (as long as it is a legal move).

4) "Hourglass"

Please be patient, the computer is busy.

5-7} "Mouse Buttons"

Red highlighting indicates which mouse button you can use at the eurrent

mouse position .As a general rule you ean change setrings with the left button

whilst the right button opens a eontext menu in whieh you ean click on specific

items (using the tett button),

IMPORTANT - ACCESSING THE OPTIONS MENU FROM ALL SCREENS

The 'Options' menu appears when the mouse pointer is on a screen area where nothing ean be

selected and you click the right mouse button

THE SEE-SAW
The 'see-saw' is the main deviee used for setting specifie numerieal values. A left-click on the

three balls on the right inereases the set value. A click on one of the three balls on the left

causes the value to decrease again.

THE MENU BAR
A menu bar is constantly displayed on the right hand side of the screen. The icons of the main

menu are permanently displayed along with the ieons for Ihe sub menus 01 the screen you

eurrently have active.

ll:~}•



SELECTION MENUS
The main menus correspond to the four icons at the bottom of the bar (Team, Leagues,

Finances, Director).

Use the left mouse button to select a main menu. Once a main menu has been selected Ihe

sub-menus will appear at the top of the menu bar.

Left-click on these icons to go to the appropriate sub menu.

The bar at the top of the screen shows data about your club and your opponent (if you have a

garne). The bars in the middle show how your team compares 10 your opponent.

INBOX
Ifyou left-click Ihe "Inbox" icon at the top right, your News Window opens. New messages are

displayed automatically if you have selecled this function by right clicking on the 'Inbox" icon in

the top right of the screen.

Use the buttons with the "Arraw' symbols to switch back and forward between stored messages.

You can erase the currently displayed message by left c1icking on the 'Waste Bin" symbol.

Some messages expect an answer fram you CE.g. a proposal for a friendly garne). Left-click on

either the 'tick' or the 'cross' to accept or reject the olfer. The end button on the right closes the

news box window.

For ease of use you should delete unimportant messages from time to time.

FAVOURITE MENUS
In the centre of the rnenu bar there are four other buttons.

The buttons with the 'Arrow" symbols take you automatically to the menus you used last. Use

the left and right arrows to move between the screens you have visited.

During the course of the game you will notice that you are constantly returning to certain

menus. Use the button with the 'Mouse" symbol to speed this process by being able to call up

the favourite menus that you have previously specified.

Right-cl ick on the symbol of the desired menu item. A context menu appears, in wh ich you can

allocate a place for thaI menu in the favourite menus sequence. Once set, simply by clicking the

'Mouse" symbol you will pass automatically from favourite menu to favourite menu, in the order

you have set.

ADVANCING TIME
When you have to advance to a new day, select the button at the bottom right to advance the

game.

PLnYEH5
ATTRIBUTES, VALUES AND COMMON CALCULATIONS

player has an average total strength between 1 and 999. This is an average value, it is

.calculated from three component values: (C)ondition, (I)ntelligence and (T)echnique.

Example: A player has the following strength values:

Condition = 900 Technique = 930 Intelligence = 960

Hence the player has a total slrenglh of (900 + 930 + 960) / 3 = 930.

In addition, a player's total strength is also influenced by his form and level of fatigue.

Form is expressed as a percentage between 0 and 99 %. Variations in form have a limited effect

on a player's total strength, altering it by up to 20%.

Example: A Player has Ihe following stats:

Condition = 930 Intelligence = 890 Technique = 870
Form = 75%, Current Strength = 850.

A teams Strength is based on the average slrength of all its players.

Fatigue
The Fatigue Level is also expressed as a percentage between 0 and 99% value (the lower the

value, the filter the player). Fatigue has no general effect on the total strength of a player.

However, it does affect the fitness level during a match.



Field players differ from Goalkeepers in that their strength values are split into individual

categories Iwith a value of 1 - 999).

FIELD PlAYERS

The strength-categories are:

IStrength + Stamina + Tackle) /3 = Condition

(Team Spirit + Tactical Sense + Overview) /3 = Intelligence

IAcceleration + Dribbling + Shooting) / 3 = Technique

I n addition to his strength value each player has ratings for various other skills.

'For field players these are as folIows:

• Crossing • Free Kicks • Penalties

• Robustness

• Aggression

• Experience

• Corners • Goal Insti nct

• Nerve• Heading

• CIub Loyalty • AII-Rounder

These ratings have values between 0 and 99%. They do not affect the total strength of a player

but their influence can be clearly seen on the.pitch.
jfi

GOAL KEEPERS
,qoalkeepers have a single overall strength categoryForrr and Fatigue Levels can affect this.

A goalkeeper also has additionalskill areas

• Reflexes • One on One • Positioning

Club Loyalty• Nerve• Robustness

• Experience

PlAYER INFORMATION MENU
Right clicking on a player brings up his inforrnatiori.rnenu.

With this you can adjust the players positicn, set himspecial tasks, order special training for

hirn, conduct contract negotiations or call up further information about him.

Via the 'Tasks' selection field you can specify who will be captain, who will take freekicks and

penalties and who shall be responsible for taking corners. Icons in the player list indicate which

of your players has special responsibilities in your team.

Left clicking on the "Player Information" selection field brings up the complete Data screen for

the selected player. Use the buttons on the right to set the field you wish to view,

PLAYER CONTRACTS
Via the 'Club' selection field you can left-click to perform contract negotiations, put a player on

the transfer list or take out insurance cover in case of injury,

If the 'Contract Negotiations' field is selected, all data relevant to the negotiation is displayed

inside the window, Using the 'see-saw' in the lower panel you can offer a new contract to the

player. Enter a proposed wage and contract length. Confirm your offer with the small TICK in the

bottom left. The player will decide in the near future whether he wants to accept your proposal.

Important data for contract negotiation:

In contract negotiations (selectable via the Player information menu) there are five possible

scenarios:

a) Negotiate with one of your own players (e.g. about extending his contract). If another club

has made an offer for your player you decide if the transfer fee being offered is satisfactory.

b) You negotiate in the transfer market with a player who is currently unemployed. This has the

advantage that no transfer fee is involved.

c) You negotiate with a player who is still under cantract elsewhere. In this case you must pay

his existing club an adequate transfer fee. You mayaiso have to entice the player with a

generaus sa lary.

d) You negotiate aBosman transfer with a player who is still under contract elsewhere. In this

case only a wage is offered, and if accepted, the player ,will join you after his current

contract expires.

e) You negotiate a loan deal with a club. In this case you offer a cash fee for the temporary

services of their player.

A player wi II always ask for ti me to consider an offer.

During this period other clubs can negotiate with the player and this might result in an auction

(or 'bidding war').

If another club has made an offer to 'buy one of your players you can reject it immediately.

Sometimes another club may make an offer to sign one of your players whose contract is

running out. If you want to keep him you will have to make a counter offer to convince him to

stay.

INSURANCE
Select the "lnsurance" button to arrange an injury insurance policy for the player.
If you wish to get insurance, set the time period you want using the see-saw below the
appropriate company logo. Click on the logo and confirm your entry. The player is now insured.
Every time the player is injured during the insurance period, campensation will be given to you.
This is a worthwhile option for players who are olten getting injured, or those that you just can't

affo rd to lose... •
You can toggle between your players using the two blue arrows at the bottom right 01 the screen.



TlP
Via the Emblem context menu YOLI can switch directly to the Team-Info screen, call up some

data and then return to the Player-Info screen.

This also works in reverse: frorn the Team-Info you can select a player name and then switch to

the Player-I nfo.

nUH5
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Getting information on your own and other clubs

Right clicking·on almest any team name brings up a context menu fram which you can display

"Team Information". The "Information" overview menu is displayed for the selected team.

Depending on which of the buttons on the right you select, the following information is listed:

Results, next games, historical items, comparisons, players, table positions, goals, chances,

goals against, opponents' chances, tackles, lists of fouls, lists of scorers and discjplinary

problems.

You can separately evaluate Home and Away games by activating olle otthe two buttons.

Alternatively you can select data tor a specific cornpetition by left clicking the competition icon.

Select the competition you want the informatiqn tor by right clicking to access the context

menu.

Bi using the two blue arrows you can switch at anytirne between all the clubs in the league.

You leave the overview by left clicking on the tick symbol.

You can also use the right mouse button to select players in the player lists to access their

information. From here you could set their match instructions or offer a contract.

AUCTION
Auctions occur du ring the game when several cl ubs have made an offer Ior the same player.

The highest bid is not always accepted as the club seil ing the player has sorne say in whom they

seil him to and the player will want to go to the club ihat he feels is best for his long term

career prospects.

In the latter case this means that a less prestigious club will generally have to make a much

more attractive offer than its rivals.

Up to seven clubs may take part in an auction. ,

Only clubs that have already made an offer participate in the auction. If more than seven clubs

have made an offer, only the seven highest bidders will be admitted to the auction.

During an auction you can increase your offer tor a player. Bids can continue unti I the auction

period ends at wh ich point the club selling the player decides which bid is successful.

When one of your own players is being auctioned you can decide whose bid you want to accept

by simply left clicking on the relevant column. ~;ur choice only takes effect once the auction

period has expired, unti I then you can change your selection. This might persuade another club

to increase its offer. However, the club whose offer you have provisionally accepted cannot

increase its offer - so don't decide too quickly.

II you think that none of the offers are high enough and would rather retain the player, do not

click on any of the bid columns. The player will not be sold.

For more details on transfers see the Transfer Market section Page 22.



TERm
Here you can seleet your team line-up, give taetieal instructions, arrange training, deal in the

transfer market, and examine player information at any time.

TEAM lINE-UP
The Team Line-Up sereen is probably the one you will visit most otten. Use this screen to seleet

your squad and set your taeties for the next game.

You ean seleet the eleven players for the starting line-up for your next game. You also seleet

substitutes, give tactical instructions and set your training regime.

The screen is divided into three areas.

Player information is on the lett and right (your players on the left, the opposing team on the

right), The piteh is in the centre with players in their playing positions.

Your substitute players are on the left of the piteh.

Buttons for issuing general tactical instructians for the whole team are on the top of the sereen.

If agame is the next event on your calendar (see "Calendar") you will need to deeide on your

line up.

First you must ehoose which systern to use against your opponents, i.e. how many defenders,

midfielders and strikers you want to Iine up.

For example: 4 - 4 - 2, 4 - 3 - 3, 5 - 3 - 2 etc.

Assuming you want to start on the offensive select 4-3-3 (four defenders, three midfielders and

three attackers). Now you have to determi ne which players are best for these positions. Examine

the player information on the left side of the screen.

To avoid eonfusion we suggest you consider and eomplete the line-up for each section of the

team in turn. If you would like to start with the goalkeeper, simply select the 'GK' button on the

right next to your list of players. Seleet or deseleet the relevant team seetions by left-clieking

the "GK', 'Def', 'Mid", 'Str' and 'All" buttons.

The player texts are also in different eolours (as an optical aid). As a general rule 'the lighter the

text - the bettet'. E.g. For strength elassifieation the colour gradation ranges from dark-blue

(weakest player on either side) to white (strongest player on either side),

If you elassify by other criteria (e.g., Wage or Goals) then other minimum and maximum values

apply. Ta change the classification settings use the text buttons above the player lists imprinted

with a brush symbol.

By right clicking on the top button you can specify the player attribute for whieh the colour

elassifieation is to apply. In the context menu that appears, simply lett-ctick to set or remove

tiek marks until the required attributes are marked. Your selection farms the basis for the

subsequent classification.

For example if only the Form attribute is ticked, then only Form values will be used for colour

elassifieation.

All the player list display options are available for the opposing team (on the right side of the

screen). You ean also use this area to lock at any team in the eurrent leagues. Right cliek the

pitch display to access a context menu. Select the team you want to look at by left clicking.

This will replaee your current opponents in the display area.

When you pi ace the mouse pointer over a player he is highlighted in the list of players and on

the field of play. To add the player to the current line-up, hold down the left mouse button and

drag him to his position on the pitch. If you drag a player exaetly onto another player they will

be exchanged.

Note - in your team line up, injured players are marked with a cross, banned players with yellow

or red cards.

Example:

You want to bring the substitute goalkeeper into the game. Using the lett mouse button, drag

h im to the exact spot where the current goalkeeper is located. This will 'swap' the players (with

the original first choice goalie moving to the substitutes bench.)

Players can be removed fram the field with the mouse at any time. Make certain however that 11

players are always selected and that you have nominated enough substitute players (max. five).

The average strength of your selected eleven (Strength, Form, Fatigue Level) is displayed on the

lefi, next to the edge of the pitch, You can also see how strong the opposing team is.

If these figures are displayed in red you have less than 11 players in your line-up.

\



Tactics:

Your line-up is complete but your players still need tactical instructions Irom you for the game.

If you draw the mouse over a player on the field, his prelerred position is highlighted on the

pitch. The further you move him from his preferred position the more likely it is that his

performance (during the match) will be lower than his strengths indicate.

Left-click on a player to see the areas in which he will generally play (although players do of

course wander Irom their position from time to time'). You can reduce or enlarge this area by

dragging on the arrows at the lour corners 01 the area whi le keeping the left mouse button

depressed.

The advantage 01 players covering larger areas is that in total you cover more of the pitch.

The disadvantage is that during the game players become latigued more quickly.

Within a player's normal playing area, you can fine tune his offensive and defensive

responsibilities by adjusting the two lines above and below the player.

Change the positions 01 these by holding the left mouse button down on one 01 the buttons and

drag it to another position,

To issue individual tactical instructions to a player right click on his shirt. E.g. you can instruct

a player to "Shoot at every opportunity". Instructions applicable to specilic positions or players

can be stored in the Team l.ine-Up.

II you want a player to undertake rnan-to-rnan marking on an opposing player, drag him on to

the relevant opposing shirt. II your player's shirt is cropped, he is able to perform this role. II

you drag your player away from the opposing player, the man-tc-man cover is lifted.

At the left-edge 01 the pitch corners there are two arrows. These influence the way the players

are displayed on the pitch. II "Upward Arrow" is selected you will see your players in their

attacking position. II "Downward Arrow" is selected, your players will be in their defensive

position .. If both arrows are deselected, the display returns to normal.

The top "R" at the right edge 01 the pitch shows the area cover 01 your opponent. When it is

active, the areas covered by the opposing players appear on the pitch as black regions. The

bottom "R" displays the area cover 01 your team in light colour gradations. The lighter the area,

the more dominant your team is in that position.

Select both buttons at the same time to displaya comparison of the area cover 01 both teams.

Dark areas indicate positions dominated by your opponents, lighter indicate where you are

superior.

The button on the right side of the pitch toggles your opponents team on and off.

The team formations you create on the lield can be stored and used again at any time.

Formations can be stored in the l.ine-Up boxes d isplayed at the bottom of the screen.

Ilirsrtnr of Football has already lilled these boxes with some standard formations - to use these

either drag a box to the lield 01 play usi ng the left mouse button - or simply press the lett

button.

You can save your current formation by holding the left mouse button depressed on the field of

playat a vacant spot. A Mini-Pitch appears wh ich you can drag to one of the 6 l.ine-Up boxes.

When you let it drop, your formation is saved in that box.

WARNING If you have already used the l.ine-Up box, the formation already saved there will be

over wri tten.

In total you can save 12 different formations. The first six are available by clicking "A" (on the

left of the boxes) the secend six appear when you select button "S".

To restore the delault lormations right click and select 'reset to standard values'. The selected

box will reset to the original start formation and your own saved lormations will be lost.

Allocate player positions:

II you tick this option, the stored lormation saves the exact players assigned to it. When the

option ls not ticked, the program automatically looks for the best player for the system you have

selected.



Note player instructions:

Use this option if you want the specific instructions to the players (Aggression, Pass conduct,

Glose etc.) to be saved as weil.

In addition to individual tactics it is possible to give general tactical instructions to your whole

team. The buttons used lor this are to be lound above the field of play. By left ciicking, each

button can change to three different settings.

The following tactical instructions can be given:

low to high balls:

Normally the rnost effective game is played with quick passes to feet. However, this generally

requires a high level of skill to make this elfective. II you think your team is not sufliciently

ski lied - or your team is strong in the air - the use of high balls might be a more efleciive

tactic.

Short to long balls:

The fast, short-passing game is very elfective il ysu have players with the necessary techn ique in

your team. Long balls can be used to bypass tHe midlield il your opponents are superior in this

area - or if you need 10 get the ball forward quickly.

,
Area Play:

Decide where to concentrate the play. If you have crossing experts or pacey dribblers attacking

down the Ilanks can be very effective.

Offside Traps:

You should only use the olfside trap when you have a tight team with good tactical

understand ing.

Fair Play:

You don't have to go lor Fair Play, but it can otten betray a "diving expert".

Counter:

Tactical play based on counter attacks with quick, agile players breaking out 01 aseeure delence

can be a very effective ploy - so long as you have the players requ ired in your team.

Hardness:

How uncompromising you want your players to be. The increased aggression can unsettle

opponents, but 'playing hard' increases the risk 01 injury and you run the risk of collecting red

and yellow cards under a strict releree.

Team Coordination:

Attack full out, or pack the defence? The answer might weil change lrom game to game,

depending on the strength of the opposition.

II you let the mouse linger over one of the buttons, you will be shown to what degree your team

has command 01 the relevant tactic. The more balls you see, the better your team is at executing

the tactical instructions. Your team will try to follow these same tactics in the next game.

II you wish your team had better command over a given tactic, you can adapt your training

program to cover it.

To da this, select the "Training" button on the right next to the tactics buttons.

The tactical instructions you have given to the team will quickly become evident on the field.

For example, if you are playing "Without Rules", you will observe that your players more

frequently resort to unlair means than when you have ordered "Fair Play" tactics. This ean have

the advantage that your players win more tackles ... but it can also mean that you might not

finish the game with 11 players on the field!

You should design your tactics arou nd your team's strengths and the supposed weaknesses of

the opposing team. E.g. you might notice that the tactic 'play down the Ilanks' often bears Iruit

il you have players who can hit good crosses and, perhaps, a striker who is streng in the air. A

team bursting with ball players with good technique will quickly learn to use the fast short--

passi ng game better than a squad lull of "clumsy hackers'.

Effort
Use the Slide Bar on the left 01 the piteh to raise (slide up) or lower (slide down) the degree of

efiort with wh ich your team plays. Too much effort can result in latigued and injured players, too

little and your team can apoear to be playing with the brakes on.

"fflQ



Assistants
Between your squad list and the pitch you will see pictures of your team assistants and doctors -

if any. Via a context menu (right-click), you can i nstruct your assistants or doctors to take over

specific tasks for you. Any tasks you hand over to your assistants disappear from your task area.

If you have more than one doetor available, you can divide the tasks between them. New

assistants and doetors can be engaged via the "Personnei" menu.

TRANSFER MARKET
This is where you can look for new players - or put your own players up for sale.

You can seareh for players using a wide set of criteria.

"Tne left hand sid~ of the sereen shows your current squad. The right hand side shows the

seareh results.

The buttons at the top left, and top right are the same as in the Team Line-Up rnenu. An extra

button is located next to the three coloured arrows. Select this (Ieft-eliek) to display only players

that you have put on the transfer list, those who are sought by other clubs and those to whom

you have offered a contract extension.

All the activating buttons in the top and area affeet the list of players displayed on the

of the screen. To start with, the "Free Transfer" setting is aetive.
',I

can also add other players to those on the transter market. With the button below the "Free

Transfer" ieon you can seleet a specifie club to seareh.

If you left-eliek on the next button down you ean expand the list to include all players, or all

players of a given league. You can select a league by right clieking in the context menu.

If you seleet the lowest button, you ean set to search players whose eontracts are expiring.

Select the button next to the green arrow to view transfer listed players and the yellow arrow to

view players with bids. The red-outlined yellow arrow shows players for which you have made a

bid The magnifying glass will limit the search to players that are under observation.

ßefining the Search
Detine players by age, playing strength and playing position.

To set the criteria for the player search use one (or more) of the four small pitches in the middle

of the sereen and select the tick button.

Set the search eriteria that apply for a player seareh with the sliding rulers outside the pitch and

by ehangi ng the light green areas on the pitch.

Operate the si ide bar by dragging the si ider with the mouse while keeping the left button

depressed. On the piteh(es) "grab" the triangular corner points and pull the field larger or

smaller. If the search field is seleeted, then only the players will be displayed whose ages and

strengths lie within the set minimum and maximum values, and whose preferred playing

positions lie within the set light green areas on the piteh.

Important Limitation
I'

The rnaxirnurn number of players that ean b<jl'displayed for a single search is 200. If more than

200 players fulfil your criteria only the firs,1200 will be displayed.

Ta Make a Bid
Right eliek on a player to make a bid for him. Left click on the "Player I nformation" option 10

bring up Ihe information screen for that player. Seleet the "Contraet Negotiations" button to see

how long the player's eontract has still to run, wh at his yearly wage is, the probable arnount 01

his transfer lee, whether he is transfer Iisted, and whether other olfers have already been made

for hirn.

You can make an ofter for the player using the see-saw at the bottom.

Set the wage you wish to pay him and decide if and when you would like to buy the player.

If you would like to take the player on loan, set the desired sum with the second see-saw from

the right. Leavinghe loan amount at zero automalieally means that you wish to buy the player.

Leavi ng the "Purchase-Amount " see-saw set to zero means you want to hire the player only after

his eontract has expired. If you set an amount here you are making an immediate bid for the

player (which will involve paying a transfer tee).

Note that you can also undertake eontraet negotiations or make oflers to other clubs or players

outside this menu - any menu where you can select players.

Click the small qK tick mark to confirm your settings. Whether you actually obtain the player

depends on the auenon where the player and club decide whether or not to aecept your offer. All

CIUiIDrnanagers who have made offers for a player will be invited to an auction at a later date

(see Auctions).

IMPORTANT NOTE - you can NEVER have more than 49 players in your squad at any one time.
".



TRAINING
Training is an important part of your job (unless you have delegated this to an assistant),

The player list functions in the same way as it does in the Team Une Up screen.

At the top are the eight buttons for tactical settings, These show the settings lor matches and

tra in ing exerc ises,

General Training
General training applies to all players.

In the centre 01 the screen are the player training details. These are matched to player

strengths. You decide how intensively you wish training to be in each area by distributing the

footballs. Drag the balls to other training areas using the mouse (left-click and keep the button

depressed). The more balls there are in a category the more intensive the training.

Intensive training can increase a player's strength in that category, conversely a player will

become weaker in those areas that are neglected in training.

You can alter the number of training sessions using the sliding bar in the bottom right of the

screen. The more training sessions you have, the greater the risk of Training Fatigue.

This is shown in a bar display at the bottom of t~e screen to the left of the player I ist. High

values indicate that the training is starting to have an adverse effect on player strengths. Low

values mean that the players are litter and the training is more eftective.

You can find out if your players are becoming stronger in your selected training areas. In the

player list, let the mouse pointer linger over a player's name to display his strength values.

Training for goalkeepers can be specified separately by distributing gloves. The number of gloves

you can issue is fixed at 7.

Individual Training
You can also order individual training in addition to general training. To individually train a

player in a specific category, drag him to the training area. This increases the chance that the

player will become strenger in the selected area. However, this does have an adverse effect on

the "Training Fatigue level'.

To remove a player from individual training drag him with the mouse out of training area.

PLAYER COMPARISON
Use this to examine and sort player statistics.

Left-click on the competition or league lor which you would like player information.

1I1

The sorting criteria are displayed on the large button on the right, below the selection bar.

Right-click on this button to change the sort criteria.

To view players from a specific club lett-ctick on the button next to the club emblem. Right-

clicking on the club emblem brings up a context menu, in which you can select the club.

Left-click on the lower button to list only players belonging to "Player Clubs'. If you are the only

player then on Iy your own players will be I isted.

You can limit the player information to specilic match days and times. Drag the relevant slider

button to the desired position. This will allow you (for example) to see wh ich player has seored

the most goals in the final 10 minutes of agame, or which player has received the most yellow

cards in away games.

LERGUE5
The main menu option Leagues embraces five sub-menu options.

TABLES f FIXTURES
Select this to examine results, tables and fixtures. Basically, this is a surnrnary sheet to let you

see where you and your team stand, and who your next opponent is.

Choose the competition you want information lor on the top selection bar.

In the upper, smaller panel are the games for the current match day. The current league table is

in the lower, larger panel. For some cup competitions (such as the EUFA Cup) there is no table.

You can see the fixtures for another match day by dragging the scroll button below the panel

with the mouse.

Right-click on the club name to bring up a context menu fram which you can select any club by

lelt clicking. The button above this switches automatically to the current match day.

Three further buttons are located on the right side of the selection panel. The top button shows

the predicted score for the match, the middle button splits the fixtures into two columns and

the lower button displays further details of the teams.

Below the selection bar at the right edge all the eompetitions in which your team is competing

are displayed (as syrnbols). Select by left clicking.

The table in the lower panel can be scrolled using the seroll button at the right edge.

In the bottorn seleetion bar there is a row of buttons for statistics.



Selecting Games tor Broadcast
You can mark (camera symbol) up to four teams whose games you would like to see. Ta select a

camera symbol for a club, place the rnouse on top of the team name and press the right mouse

button. Under the option "Game Display', select the "Live Transmission" field to see the next

game of that club "live". This eontinues until you switch off Live Game Scenes for this team.

You ean set up to four eamera symbols against different clubs. As soon as you set a fifth, an

existi ng camera wi 11 be 'switched off".

Match Event Transmission
The headphone symbols mean 'Match Event Transmission". For games marked with this symbol

you will receive information about goals.

CAlENDAR
The "Calendar" option screen is divided into three parts. The selection bar is at the top and is

operated exactly as in the Table/Fixtures screen. Fixtures are displayed in the top panel; The

eomplete calendar is shown in the bottom panel. This lists all the dates for a w ,ar.'fyou
l! !

can leaf through the calendar using the seroll butt"'on below the panel.
,ill_

To cornpress the calendar display select the magmifying gl ass above the panel.

Left-click the magnifying glass 10 display Ihe whole calendar:

• The current day is highlighted in violet. ,

Days on which you have a fixture are also edged in violet.

Eaeh cornpetitionhas its own symbol on the calendar. Click on a symbol 10 view the match

day in the top panel. II several symbols are shown next to each other in one column,

a further elick will display the next competition.

I
Right-elick to see all lixtures displayed in a context menu. In the upper part of the screen are

the fixtures. Click the double-arrow symbol to centre the current day.

MOTIVATION
What's the point in having the best players if they couldn't care less whether they win ,or lose?

This is the menu to use to motivate your players to give their best.

Bonuses
There are various bonuses that you can promise to your players. Increase the amount with the

three buttons on the right, lower it with those on the left.

When you have set all the bonuses left-click on the 'Set values" button. Beware - bonuses

cannot be reduced during the season (if you would like advice use the 'suggestion' button).

Bonuses are only paid at the end of the season. The bonus payments apply to the whole team

and not for each individual player.

Parties
A elub party can increase team spirit and morale. Click on the bottle symbol and drag it to the

desired date (on the calendar). Once you have confirmed, the party symbol will appear in the

fixtures calendar.

The Psychiatrists Couch
A session with the psychiatrist may help to bring a demoralised team back together and restore

morale.

F1iendlies
u Igg~i~lso arrange friendly games. These can be useful for 'blood ing' new players or trying out

!!in'~W'fQ(ll1altiorls and tacties. Don't forget - too many games will increase the Fatigue Level of

'your players.

Right-click on the "Handshake" symbol with the mouse and select your desired opponent in the

context men u.

Then drag the symbol, as described above, on to the desired date. In a couple 01 days the team

will get back to you and either aecept or decline the fixture.

I TRAINING CAMPS
You ean improve the strength of your players with a visit to a training camp. There are seven

different training carnps that you can reserve. All vary in cost and performance. For further

information place the mouse on the desired symbol. This will bring up details on what the camp

off~irs"and how much it costs. The stars against the symbols indieate how good the training in a

give'o area ls.
lip'el:g;e'en larnps above the date in the bookings calendar show camps that can be booked on

. j!day,
!



Each training camp has certain specialties which can allect the lollowing attributes: Strength,

Stamina, Tackle, Overview, Tactical Ability, Team Spirit, Dribbling, Shooting, Crossing, Free-

Kicks, Penalties, Corners, Heading, Reflexes, and Positioning. These are displayed with icons
next to the 'Player" symbol.

To make a booking drag the symbol onto the desired date in the calendar. This sets your arrival

date. Use the small buttons to set the duration of your stay (the pre-set number indicates the

maximum time available). Conlirm your entries by ticking the OK box.

Setting the Training Program
A list will appear 01 all the attributes that you can order intensive training lor (with the

specialities displayed in orange). Click with the lelt mouse button on the empty fields next to

the desired attribute. This will move the balls in the "Rest" area to the attributes you have
selected.

TEAM COMPARISON
This menu gives you a graphic representation 01 team strengths.

The selection list is opera ted exactly the same as in the "Table/Fixtures" and "Calendar" menus.

All the game lixtures are displayed in the upper, small panel 01 the screen. The large, lower

panel shows the club emblems 01 the teams taking part in the selected competition.

The arrangement in the panel represents the strength 01 the clubs. The higher the emblem the

stronger the team is in terms of the selected criteria. You canselsct the latter in the selection
bar at the bottom of the screen.

The buttons are selected and deselected by lelt clicking. For example, you can sort by single

team sections, take only tirst team players into account, or consider specilic strength groups.

Right-click the two large buttons on the right and select the sort criteria by lett clicking in the

context menu. A final click on the button next to one 01 the large lields sorts the emblems by
the specilied criteria.

FInRnnS
You can control your clubs linances personally or delegate this to an assistanl.

Note that ticket prices (an important source of income) are set in the Stadium Screen, not the
finances screen.

ADVERTISING
An important part 01 your financial planning should involve advertising.

In this menu you can make advertising contracts and determine who is to take care 01 publicity

work, merchandising and fan relations.

The upper part 01 the screen displays all the advertismg surfaces for which you can negotiate

advertising contracts.

At the start 01 the game, these surfaces are all blank (and so you have no income Irom

advertising).

Exception - on Very Easy difficulty your super assistant will have al ready made seme advertising

contracts.

The logos 01 potential advertisers are displayed towards the bottom of the screen. II a logo is

highlighted and selectable the company wants to do business with you.

Your 'Standing" or "Prestige" and record 01 success are the decisive factors in determining which

companies would be interested in making advertising deals with you.

bar gauge displays your standing with advertising cl ients (as does the percentage value in

right 01 the screen).

Negotiating and Advertising Contracts
The lirst thing to do is to infarm potential sponsors 01 the table position you expect to attain.

Set this with the slider on the lower right 01 the screen. The higher the predicted position the

more companies that are interested in advertising with you.

Advertisers are also very interested in European exposure. II you think you can deliver this by

playing in European competitions select (Jett click) the button next to the European flag.

Warning: You should be carelul with your forecasts. A high target might initially result in better

advertising contracts, but if you don't reach your target, then the firms who have closed

contracts with you will have lost faith by the time the next negotiations come around.

You can close advertising contracts for the following media:

14 x Advertising boards

1 x TV-Rights

1 x Equipment suppl ier

1 x Shi rt advertising

,';~
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To see the ofters fram the companies, move the mouse on to a company logo to bring up a

summary of their proposal. This details the areas in which you can close a contract, the contract

term, and the monthly income it will bring in. For the length of contract, you should think about

how long you want to be bound to this contract. If you expect your team to improve over the

coming months and years, then you may only want a short term contract (as advertising

contracts cannot be cancelled rnid-terrn),

To close a contract, left-click the client's logo. When you have decided on the media, left-click

on the corresponding symbol, hold the button depressed, and drag it onto a blank surface in the

same area in the upper screen. The client's logo will then appear there.

After closing a contract left-click the tick symbol in the open menu.

You will receive a message when an advertising contract expires.

External Consultants
There are three marketi ng areas that you cannot personally contral - an 'external company must

I .
manage them. These areas are Publicity, Merchandising and Supporter Relations.

The large rectangular buttons on the right Sidrptjthe screen indicate who is responsible 10r

these.

To change an external consultant left-click on a button and select your new partner ... and be

prepared to pay for their expertise!

BANK
In the Bank screen you can deposit money, buy and seil shares, and take out a loan.

The two large panels at the top of the screen give a general view of the financial market.

The left panel displays information about interest rates, the stock exchange index, your own

assets, and all your current bank transactions.

Interest rates fluctuate and the displayed rates change continually during the game.

The general share index gives an indication of the general state of the marke!. There are three

values - European, International and Team.

The Team Index applies to the top 12 clubs in the top league. Please note that you can only

deal in shares for top 12 clubs (and the share value fluctuates according to table position).

Careful: if you have shares in a club that linishes the season out of the top 12, then your shares

wi II be worthless.

The strength of the dollar is important if you want to invest in the international share market. On

this stock exchange gains and losses are dependent not only on share performance but also the

value of the dollar

The interest rates for overdrawn accounts are also displayed.

Since these rates are far higher than the rate for a loan, it is olten better to take out a loan than

to leave your account continually in the red.

The top panel on the right displays the share prices for today and yesterday. Use the three

buttons above the panel to select the European, International or Team Index. The graph below

the prices shows the change in the selected shares over the last 30 days. Select a share by left

clicking on its name.

T he left lower panel displays loans and deposits.

The right lower panellists your share portfolio, the prices bought at and current values.

Note that immediately after you purchase shares their value drops. This is because the

transaction fee (payable on all share purchases) has been deducted from the purchase price.

Please note that you do not have to enter the financial market when you play the game - it

rnight make you some money but it is unlikely to be a 'game winning' option.

Bank Transactions - Deposits and Loans
At the bottom of the screen are the see-saws you use to make your bank transactions.

To deposit money or take out a loan enter the amount using the see-saws. The rates of interest

are displayed in the top panels.

If you want to deposit money left-click on the 'Deposit" button and confirm. Once money is

deposited you cannot withdraw it until the end of the deposit term.

To take out a loan cl ick the 'Credit" button after setting the amount and term.

The "Bank" button is only important if you are playing a multi player game. This allows you to

borrow from other players in addition to the bank.

Right-click on the button to bring up a context menu in which you can select who to approach

for a loan.

In a sing!e player game you can only borrow from the bank.



Share Dealing
On the right side you can buy and seil shares. Enter the desired number with the see-saw and

then left-click the relevant button. Your entries always apply to the active (yellow-marked) share.

If you want another share you must select it beforehand by left clicking it. After confirming your

entries, the share transaction is complete.

IlIAE[UJA
The main-menu 'Director" option has four sub-menus. These deal with stadium management,

non playing personnel (assistants and doctors), the youth team and statistics.

STADIUM
Over the years you will want to develop your

stadium into a 'state of the art show-piece'.

You can extend your stadium, put up

buildings and alter ticket prices.

INCOME/EXPENDITURE
This displays yaur balance sheet that details your total income and expenditure. The balance

sheet is divided into four areas:

• Finances

Advertising

Team

Stadium

Stadium data is displayed at the top of the

screen.

Capacity, required average gate (to cover

expenses) and season ticket sales are

displayed.
In each of these areas income is listed opposite expenditure.

If you draw the mouse across one of these areas the balance is displayed in the centre of the screen.

To leave the display for an area active after you have moved the mouse away, cl ick it with the

left mouse button. "
To set ticket prices use the selection buttons on the right. You can set these for individual

stands as weil as for the whole stadium.

Tax
i Far top matches you can charge a premium price for tickets ('top surcharge'). If you select (Ieft-

click) the "Automatie Top Surcharge" field, the program fixes a specific Top Surcharge for you

automatically, provided your opponent occupies at the required table place.

You can set the surcharge price yourself using the two long buttons below the Top Surcharge

setting. Right click on the upper field to enter the percentage that should be added on to

normal prices. Right click on the lower button to determine the position at which the surcharge

should automatically be charged.

Tax is due at the end of the year. The amount is displayed below the total listings.

Financial Analysis
You can follow the development of your finances in the bar graph below the I istings. If the bar is

blue you have made a profit, if it is red then you are making a loss.

You can also display your balance far given periods of time that you have pre-set. To do this, use

the buttons in the lower seetion of the screen.

Select "current balance" to see a survey of the current income and expenditure.

Note that this value only gives a true picture after your first horne game.

To see the annual financial position select the "whole year' button.

Left-ctick on the fields above the see-saw to see the balance tor any week.

Note that ticket sales depend on several factors - priee, your league position and the condition

of the stadium.

The large picture shows a bird's-eye view of the stadium area. Bring up information about an

individual area by dragging the mouse ac ross it. To undertake new construction (or renovation)

right dick on the relevant section.

The left, lower panel gives eonstruetion details. Use the seroll button at the right to examine the

entire list.



Each part of the stadium is illustrated in this area. If the graphics are greyed-out, that part is

not yet bu i It.

The following items are available for your stadium and grounds - Stands, score board,

floodlights, pitch & under soil heating, VIP stand, parking lot, training academy, training ground,

medical centre, fan shops, snack bars and an airport.

The current condition of your stadium areas is displayed as a percentage. Right-click an area in

the large picture, or in the small panel to bring up a context menu appears. Use this to bring up

detailed information, order a new building or undertake renovation work.

Note - During renovation work, stands are still available for use.

If you decide on new construction you must select a company to undertake the work.

The construction companies show their prices and the time it will take. Left click on the

company you have chosen.

When building new stands you must set the capacity using the selection buttons

Note - during construction the stand where this is taking place will be closed.

The "Statistics" and "News" buttons give you additional information on your stadium.

PERSONNEL
There are two types of personnel - Team Assistants (or coaches) and Medical Staff (or doctors).

Assistants are displayed on the lett side of the screen, doctors on the right. Next to their

pictures you see their areas of responsibility. Beneath the pictures are their wages.

The ßole 01 Assistants
Assistants can relieve you of tasks that you would rather not have to do personally. For example -

if you only want to be responsible for the team line-up, right-dick on your assistants and then

select all other areas by left clicking them in the context menu. These tasks will now be taken

over by your assistants.

I n addition a good assistant may be able to do certain tasks better than you can.

You can have various assistants under contract simultaneously, and give each of them a special

area to look after. All assistants have their strengths and weaknesses.

.,

Doctors
Doctors do not relieve you of any tasks since you are not a doctor yourself. Each doctor has his

own particular special area. A good doctor will help players recover from injuries faster.

Doctors are hired in t e same way as Assistants. You can hire several doctors and allot special

treatment areas to the m.

MANAGER-SUCCESSES
Use this to see if you're making it as a successful manager (or not) and which other clubs are

interested in your services.

Success is rewarded with points and medals. The top two panels show how you have been

judged up to now.

Your points total on the right is calculated from the percentage scores that you have achieved in

the various areas listed in the lett hand panel, plus the points for other successes (cup victories,

charnpionships etc.).

Initially your points total will increase as the years go by, since it is a cumulative total. After

several years however, old successes will no longer be included in the calculation. So if after a

period of success you have a lean speil your points total will start to drop.

Medals are given out at the end of each season in three areas - "Team", "Finances" and "Sporting

Success".

If percentage values in the top left hand panel move above 89% you will receive a medal Ior the

relevant area at the end of the season. You can only win one medal per area per season.

Medals are an impertant factor in determining which other clubs (if any) are interested in your

services. The lower right hand panel displays the points and number of medals you need to

ligure in the plans of the listed cl ubs.

The lower left hand panel conteins a summary 01 your personal successes. It lists the successes

of the various clubs you have managed.



YOUTH DEVELOPMENT
You can hire a youth scout to spot young players playing at other clubs.

Set the contract term using the selection buttons underneath the relevant picture.

Scouts are responsible for discovering young footballers with potential.

Note that you can have only one scout under contract at any one time.

Players spotted by your scout are displayed in the large lower panel, next to your own youth

players.

To hire a youth player you will need to close a contract with him. To do this, left click the

'Provisional Contract' button next to the player data.

The agreed wage has to be paid from the moment the provisional contract is closed. However

the player is not available for your squad until his 18th birthday.

Set the funding far youth development in the top area of the screen.

Higher expenditure on youth development generally means stronger youth players.

Note - Expenditure is reset to zero at the end of each season.

IHE mRl[H
0rce you have finished with your club settings click on the football player symbol on the lower

rlght to advance the game.

BEFORE THE GAME

This screen gives you a last opportunity to change the formation, instructions and positioning 01

the players in your team.

Your team line up is in the large panel at the top of the screen. Lelt click On your opponent's

emblem to assess his line-up.

/;,':t
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This area gives information on player strengths, energy reserves, work rate, passes made (and

misdirectedl, tackles won (and lost), ball contral, shots on goal, goals and marks Ior

performance (out 01 5).

The substitutes lor both teams are located at the outer edge 01 the large panel.

Team Talks and Motivation
To help motivate your team you have a choice of five pre match talks

"We have a mountain to climb."

"It will be an uphill struggle."

"It will be an even game."

"There is an easy job waiting lor us."

"We'll play this team into the ground."

Whether your player's go onto the pitch 'psyched to the max' or with a 'Iaissez faire' attitude

depends on your team talk. You should match the expression you use to the strength 01 your

opponent. If your opponents are streets ahead in league, there is little to be gained by telling

your team to go out and "play them into the ground".

The ten motivation fields on the left are reserved for your hall-time lecture and cannot be used

beiore the game.

To examine players individually and give them their own tactical instructions select the "Player

Statistics" button with the lelt mouse button.

Give individual taclical instruclions with the live see-saws. You can aflect Ihe following five

areas:

• Aggression

Pass Conduct

• Area Cover

• Challenge

• Shooting

There are live settings lor each of the above areas.

The setti ngs you make here apply exclusively for the current game. Each player already has the

basic instructions that you set in the 'Team Line-Up" menu. Changes you make there remain set

for all later games.



I"

If you select the "Set-Up" button the pitch is displayed in a similar fashion to that in the "Team

Line-Up" menu. Here ypu can change the tactical game positions, The operation is the same as

in the 'Team Line-Up" menu.

Note: The lace button above the pitch switches between shirts and new images that can be

added in the editor. See the editor section lor more details.

The 'Game Inlormation' button displays data and statistics on the match. More data is added as

the game is played.

Use the 'Pause' button il you have entered this menu during the game and want to stop the

match whilst you make some changes.

Starting the Match
To start the match, click on the "Tick" symbol at the lower right.

THE GAME KICKS OFF! 1.....
During the match the players will perform on the pitch according to their respective attributes

and tactical instructions. All player movements are computed "live", both lor your game and

every other game currently being played (Exception: the "quick play" mode).

This aliows you to watch a different game, or watch several games at the same time.

Tip
You can choose the games you want to see 'live" before testart 01 match day.

To do this, place the mouse on a club (e.g., in the table) and right click. From the 'Game

scenes display' options selecl:

• 'Live Transmission' il you want to watch the games. Note that a maximum 01 only lour

games can be displayed in th is mode.

• 'Match Event Transmission" if you want to be informed about goals scored in games with the

selected team. A message will appear every time a goal is scored in these games.

• 'Transmission Off" option, if you are no longer interested in this club's games.

The Match Screen
For your first match we suggest that you select the 'Pause" symbol (2 vertical bars) on the menu

bar on the right. This will allow you to examine the match screen options at your leisure.

You can scroll the pitch by moving the mouse pointer towards the edge 01 the game window.
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The top 01 the screen displays the time (since kick oft), the score, attendance and the lixture.

The screen controls are on the lower right. You can split the screen to watch up to Iour games

sim ultaneously.

To split the screen (or restore it later) use the two buttons below the magnifying gl ass.

Left click on the "Minus" symbol to halve the match display. Restore by clicking on the 'Plus'

symbol.

When you reduce the match display you will have a blank area on the screen. Right click on this

to displayadifferent game in this area. From the context menu select the game you want to

watch. Use the two "Arrow' symbols to switch between all the games taking place today.

The 'Small Star' symbol restores your selected matches.

Only one of the game wi ndows is active at any time. The active window has an orange frame.

If you use the selection buttons on the menu bar, the settings you make there apply exclusively

to the game with the orange frame.

Note - with the game paused you may want to have look at the stands and gauge how full the

stadium is.

The Action Control Pad
When viewing your own team a control pad is displayed at the bottom lelt 01 the screen.

You can use the control pad to 'call out instructions' to your players during the game. However,

sometimes players will ignore your instructions!

You can use this to try to in!1uence the player with the ball.

Select the arrow keys with the left mouse button to instruct the player (with the ball) to run in

that direction.

To pass select one 01 the arrows with the right mouse button, the player should pass in that

direction.

To shoot lell click on the emblem in the pad.

The control pad represents the manager or coach running up and down the touch line calling

out instructions.

In a multi player game you can change the active club (on the control panel) by clicking on the

relevant club emblem on lhe information bar. However, 10 avoid arguments it might be better to

deactivate the contra I padl



MENU BAR

The selection buttons on the right menu bar are explained lrom the top downwards. All are

selected by lell clicking.

:;: The top one shows the current situation for the current match day.

Left click on agame to transfer it to your live reports.

The second button down shows the events in the screened match so far (goals,

booki ngs, ete).

Third button down ehanges the perspective view of the pitch.

The "Shirt" button alters the player display. Each left click on this button produces am change in the display. The options are - all names, names of your team only, only the

name of the player with the ball, the name 01 the players in the vicinity of the ball, or

no names at all. In large screen view you can also display shirt numbers.

The "Player" symbol takes you to the pre-match settings screen ...

The "Trumpet' symbol opens the general tactical instruetion box. You ean change the

amount of effort your team is putting into the match here (with the sliding ruler).

". This button 'fast forwards' the game.
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This button (Ieft-pointing arrow) allows you to watch the previous few seeonds of the

\~ game in slow motion. II you are watching several games at the same time, this

lunction only werks lor the active game window (orange edged).

OD This is the "Pause" button. Unless you pause the match the game will continue

running whilst you alter tactical settings ete.

~ Select the "Disk" symbols to save the current game or load a previous save.

To end the live display 01 a game leI! cliek on this button. This brings up the

Videotext screen. Each match continues to be calculated in the same way as a live

game but the speed is inereased, as the display does nol have to be continually

updated. You can switch the live display baek on at any time by clicking on the desired game.

During a live game you can switeh to the information screen at any time by clicking on any

player on the pitch (this is easier to do in pause mode).

PlAYER INFORMATION
Sometimes a red & green circle blinks below a player while the game is running. This means

that he is getting out of breath. When the circle becomes solid red the player can only raise a

trot. This can happen very quickly at times, especially il you set team eflort to maximum.

Note that a fresh player who has just run the length of the field is probably out of breath, but

can recover quickly.

Move the mouse pointer over a player to display inlormation about him.

Information is occasionally displayed in the lower section of the match window (e.g, your

opponent's tactical instructions).

SUBSTITUTIONS DURING THE GAME. VELlOW CARDS. RED CARDS
To make a substitution during agame, click on the 'Player' symbol.

In the information screen cl ick on a substitute player and drag the shirt symbol on to the player

that you want to bring off. When you release the mouse button, both players are marked with

arrows (the substitution symbol). The substitution will take place during the next break in the

game.



To make the substitution as quickly as possible instruct your players to put the ball out of play.

Click on the "Trumpet" to bring up the Tactic Settings window, select the small panel and the

text "Make substitution immediately" appears.

Up to the time of the substitution, you can stop the exchange at any time. To do this, right cl ick

in the information screen on the player that you want to substitute in or out and under 'Status'

select the "Stop substitution" option.

While the game is running, you will see a flashing substitution symbol above the player who is to

be substituted. His replacement will be warming up at the edge of the field.

If one of your players gets a red card, this will be displayed on the shirt symbol next to your club

name in the upper information bar.

Yellow cards are shown by flashing yellow exclamation marks on the cautioned players.

HALFTIME
During the half time interval, you can pick out individual players for special praise or criticism.

Select the player by left clicking on his shirt in the player list. Use the 10 buttons to motivate.

Observe the effect of your talk by watehing the movement of the graph on the right. You can

select a button more than once, but rernernber: if you always say the same thing, the effect of
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your speech on your players will fall off In time.

r'HE VIDEOTEXT GAME SCENES
For games that you have not selected to be 'shown live' there is the Videotext screen.

Use the two Direction symbols on the lower left edge of the Videotext window to run through all

the current competitions. You can select between the continually up-dated league table and the

current game intermediate scores using the Table/Fixtures icon.

OPlIon5
The 'Options' menu appears when the mouse pointer is on a screen area where nothing can be

selected and you click the right mouse button

load/Save
Save current game. Note you can name the save file allowing multiple positions to be saved. To

continue playing a previously saved game situation you must load it.

Co-player
At any time a new player can join the game as a club manager. Alternatively you can rernove

existing managers.

Time Limit
Put a time limit on the time allowed between matches tc. After the time period has expired it

will move onto the next day ..

live Transmission
Several settings are combined under this option that affect the running of the live games on

match days. You can decide whether to see the motivation screen before agame, and whether

you want a half-time break.

Results and Tables
All competitions that you place a tick against are displayed with results and tables at the end of

each match day.

Today's Eleven
Allows you to limit the display of 'Today's Eleven" to specific competitions by placing or

removing ticks.

live Draw
Mark the competitions for which you would like to watch the draw live.



Siower Videotext Display
Mark the eompetitions whose games should run more slowly in the Videotext display. On very

fast computers this ean help you follow the games better.

Tip: You ean also hold down the right mouse button on the videotext sereen to slow it down

Exact Live Game Computing
Deeide if all the matches in every league should be computed exactly like the games in your

own league. If so, player attributes are taken more into consideration and every player movement

on the field is worked out. This increases the realism of the game but might reduce the speed.

Note that competitions that involve your club are always computed live, regardless of your

settings.

Live Game Duration
Set the duration of live games. Long games tend to result in more goals being scored (and are

not as realistic).

Save Game Status (Autosave)
Specify whether and how often the game should be saved automatically.

Help System
Decide whether you want the Help text On, Off or Quick.

Background Music
You can choose between several different forms 01 music or switch it off completely.

Tip; Include your own favourite music by copying a WAV-file into the "Menu Sounds" directory.

The file name will then appear automatically for selection in the Options context menu.

Message Windows
You can switch off both frequent and infrequent message wi ndows.

End game
An almost superfluous option, unless you simply have to let your computer rest - or you are off

to watch your club in the 'real world'. You can end your game (don't forget to save it first!) using

the last menu oplion.

51R1I511[S
In Oirl![tor of Football you have access to lots of statistics. The manual covers many, but not

all, of these.

Detailed statistics are stored about each team. These can be accessed in the Team Information's

history section.

11PS
If, during the game, you ca not switch over to another match (because this is greyed-out in the

selection menu) the reason might be that the match is being c mputed in fast mode. To fix this,

select the competition option "Exact Live Game Computing'.

You can buy new players from almost any sereen. YOLI don't have 10 ehang to a dedieated

menu.

For example, if you want to buy a player from the leagu I ad r, right eliek on the team in the

table and choose 'Team Information'. Seleet the "Seor r List". Moving over the players with the

mouse brings up further information. A cliek on the right button brings up "Player Information"

for the selected player. Now YOLI ean make him an elf r if YOLI wish. See the Transfer Marke!.

Don't let your squad of players become too large. True, it's nice to have a choice of players, but

an over-sized squad costs a lot in wages.

To keep players try to extend their eontracts as soon as possible.

Don't let your club fall too deeply into debt. The interest cost on loans can bleed you dry in the

lang run.

Keep an eye on your required average gate. It teils you whether your income and expenditure are

rn balance. You ean find this number in the Stadium menu, directly above the pieture of your

ground.

If your stadium is always full, it is generally bett er to expand it rather than to continually raise

the ticket prices. Conti nual price hikes eause can lead to your fans becoming discontented.

Don't be afraid to change tactics or substitute players during games. You can have a strong

111 fluence on the outcome of any game.



Don't play your players too far out of their favourite positions. Note that the strength loss for this

is not displayed. However, players with the All Rounder attribute can play in almost any position

equaily weil. You can improve this ability by having players play out of position in

friendly games.

At the start of your management career you might feet overwhelmed by the multitude of options

that have to be set. It might help if you hand over some tasks to your assistant. Watch him and.

in some cases, learn fram him. You can take back tasks fram your assistants du ring the course

of the game.

Build on your youth development. In this way you can train lots of good, young players who

won't cast you a penny in transfer fees (and ask far smaller starting wages).

Keep an eye on the age of your players. Older players that you don't wish to keep in your team

should be sold as soon as possible.

Don't keep changing your entire team. A played-in team always plays better than one newly

thrawn taget her.

If there is room in your fixture list, don't hesitate to arrange a friendly rnatch. It will provide the

opportunity to try different tactical plays.

IHE EDlIOA
Manager Art
You can add your own artwork to Dimctor nf Football,

For hample:

Get a scanned passport photo of yourself and save the picture in any resolution (85d20 pixels

and 256 colours minimum is ideal) under the name '0013,pcx" in the Manager_images

directory.

When the game next starts you wi II find your picture amongst the managers that you can select

(and so playas yourself).

You can save further pictures as "0014.pcx', "00l5,pcx' etc., up to a maximum of 35.

Data
The Editor is split into three parts.

Top left are the leagues in a four-Ievel national league system.

The lower part of the screen is divided into a scrolling window far clubs (on the left) and another

far players (on the right).

THE PLAYERS
2 buttons are available for player values. The right button contains (context menu) the

attributes, the middle one the strength values. If the middle button is selected the strength

value of the wh oie team can be varied by sliding the club emblem. Alternatively you can select

individual players and change their attributes.

Now select the attribute whose value you wish to modily (e.g. 'Stamina'),

Change the values for this particular attribute by dragging th player's shirt up or down.

Note that some attributes only apply to field players, oth rs only to goalk epers.

If you change player strengths the clubs position in tll Te m seroll-wind w will change

(depending on how radically you alter them). The club strength retlects the sum 01 player

strengths. Similarly, the player strengths also change if you slid a club emblem into the

team window.

You can allocate a player to another club simply by moving him to the new club using

Drag-and-Drop.

You can insert a new player by dropping the blue-white player symbol on to the player list or on

to a club emblem.

From the context menu, a player details screen ean be aceessed.

Here you can change the players name, position and national ity and even add a personal image

for that player (such as a photo).

WARNING!

Dimctor of FODtball demands that you observe eertain rules, including the one that a club must

have a minimum eontingent of players.

THE CLUBS
Just like the player shirts, club emblems can be moved about with the mouse. II you are setting,

tor example, 'Defender' and 'Intelligence', you can set just how intelligent the club defensive

players should be by adjusting the height of the club emblem.



WARNING!
Changes are not possible if the right-hand button (Attribute) is active, or a country without

players is selected.

Use the variance (Ieft button) to specify to wh at extent the values at each club should differ

frorn the pre set values. For only slight changes set the variance to 0, for large changes set the

variance to 50.

Note - for stadium capacity the program might have to slightly alter the set values.

From the context menu, a team details screen can be accessed. Here you can edit the name of

the club, and import new graphics for the logo and shirt images.

Chan ging leagues
"You can move a club to 3 different league by dragging and dropping it onto a league symbol. You

can insert a new club by dropping the blue-white club emblem onto the list of clubs or onto a

league.

THE LEAGUES
Remave a league by dropping it into the Waste Bin. The now "homeless" clubs can be found via

the symbols on the right next to the league system (see below).

Insert a new league with the blue-white cup.

You are limited to a maximum of eight horizontal and four verticallevels (plus European leagues

- one league per country).

You cannot insert a further division alongside the top division. E.g. whilst you could have two or

more parallel second divisions, there can be only one first division.
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Many settings can be changed via the cornpetltlon symbol context JTlen~'\;..

However care must be taken when bui Iding a new league systern. For exarriple, if you change the

number of clubs relegated trorn the first division you must ensure that the same number J
clubs are promoted fram the second division.

Incorrect leagues are marked in red and the program ofters information on the typeof erroi' in

the pop up.

WARNING!
When adjusting leagues (especially when moving clubs between divisions) player strengths may

change.

Use the magnifying glass below the Waste Bin symbol to display the number of clubs in the

division and the number of players.

On the right next to the league system there are 6 further symbols, which represent "special"

categories (from top to bottom and fram left to right)

CIubs that do not belong to a league at the moment

Clubs fram countries with a league system (e.g. in the starting configuration, Holland,

Portugal etc.) that do not belong to a league at the moment.

Clubs frorn countries without a league system that only appear in European competitions.

E.g. clubs frorn Hungary, leeland etc.

Countries with national teams.

• Transfer market (these players appear on the transfer market at tne start ot the game -

the number of players is fixed)

Youth team (these players are spread over the clubs - the numb r er players ls fixed)

The first three categories can serve as 'safety nets" for erased clubs.

For example, if you remove a team fram your 2nd division it will appear under lhe first symbol.

A team removed frorn the Dutch league will be found under the second symbol.

WARNING!
Sometimes your setting might resuit in an invalid combination (e.g. when a club is rnissing frorn

a league or there are too rnany clubs). In this case the traffic light at the right edge of the

screen shows 'red' until the error is corrected.

THE SAVING/LOAIlING OF CONFIGURATIONS
llirartnr nf football files are arranged in three parts - Player data, team data and competition

data. These configurations are interdependent.

The lowest level represents player data. All players and their attributes are entered here.

The team configuration is buüt on tnis data. Data for the teams is put together here. Since the

nurnbers of players that the team has at the start of the game is entered here, each team

contiguration can only be loaded when all the players needed are in the player eonfiguration file.

The program will immediately report any problems.

The competltions represent the highest level. Teams are needed here at the start of the game for

lhe competitlons to begin. Problems only arise if, for example, you load a team configuration

with Arsenal as one of the clubs, but load a player configuration in which players trorn Arsenal

nre non-existent. .lt becomes equally problematic if you load a competition configuration in

which Arsenal takes part in the Champions Cup but is m issing frorn the currently loaded team

configuration.



To load a eonfiguration file, seleet a file from the eontext menu.

When you are happy with your data changes - save the file! Use the Disk symbol at the top right

of the sereen. Note that when saving you ean add a comment such as 'Small private league with

8 teams'.

You can decide wh ether to save your ehanged data as a new configuration file, or over-write the

current one.

IMPORTANT!

lrnportant. Configuration files are loaded in 2 steps.

1. Choose a file in a context menu. A yellow text appears reading 'To load:' with the name of

the new file

2. Confirm the loading process by clicking the button with the left mouse button.

The configuration files match when the traffic light shows green.

WARNING!

The Dimeter Df FmlttJali editor and config files are very flexible and almost innumerable

combinations of competition; team and player data are possible.

For this reason, Empire Interactive Europe Ltd can only promise error free operation with the

configuration fi les dei ivered with the game .
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