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Hope you came to play, because it’s game day. Welcome to Football Pro 99 from Sierra
Sports, a member of the Sierra family.

In a few minutes you'll be exactly where you want to be — in the game — pacing the
sidelines clutching the coach’s clipboard, crunching stats in the front office, or dropping
back to pass with an eye downfield looking for an open receiver,

Or choose all of the above. Football Pro 99 gives you a rich, convincing arcade game
display...and a sophisticated statistical simulation...plus a solid, realistic management
madel for team finances. Use one, use two, use ‘em all. Be the star QB, the coach, the
owner or the league commissioner. Whatever aspects of Football Pro “99 you choose,
you'll have a satisfying, fill-your-senses experience that keeps you coming back for more.
With an arcade lock that’s more fun and graphically appealing than video games, plus
the most comprehensive football management simulation ever made available to gamers,
Feotball Pro ‘99 is the only total football package available...on any platform.

Foorball Pro 99 is more than just an improvement over last year's best-selling edition.
Football Pro ‘99 delivers two of the most sweeping changes in Football Pro history: a
financial model and a new 3-D engine.

You'll be forming a league and setting up conferences; completely customizing your
team’s name, logo and uniforms; and playing a full season schedule. '

Tap the Internet with other Football Pro ‘99 owners to form a league across multiple
compurers, Name a commissioner, set a schedule, play home and away contests...and
maybe find yourself in the middle of an all-out Super Bowl drive.

Every play you run goes into the record books. You choose how to store and view
statistics (more extensive than ever) and highlight reels.

New roster management and trading interface screens make the business side of the game
just as compelling. Draft free agents and negotiate salarics under a system based on the
real NFL collective bargaining agreement. Trade to boost your starting lineup; spring for
a supersrar and see your stands fill up. But winning and pleasing your fans aren’t
everything, With Foorball Pro “99% new linancial side, the other half of your jab is
keeping your franchise in the black. You'll figure team salaries and ticker costs and even
set stadium concession prices. Price things too high and next Sunday you could be
gazing up from the bench ar a lot of empty scats.

Sound real? You're abour to see just how real. Give the command and you’ll be our there
in the mud, sleer whipping past your face, the crowd roaring as you take the field.

The pre-game hype is over. It's time to Play The Sport — Football Pro "99.

About This Manual

This manual is laid out to help you have fun right away with
Football Pro 99, We've thought about how you'll probably
want to proceed (hey, it's how we proceed with a great new
game): install it as quickly as possible, get it running, try out
the cool features...then come back and check out the manual
to get the most out of the product.

Time To Suit Up, explains how to get Football Pro ‘99 ready

for action on your computer in just a few minutes.

Titke The Field tells you everything you need to know to set
up and play an exhibition game quickly. In this section you'll
learn Football Pra "99% most common screens and start
enjoying some of your customization options.

Now It Counts shows you how to start and play regular-

season games — and how to coach and manage a team
through a regular season, from creating offensive and
defensive strategies to juggling a roster and taking care of
front-office issues.

Around The League takes you to the next level — covering

league setup, the powers of the League Commissioner, team
management issues, and playing games against other “ream

owners” online.

Saving It For Posterity shows you how to save an unfinished
game for later complerion or review archived “game vidcos®
of contests already in the record books.

Two-a-Day Drills are tutorials that take you screen-by-screen
through some common tasks. They're a fast way o ger more
out of Football Pro "99.

Perfarmance Clinic gives you sources for technical support
via telephone or the Internet.




TIME TO SUIT UP

Every pro player has a minimum equipment list — and so
do we. Foorball Pro "99 requires this hardware and software
to run successfully:

Pentium 166 with 30 accelerator card

Pentinm 200 MMX without 31 accelevator card

Windews 95/98 or NT 5

32 MB of RAM

3D Card must have 4 MB RAM winimum

2D Card must be capable of displaying 800 x 600 with
16 bit (High Color) color

An 8X speed CD-ROM drive
Windows-compatible sound cand

Mouse

To get the most from Football Pro ‘99, this level of hardware
is recommended:

Pentium Il 266 or better
64 MB of RAM

One or more Windows compatible joysticks with 8 or more
buttons, such as Microsoft Sidewinder™ or Gravis Gamepad Pro™

A 20X speed or faster CD-ROM drive

To play Football Pre 99 you must install the game on your
computer’s hard drive. And to install it, you must use the
game’s installation program. The program walks you through
the process of installing Football Pro 99 on your hard drive.

Football Pro 99 will automatically detect and adjust to your
computer’s graphic and sound capabilities.

Installation for Windows 95/98 with Autoplay activated

1. Start Windows 95/98. (It probably starts automatically
when you boot up your computer.)

2. Open your CD-ROM drive, insert the Football Pro 99
CD, and closc the drive door.

3. A Football Pro 99 INSTALL screen should appear. Click
on the Install butron.

4, Follow the onscreen instructions.

Installation for Windows 95/98 without Autoplay activated
1. Start Windows 95/98.

2. Insert the Foorball Pro ‘99 CD inro your CD-ROM drive

and close the drive door.

3. Click on START to display the Windows START menu,
then click on RUN.

4. If your CD-ROM drive is Drive D, type DASETUPREXE
in the file text box. If your CD-ROM drive isn’t Drive D,

substitute the proper letter,

5. Click OK. Follow the onscreen instructions.

| TROUBLESHOOTING |

If Football Pro ‘99 fails to install on your computer, see this

checklist.

The screen says “Evror Reading Drive D (or other letter standing

Jor your CD-ROM drive).”
Several problems can generate this message.

Is the CD ditty or scratched? Extract it from the drive and
check for smudges, fingerprints, scratches or cracks. Clean it

TIME TO SUIT UP




TIME TO SUIT UP

with a soft cloth, replace it and fry again.
If the CD is cracked or scratched it must be replaced.

Are your CD-ROM drivers up to dare? Quedated or
incompatible CD drivers can generate this error message.

Your computer fails the Display test. The screen saye “Your video
display supports 16 colors...”

Football Pro 99 must be run in High Color mode. Your
monitor and video card may be capable, but set incorrectly,

To reset:

Right-click on your Windows 95/98 desktop and select
Properties from the pop-up menu. In the Settings section, if
the Color Palette section is set for 256 colors, change it to
16 bit color and cliclk OK. Also, if your system is nor ser to
display 800 x 600 resolurtion at 16 bit color, change the
Desktop Area to 800 x 600 pixels and click OK.

Your computer fails the Display test. The screen says “Your video
display supports 256 colors at a resolurion af 800 x 600 and a
speed of XXX K pixelsisecond...”

Your compurer’s display rate isn't fast enough.

Football Pro 99 requires 800 x 600 pixel resolurion. You can
try to reset your display as follows, but be aware that even if
this facilitates installation, Festball Pro ‘99 probably won't
look its best.

Right-click on your Windows 95/98 desktop and select
Properties from the pop-up menu. In the Settings section
under Desktop Area, if your resolution is set at 800 x 600
pixels, reset it to 640 x 480 at 16 bit color, and click OK.
Follow the onscreen prompts. Once Windows has resized,
click on the START button and choose Settings, then
Control Panel. Double-click on the System icon. Then click
on the Performance tab and the Graphics button. Ser the
Hardware Acceleration slider to the far right.

Now restart Windows and try again to install Featbail Pro ‘99.
It your computer still fails the Display test, you may
nonetheless be able to play the game with some limitations.
Minimize the game’s display options.

Your computer fails the Memory test. The screen says you don’t
have envugh memory to run Football Pro 99,

Scrape together all the memory you can. Close all other
Windows applications including alternate desktops such as
Norton Navigaror. Disable screen savers, virus scans and
diagnostics, etc. Turn off wallpaper if you have it: right-click
on the Windows desktop and select Properties from the pop-
up menu. Under Wallpaper, choose none and click OK.

If this doesn't free up enough memory, try lowering your
CD-ROM Supplemental Cache Size or see Microsoft
Windows documentation. Click on START; Settings;
Control Panel; System; Performance; File System. Click on
the tab for CD-ROM., Adjust the slider bar for Supplemental
Cache Size to Small, then click QK.

If you're still short, consider installing more memory in your
computer if it will accept it. Memory upgrades are available
at major computer retailers. If you've never done this
yourself, it’s not that difficult; chances are your upgrade
salesperson can talk you through it.

Your computer fuils the Sound Card test,

Your sound card may be incorrectly configured, or your
sound card drivers may not be properly installed. Make sure
your speakers are on and run the Windows mixer program

~ for your sound card so you can increasc its volume levels for

MIDI (music) and DAC {audio). Also, check your audio and
MIDI sertings. Click START; Settings; Control Panel;
Multimedia. The settings displayed should resemble these
Soundblaster 16 drivers:

AUDIO: SB16 Wave Out
MIDI: MIDI for Internal OPL2/OPL3 FM Synthesis

For more information, including replacement driver names
and installation instructions, contact your sound card
manufacturer.

il

TIME

TO SUIT UP




TIME TO SUIT UP

1. Start your compu[er,

2. Go to the Windows START menu and select
PROGRAMS; Sierra Sports Foortball Pro 1999 Edition.

3. If you want to skip the introduction, click anywhere.
You'll go directly to the Main Screen.

4. To play right away, turn to Page 15, “Set Up Your First
Exhibition Game.”

-

You'll need a mouse to interact with the menu screens, or
you can usc a joystick to emulate a mouse.

Most functions take a single click from the left mouse
burton. {(Move your cursor over the desired button and press
the left mouse button once.) Note that the mouse cursor
changes into a gloved hand with the index finger pointing up
when the cursor moves over an area that can be activated
with a click.

Some functions may require a right mouse button click —
adding rules in the play editor. In a few cases — selecting
items from rosters or other lists — you'll need to double-

click (press the left mouse button quickly twice).

~ PLAY WITHOUT JOYSTI

Football Pro ‘99 docs not require joysticks. You can use the
numeric keypad on your standard keyboard to emulate
joystick movements. Imagine 2 joystick where the “5” key is,
in the center of the keypad. Press the eight numeric keys that
surround the “5” key to get joystick-style directional
movement.

Football Pra 99 offers joystick controls with multi-button
support for the Gravis Gamepad Pro and the Microsoft
Sidewinder. Your joystick must have a minimum of 8
buttons. You can take maximum advantage of joysticks this
way, using them 1o select plays and manipulate your players
before and after the snap.

Football Pro 99 will recognize these joysticks when you're
using them and display icons on the Controller Select Screen.

Refer to the Quick Reference Guide for joystick and
controller configurations.

This manual, plus any new information available since we
printed it, is available online.

Press F1 to access Help File




This is a fast guide o Football Pro ‘99 controls — enough to
help you jump in fast and try the game on for size. Details on
all controls appear later, but here are the basics.

Look at the main screen that appeared when you starred
Football Pro ‘99. Across the bottom you see the Universal
Toolbar.

VERSION 1.0
FBProgg

The Universal Toolbar is the main way you make things
happen in Football Pro “99. It appears across the bottom of
virtually every screen in the system, so whether you want to do
drafts, or your upper management duties, it’ll be your constant
companion. The Universal Toolbar never changes and lers you
get virtually anywhere in Footbail Pro ‘99 at any time.




TAKE THE FIELD

The Universal Toolbar has two control areas.
Left Side
The Toolbar’s left side has two controls:

The Current Team Control shows the team currently selected as
your team. As you get started, there’s a default team displayed.
Clicking on the UP and DOWN arrows lets you view all the
teams in the league and change your selection. Or you can click
on the Team Name to bring up a list of teams to select from.

The Current League Control shows the name of the league
you're currently in. You start in a default league called
FBPROYY. It mirrors the state of the NFL at the beginning of
its’ 1998-99 season.

Clicking on the Current League Control brings up a Load
League dialog box. Use it to view and select other leagues if
they've been created. (Mare about creating leagues yourself
later on. Right now we're just trying to get a game going here.)

Acvoss the Bottom

The rest of the Universal Toolbar has your seven main
navigation controls. Click any of these buttons and you'll go to
other sereens with detailed destinarion or functionalicy
options. Here’s a quick rundown:

Exhibition

This butron takes you immediately to the Pregame Screen,
where you can set up an exhibition game on your computer
alone. Exhibition games run independently from any league or
season functions or games. They are simply a way to have fun
and play some football right now, or anytime. If that's what
you want to do, skip ahead in this manual to “Set Up Your
First Exhibition Game.”

Online

Use this function for multi-player online Exhibition games
using the Internet or Direct Play. You can also use it to update
league files for remote leagues.

Load Game

This button loads uncomplered games that you halted in
progress and saved. It’s also where game videos can be
retrieved and viewed.

Teams

In this section you manage or view the currently selecred
team, reviewing stacs, updaring the roster, preparing for
upcoming games, and much more,

League
Here you set or review the rules that govern league play. You
can also create and manage alternate leagues here.

Options
This is where you control all the game’s configuration
settings, including sound, music, announcements and more,

Exit
Gets you out of the game. You have to eat and sleep
occasionally.

YOUR FIRST EXHIBITION GAME

To play your first Footbali Pro 99 game, click on Exhibition,

In the Football Pro 99 world, you control one or more teams
in a league, some of your friends may control others; the
computer controls the rest. All these teams play scheduled
contests and compile won-lost records; with each play during
the regular season, every player on every team adds to a
career history. In other words, everything counts. In league
play, you can also elect to play pre-season games, these are
also scheduled contests, however the statistical results don’t
count toward career goals. Players injured during pre-season
games do, however, count.

Eixhibition games, however, are different. Player achievements
don't go into career stats. Game results don’t count. You can
play an exhibition game outside the league structure,
Exhibition games, therefore, are the equivalent of a “demo”
— the best way to learn Football Pro ‘99 features and
functionality without permanently affecting team records.

TAKE THE FIELD




In this environment, you can play an exhibition game against
a friend with you — or against the computer.

As mentioned earlier, when you click on Exhibition you see a
Pregame Screen. You have a few choices to make before play
can begin. To make them, use the buttons you find after
clicking on Exhibition:

Return

Team Control

Click on Team Control to choose
the teams you wish to have play
your exhibition game.

As you'll see, default choices have
been loaded for you. If you wish
to change the teams, use the pull-
down menus or arrows. You may
select any teams in the league. If
you're just starting out and playing
in the default league, FBPRO99,
this means you may choose any
1998 NFL team. Do so by
scrolling through the team list or using the pull-down team
menu. When you select different teams, the screen art
changes accordingly.

The visiting team is in the top area of the screen, and the
home team is on the borrom.

You can opt to change the league. Click on the name of the
current league to load-a league file.

Or you can change (once you've played the game for awhile)
to a league wholly created by you or a friend.

When you select a different league, the set of teams available

to you may change. Click on the current team names to see
your options,

The strengths and weaknesses of each currently selected team
are displayed graphically. Ratings are shown for the team’s
quarterback & receivers, running backs, offensive line,
defensive line, linebackers and defensive backs. Five footballs
is the highest rating, one is the lowest. This informiation is to
help you plort strategy against your opponent.

Select Number of Players

You can play against a friend who is with vou ar this
computer, or you can play the computer itself.

You cannot set up an online exhibition game, played against
a person in another location, from this menu. (Online
exhibition games can be played, however — through the
online menu.)

Select Controllers

Click the Select Controllers button to make your contrallers
active. The center position for each controller is the
computer controlled position. Selecting up or down with a
controller assigns control of thar team to the chosen
controller. When a team is controlled, you have the option of
Coaching Mode only, or Coach and Play mode. Coaching
Mode requires you to select each play for your team, while
Coach and Play mode also has you controlling the player
with the ball. When you are finished with controller
selection, click the Select Teams button.

Football Pro “99 will recognize and automatically configure
for some common types of joysticks/controllers such as the
Microsoft Sidewinder and the Gravis Gamepad Pro. 3-D

graphical models of these controllers will appear onscreen.

It is not necessary to have a joystick controller to enjoy
Football Pro 99; see Play Without Joysticks under Time to
Suit Up: Installing & Running the Game.
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Difficulty Level

Under Team Control you can also pick the difficulty level
of your exhibition game. You can select Rookie, Veteran or
All-Pro.

Game Length

A game consists of four quarters. In Team Control you can
choose to play quarters of five, ten or fifteen minutes. {(In a
game, the clock runs as long as the ball remains inbounds,

just as it does in the NFL.)

When you are satisfied with your selections, you can move
on to Playbooks & Profiles.

Playhooks & Profiles

You can view and edit each team’s
playbook and profile prior w the
start of the game. This is 2 way
for you to increase your own
repertoire of plays and anticipate
strategies that could be employed
by your opponent.

For each team selected to play the
exhibition game, the Playbooks &
Profiles screen displays a chart
offering access to an offensive
profile, an offensive playbook, a defensive profile and a
defensive playbook. Each is represented onscreen by a
computer program-type filename (“offprof”, “defbook”).
Clicking on a filename opens a dialog box containing a
scrollable list of plays. Click on a play to view a chart
associated with it.

Each team comes with a repertoire of standard plays. Later in
this manual you will learn how to create your own using the
Football Pro 99 Play Ediror.

To edit profiles, click on the Edit Playbooks & Profiles
button beneath the Playbooks & Profiles chart.

When you are done here, click on Conditions.

Conditions

Under Conditions, you customize
the environment for your
Exhibirtion game.

Using the scrolling menu on the
left side of the Conditions screen,
select a stadium to serve as a game
site. The default stadium is the
actual stadium for the home team
you have selected. You can
“audition” various other NFL game
sites by scrolling up and down and
viewing the pictures on the screen’s
right side.

Across the top of the Conditions screen you'll see a Month
Selector and various Weather Controls. Use the Month
Selector to select a month, and the game will be played in
conditions to march. (Conditions get colder and less
hospitable toward the end of the year and in January.)

You can fine-tune the wind speed, temperature, humidicy
and general weather conditions at game time {(clear, parcly
cloudy, rain/snow or day/night) with the Weather Controls.

Note that if you select a domed or covered stadium as your
game site, the Month Selector and Weather Controls will not
aflect game play.

Coin Toss

Once you have clicked on Team
Control, Playbooks & Profiles and
Conditions and made all the
selections you want, click on Coin
Toss to start the game.

Once you are in Coin Toss, the
arcade will load. If you are playing
against the computer, you are asked
to call a toss — heads or tails, (If
you are playing your exhibition
game against a friend, one of you
will be asked to call the toss.)

TR




TAKE THE FIELD

The computer will announce the winner of the coin toss.
The winner can elect to either kick or receive to open the
game. The loser of the toss gets to decide which end of the
field he or she wishes to defend — north or south.

Once the teams have registered their choices with mouse
clicks, the screen changes to display the Game Environment’s
Main Play Screen and the Exhibition game gets underway.

Kickoff! You're part of the receiving team or the kickoff team
depending on how your coin toss turned out. Bust the
wedge and make the tackle or return the ball as far up field
as you can.

When the tackle is made {or you are run out of bounds) the
ball is whistled dead; the announcer gives the “down and
distance” (first and ten, in this case); and the Main Play
Screen gives way to the Play Selection Screen.

Joystick Controllers

You can control a particular player on your team using your
joystick controller.

If you are using a joystick controller(s), note that onscreen
play buttons are letter-coded and color-coded to correspond
to your particular concroller.

Play Selection Screen

You see the Play Selection Screen every
time you're required to choose a play,
whether you are on offense or defense.

Visiting team options are displayed across
the top of the Play Selection Screen, home
team play options across the bottom.

The Play Selection Screen displays one of
three levels of complexirty, according to
the play calling option in the options
menu.

Play Options

At the most basic level, offensive options are labeled simply:
SPECIAL, PASS or RUN. Special are special team plays
which include KICKOFF and PUNTS. Once you select the
type of play, you will see (depending on the type you have
chosen}, other labels like LEFT, CENTER, RIGHT,
SHORT, MEDIUM, LONG, cte. Make a selection to
further narrow the search for plays. Keep drilling down uncil
the plays that match your selections appear. You may then

scroll through the plays to find the best one for the situation.

Defensive options are simply: MAN-TO-MAN, ZONE or
SPECIAL (to defend against punts or field goal attempts).
As above, you will drill down through the menus to find the
play that best fits. the situation.

On the Play Selector Screen are other buttons. One marked
BACK will take you back one ser of selections at a time, in
case you change your mind. Another button marked FLIP
will take the play currently selected and flip it to a mirror
image. Depending on the play and the tcam members on
the field you may want, for example, your strong side to the
left, when the play was created for a strong right side.

Once you have selected a play, you'll return immediately to
the Main Play Screen to run the play or see your strategy

play out.

At the intermediate level, you'll still start with the RUN,
PASS, SPECIAL, MAN-TO-MAN, ZONE, and etc.
selectors. Next, however you will see the formations
associated with the play type selected. Once you select a
formation, the plays are presented.

At the advanced level, you will simply selecr the formation,

and the play.

Each play at your disposal is shown as a graphic square which
pictures a diagrammaric X-and-O-style view of the play. Each
graphic square is headed with a'playname, a phrase indicating
how it’s used, and a phrase indicating the situation in which
the play works best {“2nd and short,” etc.).

TAKE THE FIELD

NOTE:

The play recommended by
the computer will always be
outlined in red for each of
the options in the play
selecting process. The
recommended plays are
selected by the computer
based on the currently
loaded playbook and profile.
10 learn more about the
Profile Editor and Play
FEditor, see their sections

later in this manual.

TIP:

Euven at the basic level, all
plays in your playbook are
accessible to you. You just
use the scrolling arrows
adjacent to the options

displayed to browse further.




Each play is also headed with its filename, with the tag .OPL
denoting offensive plays, .DPL denoting defensive plays.
This becomes more important when you start creating your
own plays.

Watch the Clock

It’s running. Once the Play Selection Screen appears, you
have 25 seconds to choose a play. If you don't act within 25
seconds, there’s a delay-of-game penalry. Unless, of course,
the clock has been stopped by the previous play.

‘Subslitutions

Labeled “X” onscreen, this function allows you to change
players in the current formation or play. Click on the player
you want to remove from the list at the top, and replace him
with a player from the list at the bottom. View Player lets
you take a look at a player’s ratings for help in determining
whether he’s the best guy to use in a given situation. Any
player can substitute for another, including switching an
offensive player for a defensive one, and vise versa.

Flip Play Function

Labeled “Y” onscreen, this function flips the play.

Back Function

Labeled “Z” onscreen, thii ﬁmction EﬂkCS FOLL back onec
¥
functi(m.

Penalties & Injuries

The referees in Football Pro ‘99 enforce
real NFL rules and will award penalties for
off sides, holding, late hits, pass
interference, unnecessary roughness, and
so on. If one of your players incurs a
penalty, a dialog box will appear asking
vou to accept or decline it.

Depending on what you do, the line of scrimmage, down
number, and/or yards to go to a first down may change
accordingly.

Behavior that draws penalties is a function of individual
player attributes. Each player on your team has a different
mix of skills, weaknesses and experience; some are more
penalty-prone than others. There’s much more about player
attributes under Advanced League Team Management,

If an injury occurs during a game, it affects some of the
injured player’s skills in realistic ways. For example, a wrist
injury hurts a player’s ability to throw or catch, but his
running speed will remain the same. When an injury occurs
a message will appear on screen. Injured players may remain
in the game, but will suffer reduced performance.

Score & Status Display

This display shows the game score, team names, down
and distance, quarter and time remaining in a small
rectangle at the upper left hand corner of the Main Play
Screen. If a penalty is called, visual confirmation also
appears in the Score & Status Display.

Play-hy-Play

You'll hear a broadeast-style play-by-play, and down and
distance in your game. Yes, you've heard that voice before. It
belongs to Howard David, the voice of Monday Night
Football for CBS Radio Sports.

Progression of the Game

The game will last four quarters, each running the length of
time you specified in the game setup phase. You cannot alter
the running time of quarters once the game has begun.

For the second half you'll defend the other side of the field,
and, if you won the pre-game Coin Toss and deferred your
decision to the second half, you must decide whether to kick
or receive.

TAKE T
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TAKE THE FIELD

Like it So Far?

These first pages have
helped you get in there and
learn the game. But you
haven't seen anything yet!

Still ahead:
regular seasons, team and
roster management, and

* league play.

As you progress, you'll
probably want to try some

of Footbail Pro '99%
Two-a-Day Drills — simple
tutorials that take you

. " through uscful or rewarding
aspects of the game one step

ar a time, |

When the game is over the final score will be displayed but,
as this is an exhibition game not recorded by Football Pro
‘99, the achievements of individual players will not be added
to their permanent statistical records.

Saving Uncompleted Games

Unlike your NFL counterparts, you have the ability to break
for lunch. You can freeze a game in progress, save it in
Football Pro 99, and return to finish it later.

To save an uncompleted game, go to Options menu, select

Save and Quit.

To return to an uncompleted game, start from the Universal
Toolbar, Click on Load Game, then from the next menu
click on Load Saved Game. A dialog box will appear
displaying a list of games you have saved. Select the game
you want using your mouse. The game will load
automatically and you'll pick up where you left off.

OW IT COUNTS: PLAY FOOTBALL PRO ‘99

Setting Up a Basic League

This part of the manual covers overall team management in a
regular season, both on the field and in the owner’s office.
"Most of the functionality discussed here is found under the
Teams button on your Universal Toolbar..

You can access this informarion in two ways. If you're
looking at a button right now and wondering what it does,
start here: we'll run down all the Teams funcrionality one
button at a time.

If you have a task in mind and want to know how to do ir,
skip ahead and peruse the section headings.

TEAMS BUTTON FUNCTIONALITY GUIDE

Bear in mind thar you can manage mulrip|ﬁ teams, buc only
one team at a time — the onc whose name appears in the
Current Team Control space on the left side of your
Universal Toolbar. To manage another team, use the scroll or
o Full-du“’n menu functions UF the C:U.rrent T(-_‘am C(Jl'ltr()l to
display a different team name.

And, of course, you can’t manage a team being managed by the
computer or someone else!

Wich the desired team
name displayed in Current
Team Control, find Teams
on the Universal Toolbar
and click it.

f Team roster.
[ teBm coaching




Noie:

10 take control of a team,
change its Ownership to
Human. To manage the team,
L‘bm;gc' Mean agermerit o
Human. You can also make
changes to a computer
managed team, bit those

changes may be lost when the

computer mandges the team.

Team Settings

On this screen you can personalize your football team. You
decide how much managing you actually want to do and how
much you wish to assign to the computer.

You may specify:

Team name

Team mascot

Team abbreviation/nickname

Coach’s name

Nearest major city to team

Team’s home stadium

Owner’s name, if you want to assume owning duties vourself; or
you can have the computer do those things for your team
automatically

Assign team management duties

A change in helmet art (team logo)

Team Roster

This screen shows your team’s roster in
its entirery. You can also choose to view
offensive players only, defensive players
only, special teams or the injured list.
Selecting these roster segments results in
the display of specialized, more
comprehensive statistics for each player.

An Overall Rating is provided for each

player: a weighted numerical

performance rating which estimates the player’s abilities and
effectiveness as he is on youf team. If you want more
information about an individual player, you can double-click
on the player and see a screen with his entire playing history
and srtatistics, plus breakdown ratings of his various strengths
and weaknesses, category by category.

The screen shows you the player’s assessed potential ratings
versus his actual ratings.

This information should help you determine your team’s
overall strength and decide whether to pursue other talent
through trades or the free-agency pool.

If you are in a single-compurer league, by clicking on View
Player, you can view and alter a player’s various strengths and
weaknesses. If you're playing in an online league, you cannot
edit a player’s attributes. You cannot modify a player on a
computer owned team.

At the bottom of the Team Roster screen there is a button to
release a player.

Additional buttons on this screen let you sign free agents and
trade players. See Team Roster Management, in the Advance
Team League Management section, for more on the
mechanics of player trades, negotiations, and signings.

Team News

A News Screen reports the team’s game
results, outstanding performances by
players, awards won and other newsworthy
developments. You can also view Award o Bl

dson el
Blenn Foley of he

Information for every past year that your
league has been in existence. Do this by
clicking on the Year box above the News
Screen and selecting an alternate year from
the pull-down menu. Team news also
shows the league news, big news items for
the whole league. Team news will also tell
you about proposed trades made to you by
another team, which you will then have to
accept, decline, or make a counter offer.

10 ervver
n Francisce
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Team Schedule

This screen displays a list of your team’s
games for this season. For games already
played the screen reports the result and
arrendance. Double click on a played
game to view the Box Score for that
game,

Statistics

Foorball Pro '99 keeps track of all statistics you'd typically
find in your daily sports page or sports Web site.

General Manager

BRONCOS

This is where all your financial settings
are located if your league is using the
Financial Simulator. From this screen
you can check on salary and overhead
expenses, incoming revenue, and your
profit margin if any. You can also set
prices for luxury boxes, general
admission seats, and meal prices at your
stadium. See Front Office Finances, in
the Advance Team League Management
section for more about how this affects

Football Pre 99,
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SETUP INSTRUCTIONS

There are no human managed teams in the default league, so
you must change a team to Human Owned to participate.
Additionally, this league also has finances turned OFF, so you
will need to Create a New League to use {inances.

League Schedule

This screen displays all the scheduled
contests in your league, both completed
and upcoming.

To actually play a scheduled contest, click
on its listing.

When you move to play a scheduled game,
you have the option of playing it in the
full Game Environment in real dme, or in
Simulation Mode.

Simulation Mode

With Simulation Mode, the computer pits the two teams
against each other, considers their relative strengths,
simulates a game “off-camera,” and reports a final score. All
the players involved add to their records, just as if the game
had been played in the arcade-style Game Environment.

Simiulation Mode may be attractive for two reasons:

If you are playing in an online league with more teams than
people, the computer manages all the “spare” reams. When
games between two computer-controlled teams are scheduled,
vou will likely want to play them in Simulation Mode.

If your interest lies with football statistics and roster
management rather than the arcade experience, you can run
most or all of your games in Simulation Mode and
concentrate on scores and stats rather than coaching straregy.




League Standings

Here Football Pro 99 displays [ull
conference standings, including the season’s
won-lost records and box scores, for the
entire league, At the start of a new season
every team’s record is 0-0, of course; as the
season progresses the standings will show
which teams have clinched division titles

and Wild Card spots in the playoffs.

League Statistics - Leaders & Records

Leaders & Records is the main statistical
screen for the lifetime of the league; in
other words, it covers more than the
current season.

This screen shows you which teams, and
which individuals, lead the league in a
variety of categories.

Using the pull-down menw, you can choose to view:

Active leaders
All-time (lifetime) leaders
1998 (or previous scason) leaders

You can opt to view either Individual Leaders or Team
Leaders. And you can choose among the following
achievement categories:

Passing Receiving
Rushing Yards
Turnovers Scoring
Interceptions Tackles/Sacks
Lifficiency Field Goals

Punting Returns

PLAYING LEAGUE GAMES

Depending on how you use this screen, you can display a list
of all-time league leaders or current individual leaders in
each category; or you can rank the league’s teams by their
demonstrated prowess in each category.

League News

A News Screen reports league scores,
trades and signings, outstanding

performances by players and other i it oL o tae g
newsworthy developments, You can also il
view archived award information for every
past year that your league has been in
existence, Do this by clicking on the Year
box above the News Screen and selecting
an alternate year from the pull-down
menu. {This screen is identical to the
Team News screen found under Teams.)

i A game
ativet Pittsburgh

i gtk ware. '&'r

Basic Commissioner Duties

Changing League Stats Updated League Files
League Settings Financial Reports
Financial Settings Create New League

Changing League Siage -
CHANGE LEAGUE STAGE [ERrsaies
The League Stage shows exactly what i '
your league is doing at that time. Between
stages (each stage is described below}, the
computer will stop its processing to allow
vou the option of moving on to the next
league stage. For cxample, at the end of
the season you have a league stage that
says “Generate Pro Bowl Teams.” Click
on this button to carry out the function

and move onto the next.




Player Draft

Pro football has an off-season, a preseason, a season schedule, New players enter the league. Teams rake rurns drafting
and a post-season...and so does Football Pro ‘99. Like the talent. The draft continues through 7 rounds; undrafted
sport’s professional managers, you have activities year-round. players are moved into the Free Agent pool.
Before-Season Period Training Camp
|
During this stage teams may waive any players they wish and I'his function allows you to set training
designate Transitional and Franchise Players. camp priorities for the next pre-season on

a position-by-pesition bases. Players
ratings will improve based on the amount
of playing time. If a minimum amount of

Free Ageﬁt Signing Period

REE AGEN TR All teams make offers to the available playing time isn't met, ratings may decline.

: free agents. A team has no restrictions
on the number or amount of offers at
this point. Players do not accept or
reject offers as yer. Once all the offers
: have been made, Football Pro ‘99 Pre-Season Play

e i L P el evaluates them, starting with the one
[ frecadents: | Cviawsbia | i e with che highest likelihood of
acceptance. If this one is accepted, all
other offers are declined. If two
competing offers have equal odds of
acceptance, the team with the worst Regular Season
record is evaluated First.

Players are trained according to the choices
made in the team’s training camp settings.

As the pre-season begins, all teams have a maximum roster
size of 80 players. Before the regular season starts, the roster
must be cur down to the regular season limit of 53 players.

Play games.
A player need not accept an offer. Once all offers are
evaluated and decisions made, all teams are notified which P
ost-Season Playofis
offers have been accepted and which have been rejected. If y
any of the accepted offers are from a player whose current Next step to the ring.

team has rights of first refusal then the team has the option
of matching the offer at this point. If the offer goes
unmatched then the new team may sign the player. If the
offer is matched the current team retains the player.

League Championship Game

May the best team win.

After all offers have been handled, the League Commissioner

has the option of performing another run-through the Awards
signing process or ending the Free Agency signings. If the
commissioner stops the process the league goes on to the
draft. Any Free Agents not signed when the draft begins are
automatically placed on waivers and become members of the
Free Agent Pool.

Recognition for a great year to those deserving,




End-of-Season Activities

At the end of each season Football Pro ‘99 updates the status of
all roster players. This includes healing all players, retiring
players, advancing player ages and determining the free agency
status of all players. Any player on Injured Reserve will be
placed on the team’s roster before the new season begins.

Creating a League

Leagues can consist of 8, 10, 16, 20, 24 or 30 teams.
Football Pro '99 will organize them automatically into
conferences as cvenly-sized as possible. Teams are divided
into a maximum of two equal-sized conferences, with two or
three divisions in each conference. Divisions can have no
fewer than four teams and no more than six.

Football Pro "99 includes a League Creation Wizard to assist
you in forming your own league. To start the process, go to
your Universal Toolbar, click on Leagues, then League
Commissioner, then Create New League. This starts the
League Creation Wizard, which takes you through the
creation process step by step.

The first screen asks you to:

Naine your league. You can choose any league name that isn't
already taken. Picking a league name that is already raken will
overwrite existing league data.

Indicate whether your league is to extst online, or on a ss'ngff
computer.

Pick & starting year for the league.

Pick i name for your leagues Championship Trophy.

The second screen asks you to:
Decide on the number of teams that will comprise your league.

Show whether the leagues participants want to start with
default team rosters supplied by the computer, or build each
teams roster themselves from the ground up.

The third screen asks you to:
Name your leagues conferences and divisions,

Select a team for replacement or add to the league.

The fourth screen asks you to make some decisions about the
way your league will operare:

Deo you wish to use the basic free agency system, or the advanced
[free agency system? (In basic mode the computer will figure
everything for you.)

Do you want to enable the full Financial Model, enable a
simplified version, or disable it altogether?

Do you want to keep all weekly statistics as the season progresses,
or keep only statistics relating to the most recent game played
plus season-io-date statistics?

Do you want to ke’ep previous season statistics for veview?
Do you want to automatically retive players after a specified

number of years? If so, how many years do you want to
constitute a career in your league?

The fifth screen asks you to:

Set league ground rules concerning fasigue, injuries, fumbles,
interceptions, and penalties.

Decide whether you want to use the 40-second play clock
(vequiring gamers to run plays within 40 seconds or else suffer a

delay-of-game penaley).




Choose the length of the quarters your teams will play. Quarters

can be 3, 10 or 15 minutes long.

Set the level of gume difficulty you wish: rookie, veteran or all-
pro.

After the fifth screen, the League Creation Wizard will show
a synopsis of the information you've entered and ask you to
approve it.

Duties & Powers of the League Commissioner

League Commissioner duties include managing the settings
for the league if he wishes to change the league settings after
its creation. If the league is Online, the Commissioner
updates and manages the transfer of league files between
other players in the league and the commissioner’s system.

Changing League Settings

You can use this function to view the league wide options.
However, most of the options cannot be changed until after
the season has ended and before the new season begins.
Additionally, you'll find that the Financial Options are
defaulted to OFE To turn them on you'll need to either
create a new season or change the options after the end of
the season. By the way, these options mirror many of the
options found the League Creation Wizard.

League Finance Reporis

You can use this screen only if the league has the Financial
Options turned ON. Along the top of the screen you'll find
a financial overview of all league teams. The lower portion
gives salary averages for each player in the league. Columns
such as Average Salary of the 5 and 10 highest paid players
are especially useful when negotiating with Free Agents.

League Finance Settings

This screen allows a League Commissioner
to make “global” changes to league
financial sertings. The League
Commissioner can adjust:

The salary cap, or the maximum salary a

team owner is permitted to pay out.

Revenue sharing, or the amount of
broadcast and licensing income each team
receives. The League Commissioner can
decide whether this is a flat dollar amount
— or a percentage of revenue, which may rise or fall depending
on the success of the league.

Deductions from team gross revenues for overheadfoperating
expenses.

Non-commissioners may consult the Financial Settings
screen to see how the Commissioner has set these values and
may also view other league financial data: low and high
salaries, average ticket and concession prices, etc, This dara
may be informative as you plot financial stracegy for your
OWN team,




ADVANCED LEAGUE TEAM MANAGEMENT

Team Roster Management

As noted above in the Teams Button Functionality Guide,
the Team Roster screen displays che entire roster. or selected
portions, for the team you're controlling. You can choose to
view offensive players only, defensive players only, special
teams, or the injured list,

The Team Roster Screen’s Overall Rating burron displays the
weighted numerical performance rating for cach player on
your roster. Football Pro ‘99 recalculates this rating every
time you request it, so recent game performance can affect
ratings.

You'll perform all your roster management rasks on this
screen, including signing Free Agents and trading or releasing
players.

Using the Current Team Control on the Universal Toolbar to
select another team will pur a different roster in the Team
Roster Screen. This way you can check out an opponent’s
lineup.

Propose trades
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ADVANCED MANAGEMENT

Roster Limits

Although Football Pro ‘99 will allow you to exceed the roster
limits, there are some limitations to the number of players
allowed to play a game. During the prescason, a team may
have up to 80 players on its roster. During the regular
season, a team is limited to 53 players on the roster. Of these
players, only 45 of them can be Active ar any time. The
number of Active players is shown at the bottom of the
team’s roster screen. You can change the Active/Inactive
status of a player by clicking on the current status of the
player. This will toggle the player from Active to Inactive or
vice versa. If a ream has less than 42 or more than 52 Active
players, the team will be unable to participate in any games.

In addition to the total number of players, Football Pro 99
imposes some requirements on the minimum number of
players of each position that is active. A team must have:

2 Quarcerbacks

3 Runningbacks (Halfbacks and Fullbacks)

5 Receivers (Wide Receivers and Tight Ends)

6 Offensive Linemen (Centers, Guards and Tackles)
5 Defensive Linemen (Defensive Tackles and Defensive Ends)
5 Linebackers

7 Defensive Backs (Cornerbacks and Safeties)

1 Kicker

I Punter

1 Kick Returner

1 Punt Returner

Specifying Kick and Punt Returners

On the Team Roster screen, vou can view by Special Teams.
If you then switch to Kick or Punt Returner you may select a
player and then set that player to be the returner for the view
selected.

Player Attributes

This section tells you how to assess player attribures, how
salaries are figured, and how to deal for a p]a}'er’s services.

Every player in Football Pro ‘99 is defined by a ser of values.
Some are obvious, like his name and age. Some are more
subtle, like agility ratings, team loyalty and playmaking ability.

Fach player’s attributes are displayed on his Atrribute Screen,
one of the Team Roster Player Screens. Football Pro ‘99% long
list of player attributes virtually assures that no two players

you meet will act the same.

Every player on a team reccives a salary based on their
position, performance and attributes.

Team Coaching

This screen is where you can select playbooks, create plays
and prepare strategy for upcoming games.

Coaching duties during games include play calling, time-out
calling and substitutions. You can choose to coach your team
yourself or have the computer do it

Play Editor

The Feotball Pro 99 Play Editor is the tool you use to create
and store plays.

When you start playing Foetball Pro ‘99 you'll find a number
of preloaded plays at your disposal. As you get more adept at
the game, you may want to build your own — to test your
own strategies or catch an opponent off-guard.

Instructions for the Play Editor are found a little further on.

Players

Football Pro ‘99 comes loaded with NEARLY 1,700 NFL
player profiles. Theyre real, authentic players, and cheir
statistics are accurate to the start of che 1998 season.

Eventually, players age and retire — as they do in real life.
With each season the player pool would shrink — were it
not for the fact that football Pro ‘99 creates new players for
you to draft.

ADVANCED MANAGEMENT




ADVANCED MANAGEMENT

Note:

In league situations the free
agency systent 1works hand in
hand with the Financial

Meadel to balance out teams.

Note:

You can have a Franchise
Player or a Transition Player

on your roster, but not both.

With retirements and new playe'r creation, over time, your
roster will become a unique mix of real and fictional players.

LPlayer Free Agency Status

If your league is using the Advanced Free Agency System,
every player will have a free agency status. Consequently,
every player in Football Pro 99 will fall into one of six
categories.

Unvestricted Free Agent

An unrestricted Free Agent is not employed and is available
to yoii, He is not under contract with his current team and is
free to negotiate and sign with any team. If he switches
teams, his former team is duc no compensation or right of
first refusal.

Unrestricted Free Agent: Franchise Player

A Franchise Player is a Free Agent who remains employed
and bound to his current team. Each team can designate just
one player as its Franchise Player. The player is free to
negotiate with and examine offers from other teams, bur if
the player reaches a deal his current team has the right to
martch it and retain him, If his current team chooses not to
match the new offer and loses its Franchise Player, it receives
two picks in the upcoming draft as compensation.

Unrestricted Free Agent: Transition Player

A Transition Player is a Free Agent who is also bound to his
current team. A team can designate one potential free agent
on its roster as a “transitional” player. The player is free to
negotiate with and examine offers from other teams. But if
the player reaches a deal with another team, his current team
has the right to match it and keep him.

Restricied Free Agent

A restricted Free Agent is employed by a team but not under
contract. He may be shopping for a new team, bur his
current team retains some rights. If the player agrees to a
contract with a new team, the current team has the right to
match the offer and keep the player — or lose the player
with no compensation.

Signed ¢ Under Contract

Unless he's signed and under contract to you, you can admire
him. but you can’t have him.

Waived

When a player is “waived” from a team, that team is giving
up its contractual right to that player. A waived player has
been released and is available, In the NFL there is a
procedure to releasing a player, who then “clears waivers”
once the procedure is complete. In Football Pro 99, however,
a player who is “waived” is release and is available for signing
by any team immediately.

Making Offers

You offer a proposed salary; signing bonus; and a contract of
one, two, three or four years.

You need not offer a player exactly what he’s asking. When
trying to sign a player after the scason has started, for
example, lower offers grow more attractive as time goes by.

A signing bonus can make a longer contract more attractive
to a player. Bonuses are amounts of cash that go to a player
at once.

Competing for Talent

In a league environment a player may be sought after by
more than one team. If so, all interested teams submit offers
at once and the player analyzes all the offers before him.
How this process works depends on the time of year.

Franchise Players, Transition Players and Restricted Free
Agents give their own teams the right of first refusal. If a
player strikes a deal with a new team, his current team has
the right to match it and retain his services.

Player Negotiations

You negotiate directly with players to reach contract
agreements. While salaries and concract lengths are
negotiable, you still need to abide by a salary cap set by the
League Commissioner.

: A
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You can negotiate deals for players at any point in your
season, especially if injuries or trades create holes in your
roster and require you to turn to the Free Agency Pool. Most
contract negotiations, however, take place during the Free
Agency signing period before the pre-season.

All player negotiations and signings occur in the Player
Negotiation Dialog. This screen will appear when you
attempt to sign a Free Agent.

The Player Negotiation Dialog includes three financial detail
sections. The first shows the player’s current deal, if any. The
second shows the player’s most recent new offer. The third
displays his counteroffer.

The first scction of the Player Negotiation Dialog shows the
player’s current deal and whether he has a Franchise or
Transition designation. You are allowed only one of the two
on your team — not both. If no player of yours already has a
Franchise or Transition Player designation, you can assign
one at this point. -

If you do this, a tender offer from your team is automatically
entered in the second section of the Player Negotiation
Dialog, which always displays the most recent offer the
player has received. The automatic tender offer to a
designated Franchise Player is 120% of his base salary for the
previous year or the average of the five highest prior-year
salaries for players at his position — whichever is higher. The
automatic tender offer to a designated Transition Player is
120% of his base salary for the previous year or the average
of the ten highest prior-year salaries for players at his
position — whichever is higher.

The third section of the Player Negotiation Dialog shows any
counter offer the player may make in response to his latest
salary offer. The players response is determined by his
attitude attribute and the number of championship teams
he’s played with.

Roster and Free Agent Pool Limits

If a team has too many players, it is not allowed to sign more
until spots open up on the roster. Additionally, the Free

Agent Pool always has at least five players available in each
position.

Player Draft

The annual draft is when newly created players are
introduced to the teams. Team’s draft players unul 7 rounds
have passed. Undrafted players are deposited in the Free
Agent pool.

Trades

You can trade players with other teams, whether or not you
are playing in an online league. If you arent, you can trade
with teams controlled by the computer. They or you can
propose trades.

Retiring Players

It happens in the NFL, and it happens here too. Injuries and
aging are the major factors that determine whether a player is
prime for calling it quits. A majority of the retirements will
occur with players who are in the Free Agent Pool. Any
player in the Free Agent Pool 40 years old, or older, will
automatically retire.

Football Pro 99 includes a complete Financial Model that

accurately depicts the financial side of modern team sports.

The Financial Model gives you the added challenge of
negotiating personnel salaries and managing other expenses,
setting ticket prices and maximizing other revenues, and
trying to make money in the bargain.

Your decisions will affect team performance and attract or
repel fan support. You can spend big to land a superstar free
agent, for example, but you might then have to raise ticket
prices to cover his paycheck...which could drive attendance
dewn...which could actually lower your gate receipts.

ADVANGED MANAGEMENT




Sure, it’s a challenge. That's why NFL general managers
always have that dazed look.

To enable the Financial Model, create a new league using the
Financial settings you desire.

Team Revenues

Your team takes in money in the following ways. (This isn't
profit, remember, just revenue. Like your paycheck before
you cover the grocery bill.)

Gate Receipts

(Gate receipts are revenues from home game ticker sales.
Receipts are figured from the average ricker price and the
number of fans who attend the game. The lower the price,
the more takers you'll have — but, remember — each is
paying less.

Teams depend heavily on gare receipts. Attendance is affected
by a number of factors:

Season windloss vecord

Prior popularity

Prior championships

Ticket prices and their relationship to league average prices (if°
youre dramatically higher than the leagne average, your fans
will start to ask wihy)

Superstar players on your roster

You sell two types of tickets — general seating and luxury
box tickets. 10% of your available seats are luxury box seats.

To set ticker prices click on General Manager and select
Financial Settings, then set ticket prices.

Concessions

This revenue comes from food and beverage sales at your
games. Again, the lower you set the price of a meal at your
stadium, the more you'll sell, but the smaller your profit
margin. I[t's up to you to find the best price.

To set concession prices click on General Manager, select
Financial Seteings. then set Concession prices.

Broadeast and Licensing Income

This revenue is from TV interests and league-wide licensing
contraces, This money is shared equally with all teams and
you don really have to do anything to earn it except show
up. If you're in an online league, the amount to be shared is
determined by the League Commissioner.

Team Expenses
Player Compensation

The total amount paid to your players. You can affect this
figure by trading, negotiating, opting for high-priced or
bargain talent, ctc.

Gate Receipt Sharing

A portion of your revenue at home games is automatically
shared with the visiting team. If you're in a league, the
amount is determined by the League Commissioner.

Overbead

A percentage of your revenue is spent automatically to cover
overhead expenses. This expense doesn't affect the quality of
team play.

Effect of Financial Decisions

The best way to make money is to win football games. A
popular, successful team has a more loyal fan base which is
less apt to be turned off by higher ticket prices.

If this isn't turning out to be your season but you still want
to try to make money, you can help compensate for subpar
performance an the field by cutting ticket and concession
prices. Your financial decisions can add success. If you sign
expensive talent to improve your team’s record, however, you
may have to raise revenues — and risk angering fans used to
cheap entertainment. You'll feel like a real NFL GM in no
time.




You can assess your team’s financial performance by clicking

to General Manager.
Bankruptey

If your team runs out of operating funds, you will
automatically reccive a loan so you can continue operating.
You're responsible for paying this loan back with interest on a
weekly basis, The cost of the loan is added ro your overhead.

The Football Pro 99 Play Editor is the tool you use to creare
and store plays. The Play Editor has been changed and
improved for this edition of Footbal! Pro ‘99,

The Play Editor divides stored plays into offensive and
defensive plays.

Dffensive Plays

Offensive plays are organized in the Play Editor according to
four characteristics you assign:

Formation Whats the basic formation of the play,
minus shifis or motions?
Lass/Run Is it a passing play or a running play?
Down What down do you generally call the play?
Distance How much yardage is the play designed to gain?

Defensive Plays

Defensive plays are classified in the Play Editor using three
characteristics you specify:

Formation Whats the basic formation of the play?
FPass Coverage Man-to-man, zone, or combination?
Blitz Real, fake, or none?

Playhooks

If you're not using the default Playbooks provided, you'll
need to use the Play Editor to create Playbooks. Before a

game begins, each ream must designate offensive and
defensive Playbooks for the entire game.

Your Playbook can consist of up to 64 offensive plays and 32
defensive plays. To simplify things, plays within a Playbook
are listed first by formation, and then in the order you
created them.

Profiles

Think of Profiles as instructions for the computer on how to
coach your team when playing a game in simulation. Click
on Profiles and build your team as you see fit, the computer
will play the game accordingly in simulation or while you
watch. More information on building a coaching Profile is
provided in the upcoming Tutorial.

External Play Editor

You have an external Play Editor which you can use without
having ro load and use the rest of Football Pro ‘99,

The external Play Editor works just like the in-game Play
Editor. You can create players to be imported into existing
leagues, modify existing players, and create or modify players
fora League Draft. To get to the external play editor, click
on its icon in the Start menu under Programs, Sierra Sports.
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AROUND THE LEAGUE:

To let your friends in on the action you're now digging into,
league functionality is fully integrated into Foorball Pro 99,

You can organize a league of as few as four teams or as many
as 30; you can play league games on one computer or, with
online connectivity, over distance. You can stage a preseason,
a regular season, playoffs and a championship game. football
Pro ‘99 even lets you customize league rules and expand the
league between seasons.

This section covers league setup, the powers of the Leagne
Commissioner, multi-player functionality issues, and team
management issues such as online trades that come up in a
league context.

Most of the functionality discussed here relates to the League
and Online buttons on your Universal Toolbar, We'll start by
running down the screens and functions each button
summons, So if you're looking at a particular button and
want to know what it does, start here. If you have a
particular task in mind instead and want to know how ro
proceed, skip ahead to browse the section headings.

~ LEAGUE BUTTON FUNCTIONA

When you click on League on your Universal Toolbar, you'll
get the opportunity to view — and, if you happen to be the
League Commissioner, change data and rules relating to the
league currently displayed in the Current League Control
window on your Universal Toalbar’s lefr side.

The default league you start with'is called NFL. It’s a replica
of the NEL as it exisred at the starr of the 1998-99 season.

under




The Online button on your Universal Toolbar connects you
with other gamers in your league using the Internet. This is
where you go to play league games or keep your league files
current. From your Universal Toolbar, click on Online and

you'll see these two following aptions.

Update League Files

If you are not the League Commissioner, this button brings
your league files up to date with the “latest and greatest”
version as prepared by the commissioner. The League
Commissioner can post updates files on an FTP site on the
Web, or make them available via e-mail. Clicking here brings
up a dialog box that asks you how you want to synchronize
your files,

Online Exhibition Game

You can play “ofl-the-books”™ exhibition games in a
league/online environment, just like the game described in
this manual under Take the Field: Getting Started.

When you click here, you'll get a dialog box asking whether
you want to Create Game (initiate a new exhibition game) or
Find Game (join a game created by another league
participant in another location).

Online League Games

To play Online League Games you must use the League
Schedule Screen. When you play, you will be given an
option;: play Locally or play Online. If you select Online, the
game will connect using a method of your choosing.

League Security

League Security requires team controllers to log in with a
password. If somecone enters an incorrect password three

times, the system will treat that person as a guest. Guests
cannot view secure information or change team or league
parameters.

The League Commissioner’s password permits him or her to
change all team information and make other league-wide
changes.

Updating League Files

In even a moderate-sized online league, numerous games
may be played away from you're particular computer.
Records improve, statistics change, and the state of the
league evolves. In this area, Football Pro '99 synchronizes
your league records with those online to insure that you're
kept current.

There are two basic ways to update your computer’s league

files:

If your Leaguc Commissioner maintains an FTP (File Transfer
Protocol) site on a World Wide Web server, you can use this
screen to instruct Football Pro 99 vo “TRANSFER FILES VIA
FTR" If you are a League Commissioner and you wish to
maintain such a resource yourself, contact your Internet service
provider (ISP). Sierra Sports does not offer online FTT

resources to Football Pro ‘99 users at this time.




AROUND THE LEAGUE

You can opt to transfer files via e-mail to or from the League
Commissioner by clicking on Transfer Files via E-mail and
following the instructions.

In either case Football Pro ‘99 will access the Interner via your
modem without needing to launch your computer’s Web
browser or e-mail facility.

A League Commissioner who updates his or her league files
will see league activity (trades, free agency disputes, etc.)
reported on this screen via dialog boxes.

Update League Settings

Here, the commissioner can change some of the settings in
the league.

Remote League Management

The Remote League Manager allows the league to be
updated across Interner email and FTP. View the README
file in your Football Pro ‘99 directory for more information
on how to setup and use the Remote League Manager.

Mulii-player Connectivity

Unless you're visiting the Sierra Sports Web site, Football Pro
99 gocs online withour using your computer’s Web browser
and supports two controllers in a multi-player game. In
addition, Feotball Pro ‘99 supports up to two computers
connected via Direct Play™,

Multi-player Action on One Computer

Mulci-player games on a one computer can be started as
Exhibition Games or through the League Schedule.

Ar the Controller Selection Screen the game will be classified
as multi-player if one controller is assigned to one team, and
another controller assigned to the other team.

After selecting controllers, move the control left or right to
select Coach only, Coach and Play, or Play only.

When the game begins, each controller on a team is assigned
a player. When you're playing offense, Player One on each
team is assigned the quarterback position. Other people
controlling the same team are assigned players ar random,
but may change at any time as long as their new choice isn’t
already under the control of someone else.

In all other respects, multi-player games on a single
computer work identically to single-player games. If the
game is an exhibition game, team selections can be changed;
if it’s a league game, they can’t.
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SAVING IT FOR POSTERITY: UNFINISHED GAMES & GAME VIDEDS

The NFL has its official film unit — and we have ours.
Virtually everything cthat happens on a Fostball Pro 99 playing
field is recorded.

Footbal! Pro '99 gives you the option of stopping a game at any
point, storing it in the computer, then returning to it later and
completing play. You can also view video records of old games:
yours...or those of upcoming opponents.

To halt and save a game in progress that you wish to
complete later, save and quit from the Game Option menu.
You can now Exit Football Pro ‘99 and your unfinished game
will be saved.

To return to an unfinished game, launch Fostball Pro 99.
On the Universal Toolbar, click on Load Game. You will get
two clickable options: Load Saved Game and Load VCR
Tape. Click on Load Saved Game. A dialog box will appear

offering a list of saved games. Use your mouse to highlight
the game you wish to continue and click to load. Play will
automatically pick up where you left off.

In an online league, you can also restart saved games by
clicking on League from the Universal Toolbar, clicking on
League Schedule to display the status of all league contests;
and then clicking on the game you want to reopen.




To view video records of completed games, go to the
Universal Toolbar and click on Load Game. From the next set
of options, click on Load VCR Tape. A dialog box will appear
offering a list of completed contests available for video review.
Use your mouse to select the game you wish to view,

If you are participating in an online league, updating league
files will download videos of games played elsewhere onto
your hard drive. This way. you can preview strategies used by
oppenents you haven’t yet played.

TEAM MANAGEMENT TUTORIALS

Changing Rating Weighis

Raring Weights are the values that are used by each team to
calculate the Overall Rating of a player in the specified
position. Depending on how the rating weights value the
ateributes, a player may be good at one position or another.
Each ream has their own set of rating weights, so each team can
value different aspects of a position in the way thar besr suits
the team.

To view the rating weights for your team, first make sure that
the team is the current active ream. Change to the Rating
Weights Screen by clicking on Team and then Coaching from
the Universal Toolbar.

The screen will show the rating weights for a particular
position, by default the position is quarterback. You can change
the position using the selector in the upper portion of the
screen. Select the position you wish, to change, for example

Halfback. -

The values shown are what the Al is currently using when
valuing players. The values can be set from 0 to 9, with 0
being “don't use in calculation” and 9 being “very important in
calculation.” Click in a field to change the weight in that
rating. Notice at the botrom of the screen that as the weights
change the values for the sample player also change. If at any
time you wish to undo the changes, click the “Restore” button,
To save the changes click the “Save” button.

Changing the Team Template

The template is used in conjunction with the rating weights to
build a team. If the rating weights describe how to judge the
quality of materials, the template is what material to use. In
addition the remplate also knows when the quality of players at
a position is sub-par so that the computer manager will replace
the players through draft or trade.
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Go to the Team Template Screen. Click on Team and then select
Coaching from the Universal Toolbar. In the upper right hand
corner select Team Template.

When you enter this screen, the current team template will be
shown. The right hand side of the screen is for navigating
through other team templates on your system. The left hand side
of the screen shows the details about the currently loaded team
template.

For this we will create a new team template. Click on “New
Template” at the bottom of the right hand side. This will clear all
of-the existing values. At the top of the screen give the new
l:cmplat(: a short name and a file name. Then click the save
button. Now we can set the values in the template. On the left
hand side there is a Threshold column next ta each position name,
on the other side of the position name there is a list of zeroes.

The threshold value is how the computer manager knows thar the
current players are not what are needed for the ream. As the value
for the position falls below the threshold the computer manager
will attempt to acquire better players for that position. The depth
slot values show how important the player of a given position and
depth slot is to the overall make-up of the team. All values on this
screen can be set between 0 and 99. An item with a value of 99 is
more important to the team than a player with a value of 95. In
addition a depth slot with a value of 0 is not important to the
team at all.

Once all the items have been set, click on the “Save” button again.
In addition to creating this blueprint for the team, you can also
designate a set of coaching profiles and playbooks to be used with
this template. Finally click on the “Set Template As Default”
button. This will make this the template used by your team when
the computer is managing.

Making a Running Play

Click on the “File” button {upper right of screen).
Select “New Play” from the list.

Selecr Offense.

Select “Run” from the Play Type list.

|,

Select “I-Form” from the Formation list.

Selecr 1st from the Down list.

Select Medium from the Situation list.

Enter a short description of the play (Ex: HB Sweep Right).
Click “OK”.

Click on the QB.

Click on the “Add Rule” button (lower right of screen).

Select “Wait for snap” from the list.

Click on “Add Rule” again.

Select “Handoft™.

Select “Handoff to TIB” from the Handoff To list.

Select “Next Spot” from the Handoff At list.,

Position the mouse ro the right of the QB at the place you
want the handoff to occur and click on it. This creares
Sport #2 for the HB. A path is created for the HB to move
to that spot and take the ball,

Right-click on the HB's 2nd spot (that was just created).
Select Drag New Spot.
Place HB Spot #3 about 5 yards past the TE and a yard
or 2 behind the line of scrimmage. This creates a path that
causes the HB to run ourtside.
Select HB Spot #3.
Click on “Add Rule”.
Select “Run the ball!” from the list. This causes the HB
to run up field.

Right-click on the FB.

Select Drag New Spot.

Place FB Spot #2 just outside and upfield of HB Spot #3.
Click on FB Spot #2.

Click on “Add Rule”.

Select “Run Block” from the list.

Select “Block nearest defender” from the Run Block list.
Select “Block Style: Out” from the Block In/Out.

Select “Rest of Play” from the Block For list,

Select Any Offensive Lineman.

Look at the “Rules List” {above the Add Rule button). Since
this is a run play, all OLs are set to Run Block - Standard.
For most of them, this is fine, but we want one of the guards
to Pull.

Select the WG (the guard opposite the TE's side).

i e
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Select “Run Block” from the list.

Select “Block along path” from the Run Block list.

Place WG Spot #2 on the line of scrimmage in front of HB
Spot #3. This causes the WG to pull to the strong (TE) side
and block for the HB.

Select the TE.

Click on “Add Rule”.

Select “Run Block” from the list.

Select “Standard” from the Run Block List.

Select “Block Style: Ourt” from the Block Ourt/In list.

Select “Rest of Play” from the Block For list,

Right-click on either WR.

Select Drag New Spot.

Place Spot #2 upfield somewhere. This creates a dummy pass
route that may keep the CB (or other defender) busy.

Repeat for the other WR.

Making a Passing Play

Click on the “File” button (upper right of screen).

Select “New Play” from the list.

Selecr Offense.

Select “Pass” from the Play Type list.

Select “Pro” from the Formation list.

Select “3rd” from the Down list.

Selecr Short from the Situation list.

Enter a short description of the play (Ex: X Post, TE Out, FB Flac).
Click “OK”.

Click on the QB.

Click on the “Add Rule” button (lower right of screen).

Select “Wait for snap” from the list. )

Click on “Add Rule” again.

Select “Drop back to Pass”.

Select Read #1 from the QB Read list.

Selecr “X”.

Select Read #2.

Select “TE/Z.

Select Read #3.

Select “FB”

Select “OK”. The QB will now read in the order of X receiver,
then TE, then FB.

Righe-click on the X receiver.

Select Drag New Spor.

Position the mouse about 10 yards straight upfield from

the X and click. This places the X's Spot #2 at the position.

Select X Spot #2.

Click on “Add Rule”.

Select “Look for pass” from the list.

Right-click on X Spot #2.

Select Drag New Spot.

Position mouse about 20 yards upficld from Spot #2 in the
middle of the field.

Click on the TE.

Click on “Add Rule”.

Select “Pass Block”.

Select “Fake block, then” from the Pass Block list.

Right-click on the TE.

Select Drag New Spot.

Place TE Spot #2 about 5 yards directly upfield from the TE.

Click on TE Spot #2.

Click on “Add Rule”.

Select “Look for pass” from the list.

Right-click on TE Spot #2.

Select “Drag New Spot”.

Place TE Spot #3 parallel with Spot #2, but about 5 yards
from the right sideline.

Right-click on the FB.

Select Drag New Spot.

Place FB Spot #2 about 5 yards to the left of the WT
and 2 yards behind the line of scrimmage.

Click on FB Spot #2.

Click on “Add Rule”.

Select “Look for pass” from the list,

Right-click on the HB.

Place HB Spot #2 half way between HB Spor #1
and TE Spot #1.

Click on HB Spot #2.

Select Pass Block from the list.

Select “Standard” from the Pass Block list.

Select “Rest of play” from the Block For list,




Selecr the Y receiver.

Click on “Add Rule”.

Select “Look for pass” from the list.

Right-click on the Y receiver.

Select Drag New Spot.

Place Y Spot #2 about 25 yards straight upfield.
This is a decoy route that they QB does not read.

Select Any Offensive Lineman.

Look at the “Rules List” {above the Add Rule button). Since
this is a pass play, all OLs are set to Pass Block - Standard.
No further rules are needed for these players.

Making a Defensive Play

Click on the “File” button,

Select “New Play”.

Selecr “Defense”.

Select “Zone” from the Play Type list.

Selecr “4-3" from the Formation list.

Select “2nd” from the Down list.

Selecr “Medium” from the Situation list,

Enter a short description of the play (Ex: Zone Blitz).
Click on *OK”.

Click on “Set Zone Pattern” (upper right of screen).
Select “2 deep 4 shallow”.

Click on the LDE.
Click on the “Add Rule” button (lower right of screen).
Select “Rush Aggressively” from the list.

Click on the LDT.
Click on “Add Rule”.
Sclect “Rush Aggressively”.

Click on the RDE.

Select “Control Gap” from the list.

Click on the RDT.

Click on the “Use linebacker rules” radio button.
This allows the DT to drop back into coverage.

Click on the “Pass” button.

Click on “Add Rule”.

Selecr “Cover zone” from the list.

Select “S Hook” from the Choose Zone list.
Select “If flooded, take deep man” from the Flood Rules list.
Select “No” from the Lineup on Man list.
Select “No” from the Never Double list.
Select “No” from the Never Leave Zone list.
Click on “Flow to”.

Right-click on the RD'T.

Select Drag New Spor.

Place the Spot near the line of scrimmage.
Click on “Flow away”.

Right-click on the RDT.

Select Drag New Sport,

Place the spot near the middle of the field.

Click on the RLB.

Click on the “Pass” button.

Click on “Add Rule”.

Select “Cover zone” from the list.

Select “W Hook” from the Choose Zone list.
Select “If flooded. take deep man” from the Flood Rules list.
Select “No” from the Lineup on Man list.
Select “No” from the Never Double list.
Select “No” from the Never Leave Zone list.
Click on “Flow to”.

Right-click on the RLB.

Select Drag New Spot.

Place the Spot near the line of scrimmage.
Click on “Flow away”.

Right-click on the RLB.

Select Drag New Spot.

Place the spor near the line of scrimmage on the opposite side.

Click on the FS.

Click on the “Pass” butcon.

Click on “Add Rule”

Select “Cover zone” from the list,

Select “Deep Left” from the Choose Zone list.
Select “If flooded, take deep man” from the Flood Rules list.
Selecr “No” from the Lineup on Man list.
Select “No” from the Never Double list.

Select “No” from the Never Leave Zone list.
Click on “Flow to”,

Right-click on the I'S.

Select Drag New Spot.




Place the Spot near the line of scrimmage.

Click on “Flow away”.

Right-click on the FS.

Select Drag New Spot.

Place the spot near the middle of the field, about 20 yards deep.

Click on the SS.

Click on the “Pass” button.

Click on “Add Rule”

Select “Cover zone” from the list.

Select “Deep Right” from the Choose Zone list.

Select “If flooded, take deep man” from the Flood Rules list.

Select “No” from the Lineup on Man list.

Select “No” from the Never Double list.

Select “Neo” from the Never Leave Zone list.

Click on “Flow to”.

Right-click on the SS.

Select Drag New Spot.

Place the Spot near the line of scrimmage.

Click on “Flow away”.

Right-click on the SS.

Select Drag New Spot.

Place the spot near the middle of the field, abour 20 yards
downfield.

Click on the RCB.

Click on the “Pass” button.

Click on “Add Rule”.

Select “Cover #1 receiver” from the list,

Select “Yes” from the Bump and Run list.
Select “None” from the Vertical Shading list.
Select “None” from the Horizontal Shading list.
Click on “Flow to”.

Right-click on the RCB.

Select Drag New Spot.

Place the Spot near the line of scrimmage.
Click on “Flow away”.

Right-click on the RCB.

Select Drag New Spot.

Place the spot on the far side of the field, about 10 yards deep.

Click on the LCB.
Click on the “Pass” button.

Click on “Add Rule”.

Select “Cover #1 receiver” from the list.

Select “Yes” from the Bump and Run list.
Select “None” from the Vertical Shading list.
Select “None” from the Horizontal Shading list.
Click on “Flow to”.

Right-click on the LCB.

Select Drag New Spot.

Place the Spot near the line of scrimmage.
Click on “Flow away”.

Righr—click on the LCB.

Select Drag New Spot.

Place the spot on the far side of the field, about 10 yards deep.

Click on the MLB.
Click on “Start”.

Click on “Add Rule”.
Select Blitz.

Click on “Flow to”.
Right-click on the MLB.
Select Drag New Spot.
Place the Spot near the line of scrimmage.
Click on “Flow away”.
Right-click on the MLB.
Select Drag New Spot.

Place the spot near the line of scrimmage, on the opposite side.

Click on the LLB.
Click on “Srart”.

Click on “Add Rule”.
Select Blitz.

Click on “Flow to”.
Right-click on the LLB.
Select Drag New Spot.
Place the Spot near the line of scrimmage.
Click on “Flow away”.
Right-click on the LLB.
Select Drag New Spot.

Place the spot near the line of scrimmage, on the opposite side.

Editing a Formation

Click on the “File” button.
Select Edit Formations.
Select “Offense”.

Select “Pro” from the Formation list.
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Click on the TE.

Click on the “Change button”. The substitution menu appears.

Select WR3 from the list of available players.

Click on “Make Substitution”. The substitution menu closes.

Click on the FB.

Substitute WR4 in for the FB.

Click and hold on WR4.

Place him between WR 3 and the Y receiver about 1 yard
behind the line of scrimmage.

Click and hold on WR3.

Place him about a yard away from the rackle.

Click and hold on the HB.

Place him about 2 yards directly behind the QB.

Click on “File”.

Select “Save As”.

Save the formation as “4 Wide Flood”,

Click the “Exit” button.

Making/Editing a Playbook

From the Play Ediror...
Click on the “Playbook Editor” button (upper right of screen).
The Playbock Editor screen appears.
Click on the “New Playbook” button {lower right of screen).
Enter a name for the new playbook.
Click on “OK”. The new playbook is displayed.
It contains the minimum number of plays a playbook needs
(a FG, a run, a pass, erc...).

To Add a play to the playbook:

Click on the name of the current formation
(upper left of screen).

Select the “1” formation. The I-form plays that are currently
in the playbook are listed on the right of the screen and the
[-form plays that are available are listed on the left.

Click on “HB Sweep Right” in the list of available plays.

Click on “Add to playbook”. The play is added to the playbook

and becomes grayed out on the list of available plays.

To Remove a play from the playbook:

Click on “HB Sweep Right” in the list of plays in the
current playbook.

Click on “Remove play”. The play is removed from the
playbook and becomes available on the list of available plays.

B —

To Add a play as an audible:

Click On “HB Sweep Right” in EITHER the playbook list
or the list of available plays.

Click on “Add to Audibles”. The play is added to the audibles
list without affecting the other lists.

The Coaching Profile allows you to specify the kinds of plays
the computer Al should use in various situations when you are
simulating games, or when you are using the Play Only mode.
(The Profile also recommends plays when you are coaching.)
Football Pro recognizes 3,920 different situations that can
occur in a half game of football, based on the time remaining
in the half, the down and yards to go, your field position and
the difference between your score and your opponent's. In each
situation, you can recommend up to three types of plays to be
used. '

The top portion of the screen contains information abour the
current profile and situation, and a variety of command
buttons. Below this is a group of radio buttons that allow you
to specify the situation. Each group of radio buttons includes
an “Any” button, which allows vou to modify several situations
at once. (For example, if in most 4th and long situations you
will want to punt, you could select Any for minutes in half,
field position, and point spread, then assign a 100 percent
weighting to Punt Kick Long. You might then go back to
certain exceptions, such as 4ch and long inside the defenses’s 5
yard line, to change the plays used in that situation.)

In the bottom right corner of the screen is a list of the three
play types specified for the current situation and the weighting
for each. Play types are a combination of a formation, such as
Slot or Pro, a play type (either Run, Pass, ar Kick), and a
desired yardage. This last is the expected result of the play. To
change any of the three plays listed, click on the play you want
to change, then click on the radio buttons in the left half of the
bottom of the screen. To change the weighting of the play, click
on the up and down arrows next to the play listed. As you add
or subtract from the weight, the percentage chance of calling
that play in the given situation will change. (Note that you can
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list the same play multiple times; you may also set the
weighting for a play type to 0, insuring thac play will nor be i :
called.} Two check boxes at the bottom of this area allow you to T‘_’ exit Football Pro 99, go 10 the Universal Toolbar and
indicate that you want to try to stop the clock or that your click on the Exit button. You'll see three options:

team should call an audible at the line of scrimmage.

Three buttons in the top right of the screen allow you to
decide on Substitution percentages, Point After Touchdown
logic, and Kickoff logic. The Substitution percentages indicate
when a player should be removed from a play and returned to a
play. He will be taken out when his energy (which can
normally be seen on the Substitution display in the game)
drops below the Out %. He will return to the game when his
energy rises to the In %. PAT logic and Kickoff logic function
similarly to the regular coaching profile weighting decisions,
but for those special situations.

| et Ea deskiop |
[ View credits.

Clicking on Exit to Desktop closes the application and
returns you to your Windows 95/98 deskrop. Click on View
Credits, and you'll meer the acrual football fiends who
created Football Pro *99.

 THE SIERRA SPORTS WEB SITE

Clicking on sierrasports.com takes you directly to the Sierra
Sports Web site through your computer’s existing Web
browser, which will launch automatically. On the Web sire
we offer game tips, online supporr, forums where you can
meet other Football Pro ‘99 owners and soltware patches if
and when required. We also provide links to a number of
online leagues that may be looking for new participancs.
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TECHNICAL SUPPORT

North America

Sierra On-Line offers a 24-hour automated technical support
line with recorded answers to the mosrt frequently asked
technical questions. To access this service, call (423) 644-
4343, and follow the recorded instructions to find your
specific topic and resolve the issue. If this fails ro solve your
problem, you may still write, or fax us with your questions,
or contact us via our Web site.

Sierra On-Line

Technical Suppert

P.O. Box 85006

Bellevue, WA 98015-8506

Main: (425) 644-4343
Monday-Friday, 10:00 a.m.- 6:45 p.m. PST
Fax: (425) 644-7697

htep:/ fwwrw.sierra.com
support@sierra.com




United Kingdom

Cendant Software International Limited offers a 24-hour
Automated Technical Support line wich recorded answers to
the most frequently asked technical questions. To access this
service, call (0118) 920-9111, and follow the recorded
instructions to find your specific topic and resolve the issue.
If this fails to solve your problem, you may still write, or fax
us with your questions, or contact us via our Internet or
CompuServe sites.

Cendant Software International Limired
2 Beacontree Plaza,

Gillette Way,

R:eading, Berkshire

RG2 0BS United Kingdom

Main: (0118) 920-9111
Monday-Friday, 9:00 a.m. - 5:00 p.m.
Fax: (0118) 987-5603

heep:/iwww.sierra-online.co.uk

France

Cendant Software International Limited
Parc Tertiaire de Meudon

Immeuble “Le Newron”

25 rue Jeanne Braconnier

92366 Meudon La Forlt Cedex

France

Téléphone: 01-46-01-46-50
Lundi au Vendredi de 9h 4 19h
Fax: 01-46-30-00-65

http:/ Fww.sierra.fr

s N |

Germany

Cendant Software Internarional Limited
Robert-Bosh-Str. 32

[2-63303 Dreicich

Deutschland

Tel: {0) 6103-99-40-40

Montag bis Freitag von 9 - 19Uhr
Fax: (0} 6103-99-40-35

Mailbox: (0) 6103-99-40-35

htep:/fwww.sierra.de

Spain

Cendanr Software International ‘Limiced
Avenida de Burgos 9

1°-QF2

28036 Madrid

Spain

Teléfone: (01) 383-2623
Lunes a Viernes de 9h30 a 14h y de 15h a 18h30
Fax: (01) 381-2437

Italy

Contattare il vostro distribotore.

CUSTOMER SERVICE

United States

U.S.A. Sales Phone: (800) 757-7707
[nternational Sales: (425) 746-5771

Hours: Monday-Saturday 7AM 1o 11 PM CST,
Sundays 8 AM w0 9 PM CST

FAX: (402) 393-3224

Sierra Direct
7100 W. Center Rd, Ste 301
Omaha, NE 68106

P
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United Kingdom

Cendant Software International Limired

Main: (0118) 920-9111

Monday-Friday, 9:00 a.m. - 5:00 p.m.

Fax: (0118) 987-5603

Disk/CD replacements in the U.K. are £6.00,

or £7.00 outside the UK. Add “ATTN.: Returns.”

2 Beacontree Plaza,
Gillette Way,

Reading, Berkshire

RG2 0BS United Kingdom

France

Cendant Software International Limited
Phone: (01) 46-01-46-50

Lundi au Jeudi de 10h 4 19h

Vendredi de 10h 4 18h

Fax: (01) 46-30-00-65

Parc Terdiaire de Meudon
Immeuble “Le Newton”

25 rue Jeanne Braconnier
92366 Meudon La Forée Cedex
France

Germany

Cendant Software International Limited
Tel: (0) 6103-99-40-40

Montag bis Freitag von 9h - 19Uhr
Fax: (0) 6103-99-40-35

Robert-Bosh-5tr. 32
2-63303 Dreieich

Germany

On-Line Sales

CampuServe United Kingdom: .. ... . ... GO UKSIERRA
CompuServe France: . ... .. ... ..., GO FRSIERRA
CompuServe Germany:. . ... .......... GO DESIERRA
Trternet TISAL vn o e suess fltlp:a";'www.sierra.com
Internet United Kingdom: . . hitp://www.sierra-online.co.uk
Internet France: .. . ............... heep:/fwww.sierra.fr

Internet Germany:. . .............. http:/ fwww.sierra.de

THE SIERRA NO-RISK GUARANTEE

The Promise: We want you to be happy with every Sierra
product you purchase from us. Period. If for any reason
you're unhappy with the product, recurn it within 30 days
for an exchange or a full refund, EVEN IF YOU BOUGHT
[T RETAIL. (Hardware ordered direct must be returned
within ten days.) Please send back your product, signature
required if mailing via US Postal Service,

The Only Catch: You've got to tell us why you don’t like the
game. Otherwise, we'll never get any better. Send it back to
us and we promise we will make things right. (If you bought
it at a retail outlet, please send your original sales receipt.)

“Returns valid in Novth America only '

DISK AND/OR MANUAL REPLACEMENT

Product Returns:

Sierra On-Line Returns
4100 West 190th Street
Torrance, CA 90504

Sierra On-Line Fulfillment
4100 West 190th Street
Torrance, CA 90504

NOTE: To replace your disk(s) please send only Disk #1 (or
the CD) and copy of your dared Receipt, if less then 90
days. After 90 days please include a $10 handling fee along
with Disk / CD #1. For Documentation, please include a
$5.00 handling fee and a photocopy ONLY of disk #1.
Payment should be made ac the time of your request. Sorry,
no credit cards,

* Returns to this addvess valid in Novth America onldy.

A
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FOOTBALL PRO ‘99 CREDITS

Producers/Directors

Executive Producer:
Dan Rogers

Dirvector:

Mike Branham

Producer:
Neil Haldar

Designer:
[’ Andre Pritchett

Progammers

Project Leads:
Steve Coleman
David Jackson
Chris Hawkins
3D Project Lead:

Simon Boily

Software 3D Rasterizer:
Jason Plumb

Lrogammers:
Brendan Bennetr
Mark Currie
Jason Dunnagan
Sean Farley
Jason Griffith
Peter Higley
Cheryl Jackson
D’Andre Pricchect
Joe Reifel
Michael Scholz

Lee Savage

James David Walley

Nick Volkov

Multi-player System:

Gary Powell

Network Hobbir:
Gord Wilcox

Al Assistance:
Mike Talley

Art Department

Art Director:
Jeremy Jones

Computer Graphic Artists:
Steve Chin
Jason I Jones
Allen Freeman
Tim Jensen

John Lang

3D Animators, Modelers:
Doug Van Horne
Nate Fox

Allen Freeman
Contract Artists:

Mack Congrove

Patrick Negron

Music & Audio

Audio Design:
Craig Utterback

Audio Programming & Integration:
James Walley

Music Producer:
Chris Barker

Music Composition & Rendering:
Chris Barker & Craig Utterback




PERFORMANCE CLINIC

Audio & Music Engineering:
Craig Utterback, Chris Barker & Fred Guarino

Guitars & Basses performed by:
Craig Utterback

Audie Editing & Assistance:
Chris Barker & Daudi Pritchett

Voice Script:
Craig Utterback & D’andre Pritchertt

Pﬁz;y—by—Play Announcer:
- Howard David

Referee Announcements: w
Ken Boynton '

Quality Assurance

Manager:
Michael . Jones
Allen McPheeters

Assistant Manager:
Steve Deckert

Leads:
Joe Carper

Christopher Mason

Analysts:
Mona Branham
Jim Gisler
Daudi Pritchett
Bobby Steele

Admin/lech:

Jillian Leonard

Special Thanks:
Fred Guarino & 'Tiki Recording Studios
Glen Cove, New York.
Bob Kipperman & Frank Murphy at Total Media

Communicartions, Inc,

LEGAL REGULATIONS

@1998 Sierra On-Line, Inc,, ® and/or ™ designate trademarks of, or licensed
to Sierra On-Line, Inc, Bellevue, WA 93007, All rights reserved. ©1998
NFLP. Team names and logos are trademarks of the weams indicared. All
other {(NFL-related marks) are trademarks of the National Football League.
Officially licensed product of the NFL Players Inc. The PLAYERS INC logo is
a trademark of the Mational Football League Players Incorporated. Copyright
1998 by STATS, Inc. All rights reserved. Digizal font outline daca licensed
from Weatherly Systems, Inc., @ 1997, All Rights Reserved.

Copyright © 1994
Hewlett-Packard Company

Permission to use, copy, modify, distribute and sell chis software and its
documentation for any purpose is hereby granted without fee, provided thar
the above copyright netice appear in all copies and that both thar copyright
nerice and rhis permission netice appear in supporting documentaticn.
Hewlert-Packard Company makes no representations abour the suitability of
this seftware for any purpose. It is provided “as is” without express or implied
warranty.

Copyright © 1996,1997
Silicon Graphics Computer Systems, Inc.

Permission to use, copy, modify, distribure and sell this safrware and its
documentation for any putpose is hereby gzuntcd withour fee, provided thar
the above copyright notice appear in all copies and that both that copyright
notice and this permission notice appear in supporting documentation, Silicon
Graphics makes na representarions abour the suitability of this software for
any purpose. It is provided "as is” without express ar implied warranty,

Copyright @ 1997
Moscow Center for SPARC Technology

Permission to use, copy, madify, discribure and sell this software and its
documentation for any purpose is hereby granted withour fee, pravided that
the above copyright notice appear in all copies and that both thar copyrighe
notice and this permission notice appear in supperting documentation.
Maoscaw Center for SPARC Technology makes no representations abour the
suitability of this sofrware for any purpose. It is provided "as is” without
express or implied warranty.

Copyright © 1996 Paul Jakubik

Permission to use, copy, madify, distribute and sell this software and its
documensarion for any purpose is hereby granted withour fee, provided that
the above copyright notice appear in all copies and thar both that copyright
notice and this permission notice appear in supporting documentarion. Paul
Jakubik makes no representations about the suitability of this scftware for any
purpose. leis provided “as is” without express or implied warranty.
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SIERRA WARRANTY & LEGAL INFORMATION

You are entitled to use this product for your own use, but
may not copy, reproduce, translate, publicly perform, display,
or reduce to any electronic medium or machine - readable
form, reproductions of the software or manual to other
parties in any way, nor sell, rent or lease the product to
others without prior written permission of Sierra. You may
use one copy of the product on a single computer. YOU
MAY NOT NETWORK THE PRODUCT OR
OTHERWISE INSTALL IT OR USE IT ON MORE
THAN ONE COMPUTER AT THE SAME TIME.

UNAUTHORIZED REPRESENTATIONS: SIERRA
WARRANTS ONLY THAT THE PROGRAM WILL
PERFORM AS DESCRIBED IN THE USER
DOCUMENTATION. NO OTHER ADVERTISING,
DESCRIPTION, OR REPRESENTATION, WHETHER
MADE BY A SIERRA DEALER, DISTRIBUTOR, AGENT,
OR EMPLOYEE, SHALL BE BINDING UPON SIERRA
OR SHALL CHANGE THE TERMS OF THIS
WARRANTY.

IMPLIED WARRANTIES LIMITED: EXCEPT AS
STATED ABOVE, SIERRA MAKES NO WARRANTY,
EXPRESS OR IMPLIED, REGARDING THIS
PRODUCT. SIERRA DISCLAIMS ANY WARRANTY
THAT THE SOFTWARE IS FIT FOR A PARTICULAR
PURPOSE, AND ANY IMPLIED WARRANTY OF
MERCHANTABILITY SHALL BE LIMITED TO THE
NINETY (90) DAY DURATTION OF THIS LIMITED
EXPRESS WARRANTY AND IS OTHERWISE
EXPRESSLY AND SPECIFICALLY DISCLAIMED. SOME
STATES DO NOT ALLOW LIMITATTIONS ON HOW
LONG AN IMPLIED WARRANTY LASTS, SO THE
ABOVE LIMITATION MAY NOT APPLY TO YOU.
NO CONSEQUENTIAL DAMAGES: SIERRA SHALL
NOT BE LIABLE FOR SPECIAL, INCIDENTAL,
CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF
SIERRA IS ADVISED OF OR AWARE OF THE
POSSIBILITY OF SUCH DAMAGES. THIS MEANS
THAT SIERRA SHAIL NOT BE RESPONSIBLE OR
LIABLE FOR LOST PROFITS OR REVENUES, OR FOR
DAMAGES OR COSTS INCURRED AS A RESULT OF

LOSS OF TIME, DATA OR USE OF THE SOFTWARE,
OR FROM ANY OTHER CAUSE EXCEPT THE
ACTUAL COST OF THE PRODUCT. IN NO EVENT
SHALL SIERRA’S LIABILITY EXCEED THE PURCHASE
PRICE OF THIS PRODUCT. SOME STATES DO NOT
ALLOW THE EXCLUSION OR LIMITATION OF
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO

THE ABOVE LIMITATION OR EXCLUSION MAY NOT

APPLY TO YOU.

This End User License Agreement grants you a limited license to use the
Redistributable Code licensed to Sierra On-Line, Inc. by Microsoft
Corporation, Inc. together with Microsoft operating system products. All
intellecrual property rights in Microsoft’s Redistributable Code contained in
this preduct belong exclusively to Microsoft Corperarion, Inc.

Copyright @ [998 Sierra On-Line, Inc.
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