




General Managers/Owners Disk 

Now you are the boss - trading and drafting players, sending 
them to a " reserve" list, adding new players (even rookies) to any 

roster. Revise and update player stats if you want to keep up with 
the current season, make roster changes, even give a player his 

unconditional release. And you can create your own team roster 
with a name that suits your fancy. 

This disk is to be used in conjunction with 

rosters on any MLB Team Disk or rosters from 

the Game Disk. This allows you to access any 
MLB Team roster, bring itovertothe GM Disk, 

make changes to it as you want with the fea-

tures noted herein, then use that roster in MLB 
games. The GM Disk thus serves two pur-

poses: (a) creating and saving rosters; (b) using 

the GM Disk as you do any MLB Teams Disk 

when selecting a roster or team you want to 
play. 
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Player roster changes or ed iting/updat ing stats can only be 

done for rosters you have on the GM Disk. W ith the GM 
Disk you can "access" any roster from any Game, Team or 

other GM Disks in order to "copy over" a team or a partic-

ular player to your GM Disk. 
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General Features 

The GM/Owner's Disk can accommodate up to 32 teams or rosters, plus it has a 

reserve/trading & draft list feature where players can be placed temporarily until a 

trade or release is decided upon. From rosters on the Game or MLB Team Disks full 
rosters or specific players can be "copied" over to the GM Disk (then changes or 

updates can be made). Or one can create a team of your own starting with a blank 

roster. 

Each team on the GM Disk must have 15 batters and 10 pitchers, with player info 

and stats, for that team to be used in the MLB game. The team can be the essence of a 
previous year's team (such as the 1984 Orioles with the 1985 addition of Fred Lynn, 

Lee Lacy, etc.), or a new team you put together with players from different teams via 

drafts and trades. In effect, you have the opportunity to create any kind of roster-
using current, retired, or rookie players-whether or not they exist on a separate MLB 

Team Disk. Of course, if a player is on an MLB Team Roster already, it is easier to 
bring him over to the roster you are creating or revising on the GM Disk (since you 

won't have to log in all of his stats) rather than "create him from scratch" so to speak. 

There are two basic ways to use the GM/Owner's Disk. It can be loaded first (it will 

"auto" boot)* then press RETURN key to get to the options page. Or, with a complete 
roster on the disk, boot the MLB Game first then use the GM Disk as you would any 

other MLB Team Disk to select a roster you want to play. When used in this mode, 
only those teams that are "complete" (15 batters and 10 pitchers, with stats) will be 

displayed and available for selection. 

*To boot on Commodore computers, type Load " GMO", 8, 1 then press RETURN key. 

Options Page 

This shows the major functions you can do (see Table of Contents in this booklet). 

just press the computer key corresponding to the function you want. When you are 

on the "first screen" (display) in any of these functions, pressing the ESC key** brings 

you back to the options page. 

**On the Commodore computers, the g key in upper left corner serves as the ESCape key. 

Directory of Teams/Rosters 

Press T on options page to show what rosters or teams are on (saved) on the GM/ 
Owner's Disk. Why "copy" a team over when it may be there already? 

This directory will change as you add or create more teams or delete teams you 

don't want (since there is a 32 team/roster maximum). The directory will also appear 

if you use the GM Disk in the mode of a Team Disk, after booting the MLB Game 

Disk. 

Teams will have a prefix letter (A to Z) or a number (1 to 6) to let you easily pick a 

team when you are in a function activity. As an extra feature any time you are seeing 

the team/roster directory, if you want to see what teams are on other disks, simply 
insert another disk and press RETURN key. This will display the rosters on that disk. 
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NOTE 

We've included two teams on the GM Disk-the '27 Yanks (complete) and 

the '84 Phillies with one pitcher missing, on purpose. (You' ll find him on the 
reserve/trading & draft list. ) These teams are for you to "experiment" with 

regarding trades, deletions, reserve list, etc., and to see the kind of data needed 

for any player. Of course, you can delete these teams any time you want. 

Verify Roster or Team Status 

This function allows you to quickly see which teams or rosters are " ready to play" 

and/or reasons why not. Pressing Von the options page displays the directory of teams 
or rosters you have placed on the GM Disk. All teams will have a letter or number 

preceding the team. If there isn 't a parenthesis ( ) around the letter or number, that 

team has complete data and is ready to be used in the MLB Game. 

If a team has a parenthesis, you can press the letter or number of that team, then 
press the RETURN key. This will give you an overview of what is missing from the 

information or stats related to that team . The possible messages are one or more of the 

following: 

• all of the starting defense positions in batting slots 1-8 are not filled 
• a player has a blank name (that is, one or more of the 15 batters or 10 pitchers 

is missing) 

• one or more batters have zero AB (at bats) 
• one or more pitchers have zero IP (innings pitched) 

More detailed info on the required stats for each player can be found in the manual 

section " Editing/Updating Stats." 

Copy a Team 

Pressing C on the options page allows you to "copy" over an entire roster or team 
to the GM Disk. This will bring over and save onto the GM Disk any roster that exists 

on the Game Disk, or a roster that exists on any MLB Teams Disk, or a roster from 

another GM Disk (same computer system). 

All the players (and all their stats) are copied over. Then you can make changes to 

that roster-trading or deleting players, updating stats etc. 

After pressing C (to copy a team) : (a) remove the GM Disk and replace it with the 

disk which has the team/roster you want and press RETURN key; (b) then press the 
letter of the team you want and (c) press RETURN key to " load" that team into the 

computer's memory; (d) now put back in the GM/Owner's Disk; (e) press RETURN 
key to "copy" that team onto the GM/Owner's Disk. Step-by-step directions are at 

the bottom of the display as you proceed. 

That team will now appear on the Team Directory list, and from the options page 

you can select E to edit/update stats or make player roster changes anytime you want. 

4 



Delete a Team 

Pressing 0 on the options page takes you to the GM/Owner's Team Directory. After 

picking a team, then hold down the Control key and 0 simultaneously to permanently 
delete this team or roster from the disk. You do this, of course, when you want to 

create (or bring over another team) and you are at the 32 team limit. 

A team/roster on one GM Disk can be copied over to another GM Disk (same 

computer system) instea:d of permanently deleting a team from your GM Disk. 

CHANGES TO PLAYER ROSTER 

When on the options page, press E to first see the teams or rosters you currently 
have on the GM Disk. Then press the letter or number alongside the particular team 

you want for editing/updating stats (to be discussed in a later section on p. 7) or to 

make player roster changes. 
After pressing E on the options page and selecting a team, press C when the roster 

is displayed in order to do player roster changes. The instructions at the bottom of the 

screen indicate: 

• Press letter alongside player you want to trade, send to another team or to 

the reserve list, or delete; 

• or P to add a new player (this can be a player from another roster on the GM 
Disk or any MLB Team Disk) or a rookie or a player not on an MLB Team 

Disk; this is presented in a subsequent section on page 6. 

Once you have selected the player you want to do something with, your choices 

are 0 , S, or T: 

0: To permanently delete a player press letter alongside player, then follow 

directions at the bottom of screen. Deleting a player is like giving a player his 
"unconditional release." You are permanently deleting that player from that 

roster. No other team is involved-you are simply letting that player go. 

S: To send a player to the "reserve" list or to a team/roster on the GM Disk. You 
have two possible "destinations" for sending this player elsewhere: 

(1) Another team or roster that exists on the GM Disk; (if that roster 

is full, 15 batters and 10 pitchers, you can not put the player 
on the other roster until you make space for him). Assuming 

there is space on the " receiving" roster, select the player you 

want to send; follow directions at bottom of the screen to 
choose the team you are sending the player to; press RETURN 
key and that player has now been sent from one team to 
another. Of course, there is now an available "slot" on the 

"sending" team 's roster. 

(2) The ReservelTrading & Draft list; you can also send a player to 
this roster, one which has space for 15 batters and 10 pitchers. 

Sometimes you may not want to permanently delete a player 

from a roster nor do you wish to trade him to another team at 
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this point. So, you have a " reserve" list-a player can be put 
there (if space is available) and later on you can send him to a 

roster or team on the GM Disk or permanently delete him from 
the reserve list. 

In effect the reserve list also serves the purpose of temporarily 

protecting or picking up a player or two in a "draft" mode -
getting a player that had been previousl y putthere, or obtai n ing 

a player someone else had tucked away on the reserve list. 
Finishing a trade (that is, sending a player to another team on 

the GM Disk) can also be done. On your own (or with other 
managers in a league), use and enjoy the " reserve" list any 

way you want. Itcan bea temporary " twilight zone" for players 
until you, the GM or Owner, decide to trade any of them or 

give them their permanent walking papers. Or you can use it 

to draft players who are on the list - but money that changes 
hands during a draft is up to you and other GM/Owners ... 

T: Trade with another team; here you can "swap" two players between rosters 
on teams on the GM Disk. After picking a player (his/her letter alongside the 

name) and then pressing T, you will see the directory of teams/rosters on the 
GM Disk. Choose the other team (than press RETURN key), and you'll be 

asked to pick the other player involved in the trade. Pressing the RETURN key 
then consummates the trade of two players between teams and automatically 
"saves" the revised roster for each team. 

NOTE 

You will always initially be shown the Batter roster that exists (with options to trade, 

delete, send to another team or reserve list, etc.). The same set of GM options are present 

for pitchers if you press P on the "first display" screen of any roster/team. 

Add a New Player or Rookie 
After pressing E on the options page, then pressing C (to do roster changes), another 

way to revamp the roster is to add a new player by next pressing P. This player can 
come from three "sources": 

1. an ex isting team roster or reserve li st on the GM Disk. 

2. an ex isting team roster on any other MLB disk (Game, Team, GM) for 
the same computer system. 

3. bringing up a rookie or adding a player who does not now appear on any 

MLB disk you have. 

For "sources" 1 and 2 above, you first press T wh ich tells the computer that you are 

adding a player that is present on some MLB roster. You will then see the directory of 
teams on the GM Disk. (If the player you want to add is on some other roster on a 

different MLB disk, put that disk in and press RETURN key; you wi ll see that disk's 

team/roster directory. ) Now select the team which has the player you want, pick the 
player (the appropriate letter key on either the batter or pitcher screens), then press 

the RETURN key. This puts that player on the roster you were working with on the 

GM Disk. Please note that the particular player will be on the GM Disk roster and 

will remain on the "sending" team's roster. This is because the "sending" team's roster 

(a season roster, for example) should remain intact and/or you may want to move that 

player to a different roster on a GM Disk as well. 
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For "source" 3 (adding a rookie or a player that doesn't appear on any MLB Disk 

you have), you will need to enter various stats and player related information. You 
first press R, then the cursor will "blink" on the first available slot on the roster, starting 
with the first letter of the player's last name. 

The information you need to enter is described in the section 
which follows on Editing/Updating stats. Just remember it is easier 

to add a player, if he exists on any roster on an MLB disk you have, 
instead of " creating" an already existing roster player, since add-

ing such a player " brings over" all the necessary stats and infor-
mation. 

Editing/Updating Stats 

On the options page press E, then select a team and press RETURN key. You'll 

then see the batters' first page of stats with these options at the bottom of the screen: 
S see more stats (there are four "screens" of stats); P see pitchers (three "screens" of 

stats), C change roster (previously discussed); L edit lineup (ie., switch players' batting 
slots on the roster); E edit (revise or update stats); and ESC (back to options page). 

To actually revise/update stats, press E (when either the batter or pitcher screen is 
displayed) and the cursor appears on the first character of the player's last name who 

is in the top or first slot. 

Directing/moving the cursor 

Arrow keys: up, down, left, right (some computers only have left and right 
keys). This moves the cursor without eliminating any data, if 

data are present. 
Space Bar: moves left to right, and eliminates any piece of data if present. 

Return key: drops down one line at a time, no matter what data field you are 

in. 
For Batters 

SCREEN #1 

Name: 14 characters maximum (appears on all screens) 

B: for batting side (R, L, S for a switch hitter) 
FLD: the fielding positions (primary position to left of slash; a second-

ary position to right of slash). "Generic" positions are acceptable 
(OF, for outfield) and IF (for infield). FLD is also shown on page 

4 of the batter stat display with RAT (the numeric ratings of a 
player at one or two FLD positions). More on FLD and RAT will 

be discussed in relation to the batter stat screen #4. 
AVG: batting average, automatically calculated based on the hits and 

at bats that are showing (or that you enter). 

HR: Home Runs 

RBI: Runs Batted In 

Once you are finished entering or revising/editing stats on any 
page, press ESC key, then press S to get to the next page of stats. 

Press E to edit or revise this next page of stats. 

7 



SCREEN #2 

Name and batting side are shown, with AB (at bats); H (total number of hits); SO 
(strikeouts); BB (walks); SB (stolen bases). 

SCREEN #3 

New information shown on this page: 2B (doubles); 3B (triples). Previous data 
are also shown as a convenience (such as Name, B, AB, H, HR) . These can also 

be "edited" or revised here, and any change will show up on prior screens. 

SCREEN #4 

BPOS: shown on the far rightof the screen indicating who you currently 
have in Batting POSitions 1-8, and who would be the OH 

(designated hitter) if you should opt for that type of game. See 
point 5b under Help Notes (p.l 0) for more info on the OH slot. 

BPOS cannot be touched, for it is only a guide. 

Pressing L on any screen allows you to "switch" the players' 
batting slot order. Pick the two players (using letters alongside the 

name), then press RETURN key and a switch in the roster order 

will be done. 

RAT: is shown next to FLO positions on screen #4 of the batter stats. 
RAT is the numeric value assigned to the corresponding FLO 

position(s) which show on either side of the slash I . The RAT 

numbers allowed are 0 (a very poor fielder, doesn't play this 

position. Someone assigned to play 1 st base in a game but does 
not have alB designation in FLO will be assigned a "0" for 
RAT); 1 (can play defense in the majors, but a below average 

fielder); 2 (plays a solid, steady defense, nothing spectacular but 

also not " iron hands" with the glove); 3 (is one of the best at his 
position; a great if not "golden glove" in his defensive capacity). 

MLB's stat algorithms for RAT are therefore on a 0-3 framework. We find this simple 

to use, since in an aggregate sense we consider errors, range, throwing ability (for 
catchers, also their ability to throw out runners) , and their general reputation we have 

learned about through baseball books (and scouting reports) and from observers who 
follow any particular team closely. You have a chance (as GM/Owner) to rate a player 

anyway you see it. Players with high ratings (eg.3) may make errors - since their 

range is so great that they try for balls that others would just wave at or still be chasing 
down in the outfield. But even players with low ratings won't necessarily kill you in 

the field-after all they are major leaguers and many can hold their own on routine 

plays. 
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SPD: the overall , aggregate speed rating for a player, on a 1 to 5 basis. 

Of course one should consider the number of stolen bases (and 

times caught stealing), ability to show " savvy" on the basepaths, 

and one's general reputation as a dangerous or " Don't worry 

about him" type of runner. The Rickey Hendersons of the world 

(when healthy), the Maury Wills (in their prime) could get the 

highest rating. Certain slow, lead foot types (a Greg "Bull " Lu-

zinski when he was an active player) could easily deserve the 

lowest rating. A considerable percentage of major league players 

have average speed (3) while some are above and some are 

below par. Again, you have the opportunity to rate it as you see 

it (as long as any opponent doesn't complain that all of your 

players have a 5 " speedburner" rating!). 

For Pitchers 

When you are on a batter's page you press P to see the pitchers. (On a pitcher 's page 

press B to see batters). The stat displays for pitchers are: 

SCREEN #1 

Name: 14 characters; appears on all display pages 

P: throws right or left 

W-L: Won- Lost record 

ERA: Earned Run Average 

IP: Innings Pitched 

H: Hits given up 

SCREEN #2 

G: Games appeared in 

CG: complete games pitched 

SV: number of saves recorded (old era pitchers will not show saves 

in baseball reference books) 

BB: total number of walks given up 

SO: number of strikeouts recorded 

SCREEN #3 

S: Whether a pitcher is principally or solely a Starter or Reliever 

(this is " defaulted" as R when you create a new player or team 

but R & S are changeable) 

T: throws Rightor Left 

B: bats Right, Left or Switch 

SPD: the 1-5 speed rating as discussed in batters' section 

RAT: to the left of the slash I, this is the defense rating (0-3 ) you want 

for the player as a pitcher. To the right of the slash I, you can 

enter a rating for another position (but realistically, a "0" rating 

is proper, for only with rare exception could some pitcher play 

well in another position). 
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Help Notes and Reminders 

when editing/updating stats 

1. It's easier to copy or transfer over a player or team (since all stats come 

along) than to create a player and enter in all necessary stats. Revisions 

to stats and roster changes can be made once a team (or a particular 
player) is copied over to the GM Disk. 

2. 50me stat variables have two or three "data width" fields. Enter data 

with a "leading zero" that is, a player with 9 Home Runs should be 
entered as 09 (when you ESC the "leading zero" will disappear to display 
9 Home Runs. Otherwise, this batter would display 90 Home Runs. 

50me year!). The "leading zero parameter" applies to HR, RBI, AB, H, 

50, BB, 5B, (for batters); and W-L, ERA, IP, G, CG, 5V, BB, and 50 (for 
pitchers). 

3. As you enter/revise data using the return or arrow/cursor keys (previously 

discussed), you can stay on that same screen of stats and move the cursor 
to do other players on that screen. Or you can get to another screen of 

stats by pressing ESC key then S to proceed to another page of stats. 

Anytime the computer thinks you are finished edit-

ing/ revising stats, after pressing the ESC key at cer-

tain times you will be asked whether you want to 

save these changes: Yes (save) or No (to ignore 

changes, if made, or if you only were looking at the 

stats and didn't make any changes). If Yes , the disk 

drive will operate, save the changes and take you to 

the options page. 

4. If you are adding a rookie to a roster, who is to know how he'll really do 
in the big leagues? With actual experience and actual stats during the 

season (if he stays long enough) you can put in the actual performance 

stats. But the MLB game needs stats and we suggest you put in at least 
50 AB (for batters) and 20 IP (for pitchers). Then work back from that 

regarding entering how many hits, walks, etc. , for batters and hits, 

strikeouts recorded, etc., for pitchers. Please recall that you are the GM 

or Owner, so you should have some idea as to how a rookie or new 

player might perform with their respective "base" of ABs and IPs. As the 

season progresses you can edit these stats (just like with other players) to 
reflect what a player is actually doing. 

5. For a roster on the GM Disk to be used in an MLB Game, there are 
certain minimum kinds of data or information that are necessary: 

a.) 15 batters and 10 pitchers, each with a name. Batters must have 

At Bats (A B) greater than 0, and pitchers must have Innings Pitched 
(IP) greater than O. 

b.) In the first eight batter slots, each defense position must be covered 

in the space to the left of the slash / in the FLD column. This means 

you must be showing C, 1 B, 2B, 3B, 55, RF, CF, LF (in any order 
across the first eight slots) . The ninth slot (sometimes shown as the 

letter I) can have a player with any kind of defensive position(s) , 
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but he' ll be the " default" Designated Hitter (to start with) if that 

type of game is chosen. 
c.) The above parameters (a&b) are necessary for the roster to be 

"verified " at a minimum level so as to use that roster in a game. 

Of course, you can make changes to the roster on the GM Disk 

and/or switch players around any way you like once you start the 

MLB Game using a verified roster. 

6. If you are creating a new team/roster (see following section) or if you are 

updating/revising stats during the season, there are numerous " sources" 
of stats you can draw upon. For anyone who played during 1984 or 

earlier, we can suggest The Sports Encyclopedia: Baseball (by David S. 

Neft and Richard M. Cohen; St. Martin's/Marek Publishers, 1985 -
available through most bookstores). In depth analyses of currently active 

players (those who played in 1984) can be found in The Scouting Report: 
7985 (by Dave Campbell et. a/., Harper & Row publishers, 1985). Of 

course, this is but the tip of the iceberg-and many publications focus 

on detailed stats of a particular team as do newspapers in franchise cities. 
Current season stats are readily obtainable through weekly issues of 

The Sporting News; the sports section, midweek, of USA Today (one 
day is devoted to updated weekly AL stats, another day to NL stats); even 

the Sunday paper sports section carries updated stats in most metropoli-
tan newspapers. P.S. Another gem for evaluating players is The 7985 

Baseball Analyst (by Seymour Siwoff, Steve and Peter Hirdt, MacMillan 

Publishing Co. ). 

Creating a New Team 

Press N on the options page and you'll be asked to give a name, year, and other 
information for the team you are creating. Once that info is entered (press RETURN 
after each entry), you will automatically be taken after the last entry (called Team 

Nickname) to the first page or screen of batter stats. P gets you to the pitcher roster. 

(pressing ESC before you enter Team Nickname wipes everything out). 

On either a batter or pitcher screen you then will see mostly a blank set of data or 
info-only the column info/data fields are showing. Some information is " defaulted" 

in-like batting side (B), pitching side (P and Ton 2 screens), RAT and SPD (average 

numerical rating for every player slot). But these are just program protection "guides" 

in a default sense-and you can E (edit stats) or C (change roster, which is one way to 

add players), then put in any players and stats you want. Remember you can bring a 

player over to this squad if he is already on a roster on the MLB system of disks (Game, 
Team, GM) for that computer system, or you can add/create a player from scratch. 

Renaming an Existing Team 

Let 's say you already have a roster (complete or " in progress") on the GM Disk. But 

now you want to change the name of this roster or team. On the options page, press 
R and after picking a team you'll go through the cycle of entering information about 
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the team. When you are done w ith the last entry (Team Nickname) and press RETURN 
key, this wi ll save the revisions. (Aga in, pressing ESC prior to revising team Nickname 

wipes out anything you've entered.) 

Enjoy being the boss! With a little practice, following instructions 
at the bottom of each screen (and reading appropriate sections of 

this manual) , you'll be making the player changes and creating 

teams any way you want. Please write to us if you have questions. 
But remember to wear your batting helmet anyt ime you cut a 

player from your roster ... 
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TEAM DISKS 
You can manage any team you want when you have M LB TEAM DISKS. Just " load" Micro 
League Baseba ll from the Game Disk, then you can pick from a wide range of other teams 

on MLB TEAM DISKS shown below. 

With a TEAM DISK, you can "save" a partia lly completed game, finishing the game 
whenever you want. Let's say it's the Yanks 3, Tigers 2, in the 7th inning and the 
Tigers have a rally going. But you can't finish the game righ t now and rather than 
turn ing off the computer-save the game "Where it is" and "re-start" it at that point 
later. Whether or not you ever complete that game, it can be replaced (overwritten) 
by another game you want to save. 

System 
Prefix 
Letter' 

TEAM DISKS Available for MLB ($19.95) 
Special Edition 

3060 World Seri es Teams (19605) 
3070 World Series Teams (19705) 

__ 4060 NL & AL All -Sta r 

Rosters (across decades) 

Season-by-Season 
(all the 26 NL & AL teams for each year) 

__ 1983 1983 season __ 1984 1984 season 

'Note: System prefix letter: A (Apple II series), B (Atari series), C (Commodore 64), I (IBM 

PC/PC jrJ. (If you want 1970 decade World Series teams for the Apple II, you'd 

order A3070, (or exampleJ 

"Franchise History" TEAM DISKS ($29.95) 
Manage the il lustr ious history of any team franchise! You'll get the fu ll player rosters of 10 
selected years, capturi ng the character of any team and its players. With the Boston Red 
Sox, for examp le, you' ll have the '18 BoSox (when Babe Ruth was a pitcher & hit .300), 
teams from the Ted Wi ll iams era, the '57 crew (w ith Fra nk Ma lzone & Co.), the '67 Stars 
(Yaz a Tr iple Crown, Lonborg the Cy Young), of course the '75 Champs, 1978 (losing the 
playoff game to the Yanks), plus other highli ghted years. AND you' ll have an All -Time 
BoSox Greats roster. Follow you r team over the years w ith MLB Franch ise Disks! 

Team ______________ Computer ___________ _ 

" General Manager/Owner" Disk ($39.95) 
W ith any Team Disk, or rosters from the Game Disk, you can be the GM or Owner-
making trades, drafting players, updating rosters - even creating your own team! Then 
direct the fortu nes of YOllr team in M LB contests and M LB Leagues l 

Computer _____________ _ 

If your retail store eloesn't have the GM/Owner Disk or 
the Team Disk you wan t, oreler direct (rom MLSA. 

We accept Visa/Master Card 
Shipping & hand ling chJrge $2.00 

Micro l eague Sports Association, 28 E. Cleveland Ave., Newark, DE 19711 
(800) PlAY BAl (For customer service, 1-302-368-9990 Mon-Fri 9 am-5 pm EST) 
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