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.ﬂ Important Health Warning About Playing Video Games

Photosensitive Seizures

A very small percentage of people may experience a seizure when exposed to centain
visual images, including flashing lights or patterns that may appear in video games.
Even people who have no hisiory of seizures or epilepsy may have an undiagnosed
condition that can cause thess “photosensitive epileptic seizures” while watching
video games.,

These seizures may have a vanety of symploms, including lightheadedness,

altered vision, eye or face twitching, jerking or shaking of arms or legs. discrientation,
confuslen, er momentary loss of awareness, Selzures may also cause |oss of
consciousness or comvulsions that can lead to injury from falling down or striking
nearby objects,

Immediately stop playing and consult a doctor if you expeniance any of these
symploms. Parents should watch for or ask their children about the above
sympltoms—children and teenagers are more likely than adults to exparience these
seizures, The risk of photosensitive epileptic seizures may be reduced by taking

the following precautions: Sit farther from the screen; use a smaller screen; play

in & well-lit room; and do not play when you are drowsy or fatigued.

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor
befare playing
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INTRODUCTION
1.1. Welcome to Worldwide Soccer Manager™ 2009

\Waridhwide Soccer Manager™ 2009 s the latest instaliment of Sports interactive's soccer managemenl
SENes. WIeve ONce again strved 10 Continue rmaking the ultimate socoer simulation and we're glad you'ne a
part of that. See the “What's new” section below for information on a host of new features.
If you've played any of our previows tithes, then you may already consider yoursell an expert -

inlarmaton an this i
this &
Marager™ 2009,

bl there’s

wal for all lesels of plagers If vou'ne nesy to the wenes, this manual, in addition o
game tona 11r|r| achvisor systems, aims 10 fully acquaint you with every aspect aof Warddwide Socoer

Should you hinae o gquestion wisch Bn"t covered somehow I:::, these methods, of mdeed of you Fired
sarmiething you wish 1o share with the team, you can find us over at waww.SHEanTES.COM OF YOU Can join our
thimng online community at hitpsdoommunibysigames.com

1.1.1. What's new in

Worldwide Soccer Manager™ 20057
Warihiade Soccer Fr!l.irl.rg!'r“" S0 has another
fantastic set of new features for the upcoming
seazon, The following are just some of the additions
wa've made to the game:

3D Match Engine - The world famous Soccer
Manager™ maich engine i now in 30, with
multiple camera views, and no comipromizes. 5 sakd
they wouldn't move into 30 wntd they were sure
that it was technically possible. Now it is:

Assistant Manager Feedback - Receive pre-match
and in-match feedback from the Assistant Manager
telling you how your ieams are doing, and what
they could be doing 1o be better, If you can’t figume
out what's goang wrong with your 1actics, why

the oppesiten ae ripping you apar, or why your
v Signing i playing will below potentisl, a good
Agnstant Manager will be invahaable,

Board Confidence Improvements - Lots of
changes have been made to ths module based

on forum and tester feedback, A screen re-design
featires two new sections - squad harmany (player
moraleteam blend, players unhappiness and dub
morale) and dub stature Imﬂpa?s the changing
state of the dub whie you've been i charge in
areas such as reputation, trophsss won and diision
leved).

Hﬁhw-ﬁu:mwmmhegmas
& female manager,

Improved Media - Lots of new, and enproved,

s (terrs have been added to Wovidhnde Soccer
s “m1nwmmw

1o the manager on 5 gomg on al their own

team, and the soccer woedd a1 large.

Position Training - Based on forum and tester

feedback on Soccer Manager™ 2005, it
5 now oasier b tran players in positions not natural
ta them, particularly when' ly playing them in

Preferred Move Training - You can now tran
plapers 1o perfonm Player Prefermed Moves that
ane applicable fora player in thesr position (via
player interaction), of train them 10 lose a previous
Prefermed Maove
Press Confarences - Attend pre- and post-match
press conderences with local and national pournalists,
and also on occasions such as when you take a new
job
New Match Time Bar - The ability to rewind and
re-walch amy anea of the match using a time bar
wiich showes the key incdents
Transfer System Re-write - Based on fomem and
tester feadback, we have completely rebuilt the
back-end code for a more efficient and realistic
tranfer system
Trial Days - Scoutable and swewable matches wherne
phayers released by their club play against each
other, arranged by the players union, in order 10 1y
and impeess & club enough 1o earm a contract
TV View = A new way to watch the match, whether
choose to watch in 20 or 30 = full screen, with
widgets to choose which stats, feedback
or fve updates you want to see at any point during:
the game.
Transfer Rumors - On the Laagus Compeatition
screen there is now a transler rumons page. This
lists a selectson of transfer numors speculated by the
media for teaems in that division — and just like real
miedia rumees, not all of them ane true,
Updated Competitions and Data - Al
competitions in the game ame updated with the
latest rules, AN player and team dats, with amund
350,000 players and stadf arcund the world, is
drawn from the waorld famous Spons Interactive
database



1.2. installation
1.2.1. System Requirements

Thie Systerm Requirements necessany to run Workdwide Soccar Manager™ 20009 are as follows

XP: 1.4GHz or Faster
Wista : 2.0GHz or Faster

*Supported Processors: intel
Pentwm 4, Intef Core, AMD

* *Supported Chiprsets - Nvidia
FX, 5500 Uitra o greater, ATI
Radeon 9800 or greater; intel
B2615G/B259106L or greater,
Earlier cands may onéy display 2D
Match Viewer Mode and ane notl
supporied, Laptop versions of
these chipsets may wark but are

Mac Requirements

PowverPC Minimum Spec

05 X 10.5.3, Mvidea CGelorce
6600 / AT 9600 Radeon

Intel Mindmum Spec:

05 X 10.4.11, Intel GhA 950* /
Nvidia Geforce 6600 / ATI 9600
Radeon

Athlon DOERORNIRS. Recommended

Seund Cavl: Intel Core Duo Pfﬁumg:ﬂw. 05X
XP : 51 2ME RAM Directy 9,0c compatible 10,5.3, Mvidia Geforce 7300/
Vista : 1GE RAM Directx: ATI %1600 Radecn
Hard Drive Space: Version 9.0¢ (included) * will enly display 20 Maich
268 LAN: Viewer Mode, Farer systems
OWD-Drive: TCRAF compliant may work but are unsuppored,
m Input:
12BN Keyboard, Mouse

1.2.2. Installing Worldwide Soccer Manager™ 2009
Insert the Workhaade Soccer Manager™ 2009 disc into your DVD drive and wiait for the autoplay program
to begin. From here, follow the simple on-screen steps to install the game.
1.2.3. Family Settings
Fmsuﬁmhﬁmthmdm-mEmphmmWM‘p&mﬂmum&
Manage your child’s access and experience with easy and flexible tools. For mare information, go to
wwnw.gamesforwindows.com/live/familysettings.

2.0 GETTING STARTED
2.1. Launching the Game

To kaunch Waridvwidee Soccer Manager ™ 2009, double cick the
“shorcut icon on your deskiog.

mu:h‘ “'InI:‘ ba&ed.m“ will be presented with the
mmw i

,g:ﬂw N Roes the various options vaiable on the |

[Action

Description
| New Game Beging the progess of siarting & brand new game of Wordeade Soccer I
Adanagar™ 2009 H
| Load Last Game Loads the miost recently played saved game I
Losd Game Sefect which Soved gamie you would like 10 koad from the list which will appeat
Load Quick S1art Sports Interactive may provide "Cusch Starts’, which are essentially saved games
wilh a single nation and limited database. Loading one of these vall get you up
and runrunq in Waarkchanle So0cer .'.d..m.'lgw"” 2009 wath rurmmal fuss
MNetwork Begin a Network game.

Chisck For Updates Spots inferactive vall release updates for Wrddvede Sooter Manager ™ 2009 Ta
e you are running the aktesciute most recent version, dicking this button wil
periorn a check. i your are up o date, you will be told so. if not, you will be direcied

1o the official Sgarmis. com website whene you will be able 1o update your game.




Load a saved plom (Packed Match) file saved from o Widdhwide Soccer
Manager™ 2009 saved game into the Match Viewer and watch the match as
it happened

[ Credits The people responsible for making Worldiwicle Socoer Manager ™ 2009

Preferences Configure your game Preferences. Please refer 1o section 2,1.2 for greater
detail on each of the preference options,

Cunt Exit Wioridbwide Soccer Manager™ 2009 and return to your deskton,

2.1.2, The Game Preferences Screen

The following options are all found on the Preferences soreen and allow you 1o configure how Wordwade
Seccer Manager ™ 2009 acts and behaves. A check nesxt 10 an option indicates that this is a Check Box
option with two possible behavior types:

GENERAL

Language Sedact the language you prefer 1o use.

Currency Select which currency you wish to wse. Al major curmencies ae represented in
the game with appropnate exchange rates taken close 1o the retease of the
game.

Date Format Sedect the format in which you wesh the dates 1o be dsplayed, Then ane two
options; the European standard ddimmdypiy, or the North Amencan standard
Ay

Wapes Dtsplaywagﬁ In-game in either a weskly, monthly, or yeary format.

Temperature Display match day temperature vahess in Cetsius (M), Fahreniheit ("F}, or Kihin (K},

Hesgit Dwplay Height measurements in centimeters (cm), meters {m), or feet (fi)

Weight Cesplay Weight values in kilograns (kal, pounds (fos), or stone (51,

Shor Dstance Dwplay short distance measurements m the 20 match display in ether meqerns
{mi} or wards {yd).

Cocheds, Forrnal Dwplay pre-match odds in eithier fractional (571 or decirmal (4,00) form

Processing Fixtunes Depending an the abilities of your processor you may wish to have Workdaide
Socoer Manager™ 2009 process matches from elsewhere in your soccer world
i diffierent wirys. & mone capable PC may like to have a mong responssae
option where these matches are processed while the wser carries out whatever
business they wish, A less capable PC may, however, need these fixtures to
be processed faster, which i turn is less responssve and at times cannot be
mierrupted. Check the avadable options and see which works best for you.

Continue Game This optecn is more typacally used for network and intesnet play wheve the host

Timegn may want the game to progress at a decent pace, The Continue Game Timeout

option allows the wsenhost 10521 a countdavm on the garme. Thus, when

tha tirme runs out, the gams will continue regardless of what the wser may be
doing at the time

Canfigure how long each nem of news displays for in the checker bar, ranglng
from 1-10 secands,

Auto Save Interval If you are a tad forgetful or maybe just Be to e on the side of safety, you can
1l Wisridvwnde Soccer Manager™ 2009 ta suiomatically sive your game at
aselected interval, ranging from daily 1o just once every five years (for those
dedicated players. ). i thas eption sn't for you, simply select Disable

Auto Save Mode If henwveves, saving & for youw, you can choose whether the game saves

automatically in o single Tibe (therefore averwriting the same savel, o if it 5
saved info an incremented or rolling save file.



User Data Folder

Your can (ell the game 1o use the fuser data folder in the directory identified in
this aption 1o store temporary files while the game s running instead of the
standard ‘hidden’ location (which is accessible but not immediately apparent)

Use Wizard when
Starting Mew Game!
Adding Mew Manager

These are two check boxes which, if chedked, will present the wser with a
wazand which will quide them through these two game modules. Uncheck
thaistiz and they will not be present.

Agk 10 Add Another
Manager

This does what it suggests - chieck this box and when the user has added a
manager (o the saved game, they will be asked if they want to add another.

Ak 1o Sang Newdy This optsan, if enabled, will prompt you 1o seve your newly created save once

Created Games you have added a manager. If left disabled, you will need to-save it of your
o accord

Match Day Experience  H you wish to experience Match Day in stages, leave thes enabled, B you wish o
pet be taken 1o the match upon pressing “Go to Match”, unchedk it

Comgpress Saved Compressing your saved games means that when WWAWSMOS is saving them, it

Games wall campress all the files in the save in onder 1o keep the saved garme size at a
minimurn, Check ths box i you wish the game to do ths.

Theeading This optson is ondy avadable if your PC possesses threading capabilities,

Threadyg makes one single processor behave like two logical processons
‘When enabded, this allmas the processor to execute multiple threads
smutantousy, which wil produce @ sgnificant performance improvermint

Miwve Manches for TV

This i another option whech s mainly wied for network play, | you wan all
participants to play their fitures on the same scheduled day, enable the cption

Enable Media I this eption & enabled, URALS o news items, such a5 wwaw sgames. com, will
Hypardinks b clickable, and assurming the wser is connected 1o the memet, the page will
Izad In their designated intermet browwser If the wser i ot connected to the
mernet, the page will not load
Enable Advisor if enabled, the in-game Advisor will be present and will offer beginner level
advice 1o the wser,
| DISPLAY & SOUND
| Display Mode Use this dropdiown 1o configure how you wish WIASMOS to be dsplayed on

wour screen, The game will present all possible display modes (o you based on
OUT ET COMpLtier

| Skin

Select which skin you wash 10 play Warkdwide Seccer Manager™ 2009 in, The
WWSAIS skin is the default game skin, but you can download skins oeated
by comrmunsty members and others as well

Lise 5kin Cache

By default, the game ‘caches’ all the skin data into one single file. Doing this alows
the game 10 load the graphical data much guecker. However, this presents the
game from scanning for new graphical data and will nstead simply load what it
s cached. Theredors, if you wish 1o see-amy graphical changes or adiditons you
huae mache mﬁmﬁmmw“m uncheck the box

i Hﬂsbﬂmsmecked, when the user clicks 'Confim on the Preferences su'een
the skin wall reload. Thes s useful for ersuring new graghics ane incorporated
iy the skin as well as being an option for users creating skins to save having
1o exit the game a and neload i b vi wew their :hanges

From this o dropdmn YO Can cmﬁg:.lre what level of pu:tures are dlspla'_med n
o QAT

Sheowy Graphecal
Attributes in Profile

le';cked, the standard numencal values representing player attributes willbe
replacied by a graphic in the foem of a bar filled 1o vanous levels representing
haair attribute rating




Show BadgesLogos If chiscieed, this will didplay all badges and logos fouwnd i the relevant directonies,
Shiows Background If checked, any background pictures downloadedicreated by the user and
Pictures assagned comectly will be displayed in-game.

Shiow Unigue [Ds I checked, this will display every Unique ID for all items in the game. For
example, on a Mayer Profide it will overnde the teaminationiposition display
befow his name while this option & checked

Sort Bookmarks If checked, this will sort your bockmarks

Screershol Formal

Woridvwide Soccer Manager™ 2009 allows the user to take screemshots from
Insade the game {useng the AR+FS shortoud key by default, although this can
be changed) and have them automatically saved to My DooumentsiSpons
Interactive\Worldwide Soccer Manager™ Z200Sscreenshoty. Select here
whether you wish 1o save soreenshats in PNG or BMP format

Recent Falders in File
Dualogs

This setting lets you decide how many recent folders you want 1o store. Recent
folders ane used i any file diakog {open or savel in the game and allows you to
quickly switch between the recent folders you have visited,

3D SETTINGS

Enabde 30 Match If checked, ths wll ensure all 30 wews and camiras will be present

Cameras on maich days

Show Stadiurm If checked, this option will display various genenc stadurms around the field m
30 display mode.

Show Bky If checked, this option will show the sky round the field and above the
stadium {if enabled) in 30 display mode

Sound Cache If o wesh 1o have sounds played in Workdwide Soccer Manager ™ 2009, this
needs to be set to either Smart or All. Smart will cache the sounds and perform
a5 kst ot can Tor your PC, while Al will smply load all pessible sounds. Sounds
will only be availabde during a match.

Plary Sounds Turn sounds on and off here through checking and unchecking this check box

Sound Yelurme Configure the valume of sounds in-game on a shding scale of increments of 25,

up to 100 (loudest)

| NETWORK
Senver Name Enter the name of your server to make it identifiable to amone you wish 1o
Join yaur game,
Rum a5 Server Check this box 10 enable your computer 1oact a5 a server for a network game
Passevord 561 a passward for your game f you wash it 1o be privite
Fonce Cantinue Chedk this to enable the Force Continue command. This & explained in mone
Enabled detail in the "Genaral' Preferences just poor to this section.

Force Continue Options [ enabled, you can configure exactly when the game will Force Continue here.

EXTRA FILES

This screen is wheve you will be able to enable’dsable additional data files, such as the existing
alligration news types and board takeover fles. Should you create of downdoad such data files, they will
need to be activated hare by checking the check bos.

SHORTCUTS

Wiighaidie Soccer Mandger ™ 2009 supports i lrge numiber of kéyboand shonouts, The Shortuts
screen is where you can configuee exactly which screens you want 1o be shortous and the keys you wish

te link stk it



Having clicked the New Game' ioon, the initisl
database will load, This should typically andy take a
few seconds on most computers. Once it's loaded,
you will be presented wath thie Select Leagues soreen
ou can now select the leagues you wish to run,

2.2.1. The Select Leagues Screen
This screen has a number of elements which should be given some conssderation before dicking

‘Start Game’, This table describes them:

Description

Nations

Worldhwde Soccer Manager™ 2009 features keagues from 51 different
countries arcamd the entine socoer world. From the panel on the left-hand
sade of the main screen area, select the nabons you wish 1o boad into your
saved game by chegking the appropriate boxles), Do, however, remember
that the more leagues incheded in a saved game, the slower the save wall
run. Depending on the abilities of your computer, it may be wae to restrct
the number of nations you are running. Also see the ‘Recommended
Setup’ aption for moe on this anea

Loweest Active League

Oince a natson has been added, it will appear in the main saeen area.
Alongside it waill be a dropdown box listing all the available playable
Ieagues in that country. The league selected and displayed in this boo wall
be: the lowest league you will be able to manage once the game has been
created. 5o, il for example you select England and choose the second tier
s the lowest active, you will not be able 1o manage outside of the top
fwnd elevisans.

Some Wordwite Soccer Manaper users like 1o have a larger game world.
The hMode selection opton allows them 1o do the without necessanly
straining thew computer as mach, By setting a nation to “View-Only', the
leagues from that country will be loaded 1o your saved game but you will
not be able 1o manage there of interact with it gn the same full level as a
“Mayable’ country. Howeves, it will be present and will genarate soores as if
it et A standsed playsbie laagui

Game Stan Date

If the user has sebected a8 number of nations to load into thewr saved game,
the opportunity o start on a number of various dates becomes availabile
This l2nds fsetl 1o starting saved games a1 unfamiliar moments. For
example, loading England and Brasd into 3 save wall allow the user 1o start
managng in England in December - the traditional start of season in Braal
but right = the heart of the English season, Some start dates will allow
the user a longer pre-season than the standand for the country they wish
1o play in, some will shorten it. Of course, it can just be left to the defautt
option if the user wishes



Database Size

In & similar mannes 1o the loading of memerous leagues and nations mio a
saye, the size of the database loaded into a save determines 1o some extent
the kevel of realsmn the wser will expenence in their saved game. Naturally, a
L chistabune will include more pliygers and tearms. from the socoer word,
whereas a smaller one wall include what are considered the cone and most
Importany erms. More capable PCs will be able 1o hande larger databases,
but less capable ones may want to corsider using a smaller option

Lovad Al Plagirs From

Thiss option & yet andther way to configuie your saved game to be as
realistic as you want it to be. The dropdiown bow for this selection lists all
nateons in the soccer world. Selecting one of them wall load every single
player of that nationality into your saved game. This can be particulardy
useful if the user wants 1o manage an internatsonal 12am which doesn't
have an actred leaguee in Wt Soccer Manager ™ 2009, To manage a
nation, 3t least 150 players from that country must be present in the saved
game, meaning that thes option will typscally make a majonty of natsonal
teams manageable. O course, this can be used simply to expand the
number of players available from each nation, and multiple nations can be
selectod (by opening the dropdown list after one has been selected and
repeating the same processh or removed [dick on the selecied nation from
the 151 10 rernave the chek from it).

Usa Real Players

Thits check box does pretty much exactly what it suggests. Leading it
checked will load real s1aff imo your game, the narmes and faces you
lonorw. Linchechong it will generate a whole word of “fake’ players which
do nat necessarily map 1o any real-life counterparts, its a whale new
world.

Add Key Staff

W enabled, this option will add key backroom stafl (such a Assistant
Managers) to teams which do not have them.

Allow Transfer Budgets
In first window

Whvidhwide Secoer Manager ™ 2009 typically starts & new game in the
same pre-season as has just been passed in tha real world. Therefore,

the database refiects thes i squad lists and team transier budgets. By
disallowing transfer budgets in the first transfer window of a saved game,
the saved game will reflect the real world more acourately than if the save
allorvs tearms 10 spend money it didn't spend in real life, Simply put, this s
another cption 10 add 1o the realism of your saved game.

Enable Attritate Masking

Antribute Masking is a concepl whem certain attributes (or i some cases
all} are not wsible to the human manager because WAASMOD assumes a
manager of your expenence and age wall nat necessanly know everything
about every player in the world. These attributes can be revealed theough
scouteng of interaction with the player. For example, he may be an
opponent on a team you've st faced. If you wish to simply display all
information and anributes from the stan, uncheck this option,

Recommended Setup

Selecting thes option will allow Workdwide Soccer Manager™ 2009
1 aclvise you on the jdeal number of nations and leaguees to load e
the game, Thes is just & recommendation, you ane free o miberpret the
guidance however you wish, or ignore it aliogether




2.2.2, Wizards

If the appropriate options have been selected in the game Preferences (see Section 2.1.2) then when
starting & new garme, you will be guided theough the process by a wizard, The "Star New Game wizard
takes the user through the basic setup of configuring a new saved game, and once this & complete, a
wizand will guide the user through adding a newr manager 1o the saved game. The wizards are informative
and designed 10 present impontant information in a user-friendly manner.

If, at any time you wish 1o wse the more advanced options, you should select the appropaoate option from
the wizard, or dizable them in the ‘Preferences” menu.

When the game has finshed loading, you will be prompted to complete your managenal profile and add a
user 1o the game,

2.3. Adding a New User

Thee Adding a Mew User screen looks ke thes:
The following options are avadable on this screen,

OFTION DESCRIPTION

First Name fniee‘ymrr first name

Last Mame Eriter your last name

Date of Birth Enter your Date of Birth. If you ane bucky encugh to be particularly young
for soccer management, you will find that your age will change 1o better
SUIL @ NEW SOCCES MAnager.

Favorite Team Sefect your favorite teamn - this can inflwence some events in the game
wwihach snteract with the chosen dub and its playersiiaff,

| Gender Set whether you are male or female
] -Natii:mliry Sefect your nationality

Other Nationality M you hold dual nationalitsss, you can enter the second of them here.

Past Experience Sebect your level of expenance. By default, the ‘Automaric’ choe i
selected, meaning you are entering the soccer world with no prior
axpenente. Howewer, for whalever purposes you like, you can selact that
yiur have been o Prodessional or an International Soccer Flaer. This wall
mrease your staring reputation and potentially affiow you more leeway
wrlh the Board than an inexperienced manager in the short term,
fong-term your reputation and standing in the game may come under
pressune sooner than someons of lesser stature

Start Linemployed  you can’t decide on a team to manage, or want that extra realism, you
can enter the saved garme unemployed and wait 10 be hired by the first
team deemang you worthy of 8 managenial post.

Password If you with to protect your actions as manager under the safeguard of a

password, enter and verily it in the space pronded, As with all passwords,
engure TS secure and one you can remember, as thene is no recovery
system m place from Sports imteractive or SEGA®




bedore, thee teams from the top-most league selicted will be displayed. If you've previcusly started saved
games, the league you last started in will be displayed. In esther case, the "Leagues’ menu from the top
right af the lewer panel in the man screen anea will aliow you to change the teams displayed here, Select a
team by dicking on the left end of the table row - the armow next to the team name - and the team’s hasic
profils information will be displayed. Once you've chosen your team, hit "Confirm’ from the Actions menu
and you will be added as manager

If you can't decide, the ‘Randomize’ option adjacent to the ‘Leagues’ menu will pick a team for you
antirely at random. Yeu do not have to sccepl this chosce of team, it merely sugpests a team and leaves the
ultimate decision o youw.

2.4. The User Interface

Warlduade Soccer Manager™ 2009% interface has been designed to ensune that playing the game is as
user friendly as possble. The following is a glossary to help explain some of the terms referred to in this
manual that ane commonplace in the game.

First off, a short explanation on the two main control methods:

2.4.1, Control Methods

Left Clicking:

Ledt chicking is the peimary methad of navigating around a majority of computer applications and
Wordwide Soccer Manager™ 2009 is no different. in simple terms; if you see an item of interest, deck on
it. Thie garne containg a huge number of on-soreen items which can be clicked on 1o reveal more details
and information.

Clickable tems are identifiable in a few ways, All of them wall result in the mouse curser changing into a
finger pointing icon. Soame iterms will appear in the form of a hyperlink or a different, dasker shade of color
on a button. Click arcund, read through this section, and familiarize yourself with your surmundings.
Right Clicking:

Right clicking beings up a menu of *Actions’ which can be performed on that item. Essentially it represents
the “Actions Manu' for that item. it is chiefly a time-saving/power user device, allowing you to perform
an action without first having 1o chek on the em. A list will only appear where and should nght
clicking on an item not bring up anything, its safe to assume there s no mienu for that iterm.

Every screan may have a number of actions associated with it. For example, on the Contract Offer screen,
there may J:. options 1o accept the contract, reject it of negotiate it Each of thess represents an actian the




Filter

Many screens in Workdwicle Soccer Manager™ 2009 give the wser the ability to set filters which permi
themn to configune exactly what information they want displayed. Screens which podsers this functson wall
have a ‘Filter” bution, usually located towards the top ight of the main soreen area or a panel. Clicking it
will reveal the Filters meny, with a rumber of options and check boxes. To set a filter, check and uncheck
the boooes wntil you have what you want to display. You may then hide the Filters menu again by once mona
clicking on the “Rlter' butbon,

Game Object

A game obgect roughly cormesponds to an item in the game database - a person or a team, for example. As
2 hasic rule, & screen will display information about ane masn game obpect, although this screen may then
hald information aboutl many more objects - take the squad screen as an example. The main game obiect
s the squad, but then multiple game oibjects - players - are fiound within,

Menu Bar

4 » e [ The hMenu Bar is located in the
. = anea |ust below thie Tithe Bar. it

mmumbemf meny headers which pop cut to contan the main body of the garme'’s options, it s

effectively the main menu inside the game and you will find yourself accessing a magority of iterms through

these menus,

This manual will also s tmes refer 10 the "Left Menu Bar” - thes is when the tree menu desanption for

the baft-hand side i not accurate. The left menu bar will typically be balow any tree options and contain

aptiens which da not fit into the ‘sections’ destnptions.

Guick Flicks

Located centrally at the top of the Title Bar, the Quick: Flick icons can be used to soroll guickly through

the current game. For example, if you are viewing one of your players, you can scroll back and forth

alphabetically through your entire squad wsing these buttons. Samilarly, if you are veewing a team’s squad,

using the Cuscie Flick buttons will scroll through the squads of every feam in that league.

‘Screen

A soreen dsplays information, Mormally 3 screen will represent a singular game object - apllyun*am
for example.

Each scréen has a tithe, and one or mane sections, I can abo have a subtite, although the current section
'mmmmnwmmmmaﬂmm

Screen Area




Direcily below the Menu
Bar ame & number of
Shiortcut kcons, They are the graphical representation of the area of the game they act as a shoriout 1o - the
binccutars, for example, ane a shoricut 1o SCouting (since you ane "watching'), Leave the mouse i£on over

an kcon to bring up the tooltip to find out what type of shorbout it is.

Sliders

Wiaridhwnole Soccer Manager™ 2009 incudes 8 numiber of shders, particularly on the tactics and match
screens. A slider control aliows the wser o select from a range of values by moving a bar from left to right
and back, very similar 10 a volume control. To move a shder, simply lieft dick and hold, move left or night, and
then refoase.

e Sulbtitle
Coca-Cola League 2 The abilels 3 plece
| = o - | of text shownina
= ~~ Holders - MK Dons ' slightly smaller font
underneath the main tile for a screen, The subtitle can be wsed to show some supplementany detals about
the screen’s game obgect.
Ticker Bar

As the title indicates, the Ticker Bar contains the news ticker. This s positioned at the bottom left of the
screen, Bebween match days, the news ticker displays nevws and statistics from around the game world
On match days the ticker displays the latest scores and incedents from arcund the grounds.
Title
The title & a piece of text intendad to ndicate the purpose of the screen. The title will generally be
displayed in a large font in @ prominent place on the screen - most typacally in the Titks Bar.

Title Bar

Coca-Cola L . iop ol e windon
top of the window and
displays the tile of the
uamlmaswﬂauhumﬁumﬂﬁmsﬂuﬂammmdm '
mwwmwmuammwam

ﬂummﬁtm places throughout the game and should you be to the intent of
can in many. you ba unsure as
mmﬁrmﬁlmhﬂwnwmdhmmhwﬂﬁﬂﬁhm
-Tlmblm

The e e dipos ahrachicl o Gk o ndes)
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View
B Viems « | Show Fiten

Sections and soreens can Rawe one of mone viess which present the same
Iinformation in different ways. For example, the squad list selaction of the
team screen alloaws you 1o look at a list of players but because there are lols
Contract of attribastes for each player, it would be impossible to display them all at the
1" contract offers same time, The solution & 1o allow a number of different views to dsplay a
feww of each of the attributes

| Genadal Infa

Transher
Fusll Playnr Stat
[t T e Resizing Table Columns
+ Sehection Ay tabde column in the game can now be resized or reposiioned a5 you
Aasistant Heports like, i the same style as you can do in many other applications, To resize a

column, left-chck and hold on the area bebween two columns and drag it in

Infunies §

the desired direction, making it larger or shorter. Release the mouse button

| « Siats 1o set thesce, To reposition a column, click and hold the header and mone
| IMEFnational the mouse o where you wish to move it to, and then let go once again

2.4.3, Advisor

The Advisor system & a feature whach providies beginner-evel advice and help to newcomers to the
Woridwadle Soccer Manager series. Lipon starting a new game, the Advsor will offer the user help on a
number of game actions and iems depending on what the user wants (o da

Tex enable or disable the Advisor system, check or uncheck the appsopriate boo in the game "Preferences’.

3.0 THE OPTIONS MENU

3.1. Game Status
The Game Status screen displays the basic information about your saved game. It includes details of the
total game time, garme version, when the game ik et sived and all usérs who ane part of the G

3.2. Detail Level

The Detail Lewel screen allows the wser to configure thesr saved game even funher in order to optimize
performance as much a5 possible.

Thee soreen contains all competitions koaded into the save and allows the user to specify which matches are
processed in full detail and which will use the Gueck Match engine and when. They can be set from varicws
stages of competition - for example, just the katter stages can be set 1o generate fully, whila the remainder
of the competition & handled by the quick match engine, which is used as standard for competitions not
loaded into your saved gamie. The option 1o generate the entire competition fully is svailable (A%, a5 1 the
option to generate the entire competition with just the Quick Match emgine (Mone).

3.3. Hall of Fame

The Hall of Fame &5 the home of begends. The very best managers of all time ane detalled by thes successes
in the soccer world, The HoF has sections fior domestic success, continenial success and uitsmately
worldwite accaim, as well as by nationality, ' Will you be suocessful enough in your canser to sarn a place
amang the greats?

3.4. Game and Research Credits

These are the people responsible for bringeng Wordwide Soccer Manager ™ 2009 10 you. A full It of
credits can also ba found at the end of this manual,

3.5. Community Info _ _

This screen features & numiber of WWSAMS Community Website Atfikates and other assorted fansites.

3.6. Preferences
Configuee your game preferences hene, For more detad on the options found within, please refer 1o
section 2.1.2;



3.7. Refresh Media Comments

I you have introduced any new media comments using the WIASAIOG Media Ediice, o sudeed

downdoaded any from other commamity wsers, you will need 1o wse the option to refresh 2l existing media
COMMEnRS in order 1o fee Them in your Saved garme, You will recene a confirmation dig o) eplasning this
as well as the fact you willl lose all existing comments in news items already generated by the game

3.8. Reset Advisors

This option will allow you $et all Advitors badk 10 8 stale where it will ireal you a5 & nivw user again, wnd
run through all advisoes as necessary, For more information on the Adwvisor system, please see section 2.4.3

3.9. Manager Chat

i your saved game has multiple users (hot-5eat phay) of you ane playing over a network with others,
the Manager Chat window allows all users currently in the game 1o commumnicate in a standand chat
ApplICERON mamner

3.10. Print Screen

if you would ke to print the textual comtents of a particulas screen, navigate 1o the desired choice, then
sedect this option, You will hive the option of sending the data directly 1o a panier, o sanand it in either 3
web page or a word document format

3.11. Tutorial

Woridwade Soccer Manager™ 2003 features an in-depth and detailed Tutoral guide to the game. On any
screen, pressing the F1 button on your keyboard will bring the Tutonial up and explain items on that sceen
This menu aption smply allows you to bring the Tutodal up without pressing F1

3.12. Online Help

Clicking the Online Help menu option will load your internet beowser and go 1o the Sports Interactive
Knowledge Base (51 Base) when you wil find detailed help on WWSMO09, if you ane not connected 1o the
imternet when you dick this option, the page wal not load

3.13. New User
This option aiows you to add a New Liser to/ tha saved garme. For mane details on this process, please refer
to section 2.3

3.14. Save Game (As)

The Save Game and Save Game As options do a3 they suggest. Saving your game is fairly important; as its
extremely unkkely you'll be playing it unsaved forever. "Save Game' simply saves the curvent game over the
previous iteraton, wheveas Save Game As allows you to choose any file to overanite or indeed, s the
game a5 a brand new file.

3.15. Load Game
The Load Game option sliows you 10 koad an exsting saved garme from insidie the main WASAOS
application. If you do this whille playing another saved game, you will Iosa all unsaved progress.

3.16. New Game
This aption aiows you 10 $1a7 4 New Game at ary time from withen the man WWSMOD apphcation. If you
do this whia playing another saved game, you will lose all unsaved progress.

3.17. Main Menu
This option aliows you 19 returmn 1o the BMam Menw froen within the main WIWSMO9 application, I you do
thiss while playing another saved game, you will Iose @ unsaved progress.

3.18. Quit Game
Exit WAWSRI0S aned return 1o your deskiop.




4.0 THE MANAGER MENU

Thee Manager kenu will argely be the main point of reference & your career develops in Whrdde
Soccer Manager™ 2004, The Menu contains the magority of the key iterms you'll need to regularly address
Thie options are docussed in great detal throughou this section

4.1. Manager Overview
Thia Manager Overdew screen provides a quick look at the important things going on with your tearm at
the current time, kformation on your team, players, fixtures and finances are updated,

Any of the panels of information displayed are chamgeable at any time. Each panel header features a small
option at the end with a down facing armow:. Chcking this arew will pop up a kst of possible panets 1o wse,
Sedect the pop-up list you wish to use, and il load, It as simple a5 that.

4.2. Notebook

The Notebook screen Cts a5 your vivy own in-game jotter pad’, allowing you fo collate your thoughts and
impaortant news into one reference area, Motes are listed in the top half of the main screen area, and the
specific detads and body of the notes are presented in the lower half when a note has been selected,

To create a note, select the ‘Create Note' button from the bottom of the top panel. The lower half of the
screen then becomes a composition area. This is automatically saved when you leave the screen. Once you
have notes you can edet them, duplicate them or delete them as you wish, You can also st a reminder
date for notes so that they kand in your inbox on a convenient date to act as a rermander for you to do
sormething,

4.3. Calendar

The calendar ks a crucial posnt of reference for you o plan your future actions. Displayed and laid out in the
form of a traditional day-by-tay calendad, mmportant dates ane indicated 1o you in either a Weekly, Monthly
or Yearky view (configurable from the “Views' menu), Whichever you choose, you will have key information
a your fingertips and very little excuse for lorgetting to prepare for a fodure or renew a contract. Mouse
over-any item from any vew for a tool-tip indicating what is occurring that day - this is partsoulardy useful
ion the Yaarly view.

Mlmumm.mmw These are:
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4.4.2. Filters

I order 10 keep your Inbax as easy 1o wse as possible, theve are a number of Fllers available 1o you. The
Filters' eption from the top right of he main soreen area displays the various Tfter options avadable to you
Clcking one of them will edit your Inbox (o daplay only the news items rebevant to that fter, making #
extremnely easy to find something from an old news item, for example. If you wish to remove all filters and
W your entine Inbax, simply returm the setting 1o ‘None®,

4.5. Your Team

Let'’s be honest, this i the heart of the game - your team. The
group of players you will mold into a successha squad, Your
squad soreen books like this:

In addition to these options, you have a number of key items
found in the left-hand tree menu. These ae explained in detad
in this section,

4.5.1. Players

Your success will ve and die based on the players you employ 1o carry out the tasks at hand. Section 9.0

details players in WWSMOS in more detall, However, each player may at times have an icon next bo their

name with a three letter abbreviation indicating an action or event relating directly to them. The following
table explains these ‘status icons':

ICON  DESCRIFTION

45 A club manager has requested that an infemational manager uses this player for anly
A5 minutes in an upcoming friendly intermational

Al The player has recently been absent from the chul without permisson
Budd The plinyer s subject 1o 4 rarsfer bid from another duls
Cur Thar player’s contract has exponed at hrs cumrent clulb

Cup The player s cup-tied hawving played for another club in the same competition in a previous
round,

Day The player & on an MLS developmental contract.

Dt The player has been selected in the MLS Dvaft

oF The player & an MLS-designated Playes.

Eng The player & subsect 10 3 trarsfer enquiry from ancther club

Fgn The player counts &5 a forsgn player i the competition

Frt The planger has decided to leave his dlub on a free transler.

Fut Thie player has concerns about b future ai the club

HG The player counts towasds the Home Grown player quota necessary for a competition
Hal The player & currendly on vacatice.

1 The player & an MLS Internatsonal Slot player (non domestich

I The player & inelgeble for the next match

Iy The player & suffenng from an njury

Int Thie player s on mternational duty.
Lm

B The player i short on match practce and may need additional practice on the resenve team to
get to full fitness,

Loa The player has been made available for loan




The playes is beasning from a teammate who is tutoring him.

Thie pliyer has bien listed for trarsfer,

The plinyer has reacted 19 a cemmient you have made in the media

The player has requested to leave his cuwrent club,

The player has anncunced his intention 1o retine at the end of the curent seasan
The player s m need of @ rest.

The player is being scouted by your scouts,

Thie player has soeme slight concenns about his role at the club,

The player s suspended for the next match.

The player has sgreed a tranafer with ancther club and will leave when the next transfer
window ppens.

The player is traveling 10 join up with his international squad, or he is traveling back from
imernational duty.

Thee player is tloding 4 leammats
The player is cumently unfit and should not be selected. However, in an emergency he may be
used.

The player is unhappy with his role or an eventfaction.

The player is not registered for the competition,

The playes has been wathdravn from international duty by his club manager.
The playes i wanted by another club.

Thie pliyer has no work, peamit and & therefore unable to ply.

Thee pliyer is cne yellow card away from a suspension,

The player 1 on a youth contract and s not yet on professional terms,




The Fast Meetings button will
allow you 1o see all of your
prEWOUS in-game meetings with
wour opponent. This can be done
for any unplayed fictures.

- m

4.5.4. Reserve and Youth

You've got 1o look after the future of your club, Your Reserve and Youth teams are always available for
wiewing and interaction from the tree menu, Your Youth Team will typecally contam teenage playens on
youth scholarship contracts training and trying 1o eann a professional contract. The Reserve Team typically
iy contain & mixure of young professionals and older, “washed-up” players wha no longer cut it a1 the
semior bevel. How you manage these two teams is completely up 1o you. Some teams will have no fotures
for these two squads, and at the start of each season you will be asked by the governing soccer association
H you wish to continue enteringfenter the competitions for these teams

You can designate a member of your backroom staff to control these teams in your Manager Oplions. For
mont information on how to do this and indeed the Manager Options section a4 a whole, please refer to
section 4.10 of this manual.

4.5.5. Training
Configure and keep track of your training schedules and regimes from this screen. For more information in
detail on the Trasning module, please rafer 1o section 7.3 of this manual,
4.5.6. Finances
Keep track of your financial position from this screen. Section 11.0 of this manual explains the finances in
Warkhwadie Soccer Manager™ 2009 in greater detal,
4.5.7. Staff
This sereen lists sl non-playing staff mmwﬂw the dlub, Ciick on a name to view their profile. For mone
information on non-playing and backroom staff, plaase refer to section 7.0.
4.5.8. Information
The Information screen displays all the stats information about the dub you are in charge of.
e 4.5.9. Affiliations
The current soccer climate sees 8 number of clubs
maﬁmmmmplum“
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4.5.10. History

The History section contains all the records and achigvements histoncally recorded by the club, it tracks.
records set since the stan of the game, as well as a number of club histoncal all-tsme reconds which are
there to be broken

4.5.11. Notes

Thie Mates panél allows you 12 keep and reler 1o any notes you have on players, competitions, largely
anything in your game world. Many news items will have a 'Save as Note' option on it, allowing you to
keep a reference of events, This section is where they are slored

4.5.12. You, the Manager
Wour nole & mananer has a number of items specific 1o you alone. These are described in a lintle detail here.
Manager Contracts
When you begin a new game in charge of a dub for the farst time you are gven a standard one year
contract with the team, if you impress suitably in that period you will be offered a new contract with 12rms
YOUu C3n negotiaote as you see it Please also see section 4.8 for more detal on the terms and negotiation of
manager contracts,
Media and Mind-Games
Being in your envious position as manager of a soccer club, the media wall wisnt their say, Managing
the biggest chubs will see your actions come undar constant soruting as the pressune on you builds. Even
managing smalier clubs is anly just a Fitle less forghing - in short, you're going 1o face the good and the
bad sides of the media. Then you have to consider other managers. Some will see you as a figure they can
bond with and develop a good relaticnship, others will see you as a potential threat and take a negative
Mtitude tovards you - and you can respond to this, From the Actions Area to the bottom keft of a screen
YO C3N COMMeENT 0N 8 Previous or UpComing opposition’s manager with contextual comments. Semilady,
if & manager speaks 1o you via the press, you have the freedom to respond 1o him, Take youwr squad into
comsideration when making comments though;, they may take your actions in a negative mannar, although
if you get it right they're jus: a5 Biedy to rally behind you. There s no ‘night’ way to deal with the media and
opposibion managers; (t's simply up 10 you 10 decover what warks best personally and for your squad. If things
o wrong, you'll just have to kearn from your mistakes.
4.5.13. Press Conferences
As manager of a soccer club, you are prone to attantion from the medka, Journaltsts will want to gather as much
information as they can, and at times wen't care hiow they 9o sbout cbiaining it. The best source for them to
piece together their stones s Press Conferences, Before and after every match you play, as well as at other sefeq
mwmumnm;mmﬂmwm-mwﬂmmm
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Managerial Profile
A5 @ manager, you have a profile m the same way as all players and staff have a profiie, Your managenial

attnbutes and tery i are displayed on the “Profile” screen, which 5 accessible from thee tree menu when the
user 5 on the Manager Cverview screen. The 'Personal’ soreen details your personal stats information, and the
‘Histony” screen keeps a recornd of Yo ey information and achieerments throughoul your Canser

4.6. League/Competition Screen

The LeaguesT ompetition screen hilds all the imponant information and links that wal be é‘l'lr.lrt‘h- NECcessany
far you o check !':'I]IJI|"|:f f pou ang 1o be sascoesshul (u_-‘_-p-n:j up 1o date on the virry latest infomatssn
from your opponents i a massive factorn, and WWSMOS allows you to do this in many ways. The sections
desoribed below are all found from the tree menu on any league of compétition soreen

4.6.1. League Table

s [ mm  The League Table
P
[ — =

e displanys cormpletely
BN up-to-date standings
i from the comgetitions)
H you may be in at the
e, Each table header
&5 sortable in both A-Z
and Z-A styles - simply click once on the header icon 1o 5ort 1 and again 1o Sort it i reverse ander. The
"Views' menu ta the top night allows you o view the table in a number of deffenent manness
4.6.2. Competition News
Delivered in the form of a newspaper layout, the Competition News screen wall contain the very latest
news from that competition, It is broken up into three parts:
Main Story - This story will be the lead story that peogple in the socces wirkd will be faliing about
Secondary Story - This panel will dsplay any other news items which ane not deemed as the most
ant. Froem the "Story Selection” panel, select an itern of interest and the full
sty will appear in this panel
Story Selection - Thas panel will display any other nesws fems which ane not deemed as the most
important. From the 'Story Selection” panel, sefect an ttem of interest and the full
stoy will apgear i this paned.
4.6.3. Fixtures and Results
Thee Fixtures and fessts screen desplays the rownd by round calendar fior the oument season, From the date
dropdasn it the 1op and the backforwand arrows next 1o it you can freely move around each round and
vigw the results or upcoming frures for the entire competition.
4.6.4. Transfer Rumaors
This soreen rounds up 2l the katest news and gossip summounding trarsfers for teams and players playing in
the league covered, A brief summary of the stary and its source are Bsted in a table for quick reference
4.6.5. Schedule
The Schedule screen allows you 1o see at a glance the upcoming schedule for the competition in three
different talendar-style formats. Thise are selectable from the "Views' menu found towards the top right of
the main screen amsa.

EFLIET

Week View - Thes Bists all of the important events oocuneng over the next seven days.
Manth View - Thies chaplays o standard day-by-day monthly calendar with key information
highlighted when it & scheduled to occur,
Year View - The year view displays a yearly calendar with no detaded events, but all dates
: whene key information can be found are highlighted. Click on a date to view the
information.
4.6.6. Transfers

Mmmﬂmmmum“mmmmmmhmmm



4.6.7. Statistics

This Statistics section incorporates both the Team and Player Stats sections.
Statstics are kept in a vast number of areas, the most important of which are
drsplayed an the Overview page which the 5tats screens will present by default
The "Views' menu, located towands the top right of the main screen area, allows
you to choose any one of these numerous statistics and view the full listings for it
for the current competiticn.

4.6.8. Awards
Awvards honor the best of the best. Each competition in WWSMOS has its own seasonal (and other)
awards, the details and history of which are fownd an this screen.

4.6.9. Referees and Injuries
.r"—-;-.-_-____ @ The Referees Screen displays all officials who have
= - — - tiaken charge of & future in the competition and

details their talies of cards and penatties awarded
to home and visiting teams. Eeep a check on this
screen and perhaps alter your tactics depending on
the referes taking charge of your next future. The
Injury Table, in assocation with PhysioRoom, com,
lists all players currendly suffering from an injury who
ane playing for teams in a Wﬁ(ﬁﬁpﬂﬂlm The

~  table ranks teams by total number of injuries and akso
= | gives information on the type of ailment suffered and

= s | predicted return time. This screen 5 again wseful when

planning your lne-up for upcoméng games - if one of your upcoming opponents is suffering an ingury orisis
yOu may wish to adapt your plans accordingly,
4.6.10. Rules
The Rules screen simply infanms the user of all the specific rules for the competition. Check this screen as
earty a5 you can fo familianze yourself with the competitionds) you will be participating in and ensure that
your squad maets any criteria it needs to well before the stan dare.
4.6.11. History _
In & simiflar way fo the previous History screen descnptions, the Competition Histony screen ditails historical
infermation about the compaetition, Once agan, these records are there to be broken, 5o check back here

reqularly to see whare you stand in histoey,

4.7. Find Players

It's Iy you won't be 1009 happy with your squad, Not very many managers ae in the rial world, so

why shauld you be? There's ahways likely to be at the very feast one problem you want 1o address, and the
g\mmdumn#mm a now player. Section 10 detads Transfers in far greater detail,

It

g

|
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Find Flayers menu options and what to expect from each screen



Thesse filters ane so poweriul because you can d'me 1.r_'t1!9||:|u|:||!' malch or select from any of the options,
For gxanmple, i you wanted to find b left-back aged between 20 and 25 of Eastern Eurapean or South
American nationality with an attribute rating of at least 15 for pace but no more than 5 for long shots, the
setup would look Ik this

Alternatively, you can set a player filter
based on another player, and try 1o

find players based on that indmduals
skill set. From the player list, select tha
player's table row, and then from the
'Filter’ menu, select *Create Filter from
<player=", This will return all players who
match a set of critena, which you may
view and then edit accordingly from the
‘Custamize’ option from the same menu
You may also do'this from the *Misc®
sectson of any indnidual’s profile at any time from their Actions Menu

Once you come 1o grigs with the filters, you can have the Player Search find any type of player you ke,
Of course, there are times when your filter will find no matches, or no realistic matches, in which case
some further tweaking will be necessary to find the one you're after,

The "Views' menu allows the user to view the filtered information in a number of manners, which
combined present the user with everything necessany to make an informed decivion about a patential
signing well before they dick an a player’s peofile.

This information applies to the Staff Search, which can be accessed from this screen on the tree menu
under ‘Search - Stalf'. If you are in the marke? to enhance your backroom staff, configure your filters
according to the areas you wish to improve in and follow the guidance from this section.

4.7.3. Shortlist

It is quite likely that for one reason o another you'll have a target you can’t curnently sagn, but would
like to keep track of his progress and be informed of any action imohing him, This & where your shortlst
comes into play. The shortfist allows you to add players to it for a desired penod of time and for that
duration you will receive a news item whenever a key event involving that player occurs. To add a player 1o
yout shorlist, go ta his Actions menu and select ‘Add 1o Shartlist’, A bax will pop out adking you to choose
how long he remains on the shorlist. Select your choice and he'll ke added.
MWNMWMMMWMﬂMMnmmmMMW
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Confidence in your performances in these areas can be gauged by the bas displayed under each heading.
The bar displayed in the soreenshot is a neutral opnion and is at the midway markers. As confidende in youor
performance grows, thes bar will fill up towards the right end, I confidence disappears and pecple start
questioning your actions, the bar will decrease towands the left. Matueally, you want to fill the bar as much
a5 possible.

Fan opinion wall be presented 1o you by a spokesperson from a team supporters group. They are more
concerned with the on-field product, while the Board i moe concemed with the long term seounty of the
club off the field, but they will nat ignore what happens on the field.

4.9. Home Page

‘Your Home Page is, by default, the same as your Manager Cverview screen. The difference here is that any
screen in Wirkdwide Soccer Manager™ 2009 can be set as your Home Page by selecting the ‘Bookmarks”
menu and then the “Set as Home Page® option.

4.10. Manager Options

The Manager Options section contains a few morne miscefanecus managenal actions you might ke to take
care of at times.

4.10.1. Team Settings

The Team Settings pop-up allows you to specify what roles, if any, your Assistant Manager camies out.
Please see section 7.2 for more detail on the roles pedormed by your Assistant Manager, You may alio
dessgnate a member of your backroom staff to manage the Resarve and Youth Teams - by default this is
handled by the Assistant Manager, f, of course, you want 1o manage these teams youssell, checking the
‘Control Team' box will allow you to do so.

‘You may also set a small number of Transfer Ciptions. From the dropdown list, you can select which of your
backroom stalf provides reparts an players you have sent out on joan, and from the chickbo befow it, you
can autamatically ensure that any players you offer 1o dubs are placed on the Transfer List and have their
mmmm‘mmm

4.10.2. Go on Vacation
HthmmehhwﬂhMﬂMﬂmMﬂWha
period of tme whie you take care of other business away from WIWSMDS, you can "go on vacation”. The

pop-up for this option aliows mwmmmmmmmmmmmaﬂ
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5.0 THE WORLD MENU

The World Menu gives you access to all the information surrounding the wider soccer world in your saved
game. if you wish to find out what's going on somewhere, you can do it from the options found wathin,
which are explaned in this section,

5.1. Competitions

The top section of the Competitions menu contains deect links 1o all competitions which are active in your
sived game. Maving the mouse pointer over & main competition Teader’ will pop oul the sub-menu from
which you can sefect the direct competition link and wsew the information for the chosen competition.

5.2. Nations/Clubs Directory

The second section of the Competitions menu acts as a denectory of all the teams in your saved game,
allowing the user to browse through them however they wish. They are divided into three sections;
Mations, Major Chebs, and Mational Clubs, In the same manner a5 descnbed in section 5.1, holdng the
muus#punlerm'ermeulﬁleseheadevsmllpupmnasuhmnuﬁnmwhmwmafﬂmﬂeda
choice, This chosce will then peesent all rebevant teams in & lst in the main screen anea - click on a team 1o

wiew thewr squad and other pertinent information,

5.3. Transfers

Should you wish to keep abreast of o transfer actinily in your game world, the Transfers menu is whierne
you wall find all the information you'll need, By defautt, 1he soreen Ests the most recent transfers, sorted by
fee paid. Each column header 15 sonable, and the “Views’ Menu to the top right of 1he main soreen area
allows for the information presented 1o be changed tosee “Future Transfers, ‘Loans’, or ‘Stafi’ as well as
the default “Flayers’ list, The Mmaﬂmlhﬂh%&emmﬂuhﬂhmﬂmnm
a3 the entine socoor world.




6.0 TACTICS

Tactics. The rmaking of a manager, Sure, you may Gocasionally get by on hawng thie very bes playerd
available to you, but by and large any suocess you intend to have will rest largely on your tachcal decsions
Setting up your tactics in WAAVSMOS can be as simple or a5 detailed as you wsh, This secton detads the
Tactics screen and various options nvailable to the user,

6.1. The Tactics Screen

The Tactics screen by default presents the user with their squad (with or without line-up selected) in the
left paned of the main screen area, and a graphical field desplaying formations on the right. Towands the top
right of this pamnel is an ‘Instructions’ menau which is where you'll configure your team settings, as will be
explained throughout this section

Towwards the top right of the kaft panel, and therefore quite central 1o the main screen area, are the "“Views'
and Tactics’ menus, Views” allows the user 1o view their squad It in a vast array of manners, while
Tactics” allows the user to Save and Edit their own tactics, as well as load a preset tactic and formation
from a database of Standard Formathons,

6.1.1. Formations

Thee very first thing you should take into consideration is the formation you are geing ta play, Or indeed,
formations, because the best managers will bie able to adapt their shape based on the opposition and
match situation. There are two basic schools of thought on formations - pick a shape that best suits the

players &t your dsposal, er shoe-hom your best players into & Starting X1 and then pick the fermation
based on your players. The former certainly allows fior more balance, although perhaps at the expense of
leaving out a talented player because he doesn't "fit’, Naturally, if your best players fit into a formation that
suzts them all, then you should be looking 1o take advantage of thes as much as you can.
‘When a player is assigned a position, a colored scom wall
appear alongside his shirt, showang you his suitability for that
pasition, The colors match the Position indicators outlined in
section 9.5, soif a player is played in a Matoral role, the
indicator will be bright wmh?#ghehheingm-ed 1otally out
of position, the indicator will be red.
From the Tactics' menu you may select one of a number
of standard formations to use as either your main tactic or
muuhllheﬁmumkiﬂluﬂmmdmd:ﬂdmm
field display will dmgedq:uﬁumwﬂpke,
and holding on a shitand




6.1.2. Team Instructions

Thie Tearm Instructions panel is where you set up how your team & going to play. Each tactical option &

slider controlied, and further instructions are either in chedk box form o a dropdown list, The avadable

options and configurations are described in thes section.

Mantality

Mentality direcily affects a players position on the fiedd. His set position on the tactal field display is whene

b il finve up 0% & base defoull, but depending an the mentality 561 he may be mone ridtramed or covalier

in his approach. The shder ranges from Uhra Defensive to ARl Dut Attacking. The further fight the slider i

set for the team instruction, the more aggressive your players will play and the mere ambitious they may be

when passing the ball (a more aggressive mentality will result in more forward passesh

Creative Freedom

Creative Freedom affects the tendency of your players to attempt the maore difficult and amibitious

The sder ranges from Litte to Much, and in short, the mone creative freedom you allow your team,

the more unpredictable they may be, A higher settng may see your players occasionally ignone your

tactical irstructions and atternpt to do their cwn thing, but the degree of success depends on the technical

prosvess of your players. Given they be attempting the more difficult stuff, they need 1o be of a sufficent

caliber to make it count. Therefore, it may be advisable to kit this on & team basss and allow it for the

more talented player(s) in your team.

Passing Style

Passing style is fairly simple - this dictates the range of passing your team will adopt. The slider ranges from

Short to Long and the notches in between will gradually ask your team to play a more expansive passing
garme. When deciding upan the style of passing you want your team 1o wse, you'll need to consider how

mhuelsemﬂ affect it, both in terms of tactics and personnel, Have your players god the required

attributes to keep the ball comfortably over shoet distances? Does your passing stybe suit the temgpo and

mentality of your team 7 If you're looking 1o play a direct garme with an attackng mentality, your players

may be launching longer passes from positions further up the field, which may prove wasteful,

Tempo
Tempa dictates the speed and urgency yous team with, The alider ranges from Slow 1o Quick, and the
Wﬂ@lmmﬂb&mm%ﬂqﬁuemmﬂmhmlwm

quickly and sharply. The tempa employed by vour team can affect the success of your passing, It is entirely
mmm.mmmmmmmmmmdm mistakes can
become more fikely.

effiect
mwmwmmmmmmm nhnlrw
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Time Wasting

Ermploying timé-wasting § b defensie actsc dessgnid 1o neutralize the stlacking threat snd frustrate
the opposition. i used throwghout the game, it is sale 1o assume the team using it are inferior to thes
opponents and are dong all they cin to avosd defeat. Many other teams of all strengths may use it late

in the game 1o hold onto a slender advantage. The shder is set from Rarely to Often and unless your team
s one of the aforementioned infenor ones, this may be an option you use mos in the dosing minutes of
games, or st depentding on oppostion'match context

Defensive Line

The Defersive Line slider positions are your deepest line of defense on the field, Your Defersive Line affects
thir pasition the players take up both with and wathoul possession, Thie slider & et freem Dwirp 10 Push Uip,
and the further right the bar is set, the doser to the halfway Ene the defensive unit will advance when in
pessession. If your team s wsing a delensive mentality, & defensive setting on the slider will ensure they
stay deep when the rest of your team attacks. If your team uses an attacking philosophy, the effect of the
shider is bassened and players will advance - although a deeper fine wall see them enr on the side of caution
a ktthe mote,

‘When your team is mot in possession the same applies, bt in terms of nullifyendg the opposition, As spon as
your team boses the ball, the Defensive Line will adopt the approach you have 10/d them to use and either
drop deeper or push wp. You may want to take the gualities of the oppositions attackers into consideration
bedore each match befose deciding on your Defensive Line approach, as quicker players can get in behind
an advanced line, and deeper lines can be exposed by direct play and a beg target man up front.

Tackling

The Tackhing slider determines the level of commitment and aggresshon your players will attempt 1o show
when tackiing for the ball. The siider s deffenent from the others as he only has three options - Easy,
Normal and Hard. Hard tackfing is most likely 1o exert authority on the opponent but is also most likely o
inflsct irjury and deciplinary action agairt you players. Easy tackling negates thes risk somewhal but also
gives the opposition an easier time on the ball. Normal is a balance of the settings and s the best choice
by default, but you should check your opposition's recond and their record from set piece
situations ahead of each game, nmﬂuhtrpenl’pfw hawe, bedore setting on your tackling
approach for the matdh.

Focus Passing

This ciption i whre you can tell your pliyers whene 1o genorally work their play from. You have the option
to direct all play down both flanks, sither the left or the right only, through the middie, or a mix of all
af them. The best use of this is in combation with other tactical settings, the strengths of your team
and the vm.iumnf others. For mrue stﬂmg your thinos

middle may work th
the game. If you have tftur
therm inta the ¢




There are & senes of chedk boxes on the Team instructions Screen that allow you 1o dhoose or disable 4
variety of optons.

Tight Marking; Tel your players whether you wish for them to "mark™ their opponents up ckse or 1o
alloww themmsetves a litte “give” should they be beaten to the ball,

Use Target Man; Se1 whether your team plays to a target man, Such a player is a focal point in the attack
and the team will look 1o imvolve him in all attacking plays and feed off. Typically this player i big and
strong, and capable of holding off opponents; bat it can work with other types of players in the right
sysiem

Use Flaymaker: The playmaker is an almost oult rofe in the socoer world = be will be the one player in your
t1eam capable of providing the defference-making play that veny few others can. It can be a player ampwhere
on the field that you set as a playmaker {which you can assgn from the Playmakers' panel opton from the
‘Instructions’ menu), but ideally the selected player will be one who can make a difference offensively,
Play Offside: Decide whether your defensive unit should play the offside trap or not. To pull it off
successiully you' need players who are mentally capable of focusing on the plan as well as a unit who
know each ether very well, and a sufficient mentality 5o as to not conflict with the option,

Counter Attack: The counter attack option is best used by an underdag facing a superior oppanent or &
team with players capable of launching attacks at high speed with a direciness about their play, llwwﬂl
tend to sit back in their own hall and allow the opposition to have the ball in ‘harmless’ positons befone
Imposing pressune, taking the ball and countering.

6.1.3. Player Instructions

In'addition 1o your overall team instructions, you can desgnate nstructions to any ndedual to talor
mmﬁ;mﬂﬁqwﬁﬂﬁ.'bahﬂa%%dﬂmmmmlmwhﬂm

section 6.1.2 but enabling them for an individual and setting them differently fo the team will override the
tearm instruction and 1edl the pliver to mmmmmmmmww
assume you wish the player to follow

Forward Runs

This slider controls hew often players make forward without the ball. ‘Often” will see the pliyer
%mmmﬂwwmw#m: fwni:mgﬂrﬂtﬂ
NMMWWHMMMWMMM them.

* This nstruction ko tes in heawly with player arows, as detaded in section 6.1,




Run With Ball

Thes increases the chances of a player deciding to advance Torwand with the ball rather than giving it to
someons ek, f se1 1o "Often”. ‘Rarehy’ wall restrict their dribbling and instead pass the ball onto a 1eam-
mate.

Long Shots
This controls the speculatre shootng from distances further than 20 yards out from goal. it makes sense

&0 it these 1o players who have a hagh Long Shots rating, or else you'l be wasting chances and turning

the ball over to your opponents a lot

Through Balls

This contrals how aften the player will atternpt a throwgh ball. Through balls ane defined i the match

ETwpIne &5 a pass that can "unleash” a player behind an opponent, so not necessanily a pass through the last

line: of deferse 1o a stiker, When considering the use of through balls, take into account the passing ability

of the player and the Bkely recipient of the pass, and what they'll be able to do when they eceie it For

example, a right-back playing a through ball 1o a right winger would likely do so along the touchine - will

the winger then be able to make full uwse of the stuation?

Cross Ball

Thes conftrols the volume of orosses put into the area by the player. Consider the players position befone

setting this - if he plays centrally but has ‘Cften’ set for crosses, & he going 1o be crossing in at anghes or

mowing wide and out of position 1o oross?

The next few options ane drop-down lists from which you may select one opbon,

Cross From: This defines where players should be looking to cross from. They can cross from desper

paositions or they can make their way 1o the byline then send a cross back at a different angle, Alternatively,

choasing ‘Mixed” will aliow the player to make his own mind up.

‘Cross Alm; When orossing, you can instruct your players o attempt to put the ball into a certain part

of the penalty anea. The ball can be played to the Near or Far Posts or the Center, or if you have a target

man set, the ball can be directed towards him. This is only the intention; the technical ability of the player

determines whether the ball will be put in the right places regulasy,

Swap Position! if your team uses wingers, you can wse this functicn 1o tell one winger 1o swap positions

with the other {and vice-versa) during a match, to freshen things up on that side of the field, kesp

defenders on their toes, and bring a different attacking approach if something isn't working. Any player

can be swapped with any othér if your plans are ambitious and your players ane versatiia but take cauton

mmnmmmnmﬂmmmmwmammmuﬂmm

Options.
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1eam, For example, l'-urndlmmﬂ:h spa'dﬂ'm 110 be i ’




Captaincy

At the start of every season you will recesse an (tem in your inbox asking you to confirm a captain and a
vice captain for the coming season, Once selected, they will appead a1 the top of the "Caplaim” panel in
different colors to the rest of your squad. Note that should you change your capiain duning the season, the
priviously diposed captain, his frierds and the media will wan? 1o know why, 5o make sung you e god a
good reason for doing so. f you do wish to change your captain, select the newly desired player from the
drep-down kst If you wish to add players in a hserarchical order of which they should take the captain’s
arrmband, left-click and hold cn their actions button to the left of their name, and driag and drop them into
the Est. The same method appdes for re-ranking them, but you can do this from within the ight-hand side
panel,

‘When considening your captain, one of the primary things to look for is a hegh Influence attribute. Anyone
with 17 or above here should immediately be considered a3 a candidate, but there's more to look & than
just that. Your captain should be mentally strong enough 1o be a capable leader of his teammates. On

a player’s ‘Personal’ screen each player has a Personality trait. A ‘Born Leader’ Is an deal candudate for

the captaincy. "Dretermined” and 'Model Professional’ are also desrable. Also consider the players age

and axperience - ideally hell have been at the team for a few years and been in soccer long enough to
understand how 1o be a captain of a team.

These criteria can change depending on the composition of your squad - a young team needs a capabla
caplasn perhaps more than a team of veterans who've done it, but largely foliowsng ths advice should put
you in goad standing when handing out the armband,

Set-Fiece Takers

Good set-pieces can be the difference between no points and one, or one poent and three. Taking
ad:mgu! the numendus dead-ball situations which eccur m matches can work massively to your

Ftimanhr:.m need to identify your best corner, throw-in and free kick takers. Each ol thise have thiir
own attributes, so nitially look for 15 and above in these areas. if your squad isn't blessad with anyone
particulasly capable, consider brnging one in, Once you've identified potential takers, you can siart
narrawing the selections down.

A good comer faker wil alsa have good crossing skills to put the ball into dangerous areas, Also consider
the footwork of 8 player - do you want your comers 1o be in-sainging or out-swinging?

A good free-kick taker wall also hawve good Crossing if the attemnpts are not direct a1 goal, since the free-
mwmumlm“muﬂmewwmmwmgmmmmm
into corsideration depending on the distance, and a good Technigue may be requined, High Composuns
and Concentration are often seen in the best dead-ball speciaksts, so try and piece these attributes

- together as bist you can to find the ideal free-kick takers.
mmmmummnmmwmﬁnmdmmmmﬂnw
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7.0 BACKROOM STAFF

Your backroom stafl will be vitally important 1o your success, The manager and players will get the
adulation but the people working with the players day in and day out play just as big a role. Surmounding
yourself with competent Asustants, Coaches, Physiotherapists and Scouts will make your pob comiderably

easier in the long run.

Sectson 7.2 deals with the Assistant Manager role in depth, but the following details and desonibes how
the ratings model for non-players works in Workdwide Socosr Manager™ 2002, All attributes work on the
1-20 scale, where 20 is the very best and 1 s the lowest and poonest possible.

7.1.1. Coaching Skills

ATTRIBUTE DESCRIPTION

Coaching

Attacking Their competency at coaching attacking soccer, A higher attribute dossn’t
necessanty indicate a preference for attacking soccer, meraly that they're quite
gpod ot i

Coaching Goakeepers  Their ability 10 coach goaleeeping fundamentats and beyond, A higher attribute
means the coach s better m coaching goafceepers 1o the higher levels,

Defending The ability of the staff 10 coach a defersive game. Higher ratings indecate a
praficlency in working well an the delensre side of the game,

Fitrigss This reflects @ coachs ability to work on the fitness side of the game, and as
such shoudd be one of the key attributes to look at when hiring a Fitness Coach,
and less importantly, a Physio

Man Management Howw well the member of stall s able to deal with those arcund hem and
particularly below him. Ths is a mental approach; & high attribute indicates a

| coach who i capable of organizing and keeping pecple happy.

Mental Thewr mental approach 1o plagers. A good mental coach will be able 10 obsene

’ and act upon each individuals state of mind and react accordingly

| Tactical Howy tactically asiute he (s More tacticaly astute coaches will not only be abls
to coach the tactical sde of the game mare effectively but any advice they may

| offier is likely to be more accurate and informative

| Techmcal The ability of the coach to teach the techmical sida of the game - work with the
Ball, This can be one of the hardest areas 1o coach and it may be that & former
player & particularly useful hene

Warking with How successiul a coach 15 31 working with younges players - those aged 18 and

Youngsters wnder in particular. Hisdng a coach who is very good a1 mariuning youwng talent
can be priceless if just one or two of them develop into useful players.

Mental

Adagability & high Adaptability attribute will enable the staff member to setthe quickly
predominantly in a new coundry bul also will help a Ette in setiling in a1 new
chuls and news roles, The faster (e higher rating) a member of statf can adagt
1o their new workng environment, the quicker and betier they can do their job

Determination The mental desire of the coach to succeed, This isn't a coaching atimimste in

terms of coaching a players mental approach - this s the coach hirmself and
their wm innate dive 1o better themsehes.




Judging Player Ability  When employing a scout, these two atiributes are the first things you should kook

Judging Fayer at. High attribuie ratings in these tan aeas will most lkely result in more soourate

Fedirtel Keuting reports, ludging Abdity i snpontant if you hive sgried b sooul 1o
wiatch players you intend to bring in o are 5CoURING LPCCMING OPPONEnts.
Judging Patential is mone impariant for the scouts you intend to assign to
Identifying the next generation of soccer talent. At the very 1op levels, a rating of
15 in these attributes would be considered the minsmum equirement, but & you
go down the Ladder, a good scout can be a highly valuable commodity,

Level of Discipling This reflects the level of discipline the coach is likely to 1ake in his appeoach, &
highes attribute means that the coach wall take up a harder line in his approach
and keep things stict. A lowver one means the coach & a little more relased.

Maotreating Thie miental ability of a coach to matvate his players. High mateeation wall alliw
the coach 1o suitably pump his players up not only for a big match, but alsoin an
eviry day sense - keeping & squid motivated towards their goals is imperative.

Physsotheragey Thits aftribute is exchusively Tor wse with Physiotheraprsts. Having a Phyma
with a high rating in this attribute 15 something you should abways look 1o
hawe. If possible, have at least theee Physaos with high ratings for this attributa
1o ensure your players secetve high-quality treatment 10 both prevent and
rehabilitate injuries,

Tachohl Knowdedge Thr tactical knewledge poisessed by a coach. Thanr experiendis in the game,
where they've been and who they"ve worked with will affect the bevel of
knowiedge they have, When using this knowledge they may have ideas
lesser coaches haven't become familiar wath, which is an advantage

These attributes are displayed on every non-players profile page. In mwmmmm

will als have a biograpky panel, his tactical preferences and contractual information displayed 1o you,
Mnﬁb&ﬁmﬂma Knowledge bar. For morne information on staff Knowledge, pleass refer 1o

hhumuhlﬂmﬂmm

The ‘Personal’ screen displays simdar stats and p
mmhmsmmm



2008
7.2. Assistant Manager
Your Assrtant Manager has a vitally important robe 1o play in your managertal career. Essentially he is your
link 1o your squad at all times, and & a source of wital information throughout your career. & good Assistant
Manager is a valuable asset and a number of managers will endeavor to work alongside the same Assistant
wihwerewer (hey Qoin R Caseer
Amang the tasks your Asgistant carnes out are the Team Report and Team-Talk Feedback sections avalable
frem the "Asuistant Advice’ option, found in the Actions menu on your squad screen, Your Assistant
Manager will offer his ingight into your squad from the Team Report screen, infoming you of who he
believes are the strongest and weakest players, and those with the greatest potential, as well a5 the best
players for yeas cunment formation,
He will also keep track of how your players react to
your pre-maich, half teme, and full time tearm talks
{all viewable from the "View Team Talk’ menu). The
informatson is held from the most recent match
played, as your assstant logs what you said to your
players and how they reacted. This can be a wseful
tool for you to gauge how your player reacts to what
you say and perhaps why their performance dropped
off 2o much after half time. Your Assstant also reports
on morale and the level of understanding among the
squad memibers; when this & high, your tzam will
perform far better than wiven itis at a lower level,
but at the same time they lend themsehes 1o each
other. A good performance by the teasm wall result
in @ higher bevel of morale. Should you wash to, you can ask your Assistant to compde a list of players
who may be available for loan for a particulas position in your team. Select the option from the 'Assistant
Arhice” section of the action menu, and a report will be compiled in two to three days, presenting you with
patential short-term options. Your Assistant Manager is also left in charge if you wish 1o take a keave of
absence, as described in section 4.10.2, Throughout WWSAMO9, your Assstant will be avislable 10 you in
a muember of ways other than those detaded here, offering advice and help on your daily management of
the cluks,
7.2.1. Assistant Manager Feedback
On a match dany, your Assistant can be more wital than ever, You have so much to deal with that at times
YOUu may not notice things, but your Assistant, with fewer responsibilities, may be mare aware of these
things. In WWSAMES, your Assistant Manager will offer you detaded feedback on how the match s
going o1 5-minute intervals, and advise you on haw to rermedy any problems be or she has noticed. The:
feedback appears on the Match Screen, and can be found in more detail in section 12.2.3.

7.3. Train
Your will 1r hﬂh'ﬂumhﬁi off. This s, of

p::g.lm every dy, dq.r uluadﬂmmiﬂs “w
mmnumkmedm‘im ir

u-“*




et sl e 8 The screenshot desplays the varying bevels of intensity

L ——— you can apply b each anka of training, As you

e ———— norease the shder on these options, the overall

lain ey g ——— waorkload becomes heaser and your players must
- —r train harder but also become mone susceplibde o
e T injury, Finding a good balance s key, Therefone, it
R B miy be wseful to create schedulis either for vach
g " i incivichua] plaer (if you're ami I:ul‘-’.‘r.-i and pay a dhose
St o i e aftention 10 detad) of positon, in orded 10 oL inlently

on the aras important to those '1Ia-.- s, while leaving the
hess important ones alone, thus balandng their cverall
workioad, To create a new schedule, select the ‘Schedules’

[ — -

dropdown, then 'New’ - 'Full Time Schedude’

You iy manage these schidules from the ‘Ede Schedules’ menu. In héng, all BXTHING irdnang schechules
are held, and by diicking on one you enable the options found at the bottom of the screen. You can import
of eaport raimeng chedules, deleie them, of rename them, When mporting or exporteng, you sl need to
geve the schedules an overall name and then select the indnadual schedules to load of export

Coathes

The 'Coaches’ soreen, available from the tree menu when on the Training screen, controls how your
coaching staff handles training, Each coach is; by default, assigned to work in every aspect of training,
unless they are of a spedific type (1.2, goalkeeping or fitness), in which case they are restricted 1o that area
andy,

Each member of your backroom staff & ikely 1o be particularly proficient in a particular aspect of training.
H thes s the case, it is worthwhile to assign them 1o thisthess areals) only. Proficiency in an aspect of
training is graded on a star rating, one star being poor while seven stars i excellent. A higher number of
stars will increase the effectivensss of the training schedules on your players, A coach with high attributes
in key areas, who b only assigned 1o coach categories he is strong in, will result in a miuch betler trsning
schedule.

In crder for your coaches to be as useful a5 possible 10 you in your trasning schedules, you should endedvor
to find the comect atinbutes required for mone stars in‘thesr area of training.

Strength: Coaches should have a high Fitness rating.

Aenobic: Coaches should have a high Fitness rating,
Goalkeeping,  Coaches should have a high Coaching Goalkespers rating
Tactics: Coaches should have a high Tactical rating

Defending:  Coaches should have high ratings in Coaching Defending and Tactical,

Ball Control:  Coaches should have high ratings in Coaching Technical and Mental,

Attacking: Coaches should have high ratings in Coaching Attacking and Tactical,

Shooting:  Coaches should have high ratings in Coaching Attacking and Technical,

Set Feces: Coaches should have high ratings in Coaching Technical, Mental, and Attacking.

The 'Simmary’ paniel a1 the bottom af the sreen provides a brief overview of the quality and intensity of
your training schedules, Each category has a bar daplaying the number of players currently training under
:m: area a5 well as how intensely they ane fraining,

E\leﬂlhlngmﬂssed]m applies to Youth Training. Your youth team players will train together, but bear in
rmind that as ger players who are still physcally developing, mtensities will behave differently and you
mwhmmmewﬁn-mwaﬁt maone accurately 1o get the best out of them. Your senior
enaches may work with the youth team. in addition to youth t2am coaches, if you wish 1o give them the
benefit of their strengths and experience.



8.0 SCOUTING

Your SCouts are your eyes and ears in the socoer world. While you're taking control of the day-1o-day
management of your club, these guys are putting in the hours and the miles 5o you can have as much
infarmation af your deposal a6 possible

The screen is divided into three main sections - & Ist of all of youwr employed scouts, their knowledge levels
and thisir asignements,

8.1. Knowledge

Every non-player in WASAMOS s considered to have a certain level of knowledge about a country
Depending on thew experence and whene thiry'vie Spent their carser both a5 a player and a manadger, thiy
may increase their knowledge of certain areas and indeed hold knowledge about a number of different
countres and regions. Take the following example

Thie Seout hene has full knowledge of Holand
and Denmark - he is considersd to be among the

= iwtana I . | o feceable people n sccce in these
~+ g I 1, e, He: has extremely high knowdedge
4% Dearan ] o Enqlish soccer leagues, but mederate
g e knowledoe of Spanish soccer leagues.

The Knowledoe bar doesn't necessarily equate
to automatically identitying the best talent in those countries - the scout's attributes and overal abiity will
play a massive part in that. What it does do &5 allowy your to see whene they will do their best work and 1o
assign them to countries thiy know well, i you do chodse 1o assign a scout 1o a country he doesn't know,
over time hie will pack up knowledge from hes time spent there and if he is stationed there for a longer
period of time, will become more nformed about that region.

8.2. Assignments
‘With their knowdadge in mand, you can now start sending your scouts off to vanous parts of the world.
wwmmwmiqﬁwmmmm restrict where you ane able
to-send 5

To actually assign a scout, selact his name from the box ol table rows in the top keft paned so that thesr name
appears in thee lower pansel, Click the “Add

- —— New Assignment’ button to bring up the
rem— pop-up dialog b,
From the ‘Assign Ta' dropdown box you

mﬁ:xahﬂanpemdﬂmufegbﬂw
mnﬂmmmhmﬂmﬂmwnﬂawmwmmw desited
Hmmm'mmmunmmmmm mmmmﬂm
mmﬂn&khh manner a5 wﬂmaﬁﬁhﬂ :r%




Clicking on any player and selecting "Scout Reports'
from their trse menu wiall allow you to access the
soowt's detaded reports on the player.

Thiis &5 the real wark your scout does when he's on
assgnments. He will file a report on the players
strengths and weaknesses and how he may
potentially fit ntoyour team, each time the player is
watched, the information given will be a little mone
detailed and revealing, You can view indeidual soou
repeorts from the Dropdown bution towards the fop
right of the main screen asea which will be twled
“Seout: Date’

9.0 PLAYERS

It's a simple fact that 1o be successiul, you need the right players. That's not 1o say you need the best
players, ba identifying the necessary players to sust your plans is of paramount mportance,

In Wiorkdhwide Soccer Manager™ 2009, players are as in-depth as they've ever been. This section details
peetty much everything you'll need to know about the players, interacting with them, and a8 the other stuff
in bebween,

9.1. Player Attribute Model

It &5 essential to understand the importance of player attnbutes in Worddwide Soccer Manager ™ 2009
and how they affect varous pans of the game, most particularly the match engine. Attributes are dnadad
Inte three areas; Physical, Mental, and Technical (with Goalkeepers having their own Technical ratings).
The attributes, how they react in certamn situations, with each other, and alone, are detadad below, but it's
impartant first of all to outline how atinbules work,

Each player s rated on a scale of 1-20. 1 being absolutely terrible, and 20 being elite. Some atinbutes are
defined as ‘Absohute’, and some as Relative’, Absolute atributes are those that are locked toan individual
mdm:hemdmmummgmmﬁmwvmm Thiese ane generally inmate Mtributes
specific to indniduals. Relative attributes are those that can be compared to other players in the soccer
mwmhwmuﬂmuﬂmwmmﬂm and Technical skill sets
mummymﬂ

A player with attritutes is one vwha fit into a team better than
e @ww =mm1.:.m.

Acceleration Acceleration & how gquickly a player can reach top speed (pace) from a standing |
start. It therefone ties in wery closely with the pace attribute
Anikity Agility reflects howe well a player can start, stop, and move in different directicns

at varying levels of speed (pace). it ties in with the pace, acceleration, and
balance sttributes as theay work together in the Match Engine, especially when a
player is running with the ball

Balance Balance reflects ssmply how well a player can keep his balance in situations both
wath and waithout the ball. With the ball, it refers 1o how balanced he 15 running
wath it and evading opponents, without it, it refers 10 ha balance when facing a

player ranning at him, or hes stability when turning/urmging

Thiss attribute redates 1o how high a player can pemp from & standing st




Matural Friness How fit @ player is or his base kevel of fitness. It affects how many games
he s hkely 1o be able to perform at a peak level of physical fitness in before
becorming nobiceatily tied and susceptible ta injury,

Pace Pace i a player's iop speed. Whereas acceleration reflects how guickly a player
can attain their 1op speed, pace i that 10p speed, together with $1aming and
natural fitness is how long they are able to maintain that pace in both short
bursts aver the course of a match, A player will naturally be 3 hinle quicker
without the ball than waith it

Starmina Stamina is & players ability to endune high-level physical actraty for @ lang
period of tme. With the demands placed on a player over a nine month season,
players wath hagh anribute ratings for stamina will be able 1o perform at thesr
top levels for langer. 1t ties in directly with ratural fitness,

Strength A players strength is his ability to exers his physacal force on an opponent 1o

his benefit. A player with a high strength rating will be able 10 use it to his
advantage against weaker opponents.

9.1.2. Mental

Ideally you'll want every one of your players to be mentally strong. If your players have high mental
attnbutes you'ne on the right road 1o success - your'll have a team of determéned and committed players
wha will geve thesr all for the team, whila having a nice balance of flasr and commitment.

ATTRIBUTE DESCRIPTION

Agaression This reflects a player's attitudz in terms of playing mentality but & ne
necessarily an indicator of aggression. A mom aggressive player will look 1o
irvobee hirmsedl in every incident and get penalized in, perhaps at the expense of
i yellow card o fwa, A less aggressive plier may shy sway from situations and
menely drop ino his comfort 2one.

Anticipation How well a player can predict and react 10 .an event. If a player has a high
attribute here he can read the game well and react 1o situations quicker than
othirs. This attribute weeks well with ‘Off the Ball

Bravery How committed and indeed, brave, a player is, A braver playerwill risk rﬂ-||Jr'_|r
mere in slwations and a lesser-minded pliyer may shy imway, They T go in wherne
it huris and Eay it on the line for the team.

| Composure Thue plaer's sbeadiness of mind and ability, particulashy with the ball, When
faced with a big goalscoring chance or heavy pressure defensiely, a player with
high comgasune will be able 1o keep his head and more often than not make an
intelligent decision which is benefical to the team

Concentration This reflects a players concentration on an ewnt-ty-evint bass. A high rating
here will magn the player can concentrate harder for longer and be able o
respond to incidents [ate in the game just as well a5 he ded sarky on. Lower
concentration Wil sep players lose focus and perhaps become liable to mistakes
a1 credial times in the match

Creatiity This refers to a player's vision and ability to see a potential openang. not
necessarily explod it, & playes might be able to see something 1o 1ake
advantage of but ako requines the technical peoficiency to pull it e

Decisions The abdity of a player to make a correct decrsion a majority of the time,
This attribute i importand in every posttion but perhaps moreso for cerdral
dedenders and midfielders, who will see a lot of the ball and have a number of
optons when in possesion,

Deterrmnation A commuiment o succesd. A determined player will give everylhing i onder
o wan. Thas ties in with bravery - players with a high attribute in one of these
atributes miay also be high in the other as the traits necessaty are similar




. add 1o your squad.

A natural talent for the creative and oocassonal unpredictabsity, A player with
a lat of flair wall be one of the key attacking components in any team but a1
the same time may need tactical restraint to get the best out of him, Fair and
creativity work well 1ogether.

Infiuence

Influence is the player's ability 1o affect events or other players without any
intentonal #ffon. Papers with high influence wall be leaders on the field and
tearmmates will tend to rally anound these players

Ot the Ball

A players movement withoat the Ball, Similar to anticipation, thes is how well a
player, particulary attacking ones, can assess a situation and then mave off the
ball, making themsehes available to receive a pass in a dangenous position

Pexsitioning is the ability of a player 1o read a situation and place himse! in the
best possible position to deat with the urfoldng events. Anticpation will help
hirmin the first stage but in terms of his actual positionang, it comes down 1o

this atiribute. A hegher rating will ensure the player 1akes up a better position

Tearmwoei;

How well the player follows tactical nstructions and works for and alongside bis
tearmmates. A team full of players with a high rating here will work better as a
urit. Players with lowetr ratings will dhack off and ngt “buy in® to the team ethas

Wik Rate

Ths. reflects the players mental drive to work hard, A high rating will ensure
& player wanls 1o work his socks off from start 10 finish, bl be will need the
necessany physical attributes 1o actually be able topoll it off. Nonatheless, tis
an adrmirable trait to have in your tesm

9.1.3. Technical

and the very good from the rest. These are the playing atiributes, where you'll be loaking for consistent
ratings across the board for mast of your players, and high-end ratings for the elite players you want to.

[ ATTRIBUTE

DESCRIPTION

Corners

This attribute reflects howw well the player takes a comer. Taking advantage of
sel-pleces & impaortant, and having a capable conmer 1aker to put the ball inta
ey arean iy usebul

Cressing

This indicates a players proficienty at crossing the ball from wide aeas into the
penalty box,

Diibbling

Thuis eelers to the player's ability 10 dnbible with the ball. Thes is purely hes
proficiency yith the ball at his feet - his pace, acceleration, agility, and
batance will alf aid his dribbling in different cirgumstances, and while a higher
dribbling attriteste wall also help him in different situations, dribbiing alone
isn't enough

Rinshing

The player’s ability to put the ball in the back of the net when presented with a
chance. A high finishang attribute will put the shat on target a magoeity af the
tirmee a% & bare minimurm but compared 19 a player with poorer finishing will find
the places where the goaltespeds can't save it. Tha is purely the abiity of the
player 1o perform an acourate shot, compesure and decsions will also help a
player 10 score consistently,

Farst Touch

Hew good a plinrer's frst toudh & when recesang possession. A lngher ratmg will
ersune that the player can trap the ball quicker and put it in a useful position 1o

then act upon. Players with lower ratings hére will struggle to control the ball a5
adeptly and may be prone 1o kosing the ball if closed doen quackdy,




Froe Kick Takang

This reflects how good a player is al taking free kicks. @ applies to both direct
shots at the goal and delveries inio dangenus ameas from wider or deeper
positions. & player whe 5 proficient i taking free kicks can be a valuable
commadity; sooring five free kidks a season and adding five more assists. from,
them can be a huge boms.

Heading

This is a player's competence in aenal siuations. Heading applies 1o all situations
and Is only sbout the players ability to head the ball well. Jumping (and to &
Fesser extent strength) plays a big part in combnation with heading to wtilize
the attribarte 1o 3 greater bevel, a5 well a5 a player’s hesght.

Long Shots

This & the players prowess at shooting from a distance outside the penalty area
1t is largely a stand-alone artribte, but pay attenton to the Flayer's Preferred
Wowes whath may complement their long shots rating

Long Thiows

The abiliey of the player 10 perform a leng throw, whach can be taken advantage
of in attacking situations.

Marking

How well players, mainly defensive types, mark an opponent. Marking alone
wall see them do a good job if the attnbute is high, but remember that other
attributes including strength, off the ball, anticipation and will play a part in the
effectiveness of the marking, a5 well &5 the comparable physical statures of the
T players

Passing

Haorew good the player @ at passing the ball, His technigque and ability wall
determing hes success at passng over longes distances

Penalty Taking

The ability of the player from the penalty spot. A player with a high rating here
will be more confident and capable from 12 yards

Tackling

How successtully the player s at winmng tackles and not conceding fouls from
such situations. Players with a high tackling rating will consistently win the ball
cheanly and be a more capabie defensive player.

E Technigue

Techaugque is the aesthetic quality of a player's techaical game and how efined
thay appear to be with the ball. A player with high technique will be more koely
1o pull off & tndky pass or a cross-feeld ball with greater ease than someone less
technically able. Thes, inefum, affects o number of technical attributes; poorer
techinigue will ket a player down.

ATTRIBUTE

DESCRIFTION

Aenal Ability

This i & goalksepers ability 1o deal with the ball in aerial stuations - punchang
and catching. Goalkeepers with higher ratings here will be able to deal with
these potentially tricky situations more capably. Taller goalkeepers may have an
advantage a5 well, but that 6n't bo say smaler ones will struggle.

Command af Area

This affects how well the goalkeeper takes charge of he penalty area and works
with his defensive ine. A goalkeeper who commands his entire box (i.e, hasa
fegh rating) will be imstinctive and look to take change of situations, especally
caming for crosses (therefore working in tandem with Aerial Absity), Do note,
horwever, that a high rating only increases his penchant for coming for crosses
and not necessanly claiming them




Communication

Eceentricly

Howw well a goatceeper communicates with his defensive line and organizes
the defensae side of the ieam. A higher rating reflecis a better communicator
and will allew your back frve (or more) 10 work better tagether, ensuring better
defensive stadbility.

This attribute represents the Boehihood of the goalkeeper to do the unegected
and typicaly act completely unlike a goalkeeper. Things like dribbling out of hes
area will be commonplace if the eccentrcity attribute i high.

How securely the goalkeeper holds onto the ball when making a save or
cesming for & loose ball, Greater handhing will be benelicial in wilaverable
weather conditions, but in general a goalkeeper who doesn't give up rebounds
will be useful.

The physicad capabidity of a goalkeeper 1o kick the ball - this purely defines
the distance he can reach. His passing and technigue ratings will dedine how
accurate his kicks ane

The ability of the goalkeeper 16 do well when faced with an opponent in 4
cne-on-one situation. Higher attributes will see goalkeepers attempt o impose
themselves and win the ball with confidence.

How good the goalkeeper is at making instinctre reaction saves. If he has a
gy reflones rating he will be aible to respond 1o the unprediciable with more
success and be able 1o pull off the highlight reel saves.

How good the goalkeepsr is a1 coming off his line to react to through balis
and similar situations. A goalkeeper will benefit from Pace and Acceleration
here as well

This determines whether a goalkeeper will caich the ball when he can, or pundh

it clear, A higher rating reflects a tendency 1o punch most things clear even
whaen it may be possible to hald onte the ball,

How good the goalkespers distnbution with hes arms 15 A hegher rateg will
ncrease the acousacy of his throws, although strength imparts on the distance
e s albde 10 reach.




9.4. Transfer Screen
The Transher screen provides informatson on the players cunent contract, and any pertinen? trarsder
Information that you may want to lonow, such as which teams ase interested in the player

9.5. Positions

The Positions screen indicates which positions are avadable. The
gl'u"‘hll:a| field desplay im the rght paned of the main screen area
indicates the positoons the indnadual i capable of Iull."-::-:_;. and ench
ae color-coded to represent a level of abdity playing there

Thete cormespond with the texd descriplions found at the 1op of the
lefi side panel. Six strengths of position ane considered

Natural - This 15 the players natural position and the one in which be will perform at his peak
Accomplished -  The player 't naturally at his best in this position but will perform in an
accomplished and successful manner,

Competent - Thie player has enough experience and ability 10 put in comincing perfommances here,
but don't expect any fireworks or long-termy Success

Unconvincing -  The player & playing out of postion bt will be abls to do a decent job for a shon pekod

Awkward - The player isn't likely 1o be particufarly successfid playing in this pasition. He may fill in
far emergencies but will be strugaling

Ineffectual - The player cannot play this posttion. You are free to play him there but he will not
perfomm well

The screen atso displays the compatence of a player with either foot as well as any preferred moves he
may have. It abio displays the nember of games he has played In various positions throughout the: current
saason, For example, a versatile player who i predorminantly a Defersaoe Midfielder but can play a1
Right-Back may have 30 appearances at his primary position but 15 at Right-Back. This allows you to see
patential reasons for a player's good or bad performances and indeed, his ability 1o play in vanouws rolis
Flayers can also be asked to learn a new preferred move, or attemp to alter thewr game 5o a5 10 not use
a prefenied move as often, thus making it no longer a preference. For more information on this feature,
please refer 10 section 9.10.9,

9.6. Stats

The 5tats screen aliows the user 10 access detaled yet succinet statistical information on ary player at &
snpe click. The screen provides numbers based on standand overall play in both atlacking and defensive
situations, which you can break down however you see fit. The screen by default uses the Owerall stats, but
from the ‘Competitons’ menu found towards the top right of the main screen area you can change this to
e statistics from just one competition area.

9.7. Training
Thes screen allows you to chedk up on and configure indnadual training details for the player, Please refer to
section 7.3 for Training In far more depth.

9.8.
“The Histony saction contains four screens which together form a historical record of a player's canser.
MWSWMHMWIWMMMMEM it displays a season-
hrumm&ﬂnﬂthmwmmmm{wwwmmm
statistical information which is also accessible by sefecting the appropriate table row by dicking on the
arrow to the left of the season. The Wmmwmummummm
mmwmmwmm '
ﬂmﬂmawﬂﬂﬂmmw mmmmmrmm

wmmm mmmm—ﬁ# el besy



9.9. Notes
In & similar manner 1o the Notebook feature detailed in section 4.2, this holds all notes specific 1o the
indmidual from which you are accessing this

9.10. Player Interaction

A5 a manager, you'll find yourself interacting with players on a dady basis. Not just interaction through

the direct eteraction module detaded in section %.10.9, but in more minor manners, such as promating

a player from the reserve team into your senkor squad. A magonty of these actions are carmed out from
options found within a player's Actions mem, They are described in this section

9.10.1. Move Players Between Squads

This opdion aliows you to xsign players 1o various squads, most typically a Sensce, Rdenve and Youth team
As manager, you have the ultimate say in the development of a player and its up 1o you to decide when a
phayer neds to be tested further, or when he's not ready or perforrming a1 a higher level. You can alio assign
a player to a team for a period while he recovers from injury in order to allow him to regain his fitness at a
lower leved where performances and development can be consadered maoee important than the result,

You can ako make a player available for the resenve team if he is part of your senior squad, Often you may
want a youngster to be part of the first team and to be training with them but you may not have room in
your matchday team for him. To keep his finess up, happiness in check and continue his development,
allcwing him to play for the reserves will be a positive benefit.

9.10.2. Request Physio Report

At any tme you have the option of asking one or all of your physios to file a medscal report on a player,
The repart will amme in your inbox and the physiols) will report thedr findengs 10 you, including any specific
recommendations they may hive depending on the fitness of the indtadual,

9.10.3. Change Training Schedule

This option acts &5 a shoccut to allow you to quickly change the iranang schedule a player is on rather
than going through the Training soeens.

9.10.4. Set Transfer Status

This screen aliows you 10 set the squad and trarsfer status of a player. You can determine his role from ths
list of seli-explanatory options:

~ Indispensable 1o the club

~Important first team player

- Lsed in & squad rotation system

- Backup ta the first team

- Hot prospect for the futue®




9.10.7. Offer New Contract

Offier your player a new contract from this option. Mease refer 1o section 10.4 for infoemation on offering contracts

9.10.8. Release

If you no longer want the services of a player at the dub and can't shift him on to another team, you
may want to release the player from his contract and make him a free agent, i you decide to do this, you
will have to pay off the remainder of his contract, unless you agree a mutual termination with the player.
Shiould he also want out of the dub, offering him the chance 1o beave the duly in & mutual sgreement for
a lower payolf or completely free of charge may be successhul - but it will not be in all cases and you may
end up merely making the player more stulbborn and make thengs hander for you as he takes offense at
being asked to leave

9.10.9. Direct Player Interaction

Yo can interact with your players in the various manners desonbed throughout this section but in terms of
actual one-on-one discussion, the ‘Player Interaction” section aliows you to comment o or on any player,
As default, you can ask him to recommend a signing from teamsplayers’siaff he may have previously
encountered in hes playing canser by simply asking his advice, This can go further, with the appropriste
players being eligibde 1o futor a youngster oo leam from a more senior professional, The interaction
ke changes throughaout the seasan. Player Torm allows you to make different comments, for example,
depending on the sstuation, i your team s going through a crisss, you can ask any member of your squad
1o lead a players-cnly megting 1o atternpt to address the problems. There are numerous possieities found
here throughout different times of the season. Just visit this screen for any player, belonging to you or
othenwise, and see what it holds for you

9.10.10. Preferred Moves

YYoui hawve the option to ask any of your players to attempt to adopt a specific preferred move to add 1o
thew arsenal, Perhaps you have a player with 2 hagh Free Kick Taking rating, and would Bce to encourage
him to take these fres kicks from kong range. Similarly, you might have another player who has good pace
and anticipation, ideal for springing the offside trap, and would Bce him to focus on thes during training.
To do 5o, select the appropriate option from the list of Preferred Moves on the Player interaction screen,

A responss will follow, and typicaily the player will set about incorporating this inta his training schedule.
Preferred Moves can alo be removied = anather player might have a preference for running down the heft
flank, but hasn't got particularly good dribbling skilis and is right footed. Therefore it makes sense to-ask
hirm to try and remove this from hes game, which can be done in the same manner as outhned above. Cver
the course of a few manths; these players will do their best to adapt o your request and eventually you
will recetve an indicatson of success or failure in their task.

9.10.11. Discipline Player -

don’t want players walking all over you. e some of discipline. Exactly
m%mmmhmmu;ﬁummmmmﬁmm
if any of them step out of line, you can discipline them 1o the tune of an offidal waming or cnaftwo
wmﬂmkswmi’fqﬁ whmﬂ'w




9.10.13. Misc

The “Misc', or Miscellaneous section, aliows you to give a player a nickname. This wall alter his name
whereeer it is displayed in the gome, but in netwoidnternet games, only the local user who hars sel the
nickname will see it - all other users will see the player's real name. If you want the nickname to disappear,
select “Remmove Mickname”. This section alio contained the ‘Create Filter from <player> option, which is
described in more detal in section 4.7.2.

10.0 TRANSFERS

No matter the squad you inherit, you will quickly identify holes and ameas in which your team can imgeowe,
The most common method 1o amend these issues in the soccer world is the transfer market. Improvement
may coms from adding players, bul your squad can also be stronger for the sale of a player. This section
outlines the key aspects of wheeling and dealing in WIASMOS,

10.1. Buying Players

Ta begin with, you need 1o sdentify o player you want. For mformation on wsing the Player Search featune,
please refer to section 4.7.2. If you've identified & player from this method, or through scout reports o
other means, and decide that you'd like 1o make him a part of your team, the first step 15 to select ‘Make
an Offer” from his Actions menu,

B The Transfer Offer screen allows you 10 compose your
Ei IE!!'!_—? offer in as much detad as you like. Primarily you'd
ot . want to concern yoursel] with the ‘Basic Offer” panel.

The "Offer Type’ can be one of four typical choices,
with a few others being league or country specific.
By default, you have the standard “Transfer’ option.
This can be substitted for “Trial’, 'Loan’, or “Enquiry’.
Taking a player on tnal is sormething you will mast often do with @n unattached player, as in most cases
a chuly wall be reluctant to let o plaver spend a trial period at anather chub. Loans ane described in a it
more detad further mio thes section, while *Enquiry” is a way of asking a dub what they may be prepared to
accept for a player, of if he is even available at all.
Schecking with the Transfer type, you then need to decide upon a fee for the player. The nformation bar at
thie top of the main screen area indicates the player's curment estimated valuation and any fee his dub are
likedy bo demand (if made clear) wall be deplayed hene, Unbess the player his been transfer listed, you will
need 10 bid an ahsolute minimum of his valuation to hold the imerest of his owners, and mest likely have
1o offer above that 10 get amywhere,
The ather items aren't as ‘crudial’ but they should still be considered important. The Transfer Date” allows
mmm%hﬂﬂw%hhdhhmﬂ“ﬁaﬂﬂ#wmm
mﬁnmmmmwmmmwﬂdw_nhmm
d, ar k elop at his fomer team fora
Flexbiity’ 5 how much




If you are the loaning dhub, you may Wwant to consider whether the player is able to play in matches against
your club, ar play in cup competitions (therefore becoming cup-tied should he return 1o you), and whether
you may want the optica to terminate the loan eary

10.2. Selling Players

Sedlng playess is just as fundamental a part of management as buying. Whether you're deing it to get rid
of dead wood, or to ensure financial stability, 1'% gong to happen, If you receive an offer for a player from
another club, you can negotiate the deal in the same way as you may have put together a bed as described
in gectiaon 10.1

et Honwever, if you wish to initiate the sale of a player,

R —— —_= you hawve the power to st the ball miling. From the
Actions menu of a player you wish to sell, select ‘Offer
to Clubs’. The screen bs similas to the Transfer Offer
SCNBEN M APRHRITNCE,

Initially 581 the fee you'd like 1o eceive for the player.
Try to consider the target club(s) and what they may
be able ta afford, i necessary, ask for less up front and
mere money over a longer period of time or incentive-
based payments, available from the "Additional Fees'

- saction. At the same time though, don’t forget you'ne
the selling chub - try 1o gat back & much value 25 you can. One such way is to inthede an adddonal clause.
If you're salling a young player with potential, try to include a dause where you get a certain percentage of
any fee the club may sell him for in the future. If you suspect the player may not get a lot of first team play
at s new club, maytse include a *Buy Back® price, whene you can attempt to bring the player back to your
chub for an agreed fee.

Your Asssstant Manpger will send the details of any proposed deal to a8 clubs he deerns suitable, i
you don't want a player going to a rival dub, check the appropriate box on this screen befione clicking
‘Confirm’, Ay interested parties will indicate as much in the days immediaely following by making an
offer of some kind, From here, it up to you 1o negotiate the best deal passible.

10.3. Free

1f-your club i short af money and shor on numberstalent, you'll have to look elsewhers for your

additions. The free agent market comes info play here, its not just for the lesser teams - the big dubs

can find some top veteran or cut of contract talent in these parts, especially with the Bosman ruling and

pending free agents,

Yeu can find all who are considered free agents by afilter on the Player Search screen,

s described in 4'.!.2.5|thﬁluhtmm I’ Unattached', and all players with no

ﬁqmﬂummxymﬂm@mﬁ:mmmmﬁu
‘& Coniract,




The player or his agent will indicate the terms they expect to be met as a minamuam, and from there it's your
call s to the offer you make. Dependng on th squad $18tus you are intending the player 1o have, your board
may increase o decrease the available wage atcordingly - theyll Beely be walling to pay more 1o a key player,
Set his weekly wage 1o something you can afford and the player will hke, and attempt 10 28t a contract length
both parties can ageee to. H you feel the player may need a little “sweetener’ of sorts to sign ahead of other
chubs who may be mterested, perhaps offer a Signing-On Fee o some attractive bonuses: The player may
alreadsy be demanding these, so see what you can attord 1o match and when you'ne happy, officially submit
the offer to the player. He'l get back 1o you usually within a few days with a response.

Sormie players will be hasder to deal with than others - you can occasionally gain an insight into their
mentality from the way they go about asking for terms on the Contract Offer screen - some will demand,
some will requine. It may alio be worth checking out a players media history and his personality ahead

af negotiations 1o fully prepane for what you're going 1o be dealing with. Good preparation will allow
contract 1alks to go a little more smoothly,

10.5. Shortlists
Your shortlist allovws you to collate and store a comenient kst of all players you may have an interest in. For
more detad on Shonlists please refer back to section 473

10.6. Transfer Center

The Transfer Center can be found on the tree menu from your teamfsquad screen. It is a screen that allows
you fo see all of your transfer activity in cne place and act upon any item quickly and easily, The majority
of the main screen area lists o currently actve or pending deals. Selecting any one iterm by chicking on its
table row will provide further information in the smaller panal towards the bottom of the main screen anea.
It wall abio acthvate the Withdraw' and Vit Offier” buttons.

10.6.1. Clauses

The Transfers sections deals exclusively with financial extras imvolved in any transfer dealings your chuby has
had. If, for example, you are paying for a player in instaliments, the tenms of that will be hald hera until
such time as all payments have been met. Future percentage fees and incentwve-based add-ons for both
players bought and sold by the club afe abo found here. It can be useful to check this screen at times to
remind yoursesf that you may still be paying for a deal you made 18 months ago and that's wheare your
unexplasned misseng $ 100k per month has gone.

10.7. Trading and I:raﬂh:gp(

If you have chosen to manage in the LS League Soccer, you'll find yourself less in the transfer

market but instead having 1o negotinte trades with ather tearns. In addition, youll have the annusl MLS

SuperDvaft 1o attend to,

o - In its most basic tenms. trading o like
- amﬂmmﬂmaum




10.7.1. Designated Player Rule

The ML5 Designated Player Rule allows each team to sign one player that is conssderad outside of the
Salary Cap requiations per season. A $400,000 contract counts towards the DP's Cagp, with the remaindes
written off and imposed on the team's ownern, Each team has one DP sat, which can be traded s an asset,
but teams can only have a maximum of two. For the second player, $325,000 of his contract goes against
the Cap, not $400,000

11.0 FINANCES

Good financial management is imperative. Your boand will expect and demand it You can be successiul on
the field but i yoas finances are in 4 perilous state you'll be heading down a roublesome road that many
teams struggle to come back from.

11.1. The Finances Screen
Your Finances screen i accessible from the Finances option on the tree menw of your teamysquad screen.
It is broken into five sections - a Summary, detaded income and Expenditure, Salary and Transfers,

11.1.1. Finances

The first fous of these options largaly deal with the day-to-day finandal staus of your club. The

SEPEEN gives you & quick and informative ovenvienw of how the cub & doing. The Income and Expenditure
smaenshreidmennmﬁHﬂnnﬂwmningmmgﬂnﬁmammﬂﬂfw:ﬂmm:m:
The Salary screen gives an indication of where your money theoughaout the squad - not an
Mmmimwwmm 4

It is very much worth taking some time throughout the season to chedk this screen tharoughly to make
sure you're fucally ieiponaible. Some soccer leagque authontses will punish teams whao enter administration
mfmmmegﬂmm,mﬁmmmmdmmmml
any bids made on your players to aleviate the finanicial problems you are in.

11.1.2. Managing Wage and Transfer Budgets

¥ou also have the opticn of managing y and transfer budgets so that for examgple,
mmhﬂﬁmmmhaﬂﬁ%hmn t::%iuﬁ'mm
balance. To do this, n ‘1o the Board Room screen and select ‘Make Board Request’ and 'Adjust Wage
are willng 1o allow you 1o make. Depending on the financial stuation at the club these chaniges may be
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12.0 THE MATCH

5o, with everything prior to now set and explaned, its probably time 1o play a match, WWAWSMOD features a
30 view of proceedengs, so the action i more realistc more detailed than ever before

12.1. Preparing for the Match

Before you click ‘Go to Mateh', it's advisable to make a few checks and observations, The infarmation
made available to you on the Preu'uew indicates which players are unavailable from each team for the
match, a5 well a5 the refente and weather, and detisks of hetoric records betwaen the sdes, Take this all
into account when settling on the team you'reé putting out. Consider whether you're at home or away,
and your respective recond - and indeed the opposition's

Once you're happy with the team for the match, cick the aforementioned *Go 1o Match® button to
Continue the game and advance to the pre-maich build-up.

12.2. Pre-Match Build-Up

The first stage of the build-up 1 the line ups and analys sareen. The Line Ups screen displays the formation
and personnel deployed by each team for the match, while the analysis screen informs you of any potential
milestonis which could b reached in the match, The soeen abio holds the predictions information - match
odds, key players and a pundit’s prediction of what's ahead over the next ninefy minutes.

At the battem of the lefi menu bar is the maich speed shder, which controls the speed of the dodk
When you progress from this screen, you'll be taken to the Team Tal screen. This & your final chance 1o
talk toyour players before kickoff, a chance 1o give them some final instructions and words of wisdam,
What you iy 1o them now can have a massve effect on what happens aver the next 45 minutes, 50
choose wisely, You can set an overall team falk fo the entie squad, of talk to each player individually,

or & mixiure of both, Alternatively, you can wse the 'Ask Assistant” button to have your Assistant hanager
take the team talk,

How is also the opportunity to give your team specilic instructions 1o take 1o oppasition players, from
the 'Opposition Instructions” tree menu option. Select a player from his table rew to bring up the tactcal
options in the right panel and then configure marking, chosing down, tackling and Tootwork options.
Onee you've done this, you'll be taken to the match screen ahead of kickodf,

12.3. The Match Screen
TMmanmhﬁamufdﬂfmmdmmuemmeﬁu and a number of
different items you can interact with during the match, 1t Ik like this by default, from the traditionasl
‘Overview’ streen.

The trée menu options can be described as follows:

Overview:  The standard and tradktional view for & match, Holds the cument scene, goalscorers and key
events from the match, as well & the uniforms the teams ane wearing, and miscellanecus
MHMMWWMNH.MEWM
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The “Advanced Controls' button expands 1o allow the user further control over what they watch. The

"Camera’ dropdown presents a st of different views from which the match can be watched - for example,

a 20 top-down view s 3till svailable, but 50 5 a TV camera, and a Main Stand camera, and a member of

others. From hene, you may also configure whether replays ae shovwn or not, as well as toggle the speed

of the: match action, and the saturation level of highlights shown, all also found on the tree view outside of

the Full Field view.

12.3.2. Paneled Field View

The Paneted Field view displays the action shown while remaining in the traditional Match Screen. The

Tracker Bar rernains along the bottom of the panel with the action above it; but all ather options are in

thiewr 'usisal” places

Stats: The Stats section expands to hold the match statistics, action zones, and detailed statrtical
references for both teams from the match in progress. Hold the mowse over a column
header to see what the abbreviation refers to for that statistic.

12.3.3. Assistant Manager Feedback

This section also contains your Assstant Manager's feedback from what's going on during the cowrse of

the match, The screen i broken up into four panels - a Pre-3atch comments list based on perceptions

and faelings the Assistant has picked up on; a comment on Statistics; some obsenations about the

Performance i general, and Tactical thoughts and ideas,

The Performance paned also has a Views' dropdown st aliowing you o see whal your Assistant Manager

has had 1o say at 15 minute intervals throughout the match, a useful ool for kentifying trends in the

match or whather your changes have been having the desined effect.

Latest Select ths option to view the [atest scores from all gamiés going on in your saved game
at the same time a5 yours, and for up 1o the minute goal updates, wdiprnter-style, i you
afe in a competition where a league format i used, a live Beaguee tabls will be presont here
a5 well, so for those tense |ast day of the season games you can be right up-to-date with
whers events place you,

Formations:  Check the formation being used by the opposition at any time. The screen aiso displays
your cwn feemation, but you should lkenow the formation you're using.

Split View:  The split view screen allows you 1o wew any combmation of the screens available side-
bny-siche (mucept any match action viewl. From the dropdown fist at the top of each panel,
select the screen you want ta use in that ansa.

Report. ‘All match commentary ks stored here for reference. Click on an evant 1o view the action.

. 1 The post match “wrap-up” detass any milestones isted pre-match that have been met over
_Irumuuluunumumﬂuaﬁﬂwﬂuutﬂhm;mmlhmm
from both and how




13.0 MISCELLANEOQUS ITEMS
13.1. Bookmarks

You have the ability to bookmark any screen in the game in much the same way as you'd bookmark
a webpage in an int brcnaier. Fram ary diesimed soreen, sehect the ‘Bookmarks' menu from the
menu bar and then the “Add to Bookmarks” option. The knk wall then stay in that menu unil Ju-:h
time a5 you wish 1o change if, allcwang you 0 aocess your favorile screens m just o button chcks
Yo cin set any screen to be your Home Page as well, by selecting the 'Set as Home Page” option
from the 'Bookmarks' menw. For more on your Home Page, please refer to section 4.9,

13.2. Data Editor

The Soccer Manager Data Editor is a paweriul application that aBows the user 1o modify the
Waridwide Soccer Manager™ 2009 game database. For help using the editor, phease visit the
Commuinsty Forsms o hIIp'.-'.'r_nmrnul'ull',':'.r.j',.aln:i,':.. comd

13.3. Game Updates

The game may oo oflline for maintenance but work will continue on WIASAMOS up 1o the release date
and beyond as Sports Interactive strive 1o improve all aspects of the game. Al times, updates for the
game will be released containing critical foees and enhancements - these will be in the form of a “patdy’,
first s of which will absays be available from the SIGames website, waw. S0 TS CONT
WIWSMOS has a feature allowing the user to.check at any time whether they are running the
absolutely latest version of the game. Click 'Game Updates’ from the Main Menu and the game will
perform this check and advise you accordingly

Once you've downloaded a patch, double-click the launch icon and it will take a short moment

to self-pxiract the patch apphcation, From here, it simply & case of dicking "Update® from the
auio-patcher and allowing the game to be updated. When it’s finished, et and load your pdated
WIWSMOD

14.0 MULTI-MANAGER, NETWORK AND INTERNET PLAY

WAAVSAOD isn't just for single user play - it supports multi-user and network play. Indeed, there are a
lot of fans who believe the game i best played with multiple human users, If you would like to play in
this manner, pay attention 1o the information in this section.

14.1. Hot-Seat Play

Hot-seat play refers 1o multiple wers acting on the same sngle saved game at the same computer. To
initiate this, the wser should first create a new game as normal. Once this has been done, to add new
manageds, either select “Yes' ifwhen prompted, of select *Add Mew Uiser’ from the 'Options” Menu
a5 described in section 2,3, Once you'ne happy with the number of users entered, play a5 ‘normal’.
When one user has completed their tasks for the day and has clicked "Continue’, the gams will then
mave onto the ned wser, When all users have clicked "Conftinue’, the game will progress,

14.2. Network Play

Hetwork play allows the user 1o play WWSMO9 against ether humans over either a lecal anea network
or the internet. You can either be the host of such a saved goarme, or merely foin a saved game hosted
by anather usar,

Tostart o hetwork garmse a5 the host, create a new sived game i has bien descrbed in this manual.
Make sure the “Run as Server’ baw is checkied in the ‘Preferences’ - this will allow othier users 1o join your
saved Once the has been st up and you have chasen 2 l2am 1o aeina
ostion 1 ot  netwerk game. Froc the Optons’ mind, g o the Game Stas’ scraen and note the
Server IP Address”, You will need 1o provide this to amyone yeu intend to allow nto your netwoek game.
1 yoli ane jaining a retwerk game, all you need & the P address frem the host. From the Main Mena,
select ‘Metwork' and then select a server. f no servers exist or the server you wish 1o join isn't there,
mmrmmm'mmwmwwmmmdwmmm
should joinfre-join the network saved game.
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15.0 TROUBLESHOOTING
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15.1.1. Important Information regarding Anti-Virus Software and Worldwide
Soccer Manager™ 2009 Files

Please node that due to the nature of WAWSMOS' files changing and updating during play, some anti-vins
softwane can unforenately flag these a5 dangerous fles and by acting on them, can make your saved
garme comupd o unplayable, Or ruin some in-game data

It s recommended that You EI'.II'I[-'._.]IJI-:'! YOLIF anti-vinas software to exclude a Sports Interactve folders from
its scan, Please refer to your anti-ans softwane for information on how (o do the, Alternateely, you can
simiphy choose not to mn a scan while WWIEMOS is lnaded.

Follonaing ths advice should ensure your WASMOD experience suffers no issues on the pan of anti-vins
softwine

p and solutions 10 a number of problems. Check theough
necessary the 'HOWTO' instructions, and if there is still no solu
comrmanity. Ssgames. com/ where a member af the WAYSE Team may be ak
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LIMITED WARRANTY

SEGA ol America, Inc. warranis 1o the original consumer purchaser that the game disc or cariridge
shall be free from delects in material and workmanship for a period of #0-days from the eriginal date
of purchase. If a defect covered by this mited warranty eccurs during this 90-day warranly period,
the defective game disc or cartridge will be replaced free of charge. This limited warranty does not
apply if the defects have been coused by negligence, accidenl, unreasonable use, modification,
tampering, or any olher causes nol related o defective materials or manufacturing workmanship. This
limited warranty does not apply to used software or lo software acquired through private ransactions
between individuals or purchased from enline suction sites. Pleass retain the original, or a photocopy,
of your dated sales receipt to establish the date of purchase for in-warranty replacement. For
replacement, return the product, with its original packaging and receipt, to the retailer fram which the
software was originally purchased. In the event that you cannot obtain a replacemaent from the retailer,
please contact SEGA to obtain support.

Oitaéning technical support/service
To receive additional support, incleding troubleshooting assistance, please contact SEGA at:

= Websfewaw.sega.com/support
= Telephone: 1-800-USA-SEGA

LIMITATIONS ON WARRANTY

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND
FITHESS FOR & PARTICULAR PURPOSE, ARE HEREBY LIMITED TO 80 DAYS FROM THE DATE OF
PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL
SEGA OF AMERICA, INC., BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING
FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. THE PROVISIONS OF THIS
LIMITED WARRAMNTY ARE VALID IN THE UNITED STATES AND CAMADA ONLY. SOME STATES DO
HOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, OR EXCLUSION OF
CONSEQUENTIAL OR INCIDENTAL DAMAGES, 50 THE ABOVE LIMITATION OR EXCLUSION MAY NOT
APPLY TO ¥OU. THIS WARRANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS, YOU MAY HAVE
OTHER RIGHTS THAT WARY FROM STATE TO STATE.

To register this duct, pl go 1o www.sega.com
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