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For safe use of this praduct, carefully read the foll owing section of this manual and the
Precautions sectionof the instruction manual supplied withthe PSP handheld
anigriainment system before usa. Retain both this sofiware manual and the instruction
rnanyal for future rederence,

Health precautions

«When aperating the unit. play in a well-lit room and keep a safe distance from the
scrgan. « Avaid prolonged use of the system. Take a break of about 15 minutes during
every hour of play, * Do ol use the sysiem when you are tired of short of sleap. = When
uzing headahonas, do rot turm the voluma wp balora putling the headphones on. Algo, do
niot listen at loud wolume levels far extended pariods of time. 5100 using the systeam
irmmadiatey if you experence any of the fodlowing symptams. If the condition persists,
consult a doctor. = Lightheedednass, nausea, of a sensation simalar e molton sickness
* Digcomfort o paim ey the oves, ears, hands, arms, o any other part of the body.

Use and handling precautions

& Thig dise 15 PSP™ (PlayStation®Portable) foemat software and iz intended for wse with the
PSP system ondy. 1 the disc is used with other davicas, damage to the disc of 1o the cevee
rrry resull. * This cisc is compatible for use with the PSP™ system marked with FOR SaLE
AMD UISE IN LS. ONLY, = Depanding on the software, & Memaory Stick™ Duo or Memony
nckc ™ PR Duo [Doth Sold separataly) may be reguired. Refar to the software manual for
ull datads. = Do it usa while drving or walking. Do not usa in sirplanes or medical facttes
wheara use is prohibited or restricted. = Set the PEP™ ayatem's wireless netweark feature o
off whean using the PSP™ an rains of in ather crowaded locatons, If usaed near persons with
pacemakers, the signal from the FSP™ syitem’s wiraless network feature could interfers
aith the proper operaton of the pacernaker. # If paused smages ane displayed on the screen
for an extended panad of bime, a Bint image may ke left permanently on the scrgen. =
Store the dise in its case when nolin use and keep in a place out of the reach of children, i
tha disc is beft oull this may result in warping or other damage 1o the desc, * Do not leave the
disc in direct sunlight, near a heat source, in & car of other places subject to high heat and
humidity. * Do not louch the opening on the rear of the dise frecanding surface of the disc
see drawingl. Also, do no; allovs dust, sand, foreign objects or other types of dirt to get on
the dizg. = Do not biock the cpaning with paper of taoe. Al%a, & fol wiite on the disc. = If the
opaning area doeg get dirty, wipe ganily with a soft dath, = To clean
the diss, wipe the exterior surface gently with a solt clath, = Do not ==
use solvents such as benzine, commarnsalhe-ivailabla claanars no A
ntendad for CDsg, o ant-static spray intended tor vinyl LPs as these 2=
may damage the gisc. « Do not use cracked or deformed dises or -
chises that have been repaired with adhesives as these may cause
console damage or malfunction. = SCE will nat be hald liable for
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damage resulting from the misuse of discs, | Fecorded surface |
o, N B Ejccting the disc
1  } e Press the right side of the dizc until it is in the positon
\ ; _I A shaowen in he deaanng and then ramove it If excess force is
S applied this may result in damage 1o the diss
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Stoning the disc
Insert tha batiom side of the disc and then press on the top

! gel) | side untllinchicks into place. [f the discis not stored
y N s properly, this may resull in damage w the dise.
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"Flaystation™ and the "P5” Family logo are registared tradertarks and “PSP and "UMD™ are

tradermarks of Sory Computer Entemtanment Ine. “Meamory Sick Duo”™ and “Memory Stick PEO
D™ ama irademarks of Sary Comporaton
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buttons

POWER/HOLD switch

Front view

Disc cover DC QUT connectors

IR port — UsSB
connectar

L OPEN latch

Set up your PSP™ [PlayStation®Portable) system
according to the instructions in the manual supplied
with the system. Turn the system on. The power
indicator lights up in green and the home menu
is displayed. Press the OPEN latch to open the
disc cover. INSERT MLB® 2KE disc with the label
facing away from the system, slide until fully
inserted and close the disc cover. From the PSP™
system’'s home menu, select the Game icon and
then the UMD icon. A thumbnail for the software
is displayed. Select the thumbnail and press the
START button of the PSP™ to start the software.
Follow the on-screen instructions and refer to
this manual for information on using the software.

Sfarfing Up

PSP™ {PlayStation*Portable) system configuration

L |:ru_l.'tﬂn LCD screen R button
Directional [ [

buttons P e e R A
& ] mewr H ACXDO
s buttons
P b :| '-.Ei. 4:!--—'—|'

7 |

MEMORY = : ;
ST NN o T ™ oSSy POWER
pug™ B T indicatar
ACCESS l_(J
indicator

Vol HOLD
WLAN — PR indicator
access
indicator —— Right speaker
Analog stick - — START button
Strap holder — SELECT button
Left speaker —— —— Sound button
HOME button Display button

NOTICE: Do not eject a UMO™ while it is playing.
Memory Stick Duno™

Warmning! Keep Memaory Stick Duo™ media out of
reach of small children, as the media could bhe
swallowed by accident.

To save game settings and progress, insert a
Memory Stick Ouo™ into the memory stick slot of
your PSP™. You can load saved game data from
the same memory stick or any Memory Stick
Ouo™ containing previously saved games.
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The communication function of this product
includes software developed by the NetBSD
Foundation, Inc. and its contributors. For a
complete list of contributors please see:
http:/vwww.scCei.co.jp/psp-license/pspnet.txt

Firewalls

In order to join or host a MLB® 2KE6 game from
behind a router with NAT [Network Address
Translation], or firewall, you may need to enable
PORT FORWARDING. You will need to route, or
forward, all data on port[s] [Port 3658 and 3659
should both be open] to the IP address assigned
to your PlayStation*Portable. [Note: Lisers using
OHCP must ensure that their PlayStation®
Portable is always assigned the IP address
specified in the PORT FORWARDING setup; under
these circumstances you may need to change
your PlayStation®*Portable from “Easy [OHCP]™ to
a “LCustom [Static [IP]" settings wusing the
Network 5Settings utility as indicated in the
PSP™ Instruction Manual starting on page 101 to
ensure that forwarded data always gets to your
PlayStation*Portable.]

You can also check the status of game servers
and read news about MLB® 2KbB by visiting
www. 2ksports.com

For further guestions, please contact 2K Sport’s
Customer Service support department:

Wb SHbE....ciiisassasansaaasiinisd http:/2Ksports.com
=1 | = | | R customerservice@2ksparts.com
R BT R . . i i i i 1-415-507-7750

Play Balll

Play Ball! lets you jump right into a game
hetween the teams of your choice.

Team Select
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Move the analog stick UP or DOWN to
select a User Profile, or ta highlight No
Profile, New Profile, or Load Profile.

To play the game without a User Profile,
select No Profile and press the X button or
START button.

To create a User Profile. highlight New
Profile and press the X button or START
button. Enter a name on the Virtual

Keyboard and press the START button.

To Ioad a User Profile from the Load screen,
highlight Load Profile and press the X button
or START button.

Move the analog stick LEFT or RIGHT to
choose between playing as the Home or
Away team.

Press the L or R buttons to change to a
different division.

Move the analog stick UP and DOWN to
select a team within that division.

Press the triangle button to randomiy
select a team.

Press the sguare button to view the Help Menu.

Press the X button or START button [with
one of your profiles or No Profile selected] to
confirm your team.

To play with a friend, select either HOME or
AWAY with the second controller and press
the X button to confirm.

Once you've confirmed your team, move the
analog stick UP and DOWN tn select the
uniform you want your team to wear [some
of the uniforms must be unlocked first].
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Confrol Summary
Batting
:: Once you've found the right uniform, press RDWEtDn ... i aeinea Increase
the X button or START button [(with one of dll leadoffs
your profiles or No Profile selected] to EBAEERNE . oo e e Oecrease
advance to the Stadium Select screen. all leadoffs
STARTbutton .......... Pause
:: At any point, if you want to back up to the directional buttons . . . .. .Pitcher/Batter
previous step, press the triangle button. display
_ SELECT button .. ........ Duick key
Stadium Select Screen analog stick ........... Influence hit type
Select the specific stadium you wish to play in on Xbutton ..............5wing
this SCreer. sguare button + analog sti;k |
..................... tea
:: Use the L and R buttons to cycle between triangle button ......... Bunt
the available stadiums.
Buntin
:: To change game conditions move the analog L butt rfl Bunt left
stick UP and DOWN to select the condition e Fge e i iR s Bunt right
category. Move the analog stick LEFT and el S'I:iI:.'l; """""" iy i
RIGHT to change the condition of the g s
highlighted category. Pitching
:: Press the START button to continue to the Xbutton .............. Throw pitch 1
Lineup Screen. sguare button .. . ... ... . Throw pitch 2
triangle button ......... Throw pitch 3
Lineup Screen circle button .......... -Throw pitch 4
) _ N DUEEDEN oo s e dm Throw pitch S
LUse this screen to arrange your team's lineup. First directional buttons . . . . . . Pitcher/batter
you must select your starting pitcher, then you will overlay
have the chance to adjust your batting order. Lbutton . ............. Inside Edge™ pitch

:: Move the analog stick LIP and DOWN to
highlight a pitcher.

Press the X button to select the highlighted
pitcher as the starting pitcher.

Once the pitcher is selected, you can change
your batting order by selecting a player then
selecting another player to take his place.

Press the START button to advance.

frequency toggle
L button + analog stick . . .Change catcher
sugoestion
L button + directional buttons
T e s e e R O Pickoff
L button + X button . .. .. Pitchout
L button + sguare button .Intentional walk

SELECT button .......... Duick key
Stealing
B T s T e e L o Increase leadoff
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IEEN oo ie Decrease leadoff
analog stick + sguare button
..................... Dueues steal

L IRIEEDEE: o on e aiisiiasinek Advance one hase
Hbhbuthan .:...ccoceeaaa Retreat one base
START button . ......... Pause
directional buttons . . . . .. LEFT: Advance all /
RIGHT: Retreat all
X BuEbaE .o e e s Control runner
circlebutton ........... Control runner
square button . ... ...... Lontrol runner
triangle button ......... Control runner

BaseBurner Mode -
Become the Baserunner

Lbutton ...... R Erarmea Retreat to base
Rbutton ......:.ccc:02= Advance to base
analog stick . .......... Increase /
decrease lead-off
START buttan . ......... Pause
directional buttans . .. ... Batter commands
Xbuttan .......... - - - .Speed burst
circlebutton ........... Toggle players
triangle button ... ... ... Change camera
B PANEEENE & aoimn noers e i o Hold runners

Fielding without the Ball

LUt .. rs s e e Change fielder
Press and hold L button .Cut off throw
[(after throw]

I RMAEEENEN ooinaie e e S Turbo

analog stick ........... Move fielder
START button . ......... Pause
directional buttons . ... .. Move fielder

X ENEEDEY: - osocosann e eened Jump / dive
sguare button . . ... . « « « Call off fielders

Fielding with the Ball

s s R R e e Smart throw
BAEEEY: o i dati i Zip throws
analog stick ........... Move fielder

START button . . ........ Pause
directional buttons . ... .. Move fielder
A bhabbomy: ::ouc awiase Throw home
circlebuttoon . .. ........ Throw to Ist
square button .......... Throw to 3rd
triangle button ......... Throw to 2nd
Catching

circlebuttan ........... Throw tno Ist
sguare button . ... .. .... Throw to 3rd
triangle button ... .. -« -« .Throw to 2nd

Play Balll In Depth Gameplay

Pitching - Selecting a Pitch

Each pitcher comes equipped with his real-life
assortment of pitches. To select a pitch, press the
corresponding button of the desired pitch.

Pitching - Pitch Location

After you have selected your pitch, you now
have to select a location in the strike zone
[outlined by the white box]. Move the analog
stick in any direction to aim the pitch cursor
to the location in which you'd like the pitch to
break. You will then have to know the movement
of the pitch to correctly get it in the strike
zone. Once you initiate a pitch you will see a
bracket radiate from your breakpoint, and an
arrow rotating around your breakpoint cursor.

The brackets radiating out from the center of
your target indicates your pitching effort as you
put extra effort on a pitch. The more you
“power-up” a pitch, by holding the corresponding
pitch button, the more effectiveness your pitch
will have. More effort means that fastballs will
go faster, your changeups with go slower, your
curveballs will curve more and so on. Beware: the
more effectiveness you put on a pitch, the
harder it will be to locate it, so don't overdo it.
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The revolving arrow tells you which way a pitch
will move from your breakpoint, and how effort
will affect your pitch. For example, when powering
up a curveball, you will see the arrow graphic
progressively rotate at a faster speed to show
that powering up the curveball makes it break
more. The faster the arrow’s rotation, the more
your final pitch location will end further away
from your set breakpoint, so keep that in mind
when setting your breakpoint.

Pitching - Catcher Movement

Using the L button and the analog stick you can

now change the position of your catcher. By

moving the analog stick in any direction while
. pressing the L button, the catcher will reset to
|' that position. This can also be used to shake off
location suggestions from your catcher.

Coaches Tip - Payoff Pitches

Throughout the course of the game, your pitcher
will have the opportunity to power up their pitches.
These can happen in the several different scenarios.
First, when your catcher spots a location based
on the Inside Edge ™, you can throw a high effort
pitch that finishes on his target. IFf you do this
correctiy. you will get a bonus to your pitch rating,
but beware, if you miss your rating will decrease.
You can also initiate a payoff pitch anytime by
using the analog stick to move the catcher to spot
a pitch. You should also note that you get a bigger
bonus if the catcher spoits the opportunity using
the Inside Edge™ instead of manually.

Defense - Keeping an Ey= on
Baserunners

Smart pitchers know that it's in their best interest
to keep baserunners honest when they're
aboard. To try a pickoff move, press and hold the
L button, and press the button corresponding to
the base you'd like to throw. Depending on

= = —

whether a base is being covered and the size of
the lead, you may pickoff the baserunner.

Press and hold the L button + press RIGHT
directional buttons - Pick off throw 1st base

Press and hold the L button + press LUP
directional buttons - Pick off throw 2nd base

Press and hold the L button + press LEFT
directional buttons - Pick off throw 3rd base

If you suspect that a baserunner could very well be
on the move during your next pitch, it might be a
good time to call for the ol’ pitchout. To do so,
press and hold the L burton and press the X button.

Defense - Catching Runners Stealing

New to MLB® Kb is the ability to control your
catcher for a more accurate throw to any plate.
When you see a runner stealing you can attempt
the pickoff by pressing the corresponding base
button during the pitch or immediately after the
catcher has caught it. This will trigger the first
person perspective of the catcher, you will see a
ball marker located near the base along with
some contracting brackets. You can then adjust
the target up or down to try to make the throw
at base level. When the target is lined up, press
the base button again to make the throw. The
incoming pitch affects your target. so it's harder
if it's down in the dirt, but easier if it is a
pitchout. Also, the more accurate the catcher is,
the better they are at making the throw.

Loaches Tip - Spnap Throws

Is that baserunner leading too far off the baser” Now
Yyou can attempt to throw them out before they get
back to the bag. This works the same way as throwing
out a base stealer, just press the corresponding base
outton during or immediately after the pitch, line ug
the cursor, and press the button again to throw, This
can be used to kieep aggressive runners in check, or
maybe get a guick oul.
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Defense - Fielding

Once the ball is put into play, you will auvtomatically
be given control of the player that's closest to
the ball and is best able to make the play. Look
for the player with a name overlay under him to
see who you're controlling. Move the analog
stick to run toward the ball and make the play.
If you need to switch fielders for any reason,
press the L button and you will switch to the
second closest player. To use a speed burst
press and hold the R button. Ouring a speed
burst the player's boost bar will deplete.

circle button - Throw to 1st base
triangle button- Throw to 2nd bhase
sgquare button- Throw to 3rd base
X button- Throw to home plate

Throwing is pressure-sensitive, so the loanger you
hold the button down; the harder the player will
throw. If you lightly tap the button, you will
perform a slow safe throw to the bag. If you hold
down the button, you will throw a high-risk powerful
throw, which will get to the bag guicker.

Lfoaches Tip - Zip Thows

If you really need to get the ball to the infield guickly,
wse a Zip Throw. While your fielder has the ball,
press the R button and press the button of the base
that you want to throw to. Your plagyer will put
everything he has into the throw, much faster than
a regulfar throw.

It's important to remember that when you
throw the ball to any of the bases from the
outfield that you can cut off the throw and redirect
it to the base of your liking. Press one of the
aforementioned buttons to initiate the throw.
Then, while the ball is in the air, press and hold
the L button to have your cutoff man catch and
throw the ball to the carresponding base.

Coaches Tip - Pinpoint Pickoff Throws

You now have the option of fine-tuning your pickoff
throws to bases. When you attempt to pick off a
runner, you can modify yowr throw by moving the
analog stick. If you hold it up, it will result in a high
thirow which cames with a low degree of risk but a low
chance of picking off the runner. Pressing down
makes the player throw low, which will have a higher
probability to picking off runners but come at a
greater risk. Use these advanced controls to make
sure you make that crucial play at the plate.

Coaches Tip - Rob a Home Run

One of the most exciting plays in the Major Leagues
today is robbing another player of a home run. If a ball
looks as if it's going to clear the wall, your outfielder
will have the opportunity to pull it back in. Race your
outfielder back to the wall and move the analog stick
towards the wall to have him scale the wall. Timing is
everything. It's probably not a play youw'll see everyday,
but it IS possible. Also, note that ou can make jurnping
catches or spear line drives. To do so, you simply have
o move the anaglog stick in the direction of the ball
wiile the ball is in play.

Offense
Hitting

All the action is controlled by the X button.
Press it to swing at the correct time and you
will make contact. To try an influence a fly ball,
you should move up on the analog stick when
swinging with the X button. To try a groundball,
the user should move down on the analog
stick when swinging with the X button. Line
drives happen when the user keeps the analog
stick in the neutral position when swinging
with the X button. The best results occur when
you try to hit ‘with the pitch’, so try to adapt
on the fly.

T xeink ——
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Loaches Tip - Positioning at the Plate

s ————

New to this year's game is the abiiity to switch what
side of the plate your balter is on at the touch of
the button. Press the L + R buttons while at the
plate, and your batter will change sides. This wili
nave a negative effect on the batter, especially I
they are not a switch hitter. You can also move the
analog stick to move your batter closer or further
away from the plate.

Hitting - The Bunt

Another hitting technique is none other than the
bunt. To have your batter square up for a sacrifice
bunt, press and hold the triangle button before
the pitcher begins his delivery to the plate.

After the pitch has been thrown. you will still
have to aim with the analog stick. If you do
not feel that the pitch is right for you, release
the triangle button before the pitch reaches
the plate. If you would rather attempt to bunt
for a hase hit, after the pitch has been thrown,
press and hold the triangle button while aiming
with the analog stick, and your hitter will drag
bunt. Press the L and R buttons to control the
direction of the bunt.

foaches Tip - Batter's Eye
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Lisirng the Batter's Eye, you can attemnmpt to make o
guess on where a pftch is coming while you are at bat.
If you press and hold the analog stick in a given area
when a pitch is made you will make a guess on that
pitch’s location. IFf you are correct the pitch location
will be revealed: a red icon shows that the ball is in
the strike zone, and a blue icon shows that the ball
is ot in the strike zone. Note that a “spotted”
pitch will alsa result in a slight power boost. The
Batter's Eye will change in size depending on the
batter, the pitcher, and the current performance of the
batter. 5o if a guy is constantly striking out, they will

——T

have a small Batier's Eye, of if a guy is on fire, they
will have a large Batter's Eye.

DOffense - Base Running

Getting a grasp on the basics of base running is
essential if you hope to have any success in
Major League Baseball®* 2Kb. You can take full
control of the base runners using the BaseBurner
control scheme.

The basic controls of base running are
straightforward. To retreat all runners, press
the L button. To advance all runners, press the
R button. This will cause all runners to attempt
to reach the next base. Some situations however,
will reguire you to advance an individual
baserunner. For example, if there is a base hit
to right field with a man on first, that man on
first will probably be able to make it to third but
the hitter will not be able to make it to second.
in this scenario you will need to select a specific
runner [first base runner] to advance. Each runner
on base will have a window that shows that
runner in the base path and a button icon that
corresponds to that specific runner.

If you want to advance a specific runner, in this
case the first base runner, press the button
that corresponds to him then press the L button
to make him advance. A number will appear in
the window that corresponds to the base he is
gueued to advance. Press the L button multiple
times to gqueue up additional bases that the
base runner will attempt to take. If you need
him to retreat for any reason, select the
baserunner using his corresponding button and
pull the right button. This will both lower the
amount of bases the runner will try for and
allow the runner to retreat. If you are trying to
retreat the runner, always make sure you press
the R button enough times to remove any
queued up additional bases.




While you are at bat with any hitter, you can
order your baserunners to increase his lead at
the bag in an effort to get a better jump. You
can only move baserunners back and forth
| while the pitcher still has the ball, but beware
| of pickoffs. From the normal [or default] lead
position, you'll have the ahility to extend the
runner’'s lead by one or two extra steps. To do
sn, press the L button once for each extra step
yaou'd like the runners to take. LConseqguently,
press the R button to move the runners back a
step. Before the pitch., each baserunner will
automatically take his normal, default lead.
While in this position, you runner is considered
to be in a safe distance from the bag, meaning
he'll automatically return to the bag safely
should the pitcher make a pickoff throw.

However, once you start extending a runner's
lead, you'll put him in danger of possibly being
picked off. If the pitcher spins and throws back to
the base, you'll need to press the R button quickly
to get your man back in time. From one extra
step away, you have a little bit of cushion with
regard to your reaction time, but if you push your
lead to two steps, you need to be lightning guick
on the trigger finger if you want to get back in
time to thwart the pickoff attempt.

By default, Auto-Round Bases is set to On - when
appropriate, your baserunners will turn the corner
on a base as soon as they touch a base, but will
not advance forward. You will have to manually
input advance commands, and they are in little
danger of being thrown out with this tiny lead.

Dffense - Stealing

Sometimes, you steal because it strategically
benefits you to pit your fastest base runner
against a mediocre catcher. Other times, you
want to steal just to gun it against your friend
for taunting rights. In either event, the basic
base stealing commands are straightforward.
When you have baserunners on any of the
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bases, prior to the pitch, press X and the
directional buttons in the direction of the
hase you'd like to steal.

analog stick UP + press sguare - Queue up
steal of 2nd base

analog stick LEFT + press sguare - Queue up
steal of 3rd base

analog stick DOWN + press sguare - Dueue up
steal of Home base

Pressing the R button will retreat the runner to
his previous base as normal.

Diffense - BaseBurner

Imagine being in the runner’'s shoes as he peers
nervously at the pitcher while inching up the
baseline, trying to gain as much ground as
possible before he takes off to steal a hase. In
Major League Baseball® 2Kb, you can BE the
baserunner and take complete control of this
action in BaseBurner mode.

To enter BaseBurner Mode, while there is a man
on base, press the circle button to cycle to the
runner you want to take control of. Once you
have a runner selected you will control that runner
for the duration of the play. The control scheme
is as follows:

R button- Steal
L button- Get Back

analog stick - Adjust Leadoff

Defense - Advanced Gameplay

A key component of great management is
knowing where to position your fielders on any
given play. As a batter stands at the plate, you
can adjust your defensive setup by pressing
the SELECT button. This will bring you to a
menu where you can track many different
things, including field positions.
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Infield

Nomal: The default infield position. Normal is a
balanced setup, good for many scenarios, but
never the optimal choice if you can tip the odds in
your favor.

Fielders In: Your fielders will shift closer to home
plate. Use this formation when you want to cut
down a runner at the plate.

Fielders Back: Your fielders will play deep to
guard against hard hit grounders.

Fielders Left: Shift your fielders to cut down the
batting average of pull-hitting righties.

Fielders Right: Shift your fielders to cut down the
batting average of pull-hitting lefties.

Double Play: The shortstop and second baseman
cheat toward the middle so they'll be in better

position to turm twao.

Guard Lines: Your first and third baseman hug
the foul lines.

Guard Bunt: Your first and third baseman are brought
a few steps closer to guard against the bunt.

Outfield

Normal: The default outfield position. Like a
Normal Infield setup, good for many scenarios,
but not if you'll want to cater your defense for
the batter.

Shallow: Bring your outfielders in against a poor
hitter, or give them a better shot at a play at the
plate in the late innings of a game.

Deep: Against power hitters, use this formation.
Left: Shifts your outfielders around to the left.
Right: Shifts your outfielders around to the right.

Oeep Left: Positions your outfielders deep and
around to the left.

Deep Right: Positions your outfielders deep and
around to the right.

Shallow Left: Pulls your outfielders in and to the left.

Shallow Right: Pulls your outfielders in and to
the right.

Coaches Tip - Team Momentuim
and Confidence

Oepending on his own performance or his team’s
performance, a player's confidence will go up or down
and affect his ratings. High amounts will give you a
slight edge wihen you need it most - harder hitting,
faster throws, biting curves, etc. Confidence carries
over a little bit between games [GM Career. Franchisse,
or Seasonj.

The Pause Menu

DOuring gameplay, press the START button to
access the following menu options.

2 Resume - Returns you to the game.

2 Replay - Use the onscreen button assignments
to zoom in or out, move the camera reticule
any direction, rewind, fast-forward, or play.

Substitutions* - Set Defensive Changes,
Bullpen., Pinch Hit & Pinch Run.

Game Summary - This screen gives you access
to all stats and history and challenges in the
current game.

:: Dptions - Set Game Options, Difficulty,
Controls [takes you to the controller layout
screen,] Presentation & Choose Sides

22 Quit = Quit the game in progress.

* -~ Available when the ball is dead.




Substitutions

At any given moment, someone from the bench
will need to step up and help his team out. Here
are a couple of tips that should help guide your
efforts to choose the best lineup.

=> Defensive Changes

if you ever have to sub out one of your starters,
be sure to check your bench player’s familiarity
with the position before subbing him in. You will
save the embarrassment of accidentally bringing
in your back-up center fielder for your catcher.

=> Pitcher Substitution

Iin general, right-handed pitchers have better
prevent hit ratings against right handed batters
and vice versa Tor left handed pitchers. You can
use this screen to sub a pitcher in without
warming up. Be careful doing so; a pitcher who is
subbed in without warming up is less effective
and runs a greater risk of injury.

=> Warm Up Pitcher

If your pitcher is slowly running out of steam or
IS just getting abused by the hitters, it's a good
idea to start warming up a relief pitcher who can
take over for him.

=> Pinch Hit & Pinch Run

The same advice for Defensive Changes applies
to both Pinch Hitters & Pinch Runners. After
you bring one in off the bench, they play that
position for the rest of the game, and your
substituted player is out. Be sure to check the
ratings so that you aren’t left in a pickle.

=> Double Switch

Any time you change a pitcher and a fielder at
the same time, you can choose which spots on
the hitting lineup the new players will fill. So, if
you are in the 9th inning and you don’t want your
relief pitcher at bat, pull a double switch and put
a solid hitter in his place. Unless the game goes
into extra innings you won't have to fill that
pitcher position with relief.

ame Summary

This screen gives you access to all stats, history
and challenges in the current game.

=> Challenge Tally

A list of the status of all current challenges is
available on this screen including bBameday,
Liniversal, Seasonal,. Trivia and Homerun challenges.

=> mame History

This screen allows you to view a play-by-play
recount of each inning.

:: To cycle through innings pull the left button
and the right button.

=z To scroll through plays in a specific inning.
move the left analog stick UP or OOWMN.

=> Game Stats

This screen shows the overall stats for the
game. It is divided into 3 sertions:

:: Game Stats - Shows all the home runs hit,
whao hit them and each homer's distance.

Team Stats - Shows the overall stats per
team compared to one another.
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:: Pitcher Comparison - This screen displays
all the pitcher related stats for each team's
pitchers compared to one another.

Pull the left button and right button to cycle
between these specific screens.

Sitaltistics Glossary

Batting S5tats
o Games Played
AVE Hatting Average
AEB At Bats

H Hits

28 Doubles

3B Triples

HR Home Runs

REI Runs Batted In
R Runs Scored

BE Bases on Balls
50 Strikeouts

SLE& S5lugging Percentage [Total Bases divided by
At Bats)

OEBEP On Base Percentage [Hits + Walks + Hit By
Pitch divided by At Bats + Walks + Hit by Pitch +

Sacrifice Flies]

OPS On Base Percentage + Slugging Percentage

Pitching Stats
& Games Played
W Wins

L Losses

ERA Earned Runs Average

IP Innings Pitched [Eveny out counts for 13 of an inninog
SV Saves

L&k Complete Games

S5HO Shutouts

H Hits Allowed

ER Earmed Runs

BB Bases on Balls [Walks]

50 Strikeouts

Fielding Stats

F-PLT Fielding Percentage
OPP Fielding Opportunities
A [Fielding) Assists

PO [Fielding] Putouts

ERR Errors

=> Box Score

The Box Score screen allows you to look at
stats for the entire home and away rosters. This
screen is divided into 4 categories.

Home Batting

Away Batting

Home Pitching

==  Away Pitching

Pull the left button and right button to cycle
between specific categories.
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Options

Use this menu to set Game Options, Difficulty,
Controls [takes you to the Controller Layout
screen.] Presentation & Choose Sides. See
the Options Menu for more details.

Duit

Duit game and return to main menu.

Online

Major League Baseball® 2Kb supports online play
through Ad-Hoc, making a Incal network between
other P5P's, or by signing on to the Internet.
You must have access to some kind of internet
connection to sign onto the 2K Sports server.

Select Online from the Main menu to start plaging
against other people.

Ad-Hoc

After selecting Online from the Main Menu, select
Ad-Hoc to get started, and it will bring you to a
menu where you can Create Match, Find Match or
Sign Out.

LCreate VMiatch

Here you can choose to create either a new
Exhibition game or Home Run Derby.

Use the directional buttons to highlight your
choice and press the X button to continue.

After choosing what kind of game to create, then
choose your Options for the match. For more
information on game options, see the Options
section of this manual.

Once your options are set, press the START button
to continue.

Wait for your friends to send a challenge and
press the X button to accept the challenge. If you

want to cancel at any time, press the triangle
button.

Find Match

Here you can find matches that other players
have already started. Select which game tuype you
wish to look for: Exhibition or Home Run Oerby.

After you choose what game type you want, a list
of active games will show up on the screen. Select
the game you want with the directional buttons
and press the X button to send a challenge.

If you want to refresh the game list, press the
circle button.

Main Menu

This will return you to the Main menu.

Network

You must have an existing wireless internet
cannection for this feature to function. To set up
a connection on your PSP, consult your PSP manual.
When you select Network from the Online menu,
you will be asked to choose your connection.
Select one to connect to the network. You then
must login to the network with an existing
dccount, or create a new ane. To create a new
aocount select that option from the overlay and fill
out the necessary information. If you already have
an account, login with your user name and password.

Create Match

This works the same way as the Ad-Hoc network
Create Match. Select Exhibition or Home Run
Derby. select your settings and then press the
START button. Once you have someone to play
against, press the START button again to start
the match.
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Find Match N E’EE

Like Create Match, this works the same way as
the Ad-Hoc network. Select the game type you
want and it will bring up a list of active games for
you to jain. Scroll through the list using the
directional buttons and press the X button on
the user you want to challenge. If you need to
refresh the list, press the circle button.

Sign Dut

This will return you to the Main menu.

In-game Voice Over Talent Credifs

Play By Play

Jdon Miller

Color Commentary
Joe Morgan

Studio Lead

deanne felaskn

S5tudio Analyst
Steve Physloc

PA Announcer
Phil Hulett
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LIMITED S0OFTWARE WARRANTY AND LICENSE AGREERMENT

YOLA USE OF THIS SOFTWARE |5 SUBJECT TO THIS LIMITED SO0FTWARE WARRANTY AKD LICENSE
AGREEMENT [THE “AGREEMENT ) AND THE TERMS SET FORTH BELOW. THE “SOFTWARE™ INCLUDES ALL
SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ACCOMPANYING MANUAL (5}, PRCRAGING AND OTHER
WRITTEN, ELECTRONIC 0 Oh-LINE MATERIALS OR DOCURMENTATION, AMD ANY AND ALL COPIES OF SUCH
EOFTWARE ANDITS MATERIALS. 8% OFSHIMG THE SOFTWARE, INSTALLING, ARDAOR LSING THE S0FTWARE
AKD ANY OTHER MATERIALS IMCLUDED WITH THE S3F TWARE, Y0l HEREEY ACCEPT THE TEAMS OF THIS
LIGEMSE WITH 2% 5PDRTS, ("LICENSORT)

LIGENSE. Subject % Ihés Agreemenl and its terms and conditiens, LICENSOR herebey geanls you e nen-exzlugie,
nan-tegnslenable, Feniled right and lizense bh use O Sidy of the Softvwdng for vaur pérsonal use on a snght consale,
The Scitware 5 being licensed 19 you and you bershy acimiededipe that no Gile or cwmership i the Softwarne is
being bransferned or assigned and thes Agreement should nod be construed 25 2 Sale of any rights inthe Sofivase.
Al right= not speciically granted under this Agreement are resened by LICENSOR 2rd, 2= applizabla, (ks Bosnsors,
DWHEREHIP. LICENSDR relaing all rgal. tille and irtenest 1o this Sottveire, including, bud nog Emited te, all
copyTighis, brademarks, trate sersss, frade names, proprieteny nghts, peients, tiles, computer codes, swdovisesl
gllects, shemds, characiens, chanacler nares, Sanes. dalog, setings, afteuk, Sounds elfects, mesical voeks, and
meral righis. The Soltware i3 protecled by United Stales copyright law and applicable copyright laws and treaties
throughca the veorld. The Softean: may ol be copeed, repeoduced o distnibuted in @y manner o medium, in whole
o in pant, withes? prios wilten consest trom LICERNSO0R, Amy persors comang, resnoducing o destnbetieg all or amy
portian af the Softvaere in ey manmer or mmediem, wil be willfully vickilng Uhe cofnaighl Bres 30d many B2 Subject i
civil ard crimanal penalties. Be adstsed that Copyright viokalions. ane swbect o penalties of wp o 51000000 per vcdation.
The Sollvars conlers cerlen beensed matenss and LICENSOR'S heersors may peotact their rights in the evenl of
oy wiilation of 1his Agresmenl

LICEMSE CDOHDITIONS

You agres rol 1o:

{a) GCommzcial by explait the Softvare;

(o} Distribudz, loase, licese, seil, rend or okhersise transfer or assign this Scfivare, or any copies of this
Softvwere, without the express peioe wrilen consend of LICENSOR;

{c} Make copies of the Softvaare or amy pad thereod;

{d} Excegd as olherwisa spacifically prowvided by the Softeare or this Agreemant, sse o install the Saftsars (o
peril alhers 1o da Sme) o0 3 netoodk, for oneling use. oF of Mo than oo coasols al the Same ek

{2) Ciopy tha Scfhware onbo 2 hard drive or othar storage device and miust sen the Sottwane fepm The inchoagded
CO-AOM alihdugh the Sofware may aulomalisilly cofy 3 pocan of iisell cate yoar cansale dusing wEtalas
in gedar b run more elicentiyl

[f} e=2 ar copy the Sofhware 3i 3 comgular Jamend cenler of amy olher Iocation-based sife; provided, that LIGENSOR
many alfer wou 3 sepante sl boeae agreemant i maketie Softwans availibis for comemercial uss;.

{0} Reverse engineer, decomplie, deassemble or otheriise modity the Sctbware, in whele oo in part;

[y Bemzve of madily any propreeiany nolices of labes contiired on af w@hin the Sofware; and

{i] frangporl. coporl or re-export {dEectly or indirectly} inio any couniry forbidden to receive such Softvears by
any L5 axport laevs of sccompanying regulations of othersise wolate such Bvwe of regulabions, that may he
amendad fram lime 1o time.

THE SOFTWARE LITILITIES.

Thi Softvaih fdy COniae a kvl eBlor or other SEmiar typé 100k, 35565 and other malana’s (the “Soflvare Uiities™)
that penmit you to construct or cusiomize new game knvels and cther related game malerals for personal uge
Cowredlion with (he Softeare {Customized Game Maleias™). In the svenl the Software cortains sech Softwarn
Litinties, the wse of the Soltwars UEEtes s subgect fo the Todicing addidional terms, condidions 2nd restnctians

[a) Al Customized Game Materials cneatad by you ane exclusieahy cvmed by LICENSOR andior #s licansors (as
tha cags may be) and you hareby transfer, sesion and convey 1o LICENSOR all right, tite and eieest in and B0
the Custamined Game: Malerils and LICENEOR and its permitted Ecensoss may use any Customized Game
Materizis made pubdicly available Bo you for any purposa whatsosver, inchuding bul nod Bmited 1o lor purposas
¢l advertising and promoting the Solteare;

{0} You will mal use or penmi third parties 1o wse the Softwarg Utilities ard tha Customined Game Matesials
craated by you bor 2y commerclz] purpeses, including but mol imited fo cistriating, lsasing. licensing, renling,
selling, or othermise exploiling, Iranslerding or asgigaing the awnirskin of such Cusiomitad Gams Maleals,
{c) Castomized Game Materizls must ba distribuizd solaly for dree; prownided, that you may contagt LICEMSOR
1o¢ & Bcense (o comamancially expiail the Cuslomized Game Malenals which LICENSDR may grant ar deny inils
sl discretion;

[cfy Cusiomnzed Game Matérials shalll nol conlain mcdilications ba any other executable fiks;

{2 Cuslomized Game Malerlals must be used alone and can b2 created i the Customized Game Matarisls vall ba
ussd mclugneely in combination with the commercizlly releated retal varsion of the Saftears,

(') Customized Game kalerizts canmat contaln libetous, delematory or abher egal matzaal, masenal that
scandalous of irvacies the rights of privasy o pubicity od any thind parsy, or cantain any tradermarks, copyright-
protected work of other propery of third parties Daithout a valid lcanse); znd

(3 All Cuslomized Game Materials must condain the proper credies 1o the authors of the Customized Game
Materals and must indicate that LICEMSOR i5 nod the sullsar of the Customized Game Materials with agddional
language thal "THIS MATERIAL I3 NOT MADE, GUARANTEED 08 SUPPORTED 8Y THE PUBLISHER OF THE
SOFTWARE OR ITS AFFILIATES.” LIMITED WARRANTY: LICSHSOR wareznls 1o yiow (il yow dre Lhe init@l and
ceigingl purchdser of the Saltedne] that the original stedage madium holdicg the Software is fres from delects in
masesial avd workmanship under nomal us: and senioe §30 30 cys Trom (he dabe of parchase. Il for ary reason
you find a defect in the storage medism duries (ke varmanty peicd, LICENSOR agraes (o replace, fres of charge,
any Soltware discovered b0 be defectivg within (ke wasranty period 25 lorg 35 ihe Software & currently being
rasulactwed by LICENSOR. I the Softvare is no longer pvaitibie. LICENSCR retains the rght to substiute 2
similar progeam of equal o greatar valus,

Thiz vearanty is Bmited 101he $iorane méadium containing the Softsars 25 onginaly provided by LICENSIR and i not
Eophcable 30 momml waar and tear, This wananty shall not ba apchicable and shall be woid il she defect Fes ansan
through abuse, mistrestmant, or reglect. Any impled varrandics prescribed by stafube ase expresshy limited to the
B0-tzy pariod described above, Extepl a5 561 forth dbove. this wasranty is in feu of 31 glher varranties, whether oral
OF WIISEN, epIess of impied. inchading any ofher warranty of meschantabalily, liress for 3 parsicafar porposs of
son-rringement, 3 00 other representalions of veeTanses of any kind shall be bindrg on LICERSOR.

When refuening the Sofhware subjact [9 the imiled wamanty abows, please send the ovigical Software oaly b the
LICENSOR 2ddress spacilied befowr and

mchude: your name and retem address; & photocogy of your dated sales receipt 390 3 Briel note describing the
@efect and the sysiem cn which you ar2 running he Solbere,

N W0 EVENT WILL LICENSOR BE LLABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES
EESULTING FROM POSSESSION, USE OR MALFUHCTION OF THE SOFTWARE. ICLUDING DAMAGES TO
FROPERTY. LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUKCTION AND, TO THE EXTENT PERMITTED
E¥ AW, DAMAGES FOR PERSONAL INJURIES, EVEN IF LICENSOR HAS BEEM ADVISED OF THE POSSIBILITY
I0F SUCH DAMAGES, LICENZ0RS LIASILITY SHaLL NOT EXCEED THE ACTUAL PRICE PAID FOR IISE OF THE
SUETWARE, SOME STATESCOUNTRIES D ROT ALLOY LEMITATIONS QN HOW LOKS AN IMPLIED WARRANTY
LASTS ANDAOR THE EXCLUSEON OFt LIMITATION OF IMCIDENTAL 0 COMSEQLENTIAL DAMAGES, 50 THE
ABOVE LIMITATIONS AMD/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU, THIS
WARRANTYT GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS THAT VARY FROM
SURESDICTION TO JURISDIGTION,

TERMINATION: This Agpresment vl terminzie autcenaticaly i youw 1@ 1o comnply with ils terms and conditions., n
such event. you muel destnoy all copis of the Software and il of fo component parts. You can ales end this
Rgreement by desiroyang the Softvare and all coples and reprodections of the Scilware and deleting and
permnangally purging the Softeara from any clien! sarver or compener onwhich 8 has besn installed.

U5 GOVERKMENT RESTRICTED RIGHTS: The Sodtwrare and documentation have bean devaloped endisehy al
private enperse and are provided & “Commencaal Computer Software”™ or “resirclad sompaier software,” e
Suphcaton of disclofare by the LS, Government or a U5, Gowemment subcondrazin: is subsact 1o the restrictions
S50 faem B subparagraph (2)(1)(0) of the Rights i Technical Date 30d Computer Sollware clauses in DFARS
SR ET-1013 or as sel Toeth in subpasageaph (241 20d (2) of the Comnmercial Comouter Sofivaie Resthcted
Fights clauses at FAR 52 227-18, a5 appicable, The Cordractor’ Manw!zcturer ts the LICEHSOR af the location
st Deigw,

EQUNTABLE REMEDIES: You herely agres that if IR terms of this Agresment are not specifically enfarced,
LRCENSOR will be kreparably damaged, and therefore you agres that LICENSDR shall be enlitled, withow? band,
oiher securty, prood of damages, 1o appropriale equitable remedies vath respect amy ol Bhis Agreement, in addition
5 aey olhedr nailabile cemedues.,

INOEMNITY. You agres to indemnity, defend and hald LICENSOR. its pariness, Toensors, affilates, oonmracions, offeers,
SeRcions, Emplyees and aents rammiess from 2 camages. losses and expenses arising cirectiy or indinsctly from
your Bt and omessions 1o act in using the Software pursuant 1o the terms ol ihe Agreement,

MISCELLANEQUS: This Agresment rapresants the complate agreement concarming this lizanss bebwveen the partias
and supersaces 2l prior 2gresments 250 mpaesenlalioss bebeeen them. It may te amended orly by 2 wriling
seeciied by Balk partsss, F amy provision of this Agreement 5 held 1o be pnenfonzable foe a7y resson, such
pecvsate shall be refoimnid drly 1o The extent necessary I make it enforeestds and ihe remaining provisions of
1 Agréament shall not be atfected. Thiz Agreement shall be construed urder Mew York Law a5 such v i 2pplied
i0 agresmanis etwean New York iesdents enfeded inha and 1o be pedormed vathin Nesy York, excepd 25 govemed
by federal law and you congent we the swclusive jurisdicion of the sate and faderal courts in New Yook, New York.
IE¥DU HAVE ANY QUESTIONS CORCERNING THES LICENSE, 0L MAY CONTACT IN WRITING 2K SPORTS, 575
ERDADWAY, NEW YORK, MY 10012,

Major Leagua Basabail and Hall of Fame tragemarks and copyrights are wsad vith permission of Major Laague
Samshall Fropedties, Ing, and the National Bassball Hall of Fame and Museum, e, iespeciively. Visit the officlal
wesie 3l MLB.com ©MLBPA - Officiy) Licensee, Major League Baseboll Players Associslion. Visit
wwrm M BFLAYERS. com, the Players Chaite an he web, SELEP 2006 / MLBFA 2008
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