
ROSTER MANAGEMENT/MANAGER PROFILE 

What is a Manager Profile? 

Manager profiles guide the computer manager whenever it is making the decisions for a team. If 

you plan to use the computer manager, even if it's only when you Quick Play a few innings 

during a game, you must make sure that each team has a reasonably complete manager 

profile. DMB does not make good decisions with an empty or sparsely filled out manager 

profile. 

By entering instructions into the manager profile for a team, you can exert a lot of control over 

the use of players and the tactics employed during a game. 

The computer manager makes decisions based on the score, inning, number of outs, who is on 

base, the ability of the pitcher and catcher, the ballpark, availability of bench players, and many 

other factors. The instructions you provide are among the most important factors that are 

considered. 

Consider a few examples: 

• Suppose, in real life, a certain pitcher was always used as the closer, but was ineffective. 

If your goal is to emulate a real-life season, put the real-life closer first in your list of 

closers. If you want to see how the season might have turned out with another pitcher in 

this role, put the other pitcher first in your list of closers. The choice is yours. 

• Suppose, in real life, a speedy player was used as the leadoff hitter on your favorite team, 

but you prefer to give up some speed and use a player with a higher on-base percentage 

in this spot. Your saved lineups are used by the computer manager to determine the 

batting order versus left- and right-handed pitching. 

• Suppose, in real life, a team used the sacrifice bunt more frequently than any other team 

in the league. But you believe in playing for the three-run homer. You can instruct the 

computer manager to bunt less often. 

The manager profile contains instructions for five aspects of managing your team: 

• handling your pitching staff, 

• choosing starting lineups, 

• roles for bench players, 

• setting limits on playing time, 

• influencing how various tactics should be used during a game based on manager and 

player-specific tendencies. 

DMB manager profiles are easy to create and modify. All of the options are clearly displayed on 

the screen, and simple menu commands and forms collect all the information you need. 
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And, if you prefer, you can choose to have DMB generate all or part of a manager profile. You 

can use a generated profile as-is or as a starting point for some fine tuning of your own. 

Pitching Chart 

The pitching chart includes your starting rotation, rules for how your starters are to be used, a list 

of other pitchers who may start from time to time, and the assignment of relief pitchers to various 

roles. 

Roles 

You can assign up to seven pitchers to each of the following roles: 

• Starting rotation. You identify the pitchers that make up your starting rotation and the 

order in which they appear. You can use a rotation with three, four, five, six or seven 

pitchers -- just leave spots empty if you don't want to use seven pitchers. You also 

indicate whether starting pitchers should be used in strict rotation, in rotation but with the 

option to jump to the #1 starter if off-days make him available, or in proportion to the 

number of starts made in real life. 

• Spot Starters. If you want a pitcher to make occasional starts, you can designate that 

player as a spot starter. The list of spot starters parallels the list of pitchers in the starting 

rotation. If you want someone to start 20% of the time in place of the number four starter, 

enter this player in the fourth spot in the spot starter list, and enter 20 when you are 

prompted for the percentage. 

• Mopup situations. You can designate up to seven pitchers for the mopup role. This role 

is used for the weaker pitchers on the team. They will normally be used only when your 

team is winning or losing by a large margin and the outcome of the game isn't really in 

doubt, though they may appear in close games if other pitchers are not available due to 

injury or fatigue. 

• Long Relief. You can designate pitchers for the role of long relief. Long relievers are 

generally used when the starting pitcher is replaced prior to the seventh inning, but will 

also be used in other game situations when required, particularly when a team is losing by 

a large margin and wants to preserve its better pitchers for future games. 

• Setup Men. There are two lists of setup men, one to face left-handed batters and one to 

face right-handed batters. Setup men are generally used in the seventh inning or later in 

close games, but will also be used in other situations when required. 

• Closers. There are two lists of closers, one to face left-handed batters and one to face 

right-handed batters. Closers are generally used in the eighth or ninth inning when the 

team has a lead in a close game, but will also be used in other situations when required. 

In most game situations, the computer manager uses the first available pitcher in the appropriate 

list whenever a reliever is called for (excluding players on the reserve roster). So it is important 

that you list your players in the order you wish them to be considered, with your first choice at 

the top of the list. 
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However, there are other situations where another choice will be made. If the bullpen has been 

used heavily, the computer manager may use the most rested pitcher. If either team has a big 

lead, it may choose to use a less talented pitcher to make sure your top pitchers are rested for 

future games. If a game goes into extra innings, everyone in the bullpen is a candidate to enter 

the game. 

Enter a pitcher on more than one list if you want him to be considered for more than one role. 

For example, your top setup man may also be your number two closer. However, there is no need 

to fill up all of the lists, since the computer manager chooses from other lists if nobody in a 

particular role is available. 

Usage Mode 

The usage mode governs how starting pitchers are selected. 

Select Time mode to have the computer manager do its best to make sure that every starting 

pitcher and reliever gets exactly as many starts and relief appearances as they had in real life. 

This mode is appropriate for teams that have their real-life rosters intact, and it should NOT be 

used when you are playing a season with newly-drafted rosters. 

NOTE: In Time mode, the computer manager ignores your rotation. Instead, it looks at how many starts each pitcher is limited to in the 

playing time limits section of your profile (this is usually set to match his real-life starts) and spreads those starts evenly over the season. 
The pitcher with the most real-life starts will be selected on opening day even if he is not listed in the #1 slot in the rotation. The 
computer manager will choose starting pitchers who are not in the rotation if their games started limit is greater than zero. 

Select Strict mode to have the computer manager use your pitchers in the order they appear in 

the starting rotation. The computer manager will choose another starting pitcher only if a rotation 

starter is injured when his turn comes up. 

Select Skip to have the computer manager use your pitchers in the order they appear in the 

starting rotation but skip to the #1 starter when one or more off-days have left him rested enough 

to start before his turn. The computer manager will choose another starting pitcher only if a 

rotation starter is injured when his turn comes up. 

The Strict option is usually best for DMB leagues that are using newly-drafted rosters. 

Rotation Size 

You can enter a number to tell the computer manager how big the starting rotation should be. 

Modern teams almost always use a five-man rotation. Four-man rotations were common until the 

1970s, and smaller rotations were the norm a hundred years ago. 

Although the saved starting rotation is ignored in the Usage mode of Time, it is still important to set your rotation 

size in order to get the most out of your starting pitchers. If a pitcher made 40 starts, the rotation 

size must be set no higher than 4 in order for him to reach his maximum number of starts. If you 

set the size at 5, he won't make more than 33 starts in a 162-game season. 

The rotation size is also used to enforce a Strict or Skip rotation. 
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Next Starter 

When you are using either the Strict or Skip rotation mode, this value tells the computer 

manager which rotation slot is due to start the next game. You can change this if you want to 

juggle your rotation during a season. 

NOTE: When the computer manager selects a starting pitcher in Strict or Skip mode, it simply chooses the pitcher who is in the Next 

starter slot. It doesn't look at who was used in recent games, so it's up to you to make sure that the Next starter value is set appropriately 
if you are mixing human-managed games and computer-managed games for this team.  

Saved Lineups 

You may create up to eight saved lineups in a team's manager profile. Each lineup is tagged with 

two indicators so the computer manager knows when to use the lineup: 

• whether to use it against left- or right-handed pitchers 

• whether to use it in DH games or non-DH games 

Whenever you play (or autoplay) a game with the computer manager handling this team, the 

computer manager searches the list of eight saved lineups and selects the first one that matches 

the opposing pitcher and DH rule for that game. 

If you plan to manage the team yourself, you can choose to load any of the eight saved lineups at 

the beginning of the game. 

One way to use the additional saved lineups is in leagues. If you have a five game road series 

coming up, you can define a saved lineup and depth chart for each game, and tell the home 

manager to use these five lineups in the series. The home manager would set your team's 

manager for Starting lineups to Human (leaving all other manager options set to Computer) and 

make all of the pregame lineup selections. The computer manager would then makes in-game 

substitutions and tactical decisions. See Managers: Human or Computer for more details. 

You select who plays each defensive position and the batting order. If necessary due to injuries, 

fatigue, or the desire to give a spot starter his share of playing time, the computer manager 

adjusts the starting lineup and batting order. When adjusting the batting order, the computer 

manager moves the newly-inserted players up or down in the order based on their ability, but 

preserves your saved batting order as much as possible. 

Depth charts 

Each saved lineup goes hand-in-hand with its depth chart. The depth chart identifies the roles 

assigned to all players who are not already in the starting lineup. Whenever you make a change 

to a saved lineup, it's a good idea to see if the starter you just replaced should be assigned one or 

more roles in the accompanying depth chart. 
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Usage modes 

Sometimes the computer manager chooses to use a spot starter in place of the players who is 

listed in the saved lineup. See the depth chart topic for a description of these usage modes and 

how they affect the computer manager's decisions about spot starts. 

TIP: If you want the computer manager to use your saved lineups exactly as they are in the manager profile, make sure you have chosen 

the Game by game usage mode and that none of the utility players in the accompanying depth charts have spot start percentages greater 
than zero. With those settings, the computer manager will replace a starter only when he is injured. 

Adjusting the batting order 

Whenever the computer manager is unable to use the saved lineup as-is because of injuries or 

spot starts, it may make adjustments to the batting order. Its main goal when making these 

adjustments is to preserve your saved lineup as much as possible. 

If, for example, your #7 hitter is out with an injury, the computer manager won't change the 

order of the top six hitters in the lineup. If, however, your #3 hitter is hurt, and his replacement is 

a much weaker offensive player, the computer manager will shift the replacement to a lower spot 

in the batting order and put another player in the #3 spot. This type of adjustment may also 

involve moving a couple of other players around. 

Depth Charts 

A depth chart goes hand in hand with a saved lineup, and guides the computer manager in its use 

of players who are not in the starting lineup. There are four roles that you can assign to a bench 

player in a depth chart: 

• Platoon Player. A platoon is a pair of players, one who bats left-handed and one who 

bats right-handed. The manager starts the left-hander against right-handed pitchers and 

the right-hander against left-handed pitchers. If the opposing team changes pitchers, the 

computer manager may substitute the platoon player to get a favorable left-right matchup. 

• Defensive Replacement. If you specify a player in this role, the player will be inserted 

into a game in the late innings of games in which the team has a narrow lead. 

• Utility Player. You can list up to seven players as utility players at each defensive 

position. These players are used when a starter is injured or removed for a pinch hitter or 

pinch runner during a game. If you want someone to be used primarily as a bench player 

but make occasional starts, you can indicate the percentage of games this player should 

start at this position. 

• Pinch Hitter. You can list up to seven players as pinch hitters versus left- or right-

handed pitchers. 

See below for suggestions and guidelines that may help you decide how to set up your depth 

charts. 
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Defensive replacements 

The computer manager currently makes defensive replacement decisions one position at a time. 

That means that there's no point in trying to set up your profile to make a series of defensive 

shifts. 

For example, you cannot tell the computer manager to insert a player as a defensive replacement 

in center, move the starting center fielder to right, and remove the right fielder. 

Pinch hitters 

You don't have to fill the list in to make the computer manager use pinch hitters. If these lists are empty, DMB 

chooses pinch hitters from all available players on the bench, including starters who are resting for the current game. 

However, if you choose to enter one or more players in these lists, DMB chooses only from 

among these players when a pinch hitter is called for. If none of these players is available, the 

computer manager then looks to the full bench to see if another hitter could be used. 

The computer manager doesn't always choose the first player in the list as the first pinch hitter in 

the game. Sometimes it will choose to keep the top player available for a better opportunity later 

in the game. 

Pinch hitting and playing time limits 

If your league is using the Limit bench playing time option, potential pinch hitters will be left 

on the bench if they are ahead of their playing time pace for the season. This is true even if 

you're down by nine runs and the pitcher is due up. 

Sometimes all potential pinch hitters are ineligible for this reason and the computer manager will 

allow the pitcher to bat for himself. It may seem strange to let a pitcher bat in these situations, 

but the computer manager has no way to simultaneously accomplish the two things you've asked 

it to do -- make good game decisions and enforce the playing time limits. Usually the solution is 

to turn off the Limit bench playing time option. 

See Leagues: Rules and Options for more details on this setting. 

Usage modes 

The offensive portion of your manager profile is assigned one of two usage modes. These modes 

apply only when the computer manager is handling this team. 

Choose Track starts if you wish to simulate an entire season and you want your players to 

match the playing time indicated in the depth chart. With this setting, the computer manager 

keeps track of how often each player starts at each position versus left- and right-handed pitching 

in your DMB games. During the season, it uses this information to adjust the starting lineups to 

keep everyone on a pace to accumulate the amount of playing time indicated in your depth 

charts. 
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NOTE: If your goal is to match real-life playing time as closely as possible, we recommend that you choose None for your league 

injury rule and Yes for the Limit Bench Playing Time option. See Leagues: Rules and Options for more details on these settings. 

Choose Game by game if you want to change the roles of your players during a season. With 

this setting, the computer manager takes each game at a time and randomly chooses spot starters 

using the spot start percentages in your depth chart. 

Example. Suppose a player is listed in a utility role in a depth chart and has been assigned a spot 

start percentage of 30. And suppose you have played the first half of the season and are ready to 

begin the second half. Using the Track starts option, the computer manager would immediately 

start this player several games in a row because he is far behind the pace necessary to reach the 

target of 30% starts. Using the Game by game option, the computer manager would give this 

player a 30% chance to start each subsequent game.  

Playing time limits 

You may choose to put limits on playing time for one or all of the players on your team. These 

limits are enforced only when other league options and manager profile settings are set a certain 

way, and we'll point out those dependencies below. 

You can also put limits on the ability of the computer manager to remove certain players for 

pinch hitters. These limits are not dependent on any other settings -- they always apply when the 

computer manager is handling a team. 

Pitching limits 

You can limit the number of games started and relief appearances each pitcher will make. These 

limits apply only if you choose a usage mode of Time for the pitching portion of your manager 

profile. 

In Time mode, the computer manager ignores your rotation. Instead, it looks at how many starts each pitcher is 

limited to and spreads those starts evenly over the season. The pitcher with the most real-life starts will be selected 

on opening day even if he is not listed in the #1 slot in the rotation. The computer manager will choose starting 

pitchers who are not in the rotation if their games started limit is greater than zero. 

After the starting pitcher has been selected, the computer manager will mark as ineligible any relief pitchers who are 

on a pace to exceed their limit for relief appearances. 

Atbat limits 

For batters, you can indicate how many atbats they are allowed to get against left- and right-

handed pitching. These limits are enforced only if you play games using the Limit Bench 

Playing Time option, which is described in the Leagues: Rules and Options topic. 

When this option is in effect, DMB will not use players as substitutes if it would put them on a 

pace to exceed their limits, unless injuries or ejections make it necessary to use the player. 
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These limits have no effect on starting lineups. DMB assumes that if you want to limit playing 

time with this option, you will take care to ensure that these players are not put in any of the 

saved lineups and are not assigned spot start percentages that would cause them to get too many 

starts. 

The purpose of the playing time limits is to control the use of players with extremely good 

statistics that were compiled in a limited number of real-life atbats. 

A good example is a player who batted .350 in 25 atbats. Without these limits, DMB's computer 

manager would be inclined to use him very frequently as a pinch-hitter or as a replacement 

during a game, and he might get 100 atbats in the DMB-league season. If this player is not used 

in either saved lineup, the Limit Bench Playing Time option would limit his atbats to about 25 

unless injuries forced him into more games. 

You may want to set limits just for the players with extremely strong batting statistics. There are 

many other players who played sparingly in real life because they were in injured, on the farm 

team, or because there were better players ahead of them. These players are not likely to be 

overused by the computer manager, so you may want to set very high limits for them so they are 

available whenever they are needed. 

Manager Tendencies 

There are twenty-one tactics for which you can influence how the computer manager makes its 

decisions: 

• seven govern offensive plays: bunting for a hit, sacrifice bunting, squeeze bunting, using 

the hit and run, stealing, baserunning, and taking pitches. 

• four influence how frequently pinch hitters will be used in various situations: for a 

pitcher, for a non-pitcher, for a platoon partner, and in the late innings of a blowout. 

• three affect defensive tactics: holding runners, guarding the lines, and bringing the 

infield in. 

• six help determine how the pitching staff is used: pitching around hitters, intentionally 

walking hitters, pitching out, making pickoff throws, using relief pitchers, and using 

closers. 

• and one to control how often a double switch will be made 

The values you can set for each tactic are Most Frequent, More Frequent, Neutral, Less Frequent, 

and Least Frequent. 

Playing the Percentages 

For each of these tactics, Diamond Mind has studied play-by-play data to analyze the frequency 

with which they are deployed by real-life managers. We have examined how those frequencies 

are affected by the inning, number of outs, the score, baserunner locations, the ability of the 

players involved, and other factors. 



When set to Neutral, the computer manager attempts to replicate these real life patterns by 

choosing, for example, to bunt with only the best bunters in the most appropriate bunting 

situations and when the batter wouldn't do better against this particular pitcher by swinging 

away. In other words, if you set everything to Neutral, the computer manager plays the 

percentages. 

Based on an analysis of thousands of real-life games, the computer manager knows the odds of 

winning a game in any situation (such as when you're the away team and down by a run in the 

seventh), and it knows the probability of scoring a certain number of runs in any situation. So it 

sometimes plays for a big inning, and sometimes it plays for one run, whichever gives it the best 

chance to win. And it preserves the element of surprise, so you cannot always predict what the 

computer manager will do in a particular situation. 

If all of your manager tendencies are set to Neutral, a team with more good base-stealers will 

steal more often than a team with fewer good base-stealers. A team with more good runners will 

take more extra bases on hits and flies than a team with fewer good runners. This is equally true 

of real-life rosters and draft-league rosters. As a result, the Neutral setting is the best choice for 

most teams, especially teams with which you are not too familiar. 

The other settings are intended to override the computer manager's natural inclination to play the 

percentages. If you want your team to sacrifice bunt less often, despite having many good 

bunters, set your Sacrifice bunting tendency to Less Frequent or Least Frequent. If you want 

your team to try to pressure your opponent into making throwing errors, set your Running 

tendency to More Frequent or Most Frequent. But be aware that being more aggressive may 

mean taking more chances than the percentages would normally call for. 

What the settings mean 

Because there are too many variations in game situations and talent levels among different 

rosters, there are no precise answers to the question, "What will the computer manager do if I 

choose this setting?" However, you may want to consider the following when making your 

choices, then play some games using the computer manager to see how it handles your team in 

different situations: 

Bunting. As is the case with all tendencies, a player's bunt rating is still the most important 

factor in determining how often the computer manager asks a player to bunt, but you can use the 

three bunting tendencies to increase or decrease bunt attempts by the players on your team.   

The squeeze bunt tendency is used whenever there's a runner on third with less than two 

outs.  While it is true that some real-life managers will use the sacrifice bunt with runners on first 

or third in order to move the runner from first to second and holding the runner at third, the DMB 

computer manager does not use this tactic.  It prefers not to give up an out when it already has a 

runner in scoring position. 

The bunt for hit tendency is used whenever there are two out, the bases are empty, and in a 

couple of other situations where runners are on base but sacrificing makes little sense.  For 



example, with a position player at the plate, real-life managers rarely call for a sacrifice with one 

out and a single runner on either first or second, so DMB uses the bunt for hit tendency in those 

situations.  With nobody out, or a pitcher at the plate, it's a different story, and DMB uses the 

sacrifice bunt tendency in those cases. 

The sacrifice bunt tendency is used with nobody out and a runner on first, a runner on second, 

or runners on both first and second.  With one out, the sacrifice bunt tendency is used with a 

pitcher at the plate, but the bunt for hit tendency is used when a position player is batting, 

because real-life position players rarely sacrifice with one out.  More often than not, they're 

bunting for a hit even with a runner on base.  

Hit and run.  When deciding whether to use the hit and run, the computer manager is looking 

primarily at the batter's ability to make contact (and thereby protect the runner) and the 

likelihood that he'll hit into a double play if he does.  High strikeout rates discourage the use of 

the hit and run, while high rates of ground ball double plays encourage the use of this tactic.  The 

settings for this tactic nudge the computer manager in the direction you choose by adjusting the 

contact-rate and GDP-rate thresholds it uses to make these decisions. 

Stealing. When set to Neutral, the computer manager is reluctant to attempt steals with runners 

owning low Steal ratings, since they will be thrown out too often. If you want to further restrict 

your steal attempts to those players with the highest steal ratings, choose Less Frequent or 

Least Frequent. This will not stop your best stealers from running, but will restrain other 

players. 

Running. This tendency governs how many chances the computer manager will take on the base 

paths. When the computer manager makes a running decision, it compares the chances of 

gaining the extra base safely to a minimum threshold based on the game situation. 

The chances of gaining the extra base are determined by the nature of the batted ball, whether the 

runner was going on the pitch or on contact, the running rating of the runner, and the throwing 

rating of the outfielder. 

The minimum threshold is based on the game situation and whether it makes more sense to play 

for one run (as in the late innings of a close game) or a big inning. Depending on the number of 

outs and where the runners are situated, the value of taking the extra base can be high or low, as 

can be the cost of getting thrown out. The computer manager takes these factors into 

consideration when deciding how high the chances of success need to be to justify taking the risk 

of getting thrown out. 

The Running tendency controls the minimum threshold. If you choose "less frequent" or "least 

frequent", the minimum threshold rises. That causes the computer manager to send the runner 

only when the chances of success are higher. If you choose "more frequent" or "most frequent", 

the minimum threshold is lowered, and the computer manager will take more chances. 

NOTE:  This tendency applies to singles, doubles and fly balls. It does not affect the decision to send the runner home from third on a 
ground ball. 



Taking pitches.  This tendency enables you to increase or decrease the likelihood that your best 

hitters will have the green light to swing with three balls and no strikes. It doesn't affect any 

other counts. And you don't need to use this tendency to prevent your weaker hitters from 

swinging at 3-0 pitches because the computer manager never gives them the green light. 

Pinch hitting.  In all game situations other than blowouts, the computer manager uses a pinch 

hitter only if he is rated to be better than the scheduled hitter against the current pitcher. This 

assessment takes into account the handedness and the left/right splits of both the batter and the 

pitcher. 

A "least frequent" setting tells the computer manager to pinch hit less often; that is, only when 

the pinch hitter is much better than the scheduled hitter. A "most frequent" setting tells the 

computer manager to pinch hit more aggressively; that is, even when the pinch hitter is only a 

little better than the scheduled hitter. 

Pinch hitting in blowouts is a different matter altogether. In these situations, the goal is not to 

gain an advantage, it's to replace the team's better players to reduce their risk of injury. In 

blowouts, the computer manager generally replaces a better player with a weaker one, so the 

relative strength of the players is not a concern. Instead, the blowout pinch hitting tendency 

influences the computer manager decisions about (a) how big a lead is needed for the game to be 

treated as a blowout and (b) how early in the game it will begin to remove players.  In blowout 

situations, the "In blowouts" tendency takes precedence over the other pinch hitting tendencies. 

Holding runners. When set to Neutral, all runners but the worst are held. Choosing Most 

Frequent causes all runners to be held. Choosing Least Frequent causes the first basemen to 

play behind runners with low Jump and Steal ratings. 

Guard the lines. This setting controls the inning in which the computer manager begins to think 

about guarding the lines: 

Tendency Inning 

Most frequent, more frequent 7th 

Neutral 8th 

Less frequent 9th 

Least frequent never 

Infield in. This setting controls the inning in which the computer manager begins looking for 

opportunities to bring the infield in: 

Tendency Inning 

Most frequent 1st 

More frequent 4th 

Neutral 6th 



Less frequent 7th 

Least frequent 8th 

This tendency does not affect the decision to bring the infield in at the corners, which can occur 

anytime during a game to discourage a batter from bunting. 

Pitching around and Intentional walk.  The computer manager issues intentional walks with 

first base open and a dangerous hitter at the plate if the on-deck hitter is much less of a threat.  If 

the intentional walk tendency is set to most frequent, the computer manager will issue a walk 

with a smaller difference in hitting ability between the next two hitters.  If it is set to least 

frequent, the computer manager will issue the walk only if the current hitter is even more 

dangerous relative to the on-deck hitter.   

If the next hitter is more dangerous than the on-deck hitter, but not to a large enough degree to 

convince the computer manager to issue an intentional walk, the computer manager might 

instruct the pitcher to pitch around the next hitter.  The pitching around tendency is very similar 

to the intentional walk tendency in that it determines how large the gap in hitting ability must be 

to justify the decision to pitch around a hitter. 

Pickoff throws and pitchouts.  Both of these tactics are used to slow down opposing base 

stealers.  You may find that the "most frequent" and "more frequent" tendencies are helpful, 

especially if your pitcher and catcher are not especially good at shutting down the running game 

without a little extra help.  Keep in mind, however, that pitchouts can give the hitter an 

advantage in the ball-strike count and too many pickoff throws can lead to errors and/or wear and 

tear on the pitcher's arm. 

Using relievers, using closers.  The decision to use a reliever is very complex.  Each decision 

involves so many factors -- including the inning, score, location of baserunners, quality of the 

current pitcher, quality of the potential reliever, left/right matchups, fatigue, the makeup of the 

pitching portion of the manager profile, fatigue, and more -- that it's not possible to lay out 

simple rules that tell you exactly how these tendencies will affect the computer manager's 

decisions.  The basic idea, however, is that they influence how quickly the computer manager 

will make the move to bring in a reliever (in non-save situations) or the closer (in save situations) 

when the current pitcher begins to get into trouble. 

Double switches. A double switch is a defensive substitution that is typically used when one of 

the players being replaced is the pitcher. When the current pitcher is due to be one of the first 

players to bat in the next half inning, the computer manager may decide to swap the pitcher and a 

position player who has recently batted for a new pitcher and new position player. The new 

pitcher will occupy the departing position player's spot in the batting order, while the new 

position player will take the place of the departing pitcher in the batting order. This is so that the 

new pitcher does not immediately come to bat in the next half inning. 

 

By adjusting the double switches tendency you can influence how often the computer manager 

will prefer a double switch to a simple pitching change. 



Player Tendencies 

Reasonable limits 

DMB is a strategy game that is designed to provide you with a real baseball experience.  It's not 

like many video games that give you so much control that you can easily play games and 

produce statistics that bear little or no resemblance to real big-league games.  As a result, there 

are reasonable limits on the impact of player tendencies. 

It's not possible, for example, to set a tendency that tells a certain player to attempt a steal every 

time he reaches first base with second base open. There isn't a player in history who has done 

that, and it's just not realistic to allow that to happen in your DMB games. Similarly, it doesn't 

make sense to allow a runner with a Poor jump rating and a Poor steal rating to attempt 50 steals 

a season. 

It is possible, however, to set a player's Stealing tendency to Most Frequent. By doing so, you're 

telling the computer manager to give that player the green light more often than it normally 

would for a player with his ratings. 

How much more often? It varies from tactic to tactic, but it's generally in the range of 20-40%. In 

other words, you can't use player tendencies to double or triple the rate at which a player 

attempts to steal, take extra bases, bunt for hits, and so on. Game situations and player ratings are 

still the most important factor in how the computer manager makes decisions. 

On the other hand, it's not all that unusual for a real-life player to go several seasons without 

trying to steal a base or drop down a bunt. So it is possible to assign a Never tendency, and the 

computer manager will honor that request. 

Offensive tendencies 

Most of these tendencies have the same meaning as in the context of manager tendencies, so we 

won't describe them again here. 

Bunting. As is the case with all tendencies, a player's bunt rating is still the most important 

factor in determining how often the computer manager asks a player to bunt, but you can use the 

three bunting tendencies to increase, decrease, or eliminate bunt attempts by this player. 

Setting the Bunting for a hit tendency to Never only stops a batter from attempting a bunt in non-

sacrifice and non-squeeze situations. If Sacrifice and Squeeze bunting tendencies are not set to 

never as well, it is still possible for a batter to get a bunt single if he beats one out in a sacrifice 

or squeeze bunt situation. 

Similarly, if you set Sacrifice bunting to Never but do not do the same for Squeeze bunting, it is 

possible for a hitter to sacrifice in squeeze situations. This is why the batter would compile sac 

hit statistics. 
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Hit and run. DMB players don't have a hit and run rating, but the computer manager does look 

at a player's skills to determine how often he should be asked to execute a hit and run play. 

Strikeout-prone hitters are less likely to be called upon, while contact hitters and slower runners 

(who are prone to grounding into double plays) are more likely to participate in a hit and run 

play. You can use the hit and run tendency to increase, decrease, or eliminate the hit and run play 

when this player is batting. 

Stealing. As is the case with bunting, this tendency is quite straightforward. The computer 

manager will continue to rely on the ratings of the players involved (jump and steal for the 

runner, hold for the pitcher, throwing for the catcher) and the game situation to decide when a 

steal attempt makes sense. You can, however, use this tendency to increase or decrease the 

attempt rate for a player, or eliminate steal attempts altogether. 

Running. This tendency governs how many chances the computer manager will take on the base 

paths. When the computer manager makes a running decision, it compares the chances of gaining 

the extra base safely to a minimum threshold based on the game situation. 

The chances of gaining the extra base are determined by the nature of the batted ball, whether the 

runner was going on the pitch or on contact, the running rating of the runner, and the throwing 

rating of the outfielder. 

The minimum threshold is based on the game situation and whether it makes more sense to play 

for one run (as in the late innings of a close game) or a big inning. Depending on the number of 

outs and where the runners are situated, the value of taking the extra base can be high or low, as 

can be the cost of getting thrown out. The computer manager takes these factors into 

consideration when deciding how high the chances of success need to be to justify taking the risk 

of getting thrown out. 

The Running tendency controls the minimum threshold. If you choose "less frequent" or "least 

frequent", the minimum threshold rises. That causes the computer manager to send the runner 

only when the chances of success are higher. If you choose "more frequent" or "most frequent", 

the minimum threshold is lowered, and the computer manager will take more chances with this 

runner. 

Setting the Running tendency to Never means that the runner will always be held if there is any 

chance he could be thrown out. Because taking an extra base is automatic for even the worst 

runners on some batted balls (e.g. very deep flies), especially if the hit and run is on or the runner 

goes on contact with two out, players with a Running tendency of Never will run from time to 

time. But you won't see them trying to advance when the outcome is uncertain. 

NOTE: The Running tendency does not apply to situations where a batter tries to stretch a single into a double or a double into a triple. 
In those cases, the batter/runner makes his own decision and is not influenced by any manager or player tendency. 

While it's true that you can dramatically reduce the number of outs your players make on the 

bases by assigning the Never tendency, that doesn't necessarily mean it's good strategy. You may 

miss out on high percentage opportunities to score a runner from third on a fly ball or from 

second on a single, and if the other hitters don't cash those runs in, your team will leave more 



runners on base. You may also hit into more double plays if your runners aren't taking advantage 

of running opportunities. 

Taking pitches. This tendency enables you to increase or decrease the likelihood that your best 

hitters will have the green light to swing with three balls and no strikes. It doesn't affect any 

other counts. And you don't need to use this tendency to prevent your weaker hitters from 

swinging at 3-0 pitches because the computer manager never gives the green light to weaker 

hitters. 

Pinch hitting tendencies 

There are four tendencies in the category of "Remove for pinch hitter" that govern how often this 

player should be lifted in different situations: 

• the "Versus LHP" and "Versus RHP" tendencies enable you to indicate how seriously 

the computer manager should consider using a pinch hitter in place of this player. Choose 

Never to tell the computer manager not to pinch hit for this player (except perhaps in 

blowout situations). 

NOTE: Player tendencies were introduced in version 9. In previous versions, different manager profile settings called "can be 

PH for" enabled you to indicate that a player should never be replaced by a pinch hitter against left- or right-handed pitchers. 
Those settings no longer exist, and when you convert a DMB database to version 12 format, they are assigned to the "versus 
LHP" and "versus RHP" player tendencies instead. 

• the "In a platoon" tendency applies only if this player is in the starting lineup and a 

platoon partner is listed in the depth chart at his position. To prevent a player from being 

removed for a platoon partner, choose Never. (You can achieve this same effect more 

easily by removing the platoon player from the depth chart.) 

• the "In blowouts" tendency applies only in the late innings of a game in which one team 

has a very big lead. 

In all game situations other than blowouts, the computer manager uses a pinch hitter only if he is 

rated to be better than the scheduled hitter against the current pitcher. This assessment takes 

into account the handedness and the left/right splits of both the batter and the pitcher. 

The player tendencies for pinch hitting indicate how much better the pinch hitter needs to be. A 

"least frequent" setting tells the computer manager to pinch hit less often; that is, only when the 

pinch hitter is much better than the scheduled hitter. A "most frequent" setting tells the computer 

manager to pinch hit more aggressively; that is, even when the pinch hitter is only a little better 

than the scheduled hitter. 

Pinch hitting in blowouts is a different matter altogether. In these situations, the goal is not to 

gain an advantage, it's to replace the team's better players to reduce their risk of injury. In 

blowouts, the computer manager generally replaces a better player with a weaker one, so the 

relative strength of the players is not a concern. Instead, the blowout pinch hitting tendency 

influences the computer manager decisions about (a) how big a lead is needed for the game to be 

treated as a blowout and (b) how early in the game it will begin to remove players. 



In blowout situations, the "In blowouts" tendency takes precedence over the other pinch hitting 

tendencies. If a player's tendencies are set to Never for the three non-blowout situations, he can 

still be replaced by a pinch hitter in a blowout. 

Pitching tendencies 

Most of these tendencies have the same meaning as in the context of manager tendencies, so we 

won't describe them again here. 

Using relievers, Using closers. These settings indicate how aggressively the computer manager 

should go to the bullpen with this pitcher already in the game. They have no any impact on 

how often this pitcher is brought into the game in the first place. 

The Never setting for "Using relievers" and "Using closers" doesn't really mean never. It 

would be highly unrealistic to ask a pitcher to stay in the game no matter how tired he gets or 

how hard he's being hit. The computer manager always reserves the right to lift a tired or 

ineffective pitcher regardless of your tendencies, though it will stick with an ineffective pitcher 

longer if you choose "less frequent", "least frequent", or "never". 

Instead, a setting of Never tells the computer manager to keep this pitcher in the game until he 

gets tired, until he loses effectiveness, or until the opposing team creates a meaningful threat, 

whichever comes first. With this setting, the computer manager won't go to a setup man or closer 

just because that potential reliever is a better pitcher. 

TIP: If you want a closer to be used as often as possible, set the team's manager tendency for "Using closers" to "most frequent". Or, 

if you want a little more control, set the "Using closers" tendency for some of the team's starting pitchers and middle relievers to "most 

frequent".  

Double switches. This tendency indicates how often the computer manager should consider 

replacing this player as part of a double switch. Choosing Never will tell the computer manager 

not to replace this player in a double switch situation. 

Roster Management 

Team roster display 

When the Roster tab is selected, the following page displays the players on this roster, using 

color-coding and symbols to indicate the status of each player: 

This page shows the names of all players on the roster. Left-handed batters and left-handed 

pitchers have an asterisk (*) added to their names. Switch hitters have a pound sign (#) added to 

their names. 

Active players are displayed in blue, players on the Injured List are shown in red, and players 

currently on the farm team are shown in green. Players will be counted in the Other category and 

shown in black if you are using real-life transactions and that player is released, waived, or 
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traded away. In those cases he will appear with the symbol (NOR) next to his name to indicate 

that he is not on the roster. If a player is injured but has not been placed on the Injured List, the 

player remains in blue but has the symbol (INJ) appended to his name. 

You can choose to list the players in any one of three sort sequences (we'll show you how to 

change this below). 

The box in the lower-left corner provides a snapshot to help you decide whether you have the 

right number of active batters and pitchers at the moment. Most leagues limit teams to 25 active 

players until September 1. 

The box in the lower-right corner tells you which park this team is currently assigned to and 

provides some park factors so you know how the park will affect the performance (and therefore 

the statistics) of players who play in that park. 

You can double-click on the name of any player to display a full profile (almost all statistics and 

ratings) for that player. 

Pre-season and current roster status codes 

The distinction between current and pre-season roster status codes is meaningful only if you are 

using DMBs real-life transactions feature and you are using a database that contains a complete 

set of real-life transactions. (For a complete listing of season databases that include real-life 

transactions, see the Diamond Mind web site.) 

When the real-life transactions system is in use, the season begins with a certain number of 

players (usually 25 plus whomever begins the year on the Injured List) on the active roster. As 

you move through the season, DMB automatically adjusts the active roster to reflect the real-life 

transactions. When your season is finished, you may want to use the Restart command to get 

ready to play the season again. When the real-life transactions mode is in effect, the Restart 

command resets the active roster to include those who were active on opening day. 

When you select the Current button on the toolbar, all subsequent roster commands affect the 

current roster status of the players involved. When you select the Pre-season button, subsequent 

roster commands affect the pre-season status of the players involved. In other words, those status 

codes will take effect when you next run the Restart command to get ready to play the season 

again. 

When you are setting up for a season, we recommend that you select the Current button so your 

roster moves will take effect immediately. When you are finished activating the players you want 

for opening day, use the Copy status codes command (described below) to save these codes as 

the pre-season status codes. 

Roster management tools 
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Most roster management tools are accessed via a popup menu that displays when you right-click 

on the name of a player: 

Releasing a player 

To release a player into free agency, right-click on that player's name, then select the Release 

command from the popup menu. Before releasing a player, DMB asks whether you are sure you 

want to do this. 

Promoting a player 

To promote a player to the active roster, right-click on that player's name, then select the 

Promote command from the popup menu. 

Farming a player 

To demote a player to the reserve roster (sending him to the farm in baseball parlance), right-

click on that player's name, then select the Farm command from the popup menu. 

Placing a player on the Injured List 

To place an injured (he MUST be injured) player on the Injured List, right-click on that player's 

name, then select the Injured List command from the popup menu. DMB displays the following 

window: 

 

Enter the effective date of the Injured List move and click OK. The effective date represents the 

day after the date of the last game played by the injured player. It is often the same as the 

transaction date (listed as "Injury date" in the above image) but can be earlier if the team waited 

more than one day before changing the roster. 

The minimum Injured List duration is set separately for batters and pitchers in the league 

rules/options. If the player's injury return date wasn't already at least the minimum number of 

days later than the effective date, DMB changes the return date to ensure that the player remains 

on the Injured List for at least the minimum Injured List duration as set in the league 

rules/options. 

Activating a player from the Injured List 

To activate a player from the Injured List, right-click on that player's name, then select the 

Activate command from the popup menu. DMB will not allow you to activate a player who is 

still injured or has not spent the required minimum number of days on the injury list. 

Changing the sort order 



To change the order in which the players are sorted, right-click anywhere on the roster box and 

select the Arrange command from the popup menu. 

• choose Alphabetically to list the players in strict alphabetical order, with batters and 

pitchers in one group 

• choose By role to list the players in alphabetical order within role, with batters listed first 

and pitchers second 

• choose By primary position to list the players in alphabetical order within position 

Copying status codes 

These commands are useful only if you are using DMBs real-life transactions feature and you are 

using a database that contains a complete set of real-life transactions. See the Pre-season and 

current roster status codes section above for some important background information on these 

status codes. 

Use the Copy status codes>from current to pre-season to save the current status codes as your 

pre-season codes that will be restored the next time you run the Restart command (assuming the 

real-life transactions feature is enabled). 

WARNING! Do not modify the pre-season status codes if you are using a DMB season database that already comes with real-life 
transactions and lineups in the product. Only modify them if you are entering the real-life transactions yourself. 

Use the Copy status codes>from pre-season to current to restore the pre-season status codes. 

Viewing a player profile 

You can view a player profile by double-clicking on the name of any player or by right-clicking 

on a name and choosing the Player profile command from the popup menu. 

Manager Profile Report 

The MP Report page allows you to view and/or print all of the information in a manager profile. 

It looks like this: 
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