	Free Transfer
	Comments

	Massimo Oddo
	backup DMR/DML

	Jairo Fernando Castillo
	 

	Taribo West
	Everyone's first buy!

	Ljubo Kovacevic
	 

	Kiko
	makes good money

	Josep Guardiola
	£ 4,3 mio very fast


The idea for this secton (good players by clubs) came srom a letter by Morten Lohse. I added a few suggestions and some comments, but the guide was so comprehensive i thought i shouldn't make many changes. 

If you have found any other player who you think is worth mentioning here, please send him to me andIe will update the database!

	Team
	Player
	Comments

	- - - - - 
	Zizi Roberts
	Although in the site's first page you should have read that this player's club name is strictly prohibited in CmFrenzy.tk

	AC Milan
	Vitaly Kutuzov (probably the best player in the game) 

Gennaro Ivan Gattuso
Massino Ambrossini
	 

	Ajax
	Mido
Cedric van der Gun
Andy van der Meyde
Youssouf Hersi
	Also the (much more expensive) Zlatan Ibrahimovic, and the young superstar Rafael Van der Vaart!

	Atlético de Madrid
	Fernando Torres
	 

	Chania
	Anastasios Skalidis
	Already good at the beginning, top in one year. Version 2002/2003 only

	Dalum
	Thomas Christensen

Emil Debski
	(These players isn't good in the beginning but gets it quikly. Are 
always getting brought by Lazio or someone

	Dinamo Bucharest
	Adrian Mihalcea
	a very good scorer if you're in money trouble

	Dinamo Minsk
	Maxim Tsigalko
	 

	Falkirk
	Mark Kerr
	 

	Groningen
	Arjen Robben
	(On his way to PSV)

	Häcken
	Kim Källström
	 

	Halmstadt
	Stefan Selakovic
	Perhaps the game's best buy! Top value for money!

	Helsingborg
	Álvaro
	 

	IFK Göteborg
	Fredrik Risp
	 

	IFK Gôteborg
	Jonas Lundén
	 

	Independiente
	Gabriel Milito
	 

	Ismaily
	John Otaka
	 

	Levante
	Felix Dja Ettien
	 

	Lyn
	Eldar Hadzimehmedovic 
	(2 or 3 years in the game he's a very big star!)

	Molde
	Magne Hoseth
	 

	Real Madrid
	Esteban Cambiasso
	 

	Red Star:
	Branko Boskovic
Mihajlo Pjanovic
	  

	San Lorenzo
	Leandro Romagnoli 
	is a little like Riquelme

	São Paulo Futebol Clube
	Kaká
Franca 
	 

	Shakhtar Donetsk
	Isaak Okoronkwo
Julius Aghahowa
	 

	Spartak Moscow
	Roman Vasilyuk
Yegor Titov 
	 

	Sport Club Corinthians Paulista
	Luizão
Ricardinho 
	 

	Sporting Lisboa
	Marius Niculae
	 

	Steaua Bucharest
	Matei Mirel Rãdoi
	 

	Ulsan
	Lee Chun-Soo
	 

	West Ham
	Jermaine Defoe
	 


Under 16

While most of their friends still go to school, there are a few players who are getting ready to star at an internatinal level. Here are a list of players under the age of 16 that are worth buyin, in case you intend to build a team that will last more than a couple of years. 

Keep in mind that there are more youngsters in the game, but those are generated in a random way the time you start a new game. To find such young talents you can just use a save game editor such as CM scout or CM agent and search the database. Below are players that are loaded each time the game starts

Jay Lucas-16-Australian

Oskitz Estefania-16-Spanish - best U16 player in the game

Tallan Martin-16-Australian

Johan Absalonsen-15-Danish

Leo-14-Brazilian

Our suggestions: Goal Keepers
It's generally hard to evaluate a goalkeeper, as many of his important attributes are hidden (penalties and one-on-ones) so just ask your coaches or scouts before you make a purchase!
For example Sebastian Frey has impressive attributes and is very expensive but turns out to be rather unstable if you try him: After a series of 5 or 6 9s he might score a 5-6-4-6-5 series!
Iker Casillas and Buffon are certain to catch , but too expensive as well. The same applies to Oliver Kahn, who will also generally not want to leave Bayern!

If you play more than one season, just send your scouts to evaluate River's Constanzo ( He is just perfect and only 20!). A solid cheap goalie is AEK's Dionissis Chiotis: He is just over 1 million Euros! Other cheap top-class goalkeepers include Antonis Voulgaris (greek), Christopher Kirkland (English), Andrey Sidelnikov (Russian) and Nicolas Douchez (french) Those are all U21 and turn out to be excellent! (Chiotis only is 24). For a more experienced Glk. i suggest Dimitrulin (Russian)

Our suggestions: Defenders
Nesta and Cannavaro are by far the most reliable defenders in the game. Buy them, and it is highly unlike that you will ever need somebody else!
Just close to them is Roma's Walter Samuel. Rio Ferdinand is also a solution certain to work
The best young defender is Kevin Hofland from PSV. Turns out great, you won't get hip cheap though!
As a low-end solution, Valencia's Ayala is always my first choice!

Our suggestions: Defensive Midfielders
High end:

· Who else than Arsenal's Vieira? Just the best, i had him in Panathinaikos until the age og 36(season 2013-14) and he was just as good as in the beginning! 

· Edgar Davids is a fine solution, but he is too aggresive and will often go out with a red card. 

· Massimo Anbrossini, of Milan. He comesu nhappy around the end of August and you can buy him for less than 5,000,000euros. 

· Coming also from Milan, i definitely recommend Gennaro Ivan Gattuso. He is quite good already in 2001/2002,but if you download the 2002/2003 official update (v.3.67, i think), he is just fantastic! He is the only, and i mean only DMC in the game that has finished a season for me at over 6 tacklings/game, scoring over 8 as an average for many years in a row! 

Low end: 

· Yakubu plays for Ajax and he is around 20 when game starts. If you can wait for a couple of years, then he is a fine solution, relatively cheap! 

Midfielders: 
Important skills: Marking(*), tackling (*), passing(*), creativity,
positioning, strength, stamina, flair, teamwork, technique

Our suggestions:
I generally do not like midfielders. There are few players clearly maerked as midfielders in the game, and even fewer have ever worked out well for me. I mostly put either a DMC or AMC in the MC position, and when it comes to ML and MR i always use AML and AMR, or even Fl and FRs!
Anyway a good MLC i always try to get is Ajax Van der Vaart. He is around 21 at the start of the game, and his contract expires in 2003, so you might get him free then and stats do build up quickly!
Roma's Emerson is a solid but rather expensive solution, whereas both DMCs Vieira and Fabio Rochenbach worked fine for me.
On the left side i often get Inter's Guly. He becomes unhappy around October and you can get hip really cheap and plays on both sides(AML and AMR). Also Inter's Binotto(Amr ) becomes unhappy and he works fine as an MR. I got him for 4,4 million Euros and sond him at 22 million, after getting an average 8,10 for two years in a row!
On the low-end budgets Kennedy Bakircioglu is a decent soution and he usually has a release fea of 400000 euros!
Needless to say that Ryan Giggs is one of the best AMLs but he is very loyal to Manchester United and you will not get him (Manchester will generally sell him, but he will normally reject.) To be honest, he is second only to Paris St Germain Ronaldinhio, who is definitely worth every penny you spend on him! 
There are fewer good MR/AMRs in the game than ML/ AMLs but generally Juventus Gambrotta(am i spelling this correct?) is the best

Midfielders LR - Wingers: 
Important skills: Acceleration(*), Crossing(*), Stamina(*),
passing, creativity, flair

* Buy them very cheap when they become unhappy in Inter and Ajax respectively 


Our suggestions:
When it comes to ML and MR i always use AML and AMR, or even Fl and FRs!

Anyway a good MLC i always try to get is Ajax Van der Vaart. He is around 21 at the start of the game, and his contract expires in 2003, so you might get him free then and stats do build up quickly!

On the left side i often get Inter's Guly. He becomes unhappy around October and you can get hip really cheap and plays on both sides(AML and AMR). Also Inter's Binotto(Amr ) becomes unhappy and he works fine as an MR. I got him for 4,4 million Euros and sond him at 22 million, after getting an average 8,10 for two years in a row!
Needless to say that Ryan Giggs is one of the best AMLs but he is very loyal to Manchester United and you will not get him (Manchester will generally sell him, but he will normally reject.) To be honest, he is second only to Paris St Germain Ronaldinhio, who is definitely worth every penny you spend on him! 

There are fewer good MR/AMRs in the game than ML/ AMLs but generally Juventus Gambrotta(am i spelling this correct?) is the best!
On the low-end budgets Kennedy Bakircioglu is a decent soution and he usually has a release fea of 400000 euros!
Attacking Midfielders: 
Important skills:Creativity(*),Long shots(*), Passing(*), technique(*)
Acceleration, Crossing, dribbling

	::Top 5 players::

	1. Juan Riquelme 

2. Pablo Aimar 

3. Ronaldinhio 

4. Juan Sebastian Veron 

5. Fransesco Totti 


		 
	 


	
	::Top 5 talents::
1. Leandro Romagnoli 

2. Oskitz Estefania 

3. Pablo Aimar 

4. Rafael van der Vaart 

5. Arjen Robben 
 
 

	::Top 5 bargains::
1. Leandro Romagnoli 

2. Vassilis Tsartas 

3. Oskitz Estefania 

4. Vitali Kutuzov 

5. Kennedy Bakircioglu 
 
 



  

Our suggestions:
Amc is always a crucial player on any system i use! Needless to say he needs to be creative and have good passing!
Juan Riquelme is the best Amc in the game. He is 23 at the beginning and his stats build up very quickly. I did sell him from Panathnaikos to Real for 150,000,000 euros, almost the top price the game allows you to get!
Pablo Aimar: the young Valencia AMC is always one of the best Amcs.
Roma's Totti is very good but rather too expensive and unwilling to live Roma, whereas Valencia's Ilie is a cheaper but solid solution. 
On the cheap end i recommend AEK's Vassilis Tsartas, who gets tired rather easily but is a really good bargain for his price

Attackers: 
Important skills:Finishing(*), Heading(*), Jumping(*),
Long Shots, Acceleration, Strength, technique

	::Top 5 players::

	1. Javier Saviola 

2. Christian Vieri 

3. Ruud van Nistelroy 

4. Andrei Shevchenko 

5. Ronaldinhio 


		 
	 


	
	::Top 5 talents::
1. Cherno Samba 

2. Mido 

3. Anastasios Skalidis 

4. Jermain Defoe 

5. Maxim Tsigalko 
 
 

	::Top 5 bargains::
1. Selakovic 

2. Edgar Hadzimehmedovic 

3. Maxim Tsigalko 

4. Kennedy Bakircioglu 

5. Vitali Kutuzov 
 
 



  


Our suggestions:
And here we are at everone's favourite position! There are hundreds of good attackers in the game, and even a mediocre Sc will score if he gets the right passes from midfielders. On the other hand, a solid attacking frontline is a major advantage!

Barcelona's Javier Saviola is by far the best attacker(and expensive also) in th game. He continues to score and play top-rated football at the age of 35! He is followed by Inter's Vieiri and Nistelroy. Surprisingly Henry is not as good.
Nicolas Anelka is generally a cheap player (compared to his value) but will mess the whole team if you live him out of the team for a couple of matches!
Leed's Alan Smith is one of my favourite youngsters, whereas Diego Forlan is both good and relatively cheap.
Do not forget Thomas Rosicsky on the lower end: He is both good and cheap and will play well as an AMC with a forward arrow as well.

And of course there is a bunch of strikers who are not really good in real life. but have been recognised as perfect solutions in CM: Maxim Tsigalko is a top bargain player in CM 2001/2002. Ajax Mido is a top solution, not really cheap, but his contract expires in 2003 and you can get him free.

In the Forward rather than striker position (almost everyone has Edgar Hadzimehmedovic and Selakovic in his short list and the old friend Kennedy Bakircioglu is always there to help.

In the 3.9.67 update and later, for those who have downloaded it,i suggest you take a look at two greeks: Anastasios Skalidis and Alexandros Papadopoulos. They are both worth around 500,000 euros and they will mess any defense!! Manolis Lygkos (Olympiakos) with a potential ability of 190 is also excellent. He is cheap in the beginning of the game but after a couple of years he becomes terribly expensive. Parma's Fabio Amoroso is around 16 at the beginning of the game.

Explaining the attributes: Player's attributes

These are the attributes that describe the players skills

	Attribute
	Explanation
	Player fit
	tactics

	Acceleration
	This indicates how soon your player can move to full speed from still position.
	 
	 

	Aggression
	This shows how aggressive he is when tackling and in the game.
	 
	 

	Agility
	This is an important attribute for goalkeepers and indicates how well they act when they try to make a save
	GK
	 

	Anticipation
	This describes how well a a player can work out where the ball will be afterwards, how well he can" read" the pitch. This is important for creative players(e.g. Amc) and for strikers, who need to know where they will get the pass.
	creative players(e.g. Amc) and Sc
	 

	Balance
	How will your player react under pressure? It is described by this attribute.
	 
	 

	Bravery
	How will your player react in stressful situations?
	 
	 

	Creativity
	The ability of the player to create unexpected situations.
	midfielders
	try-through ball

	Crossing
	How well your players will perform in crossing
	wingers
	 

	Decisions
	Can he make the right decisions in crucial situations?
	 
	 

	Determination
	How determined he is to succeed. Important for young players who might improve if they have a high determination and work rate. 
	U21
	 

	Dribbling
	Can your player dribble?
	AMC
	Hold up Ball 

	Finishing
	A striker attribute.
	SC
	 

	Flair
	Ability to produce the unexpected
	Midfielders
	 

	Handling
	A goalkeeper's ability to catch the ball 
	GK
	 

	Heading
	How well he can target his headings 
	SC
	 

	Jumping
	How good he is at jumping
	SC, DC. Also GK
	 

	Long shots
	Shooting from a long distance
	 
	Long shots

	Marking
	Important to show you how well the player will perform in zonal marking
	 
	Marking

	Off the ball
	The way the player moves to free himself before gaining possession of the ball
	FC, SC
	try-through balls

	Pace
	Higher speed a player can attain
	 
	 

	Passing
	Accuracy in passing
	AMC
	 

	Positioning
	How well he places himself in the pitch.
	 
	 

	Reflexes
	A goalkeepers's most important attribute
	GK
	 

	Set pieces
	This determines the ability of the player in dead-ball situations 
	 
	(penalty, fouls, corners)

	Stamina
	It shows how fast the condition of the player will drop. Especially important for wingers, who cover long distances in the pitch
	All, mostly wingers
	 

	Strength
	How strong he is when pushing and being pushed in the pitch 
	DC, SC
	 

	Tackling
	The ability to perform tacklings
	DC, DMC
	 

	Teamwork
	Will he pass to his teammates, of will he just go on dribbling? 
	midfielders
	playmaker

	Technique
	Is your player really skilled? This is very important for AMCs. Never buy an AMC for a top team, unless he has at least 19 in technique
	AMC
	 

	Work rate
	How hard he will be trying during the game.
	 
	 


Notes

· The table describes what each attribute means in the second column, which position it is important for, and which tactic it can be used in. 

· An expected guide on which skill is important for its position can be found in our player bible. Here I just mention e the most obvious or most weird cases, the ones that had troubled me in my own first CM seasons 

· Do not forget to check our extensive tactics bible to find more details about the tactics used in a match or training 

Training

When the game starts, your player stats are somehow lowered relative to their actual potential. Also the younger players' stats will improve through time, until they get to a peak. It is very important to train your players well, else they will never get better, or even their stats might drop through time!

Championship Manager training screen lets you see the player attributes, divided in categories, physical, mental, defensive, attacking and goal keeping. In this screen if the original yellow color of the numbers turns to green, it means the player's attributes have gone up during the time you are coaching him, whereas if they turn red, then the numbers are dropping. 

You should have as many greens as possible. The stats should start to go up around the second month of the game,more than half should have turned to green by Christmas period, and then by the end of the first season ideally 99% of the players' stats should be in green!

In case you fail to achieve such a success, one of the following might be happening:

1. Your coaches are not very good, meaning that they can not train your players very well. Very important are the training outfield players and working with youngsters attributes. 

2. Some specific player is beginning to show signs of age, resulting in his stats dropping. 

The ages at which players reach their peak are 

	Goalkeepers
	31-32

	Defenders
	30-31

	Midfielders
	30

	Attackers
	27-28


However it takes at least a couple of years before you start seeing reds,and this greatly depends on each player's work rate and determination. 

3. Some player might be unhappy with the conditions in the team in general, or he might be unhappy with the training schedule! 

4. A player might be coming from a long injury! His stats might be in red, but he will soon recover when he restarts training! 

 

Important note When using intensive training schedules, your players might become exhausted. If a player's condition drops below 60%, let him rest for a couple of day, until he recovers, otherwise he will not be able to train properly and he will be extremely prone to injuries!
Also do not arrange friendlies in summer periods when your player's fitness is still very low, because you will get many injuries!

What training schedule should i use?
You can let all of your players have a general training, or you can split them into groups and have them attend some predefined special course, be it skills, tactics, shooting or fitness, or you can even make up your own training schedule. Needless to say that the goalkeepers should be following the goalkeeper training.

When CM3 presented the ability to change the training, it was hailed as a major advance. However the sense that training left us is mostly sour, since the choices were limited, and the poor way of presenting the players' progress made it hard to judge how successful the training schedule was (say that your player starts with a 14 in finishing, and then he gets to a green-colored 16. Then you changed his training and he dropped to 15. you would still be thinking he was doing well, because the number would still be a green one! Moreover, you were unable to judge how quickly the stats changed, so as that you could better judge the efficiency of your program.

First of all a basic rule is that if you mark light training as one, medium as 2 and hard as 3, and you add the marks for your training schedule, it should not exceed 9. However this rule can be broken for short amounts of time. 

Generally when i start the game i always put the attackers in an intensive training schedule for shooting, and from the rest of the players, i put those who have a stamina under 13 in intensive for stamina. This should go on for 3-4 months.

Later i revert to more normal training: That is to say

	 
	Tactics
	Skills
	Stamina
	shooting
	goalkeeping

	goalkeepers
	medium
	hard
	medium
	none
	hard

	defenders
	hard
	medium
	medium
	light
	none

	midfielders
	medium
	medium
	medium
	medium
	none

	attackers
	light
	medium
	medium
	hard
	none


Goalkeepers 
I have spent thousands of hours experimenting on the Gk training, which seemed to be the only one not to be working for me, and then i found this quite strange schedule. Generally your Gks might in the beginning go red, but if you choose this training schedule, they will soon become green again!

Top coaches

Though there are virtually thousands of good coaches, you will find that it is hard to find really good one who will be interested in joining your club. Here is a list of top-class coaches who are often interested in niddle-reputation clubs

Giorgos Pomaski(Olympiakos)
Dimitrakopoulos (PAO)
Giorgos Vamvakas (PAO
Luis Skapin (Kalamaria)
Thuram (After a couple of years he asks for a player/coach contract and he is one of the best coaches in the game!)
Roque Alfaro (River Plate)
Co Adriaanse (Ajax)
Piotr Kuszlyk (Widzew) 
Lemi Çelik (Trabzonspor)

Team Formation: Mentality

This is a most important attribute to consider. There are three variations in the game

· Defensive: This will set your team to a defensive position. Your attackers and midfielders will not be moving forward to the same extent as before, and the whole team will be kept behind, to block the other team from scoring a goal. Unfortunately championship manager is not a real game, which means that it has its disadvantages and unrealistic features, which in turn means that defensive football may well work for all those Italian clubs playing catenazzio, but there is no real way you can succeed in CM playing a defensive style. The purpose is to put more goals, than the opposite team will score, not to keep the opposite team to nil! The conclusion? Do not use the defensive mentality, except probably for the last minutes of a game, when you are at least a couple of goals ahead, and you are trying to preserve your win. 

· Normal: This is the most common mentality, and it is used by many CM addicts. Your team will have a reasonable attacking rate, and the defenders will not be marching too much forward, so as that your goalie won;t get overexposed. It is recommended for all those who have a minor or mid-edge team, especially if you are in the first year and still have not purchased quality defenders and DMCs. 

· Attacking: Guess what? as it has been already mentioned, Championship Manager is based in attacking formations. It is football and it works well when scoring more goals that your opponent does. And this is best performed with full-attacking mentality. I have been using this formation with great success with most of the clubs i have played. Maybe you should not deploy it only in case you are playing some petty 4-4-2 with not very good defenders. 

Our suggestion

: It must have become quite clear that, in my opinion, the attacking formation is the one that you should choose in most of the cases. You will score maybe even twice as many goals, while facing only a minor extra defensive problem. On the other hand in case your defense is really poor, you could give the normal formation a try. The defensive formation is of course out of the mind, except for some minor periods of time at the end of a match, especially if combined with a men behind ball strategy.

Team Formation: Passing

Let's take a look at the different attributes available

· Short: This will make your players pass at a short distance. 

· Direct: In this case your players will use a direct passing style.. 

· Long: Long balls will be prefered in this case 

· Mixed: Last but not least, this attribute will permit your players decide for themselves which way of passing is fit for each situation 

Our suggestion

The passing issue is one of the most controversial in CM. Crawling through hundrends of site and having discussed it with numerous fans, i have come to the conclusion that each deploys a different style. The only thing for sure is that long passing is out of the question. You can use it only in the end of a game, when you have turned in a defensive mentality and you have put your players in counter attack.

As regards the other three, you can use which ever you wish, and you will never see a great difference. There are a couple of general rules however.
1) In case your team has good passing and creativity attributes, then you should better try the mixed passing game. This way you will allow the players to decide what is best at each situation.
2) The AI of the game is such that the pc after a number of games finds out the system you are playing and adjusts its own system to yours. This may even happen in the middle of the game, and you will suddenly see that your superiority just vanishes, and you come under pressure. In this case i always check the percentage of passes completed, and if it gets low compared to my team;s usual standards (normallly 70% or more) i change it to some other passing style. More often than not this will work, meaning that it is not as important to choose the right passing style as to choose the right time to change it as soon as the opponent detects it. 
Team Formation: Counter Attack

You cam choose to let your team get based on a counter attack style of game. This is an interesting variation, but i do not think it will be of much use to you. Needless to say it can be played only if you have set your team to a defensive or mabe normal mentality. So, speaking for myself, since most of the times i deploy an attacking mentality, i leave counter attack to no.

However, it should be noted that there are a couple of exceptions to this rule:

· First of all when you are at the end of the game and you are maybe one goal ahead, you can use a defensive style of play and set the team to counter attack. This can sometimes work. Although through my experience over the years, using the defensive mentalilty will result in the opposistion scoring most of the times, the cpunter attack formation will usually let you score as well and thus win the game. Especially works if the opposition is pressing you really hard and you have a fast attacker . 

· Sometimes it can be useful when managing a small lower division club. Then you might have to use defensive and counter attack formation. 

· There is one special case this formation is great for. The following mostly applies to the CM 2000/2001, but still sommetimes to the newer versions. If you were playing against Barcelona in Nou Camp in the 2000/01 then you would most likely suffer a really heavy defeat. This was true for both me and most of my friends playing the game, and we usually ended the matches with some 20 shots against and 4-5 for. Awful stats, and maybe a 1-5 score. The defensive-counter attack formation seemed to be the only one able to stop Barca in these cases, with a very very defensive 4-3-2-1 formation, with the striker just in front of the center line. Sounds crazy, but it has happened many times to me! 

Our suggestion

:You should leave the counter attack as no, with the very certain exceptions described in the text above.

Fine-tuning your team's formation

When i choose a formation, i always make adjustments to player settings. Those are the fine details that make the difference between a successful formation and a bad one

Let's see the choises and their explanation:

· Passing: Chooses the type of passing for each player 

· Tackling: Type of tackling for each player separately 

· Pressing: Will the player press or not? 

· Pass to: Will he pass to the left-right-center? 

· Set Pieces (A): Will he move to the attack in dead-ball situations? 

· Set Pieces (D): Will he move back in dead-ball situations, when in a defensive position? 

· Free Role: The player will have a free role in the match? Can be used for attacking midfielders 

· Forward Runs: Player will run forward to the attack 

Important for wingers. 

· Run with Ball: Player will run with the ball at his feet 

Important for wingers. 

· Hold up Ball: Player will keep the ball at his feet 

· Long Shots: Player will perform long shots 

Very important attribute. High long shot needed 

· Try through-balls: Will he try to pass to the back of the defense? 

Attribute important for AMC: required attribute is passing and mostly creativity 

· Cross Ball : Will they use crossing?

This is important for wingbacks and wingers, they shoud have high crossing attribute 

· Marking: No comment. 

Important for midfielders, who don't always have high marking. Crucial for your defense 

The first thing you should look at is the long shots. I normally set long shots on for as many players as possible. Definitely for the attacking midfielders, and most of the times for the other central midfielders as well, as long as they have long shots of at least 15. Those are the players that are most of the time at a shooting distance during a match, and the more shots you make, the more likely you are to score.

Then i set forward runs and run with ball for my wingers and attacking midfielder and try-through balls for my AMC and any other player with creativity-passing of at least 15, especially the AML,AMRs. Also i set cross ball on for wingers, especially if you have strikers with high heading and jumping.

As regards defense, you should have your midfielders (especially the DMC and the ML-MR) with pressing on. In most case do not put your DCs to press, because there will be "holes" in your defense. If you are using a defense of 3 (3-5-2) generally the left and right DC should be set to man marking, and the central (together with the ML-MR and DMC) to zonal. If you are using 4-4-2 you can have all your defenders and midfielders with zonal on, or you can choose one or two of your DCs to man mark. Remember not to put pressing on to any attacking midfielders or striker if they have a very low stamina. This will make them tired more quickly.

Free role: Use this only in case you are playing a 4-3-1-2 and you have a very good AMC. Free role is a hidden attribute, but in general a player with high creativity, passing and pace might be fit for free role. 

As regards set pieces, in attacking mode you can have as many players as you want move forward (keep back your goalkeeper and DL-DR though) .In defensive mode, you can take all your players back, though i generally a striker with high acceleration forward.

 

Basic instructions on player positioning in the pitch

Ok. You have bought first-class players, you have chosen a perfect formation, but it just does not seem to be working properly. Maybe it is because you have not put each player to his correct position on the playing ground. Following are basic instructions as to where a player should exactly be playing.

Defense:

· In a defense of 3, you may have your players play in a line or use a sweeper. In both cases the central defender is the most important for the stability of your defense. He needn't be as fast as the other two, but he must score high in positioning. So place your fast defenders as left and right DC (who in most case will be man marking the opponent strikers) and use as your central DC a player with high positioning (he will be doing zonal marking) 

· In a defense of 4 your 2 DCs will most likely be manmarking, so they should be fast, with good tackling, marking and jumping. If a DLC or DRC has high acceleration,pace and crossing he is more likely to be used as DL or DR, whereas if he scores well in marking and tackling he will perform better as a DC 

Midfielders

· Players with high acceleration, pace, stamina and crossing who can play in two positions (e.g. MLC) are better used as wingers than as MCs. If they score high in attributes like marking, passing, creativity, they are better off as MCs (or AMCs, or DMCs) 

· If you are using some sort of 4-1-3-1-2 or so, then you might be using a DMC both in the MC and in the central MC position. In this case the DMC with the higher defensive skills (tackling, marking, strength, staming, jumping) should play as DMC and the one with the higher attacking skills (creativity, passing, long shots) should be placed as MC 

Attackers

· Among your attackers the one with the highest heading, jumping, finishing and strength attributes should be placed in the middle of your attack (especially when using 3 strikers, such as in 4-3-3) and often you can make him move a bit forward in the with ball option whereas the ones with higher acceleration, pace and long shots should be placed to the left and the right. 

General
It is surprising how many CM fans do not know those basic soccer rules! 

· A left-footed player will in most cases perform best on the left side, and vice versa 

· In free kicks, a left-footed player is fit to shoot from the right, and a right-footed from the left.The same applies to corners. 

4-4-2: The classic layout.

The most commomly used formation in football nowadays, yet not a good formation for the championship series. I know of people who like it, but it has proven to be too defensive for me. I thus will not describe the classic 4-4-2 but two variations that seem well worth it! 

	 
	 
	 
	FC
	 

	 
	 
	 
	 
	 

	 
	 
	AMC
	 
	 

	 
	ML
	MC
	MR
	 

	 
	 
	DMC
	 
	 

	DL
	DC
	 
	DC
	DR

	 
	 
	Gk
	 
	 


This is the first interesting variation: Let's take a look: It is more of a 4-1-3-1-1 formationImportant aspects: 

· You have a solid defense, where the DL and DR should have attacking skills as well, since you 'll have to use arrows forward. 

· The Amc is by far the most important player in this formation, as he will be the one to move forward in the attack and both organise game and score. You will use him with an arrow straight forward and you 'll discover that if you have a good AMC he might score more goals than your striker will! 
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And now let's take a look at the second variation: It's a 4-1-3-2 where all the Midfielders have forward arrows. Important aspects:

· As in previous system our DL ans DR need to have good crossing acceleraion and technique. That' so common sense after all! 

· In the Midfielders place you should be using AML, AMC and AMR.ML and MR are crucial for the success of this system! 

3-5-2: A normal formation

This system is favoured by a vast majority of championship manager players. It provides a solid defense ana a very well-developped set of midfielders!

Let us take a look:
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Settings:
The ML and MR can have arrows forward.
I normally set the Amc, ML, MR and the MC with long shots on as long as they have at least long shots=15.

 

Important aspects:
Let's take a look at the main points of this system:

· You should have good DCs, but the DMC is generally of greater importance. 

· In the Mc position i usually use an AMC (Juan Sebastian Veron seems to be by far the best player in the game. 

