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4K23 GAME & MOD
•	 The SFL has turned focus from 2K’s All-Pro Football to a modded, 4K re-master of ESPN NFL Football. 

The game, originally released in 2003, has received a full cosmetic update, from uniforms, to 
stadiums, to skylines, atmosphere and presentation. The game can not only be played on PC through 
an emulator, but also on Xbox Series X.

•	 ESPN 2K5 gets a lot of love as 2Ks greatest football accomplishment, but the game actually was 
riddled with AI bugs with quarterbacks, defensive backs, linebackers and kickers making up the 
worst of the flaws. In our extensive testing, while no game is perfect, 2k4 stays true to its attributes 
and factors in all the little things too like weight and strength.

•	 With updates to the game that have included updating the NFL and adding a NCAA component in a 
community three times as large as the SFL, we as a league - for the first time - can add league and 
team branding into our games, giving players a more immersive experience.

•	 Textures (images) in the game can be updated by simply dragging a new version of the image into a 
folder and can not only be updated by the league in seconds, but can happen in the middle of a game 
if necessary. 

•	 Stadium art and endzone designs can be updated weekly by teams - just zip up the images and send 
em on over. Vice Wars? Blackout? Tribute or charity game? Alternate night? Now your field, your 
stadium and yes - even your fans - can show their support for the special occasion, weather its 80 
or 8 degrees outside.

•	 As a paying customer, you will have access to the SFL mod so you can finally play the entire league 
with a controller inside one game, one file on your own, whenever you want.

•	 Coaches gain new features too. There are new formations and new plays to mix things up that 
weren’t included in 2K8 and playbooks can be submitted directly to the league, allowing teams more 
flexibility and assurances that their gameplan is exactly as intended.

•	 Situation Mode can be used to simulate critical components to gameplans like 3rd and long, 4th and 
short, red zone and 2-pt plays on repeat, cutting out hundreds of hours to gameplanning allowing 
teams to more easily see what the computer may call in any in-game situation.

•	 The portal will continue to be the place to sign contracts and progress players and the SFL will 
provide weekly updates to rosters and textures to get you ready for game week.

•	 In total, the league and its teams will be able to customize over 6,000 in-game elements that 
previously could not be edited.



4K23WHY NOW?
•	 For 10 years, the SFL has used one singular game. A game that served us over 2,000 simulations and 

countless memories. Simply put, the SFL simply can’t meet demand with APF as is constructed. The 
league has grown to 700 players, 28 teams and APF was never built to be able to handle a custom 
anything of that size. 

•	 Through much testing, the APF depth chart and components of the game that allow it to be special 
are fundamentally broken and every new team and every new player that enters the league brings 
further need for the league to fix what’s broken by hand. Manual changes during game weekends 
now total over 200 - outside of manual playbook entry.

•	 While teams play with different styles, many plays are now used at nausium and there is burnout in 
similarity. Burning a timeout on 4th down, officials calling out challenge rulings incorrectly, players 
juking backwards after catches, not calling timeouts when caught in a bad no huddle play...while we 
can’t change these things, they have become all too familiar and hurt our ability to get lost in the 
football, not a video game. While any game will wear on people over time, there is new opportunity to 
find something new and exciting to grow on.

•	 The SFL has been a company since 2019. While it has been stable and healthy for four years, keeping 
up with its growth on a game that offers limited customization within the game has prevented the 
SFL from harnessing more opportunity. Commissioner Irvine spent his entire 20s putting in every 
playbook, switching teams on roster files for schedule variety and sweating over depth charts that 
are incomplete and lacking the depth needed to properly replicate football. 

•	 Now 31, the Commissioner must transition out of a role necessary to execute football and more into 
a role within the community and to attract new consumers, businesses and partners to sustain the 
vision of replicating football and football’s many experiences virtually to all who call the product a 
home.

•	 The SFL has always been an innovator. Commentary on all games, our player portal and our 
presentation that makes the league more immersive than any other product. Less than a year 
old, texture replacement is revolutionary in the gaming space. The league explores any and all 
opportunities that can help make the product better. After 10 years, it’s time for the ultimate 
innovation.

•	 The national television era is likely coming to an end in the next 18 months. The media landscape is 
changing and aging video games will continue to receive less traction in the mass market. This move 
is a move for the league’s core, not for ambitions that reach beyond it. YouTube growth has been 
exponential and today, more people are playing 2k4 and 2k5 than 2k8, which does not have a path to  
texture replacement as of today due to the way the game was encrypted on release.



4K23 INSIDE 2K4 VS. 2K8
•	 On 4th downs in 2K8, the AI will attempt to draw the defense offsides and when that fails, burns 

a precious timeout. In 2K4 not only does this not occur, but the AI will go for it on 4th and 1 from 
midfield until field goal range for the kicker, based on game situation, is reached.

•	 Speaking of offsides and timeouts, offsides is far less prevalent in 2K4 and penalties are more 
balanced. When the replay actually shows the penalty, the player who committed the infraction 
is highlighted and the penalty actually occurs. Those timeouts? No more leaving timeouts on the 
table inside the last two minutes. The AI will exhaust all of its timeouts and earlier in drives in 2K4, 
diminishing the number of no-huddle loops that may be seen early inside two minutes of SFL games.

•	 2K4 has no animations and all sliders are turned off. This allows for your player’s progressable 
attributes to take center stage, making the run game feel more realistic and balanced and players 
play more true to their ratings than ever before.

•	 Wind can now be set prior to the game, enhancing real time weather effects in the game. In 2K8, wind 
was entirely random game-to-game and did not follow real-time weather. This will make every game 
feel just that much different and suspenseful and make kicking statistics more realistic.

•	 Players go in motion pre-snap in 2K4. No motion exists in 2K8. 

•	 Quarterbacks in 2K4, in general (ratings can effect this), are more decisive in reading blitz coverage 
and will take a checkdown when available or take a sack if getting rid of the ball is impossible, 
rather than throwing a desperate interception. Speaking of quarterbacks, QBs will scramble to 
escape pockets, run QB bootlegs effectively and provide a different dimension to your offense, 
giving the position more variety and realism to today’s brand of football.

•	 Play action rollouts and play fakes are all effective and can freeze defenders, play off the run and 
result in more completions. 2K4 draw and toss plays work better than in 2K8, while sweeps are not 
as effective as 2K8. 

•	 Players will dive for touchdowns at the goal line, whether it be low to avoid an oncoming defender 
or high to leap over the top of a pile. Quarterbacks may choose to slide, or bull over a defender 
depending on ratings and game situations, like fighting for a first down or touchdown.

•	 Plays of over 40 yards are harder to execute in 2K4 than in 2K8, resulting in more realistic drive 
counts and drive lengths.

•	 The camera angle for field goals and extra points is behind the kicker in 2K4, with a better view of 
the ball’s flight path.



4K23ENHANCED CUSTOMIZATION

•	 Stadium: Edit field-level wall designs, advertiser signs, flags, trees, city skylines, endzone art, 
midfield logos, seat colors, team banners, tunnel covers, goal post covers and more.

•	 All file sizes can be enhanced for quality and are blank canvases to express artistic creativity. Some 
files repeat in stadium.

•	 The league will occupy some spots in stadiums for league sponsors and partners. Those not 
occupied by the league can be utilized by the team for sponsors or general team branding.

•	 Uniforms: Edit uniform helmets, jerseys, pants, socks, cleats, accessories, numbers, and gloves. 
Teams can have unlimited uniform combinations. All that has to be provided to the league are the 
coinciding files that are dropped into the game in a matter of seconds.

•	 Unlike in standard video games, teams will be able to have completely customized number fonts on 
jerseys and on fields, stripe patterns and designs. Put your team hashtag on the socks, a motto on 
the back of a jersey, faded/partial logos on helmets and so many limitless possibilities to help your 
team to stand out. 

•	 The league and volunteers will provide a standard set of team uniforms and stadium art to get teams 
started in 2K4 but team’s can contribute by editing their own textures.

•	 Textures can be edited in Photoshop or your image editing program of choice and the game/
emulator is not required to edit these files for league use/release.

•	 Face mask colors are not possible to change in textures. Teams have been matched up in the game 
to NFL team colors for presentation purposes to the best of the league’s ability.

•	 Name plate font and colors on the back of jerseys can only be changed through a rigorous process 
of manual texture pulls. The league does not guarantee this will be ready in time for 2023.



4K23 PLAYBOOK NEED-TO-KNOW
•	 Playbooks work a little differently in 2K4. As mentioned previously, there are more formations in the 

game. 2K4 has 145 offensive formations, 2K8 has 133. There’s also more total and unique plays. While 
the number of unique plays is still being calculated, 2K4 has 7,949 total offensive plays. 

•	 A Unique play is defined by the name of the play. Strong Iso may be found in multiple formations, but 
counts as 1 play. Multiple plays labeled ‘Cover 4’ or ‘90 All Slants’, for example, only counts as one 
unique play.

•	 Both games have the same defensive formations. These formations come with a different collection 
of plays and men-in-motion can have an effect on the play.

•	 The biggest difference in 2K4 is how you get the plays. Playbooks are organized by NFL team in 2K4. 
The league will provide a formation guide of which teams have which formation so you can scour all 
the different possibilities for playcalling.

•	 The game has naturally built in maxes for packages, formations and total plays. The playbooks 
include some default packages even if you don’t have any plays listed in them. 

•	 Default packages include: Pro, Jacks, Jumbo, Jokers, Ace, Queens, 4-3, Nickel, Dime, Goalline, 
Prevent, 5 Wide, Kick Return, Onside Kick Return, Kickoff, Onside Kickoff, Punt Return, Block Field 
Goal, Punt and Field Goal.

•	 Default formations include: Prevent, Hail Mary, Clock, Kick Return, Onside Kick Return, Kickoff, Onside 
Kickoff, Punt Return, Block Field Goal, Punt, Field Goal and Safety Kick. You cannot delete any of 
these formations or delete any of the plays in these formations from any book, but you can adjust 
the formations through substitutions.

•	 Once you add a formation to a playbook, you will not be able to remove it. If you add a run, it must 
always have a run. If you add a pass, it must always have a pass unless you create a different book.

•	 You can revert back to a book at any time by loading the original file and selecting to edit an existing 
book.

•	 Teams can manage their package/formation subs and all their audibles prior to submitting the playbook. 
These adjustments will port with the playbook to allow for further customization of your gameplan.



4K23NEW PLAYBOOK RULES
•	 Teams must first build a playbook from one of the 34 default playbooks in the game (32 NFL team 

playbooks, the West Coast playbook and the General playbook).

•	 Teams cannot build a custom playbook from the ‘default’ book. Playbooks built with the Default book 
as the base do not properly balance formations and packages in AI vs. AI simulations and will not be 
used in official SFL games.

•	 Every playbook must have a minimum of 230 total unique plays in it (offense and defense combined). 

•	 A playbook that does not meet these specifications will not be used. The most recent playbook 
submitted by the team with the correct minimum will be used in its place.

•	 Teams simply turn in a playbook each week. A playbook consists of your plays, your formation subs 
and your audibles - all located within the playbook file. Teams are responsible for submitting all of 
this information and no edits will be made to the books once submitted.

•	 There are no maximums for adds and drops or formation sub/audible edits. Teams will build 
tendencies over time. Data compiled by the league suggests that teams that make more changes 
per week, actually lose more often then win. See the #4k23 updates channel for that breakdown.

•	 Playbooks are submitted by saving to a memory card and then exporting the playbook file from the 
memory card. That file is then placed in the team coaches channel.

•	 The deadline for playbooks will always be 11:59 pm CT the day before your team is scheduled to play 
its next game.

•	 In 2022 Division I FBS football, Mississippi State passed more than anyone in the country, 68.61% of 
the time. In 2022 NFL, Tampa Bay passes more than anyone in the country, 67.65% of the time. The 
SFL will use these metrics to monitor playbook submissions across the league and publish in-game 
run/pass play ratios from box scores publicly on our stats site.

•	 The following constitutes abuse of game logic resulting in a non-simulation product during the 
course of a season:

•	 	 Three games or more with a pass/run ratio beyond 70/30 in either direction.
•	 	 A season average with a pass/run ratio beyond 70/30 in either direction.

•	 Punishments for abuse of power will include coaching staff removal plus a 12-month franchise double 
of league dues or a loss of LAA extension permanently.



4K23MORE MOD/GAME INFO
•	 You can play the game mod on PC, Xbox Series X, on newer Android phones and through on Steam 

Deck, but for new users of an emulator, playing the game on PC is the most user-friendly setup. 
Subscribe to RateSports on YouTube for For additional help you can join the ESPN NFL2K5 Community 
on Discord.

•	 To find out if your computer can run the emulator at minimum or recommended settings, use this 
link: https://pcsx2.net/docs/usage/setup/ to see how your computer’s current specs stack up. All 
assets are free to download.

•	 The SFL will only supply the community with files related to SFL textures and links to other 
community-related efforts in and out of our own personal community. To gain files of the original 
game and of PlayStation2, you’ll need to install these files on your own and of your own means.

•	 Hit the field with your teammates for the first time through the First Person Football game mode. 
Play as the quarterback, the kick returner, the ball carrier and more in this unique experience that 
brings you closer to a SFL field than ever before.

•	 While situation mode can be useful for scouting in-game situations, practice mode still allows 
coaches to test plays against the AI, just like in 2K8.

•	 New to scouting or want to learn more about football in general? 2K4 has an over 100-page digital 
comprehensive guide that details formations, packages, playbook terms and play art so you can 
understand what plays mean, why they’re called what they’re called and more helpful tips so you can 
become an expert on simulation coaching just like the SFL veteran coaches around the league.
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