I have no idea if FM shows progress bars or if it is all unseen until some benefit manifests in the game as a result of this interaction, but for simplicity I think one could do some of these things with an in-game “currency” of influence points.  Spend them getting something from the owner, influencing the direction of the league, on the clubhouse or focused on a young star you know you need to re-sign.  I think it would increase the sense of investment in the world, the team, the players and “your career”.
Influence Points: XX points per season beginning first day of off-season.  No idea how many points to start or how far each X% is but that’s not the point.  The point is trying to make a construct that works within or is a feasible addition to the game’s current mechanics, not rewrite the game or turn it into something it’s not.  Points expire at end of the season.  Most of these effects use modifiers as they are easy to sunset and lay atop foundational existing models.
Points /decrease increase by:

· Attaining a higher reputation (permanent increase)
· Making/Missing the playoffs (temporary increase)
· Winning the World Series (permanent increase)
· Improving/worsening over last year’s record by X% or Y games (temporary increase)
· Having an MVP, CY Young winner, ROY (temporary increase)
· Have a clubhouse that is some level of very happy (temporary increase)
Spend points during the year in different areas:

Owner:

· Have a fan fest to move fan interest up X%

· Increase the budget for the draft by X%

· Increase the budget for free agents by X%

· Hire an additional scout (to manage the scouting backlog better)

· Adjust ticket prices up or down by X% (assuming tix are set by AI going forward)

· Add seating for additional revenue (if yes, the new seating adds X% seats)
· Redevelop the surrounding neighborhood (lose funds for two years but get X years of additional income, so long-term play)

· Install clubhouse perks (loss of revenue this year but players happier, more likely to sign extension or come to you in FA for X years thereafter)

· Invest in analytics (scouting pace increases by X% or scouting accuracy increases by Y%)

· Invest in the medical staff (injury time reduced by X%)

· Invest in park renovations to increase attendance by X%

· Push the owner to fiancé a new park (game randomly generates specs/modifiers if done, nice fan interest bump for X years)

· Play in the same park for X years, get small but permanent fan interest bump (some start w/this)
· Fight to get the All-Star game, get a revenue influx for next year of X
· Make a personal appeal to a player (improves relationship, impacts sign ability)
· Move the team (there should be significant relocation perks in fan interest, ticket sales, etc. for first 5 years thereafter).  Each team has a meter so easier to move Miami than Boston!
· Diversify use of the park (income from off-season concerts in short-term, players unhappy as field damaged)
Owner Meetings: Owner tells you the status of various rule proposals (these are the league evolution toggles but now by team expected voting results (fox example DH in NL expected vote is 16-14 against but you have a DH type and want to push for that rule change).  Owner shows his planned vote and you influence him to change his vote and if enough points spent to have a percent chance of changing other votes.  So, in the dialogue he asks which to fight for, and so you have a role in pushing the league toward a type of play, add a roster spot, add or eliminate the DH, or expand.  Every five years your influence points at the Owner Meetings carry double weight as it is a collective bargaining session year.  If this were a historic game, maybe even you could push him to break the color barrier before 1947 if you went all-in spending points over some number of years getting easier as ’47 approached.
Player:  Each has a relationship meter (green to red like a pitcher’s stamina line in-game) with you and it is informed by the clubhouse atmosphere, role on team, morale, etc. as a starting place … plus where you spend the points.  Spending on these can improve your/the club’s relationship with the player.  The stronger the relationship the more likely to resign at a hometown discount and be a good clubhouse guy and the worse, the more likely they are to cut off negotiations if not blown away and be a clubhouse problem.
· Have a bobblehead night (increase favor toward club, favor increases relationship)

· If has leadership, make him Captain (one per team)
· Meet his role expectations (or not, it can go down)
· Days on the MLB roster if 2 stars or less.  Doesn’t apply to obvious MLB candidates but a veteran or youngster will appreciate the faith you have in them
· Assign for extra training (chance of development improvement increases atop any default in-game adjustment)
· If has over X Hits or Y HR with the team, promise to retire their number (will be done when player retires).  Can be done no more than X times in career as GM with that team.
· If Player is Player of the Month that month, laud him to the press

· Invest in his favorite charity (not a storyline but now a spend of an influence point to increase his favorability view of the club)
· Meet the Qualifying bonus in his contract for additional money (IP or PA, etc. that triggers vesting year), also falling X% shy of those values can cause bad feelings.
· Work with the players attitude (if a clubhouse problem, turns the dial to a good player), so in the example on the boards, someone spent some points with Bryce Harper and he’s not a problem in the clubhouse anymore.
In-game:

· Ask the Captain (if one) to rally the troops (next batter gets a X% bonus for one AB in contact)
· Meet with the pitcher at the mound (stuff increases for the current AB by X%)

Other:

· Hold a Team Meeting before the game.  This is a gamble, spend one point to do it.  If win, get 2 influence points and if lose, lose a point (total cost 2).  Something like that so once a year – and only once a year - you can hold this meeting to try your luck.
