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Just when you thought it was safe to go to
your mailbox again, here we are with another
issue of ALL-STAR REPLAY, the world’s first
and only semi-annual sports game quarterly.
Please accept the traditional apologies for this
issue being a bit later than usual. There are
several good excuses for this, For one thing,
Francis Wyman Tyler, our new assistant
aditor, lost his office key and had to sit out in
the hall for three weeks until we could make
him a replacement. In addition, your editor has
been immersed of late in several big projects
that are extremely important to Avalon Hill but
which have not facilitated getting ASR in print
And then of course there was the switch gver
to Daylight Saving Time, which mixed us allup.
But we're finally getting arganized again, and |
hope that the next issue will be out fairly soon
after this one.

One advantage in this issue being delayed
is that we were able to pick from a number of
excellent article submissions, the best of
which we present to you now {the rest will be
in the next issuel, There are several good
pieces on TITLE BOUT, including an article by
Jim Trunzo on how you can have team com-
petitions in the game. There are also some in-
teresting bits on USAC, PAYDIRT, BASEBALL
STRATEGY {the return of Tam Shaw), and one
article af particular interest to me wherein Mr.,
David C. LeSueur suggests a new system for
rating your own pitchers for MAJOR LEAGUE
BASEBALL. And, as our coup de grace
\perhaps in a mare literal sense than we may in-
tend), we have an extremely entertaining pic-
tarial essay from Mike Jervis and Co. on his
misadventures as a member of the very British
Perfidious Albjon American Football League

SPEED CIRCUIT fans will be interested in
the brand new SPEED CIRCUIT Teurnament
Tracks, available from Argon Games, P.C. Box
12341, Raleigh, North Carclina 27605, These
tracks were designed tor those who wish to ex-
pand upen their SC games, and require owner-
ship or at least temparary possession of the
game. They were designed by Robert J, Mc-
Credie and Stephen G. Walburn, the first and
second place finishers at the SPEED CIRCUIT
tournament held at ORIGINS ' 79, The price is
just $6.00, plus a rnailing charge ot 95¢ and
50¢ per game, For that rather small amount
you receive a set of four 10 “ X 12" sections,
which when put together give you a giant 40~
X 12° two-color track mounted on sturdy
childproof cardbeard, There are actually two
tracks here; one for racing and another “‘quali-
fying’* track

Speaking of SPEED CIRCUIT, Mark
Maticek, our non-resident SC honcho, has
been hard at work putting together aset of 10
Grand Prix tracks, which when put together

DUGOUT

with the seven already available {three in the
game, two from ASR Vol | #2, and two more
fram past ORIGINS tournaments) gives even
the most fanatical Grand Prix fan pienty ta do
They are now in print, complete with optional
rules and brief descriptions of each course, and
are available from our Parts Dept. for $13.00

"“Our boat was cast adrift for three iong
years in Puget Sound. It was Christmas ‘79
Alone and shipwrecked according to some.
Qur dice fainted and worn with tint of clde
brewn ale amidst our play charts {circa 1973).

“'We persisted. We kept our faith. All of the
haliday sentiment . . , aye, and the Bowl
Games too.

""Yea there came forth a light over many
miles of water. A beacon of light had found
us , .
““Nay not on our own waters of the Sound,
but from a distance very travelled vander,
it came to save us from Chesapeake Bay .

The above are excerpts fram the newslet-
ter of the Brewery Football League, a
dedicated band of armchair athletes who have
been playing with the 1972 charts from
PAYDIRT for the last 20 vears or so, They have
anly recently been rediscovered by one of our
survey teams, still faithfully using the same
dog-eared team charts over and over again. We
are sure there are many more lost battalions of
PAYDIRT fans scattered throughout the coun-
try and across the world, and we hope to
discover more of them as time gaes an.

We'd like ta hear from other |eagues out
there, especially if you think you have some
good ideas about how ta get things organized,
how to run leagues by mail, and so forth.

MNew | know that there are bound to be a
few complaints over the results of this issue’s
Funny Caption Contest. Some nitpicker is sure
to point out that the names of the three
prizewinners are all exactly the same. And |
guess it will be hard to overloak the fact, totally
coincidental though it may be, that their last
names and mine are identical. And | suppose
there are some who will complain if they
discover that these people are in fact all my
relatives. Well gee whiz, | can't help that, can
17 So I don't want to get any cemplaints in the
mail over this, because we take complaints
very seriously around here, and since |’m think-
ing of asking for a raise in August t don't want
any of you to spoil it for me. Qkay? Then let's
just forget the whole thing and be friends
again. Forget about the contest. Farget abaut
the names. And by all means forget about that
maney. I'll bet you didn’t even want to go to
Maonte Carlo anyway,

ALL-STAR REPLAY



BALANCING ACT:

Playing Old Charts vs. New

in Paydirt and Bowlbound

Dr. Thomas R. Nicely

I. BACKGROUND

One of the fascinating aspects of
PAYDIRT and BOWLBOUND is the
possibility of matching against each other
teams from different vears—or even from
different eras. In doing so, one encounters a
number of technical difficulties, and two
particular ones demand attention:

(1) Variations in rules, legend, and play
labelling exist from one set of charts to
another, and these discrepancies must be
recognized and reconciled.

{2) There are two basic classes of charls
in PAYDIRT and BOWLBOUND; for brev-
ity, we shall refer to these as OLD CHARTS
and NEW CHARTS, The old charts consist
of all PAYDIRT charts copyrighted prior to
1975 (based on the 1969, 1970, 1971, and
1972 NFL seasons), and the 32 original charts
of BOWLBOUND (all from the era 1960
through 1970}. The new charts consist of all
PAYDIRT charts copyrighted since 1975
(based on the 1976, 1977, and 1978 seasons),
and Team Set I in BOWLBOUND {based on
teams of the eras 1940-1959 and 1971-1978).
Due to fundamental differences in design
goals and procedures, the two sets are in
effect “out of balance.” That is, if a game
matches an old chart against a new chart, the
two representing teams which were of equal
strength in reality, the old chart will gen-
erally give an inferior performance. Conse-
quently, the differences in playing strength
between old charts and new charts is not a
valid indicator of the differences in actual
team strengths. The primary purpose of this
article is the explanation of a tested method
for correcting this imbalance.

¢.
II. THE OFFENSIVE ‘?‘
INCREMENT

The carrection of the imbalance in the of-
fensive charts is the easier to carry out,
Roughly speaking, one yard is added to the
resulis on each old offensive team chart, The
one yard (or other amount} is referred to as
the OFFENSIVE INCREMENT, and will
now be explained in complete detail,

If a chart has been assigned an offensive
increment of +1, this means that, on each
play beginning with that team on offense,
one yard is added—but only to the OFFEN-
SIVE RESULT. The one vard is added to all
offensive results—including B, QT, QR, in-
terception and fumble yardages—with the
following exceptions: nothing is added to in-
completions, penalty yardages, TD entries,
the QB Flop, the QB Sneak (which is to be
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totally unaffected by the offensive incre-
ment), or any play run from kick formation
{such as fake kick plays or advances of
fumbled snaps or blocked kicks). Thus, the
yardage is added in exactly the manner ex-
plained in Adv. Rule 3 of the 1979 PAYDIRT
rules, In line with this rule, the offensive in-
crement may cause, but cannot prevent, the
incompletion of a pass under provision VI~
11-E-i of the 1979 PAYDIRT rules. For the
sake of uniformity, you might wish to
modify Adv. Rules 4 and 5 of BOWL-
BOUND to coincide with these interpreta-
lions.

THE SPORTS GAME DIGEST

Ot course, the offensive result would still
have to be combined with the defensive
result, according to the priority chart, to ob-
tain the final outcome of the play. Thus, the
offensive increment (along with the entire
offensive result) might eventually be over-
ruled by the defense.

As stated above, the general rule is that
each old chart receives an offensive incre-
ment of +1, while each new chart is un-
changed {offensive increment Q). As you ex-
periment with the offensive increment, you
may decide that certain charts perform more
faithfully: (in relation to known team
strength} with a different offensive incre-
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ment; please feel free to adjust the in-
crements ta your own perception. Our play-
testing has already brought to light the
following recommended EXCEPTIONS:

(1) The vy League teams {Dartmouth,
Princeton, and Yale} of the old BOWL-
BOUND charts should receive an oftensive
increment of 0 (zero, unchanged).

(2} The following members of Team Set
Il should receive an offensive increment of
+1: 1951 Maryland, 1954 Ohio State, 1955
Oklahoma, 1971 Nebraska, 1972 Southern
Cal, 1973 Notre Dame.

From time to time, further lists of excep-
tions (for both BOWLBOQUND and PAY-
DIRT charts! will be published in ALL-
STAR REPLAY —based upon our own play-
testing and upon results received from you,
the readers. Undoubtedly, it will eventually
develop that offensive increments of +2 or
—1 will be needed for certain charts {1978
Drenver is already a candidate for the —1 of-
fensive increment, and 1972 Miami a can-
didate for a + 2 offensive increment; but fur-
ther study is needed},

III. THE CONDITIONAL
WILD-CARD

Now we turn ta the task of balancing the
defensive charts. A rough method for ac-
complishing this was set forth in the 1978
PAYDIRT rules, and is contained in the cur-
rentt rules for both games; namely, the Wild-
Card Defense was awarded unconditionally
to all old team charts (excepting, once mare,
the Ivy League teams}. This sledgehammer
approach suffers two disadvantages: (1) It
does not allow for sufficiently accurate
gradations in the correction of the im-
balances, and (2) Players may avoid entirelv
the thrill (agony ) of coping with some of the
old-chart defenses fe.g., see 1970 New
England, 1971 San Diego, or 1970 Air
Farce).

Not only has a satisfactory compromise
been developed, a bonus has been earned
By means of a CONDITIONAL WILD-
CARD DEFENSE, the defenses can be ac-
curately balanced, and furthermore a well-
known football phenomencon can he
simulated —what (for lack of a better name)
we shall refer to as the “equilibrium ten-
dency.” This is the etfect which appears te
set in so [requently whenever cne team
builds up a nice lead: suddenly, the trailing
team catches fire and the leading team seems
te fail into a shuggardly stupor {and Howard
turns to Dandy and pontificates, “The
momentum is shifting”). This effect 1s
especially notable in the pro game, leading
to a lot of barn-burning finishes (it is even
more prominent in pro basketbail).
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The detenses can be halanced, and the
equilibrium tendlency built in. in a single
stroke: the introduction ot the conditional
wild-card mentioned above. The idea is to
altow the Wild-Card to all of the teams some
of the time—but to none of the teams all of
the time, This is in contras! to current prac-
tice, which awards or withholds jt uncandi-
Honally, an a team-by-team basis,

Whether or not a team would be allowed
the Wild-Card defense at a given time in a
game would depend on whether they were
ahead or behind, and by how much. The
precise point-spread over which they could
use the wild-card would be determined by a
comparison between the two teams of their
WILD-CARD RATINGS--a single number
{positive, zero, or negative) whose value
would depend on the degree of imbalance in
the relative strength of the defensive chart

In any given game, a “Wild-Card
Spread” (different from either leam's Wild-
Card Rating) would be determined for each
team by combining their two Wild-Card
Ratings, accounting tor the home-team ad-
vantage, and applying the rules to be
described below

Before explaining the procedure in detail,
let us see how the svstem works in practice,
Suppose the procedures are applied to a
specific game —let ussay 1971 New England

at 1978 Green Bay. The result would be that
New England's spread is the Wild-Card plus
e (W + 12) and Green Bay's is the Wild-
Card plus 9v2 (W + 9i2), The meaning of
these spreads is as tollows. New England
would be allowed to wild card whenever
they were tied or behind {less than 'z point
ahead). but if ahead would have to use one
of their six regular defenses. Green Bay
could wild-card whenever they were behind,
tied, or leading by no more than 9 points
{less than 94 ahead). f Green Bay gained a
lead of 10 or more points, they would then
be restricted to one of their six regular
defenses

The wild-card spreads would be fixed
prior to the game, and would not change
during the game. If a team had a negative
spread (such as W — 3%:) in a game, this
would mean that they could employ the
wild-card defense anly when they were
behind by more than 2 certain amount (4 or
mare points, in this case).

[Mease note that the “wild-card spreads”
are tatally independent of, and have nothing
to de with the team-selection point-spread
of Advanced Rule |

The hasis of the system is the set of Wild-
Card Ratings for each of the 240 team charts
constructed to date, These are cantained in
the tables below.

WILD-CARD RATINGS, PRO TEAMS

1969 1970
Atlanta -3 -6
Baitimore +5 420
Buftalo — G LoiThl
Chicago =150 =3
Cincinnati )
Cleveland +11 3}
Dailas i
Denver —5 -5
Detroit +8 +10
Green Bay =
Houston w0 ]
Kansas City 3G
Los Angefes T
Miari SIS
Minnesata SRS AR
New England SO E S
New Orleans 68 14
New York Giants = 3l W16
New York lets 0] Mgt
Oakland R
Philadelphia ~JERE W
Pittsburgh =l N 5
San Diego +3 +12
San Francisco =545 10l
Seattle — —
St Louis =S 15
Tampa Bay — —
Washington S B =3

1971 1972 1976 1977 1978

+2 A 15y Rall®; [V}
+10 Rl e — 1) Q
—18 5 S = I SHMG (0]

= Bl 5% = LB ISR B

PO o TS a

£ 7S S SR O ]
-+ 19 AT S REIN RS ¢

=T T o = LS by ol

FE it S LR R RIS 8]

S0k i TIOR 58S M-S 0

=8 S 18 | wlom oS-
pon Dl S B S e - 0]

ot 2 Sl KRl
i e | iy 18 0
TPk 0 |l §SIE V]

SRS v SR I R

S04 Sild Ut S N5

bk R R RAEIG, | Sohg) Q

3 DA G LARA D 0

RGO et L S i ©

T B RS TS an kY

c sy SR s & S AR

=y s = A S ¢

il Lo TR TS S

= S AR S R E

-3 R R LS -8

& S ey =l el

HEL S I TS +5

*1976 Washington also receives the Free Block Opfion,
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IV. CALCULATING THE
WILD-CARD SPREADS

We will now explain how the wild-card
spreads in a given game are calculated from
the two teams’ Wild-Card Ratings. The pro-
cedure is as follows:

(1) If there is a FHome Team, increase its
Wild-Card Rating by 6 points {pro teams) or
8 points (college teams). Thus, a —9 pro
team at home would have a —3 rating, while
a +10 college team at home would have a
+18 rating,

{2) Now calculate the rating difference,
D>, of the two teams: D = Higher Rating
Minus Lower Rating (algebraic difference of
signed numbers!). D would always be zerc
or a positive whole number.

(3) If one chart 1s new and one is old, or
if both charts are old, the team with the
lower Wild-Card Rating (taking the home
team advantage inlo account) is assigned a
Wild-Card Spread of W + %2, and the
higher-rated team has a spread of
W + (D + 14),

{4) If both charts are new charts, the
higher-rated chart is assigned a spread of
W + 22, and the lower rated chart is assign-
ed aspread of W + (v2 — D).

In case you are wondering why the half-
points appear in the wild-card spreads, it is
to eliminate any ambiguity concerning a
team’'s eligibility to use the wild-card
defense

[t now becomes apparent how the condi-
tional wild-card achieves the desired effects
of defensive chart balancing and institution
of the equilibrium tendency:

{1) By assigning the proper wild-card
rating to each chart, defensive chart defi-
ciencies can he offset. {2) Since cne of the
spreads will always be (W + 12}, the
equilibrium tendency is assured; for the
defensive performance of this team will im-
prove if they fall behind; yet when they gain
the lead. the oppenents’ offensive perfor-
mance will improve, (3} Teams will still have
to use their regular defensive chart a sizeable
proportion of the time,

Following are some samples of the above
calculations. Refer to the tables for the Wild-
Card Ratings quoted

EXAMPLE 1: 1971 New England at 1978
Green Bay, the case previous!y quoted. The
adiusted ratings are —3 For New England
and +6 for Green Bay (the home team). The
difference Dis + 6 — {—3} = 9. Onechart
ic old and one is new, so the lower rated team
(New FEngland) receives a spread of
W + b4, and the h:gher-rated team (Green
Bay) receives a spread of W + (9 + *2),
that is, W + 9%. New England aiso

receives an offensive increment of +1

WILD-CARD RATINGS, COLLEGE TEAMS

ORIGINAL CHARTS
1970 Airforce +4
1966 Alabama : + 14
1966 Anmy +4
1969 Arkansas 432
1970 Dartiowuth =4
1969 Florida . £ 4 L] +8
1968 Georgia " o 20
1966 Georgia Toch . .. : +8
190915, el e WE W ] +9
1963 Michigarn ‘ +9
1966 Michigan State +14
1960 Minresota +10
1Rt Mlessivgippds ... ... +q
1969 Missour] +10
1983 Nauy +10
1970 Nebraska il
1970 Nortineesters ] =32
1966 Notre Dame | +15
{968 Qhito State +21
1967 Oklahoma ' ] +14
15968 Beriy Shate . +16
ad Prirretan =+
1966 Purdie ; T +10
1967 Southern Cal ..o, . +16
1970 Starnford | +g
1966 Syracuse, . ... .. +4
1970 Tennegssee . . ==
1969 Texas ... . - H21
1ees LA E )
T960 Washimgton +8
71962 Wiscansin 3 1 =21 T
1968 Yale 2

EXAMPLE 2: 1973 DPenn State at 1961
Mississippi. The adjusted ratings are +13
for Penn State and +17 for Mississippi (the
home team). The difference [ is
+17 — (+13) = 4. Since one chart is new
and one is old, the lower-rated team (Penn
State) has a spread of W + 12, while the
higher rated team (Mississippi) has a spread
of W + {4 + ), that is, W + 4%z,
Mississippi also receives an offensive incre-
ment of +1.

EXAMPLE 3: 1578 St_ Louis at 1978 Tampa
Bay. The adjusted ratings are —8 for St
Louis and —~& for Tampa Bay (the home
team). The difference is —6 — (—8} = 2,
Since hwo new charts are matched, the
higher-rated chart (Tampa Bay) receives a
spread of W + 3%, and the lower-rated
chart (St. Louis) receives a spread of
W + (v — 2), thatis, W — 1'%,

Of course, if the home-team advantage is ac-
counted for in the manner described above,
Adv, Rule 3 of PAYDIRT and BOWL-
BOUND would not be used simultaneously.

THE SPORTS GAME DIGEST

]EAM SET 11
1978 Alibam 44 417
1975 Arizong Stafe : i 413
1977 Arkanman - . S0 A1 Lax g +1&
1945 Army 3 ' A k)
1977 Kentiicky i bl + 10
1851 Maryland WEARFFA R +8:
1947 Michigan | : F + &
152 MiGhizih SitieF Sy g +&
1971 Nebraska $ AL 421
1973 NatreDaine . & -uh o o dufiiag o SHAK
1954 Ohio State Iy AP 2
1955 Oiclahoma .. B T
1973 Flonire Sfiste SR Lo
1976 Pitt FH Fiid 1%
1972 Southern Cal ‘ +21
1240 Stunford by g L2 E
1959 Syracuse 4. T2 PRy Bile
1951 Tennessee, . 1k Sad il 3y
oS o g S 8 4 ¥ L4713
TosLCAN S agk < F 1S ol RES IR

V. VARIATIONS IN TEAM-
CHART SETS AND RULES

In general, it is recommended that the
current rules of pro or college football be
used, even though one or both of the team
charts may be for a team of many years past.
Thus, the latest versions of the rules of
PAYDIRT and BOWLBOUND should be
consulted, regardless of the team charts
matched,

There are still specific differences to be
reconciled with regard to each set of team
charts, even if one observes the above con-
vention. These are discussed on a case-by-
case basis below, along with the identifica-
tion of the sets by year.

{1) Between the new and old BOWL-
BOUND! charts, the only difference of note is
the method of attempting one-point conver-
sions. 1t is recommended that the PAT
numbers at the bottom of the offensive
charts of the old charts be ignored, and the
field-goal column used instead (Basic Rule
V-6A) as with the new charts. Also, ignore
the caveat at the bottom of the Ivy League
charts—the use of the offensive increment
and the conditional wild-card makes these
charts compatible with all others,
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(2) Two distinct sets of charts based on
the 1972 pro seasons were published, Both
are in a small (6 x 924) black-and-white for-
mat. The most notable difference is in the
legend; negative yardages are indicated by a
minus sign, incompletes by INC, blocked
kicks by K, etc. The sets whose last
copyright date is 1974 are otherwise com-
patible with the new charts, except that extra
points must be attempted with the field goal
column {good if yardage is 2 or greater). The
sets whose last copyright date is 1973 feature
greater differences. On these sets (1972
season, 1973 copyright), the following
variations must be noted:

{a) Field goal yardages are ten yards
too high. That is, for a successful FG attempt
on these charts, the yardage must be TEN
OR MORE yards greater than the line of
scrimmage. For example, if a field goal is at-
tempted with the line of scrimmage at the 34,
a yardage of 44 or greater in the FG column
would be necessary for success.

(b) Extra points are attempted with
the FG column (12 yards or grealer necessary
for success).

{c) Any penalty marked 15 vards on
the offense (O = 15), appearing anywhere
on the offensive chart or in the punt or field
goal columns, is to be counted as a holding
penalty (10 yards on the offense}. Only a
SECOND occurrence of such a penalty, in
the same down, is to be regarded as an actual
15-yard penalty on the offense.

{3} The 1971 charts are in large four-
color format and include the year with the
name of each team. Rules variations to be
nated are exactly the same as with the
copyright 1973 charts (2a, 2b, and 2c
above).

(4) The 1970 charts are in oversize four-
color format, but do net include the year
with the name of the team. The last
copyright date shown is 1971. Again, the
rules variations are the ones explained in 2a,
2b, and 2¢ above.

{5) The 1969 charts are in a four-color
format, but the reverse sides do not include
the special team charts; these were printed in
tive separate folders. The offensive plays
were numbered differently; #7 was the
sideline pass, #8 was the medium pass, and
#9 was the bomb. The defenses were also
identified differently; C was called double
coverage, B was the deep prevent, E was a
partial blitz, and F was the full blitz. Circles
were used in place of parentheses on the
defensive charts. The rules variations in 2a,
2b, 2c above must again be observed. If one
of these charts is matched against one froma
later year, there are two ways to account for
the different numbering of the offensive
plays; one canignore it, and read the defen-

sive results by the play number, not name
(this works surprisingly well); or one can
read the defensive result by play name,
rather than number (this gets confusing).
The only copyright date on these cards is
1970, If you have a set of these charts you are
willing to sell, LET US KNOW!!! (This was
the first set ever constructed).

V1. COLLEGE V5. PRO

For those of you who want to try a truly
exotic combination, it is possible to match a
college team against a pro team (and obtain a
vahd result) by employing the offensive in-
crement and the conditional wild-card. Just
follow these recommendations:

(1) The pro team receives an ADDI-
TIONAL offensive increment of +1, and
the college team an ADDITIONAL offen-
sive increment of —1 (in addition to the anes
they would normally receive).

(2) The Wild-Card Rating of the pro
team is increased by 20 points, and the
home-team advantage is considered as 7
wild-card rating points.

{3) In general, pro rules are to prevail,
Thus, the treatment of OFF15 penalties ex-
plained in V-2-c above would be applied to
the college chart.

i4) Since the plays are numbered dif-
ferently in the two games, the players must
decide beforehand which of the two pro-
cedures mentioned in V-5 above will be ap-
plied to account for this discrepancy. We
recommend that the defensive result be read
by number, not by play name,

{5} The draw play is to serve as the QR
column for the pro team.

(6) The option play, and the defense
against it, are to be handled according to the
BOWLBOUND rules.

Some examples of such matchups:

EXAMPLE 1: 1976 Tampa Bay at 1971
Nebraska, The effective wild-card ratings
are —5 for Tampa Bay and +29 for
Nebraska; D = 34; the wild-card spreads
are W + 12 for Nebraska and W — 3315
for Tampa Bay. The offensive increments
are +1 for Tampa Bay and 0 for Nebraska.
EXAMPLE 2: 1955 Oklahoma at 1978 Pitts-
burgh. The effective wild-card ratings are
+ 14 for Oklahoma and + 37 for Pittsburgh;
[} = 23; the wild-card spreads are W + 14
for Pittsburgh and W - 22 for
Oklahoma. The offensive increments are ¢
for Oklahoma and +1 for Pittsburgh,

You can get some real gems from this
type of match-up!

VII. SOME FINAL NOTES

The values for the offensive increments
and for the wild-card ratings that have been

quoted above are the most accurate
available to date. Further playtesting, and
reader recommendations and results, may
result in modifications of these values; if and
when this happens, we will publish the up-
dated figures in ALL-STAR REPLAY.

A separate article will appear (either in
this issue or the next) concerning two new
defenses, the “R” and “P" defenses. Far the
purposes of the wild-card spreads, these are
ro be considered as part of the Wild-Card
Defense (even though there are some fun-
damental differences), and their use would
be granted to a team only when it was eligi-
ble to use the regular Wild-Card Defense.

Finally, let me belabor the obvious, The
rules, procedures, charts, and recommenda-
tions in this article should, in the final
analysis, be treated only as SUGGES-
TIONS. What we have tried to do is provide
a point of departure so that you, the reader
and player, will be free to finetune the
methods in order to obtain the procedures
and results most pleasing to you and your
opponents, Of course, this is true of all the
PAYDIRT and BOWLBOUND charts and
rules, 1 well remember my first reaction
upon my initial encounter with PAYDIRT,
way back in the summer of 1970;
“Somebody’s done a hell of a job—bul
there’s plenty of room for improvement,” 1
am sure many of you readers feel the same
way after reading this article. Go to it—and
maore power to youl

Norgard; cont. from p. 12
curate kicker to call upon. In FOOTBALL
STRATEGY, from as far out as the 25,
there's a 50% chance of kicking successfully
and the odds get better closer in.

Finally, it goes without saying that your
oppenent will accept only those penalties
which are to his advantage. Again, put
yourself, in his shoes and decide accord-
ingly.

Try Plan B. You may even find yourself
thanking those indifferent opponents who
fail to keep their appointments for those
face-to-face contests!

The End

ALL-STAR REPLAY




DOINT SPREADS

I. BACKGROUND

Adv. Rul 1 {Team Selection and Point-
Spread) of PAYDIRT and BOWLBOUND
was designed to accomplish two goals. The
primary purpose was to provide a “handi-
capping” method which could equalize the
level of competition between two players,
one of whom had the misfortune to be coach
of a decidedly inferior team (chart). For ex-
ample, if one were coaching 1978 Cincinnalti
against 1978 Denver, only a stoic or a
masochist could carry on very long if the
only goal was a victory. However, if the pro-
cedures of Adv. Rule 1 had been employed,
and the Cincinnati card had received {for in-
stance) a 15-point spot, there would be a
good expectation of gaining a standoff (loss
by 15 points or less), even if the ultimate
dream of an upset proved unattainable.
Thus, an enthusiastic interest in the game
could be maintained by both players for a
considerably longer time—perhaps right to
the end of the game—even if the twa teams
behaved as expected. For example, suppose
Denver led 31-10 with two minutes to play.
Cincinnati in possession, st and 10 at their
own 20. Ordinarily, both players might just
yawn their way through the final plays, or
even throw the game in at this point. With
the 15-point spot, however, the cutcome is
still very much in doubt; for if Cincinnati
can drive for a touchdown in those last two
minutes, they will have “beaten the spot” —
and their coach will have gained a moral vic-
tory; a standoff, if you will.

One apparent flaw is that a player who
simply always wants to play with the
stronger team can do so—just by picking
enormous (and unrealistic) spots. To
minimize this tendency, and to accomplish a
secondary goal (to devise an objective
method of rating the relative coaching skills
of the players), the rating system was in-
cluded in Adv. Rule 1. Rating points are
assigned to each player, based on his per-
formance relative to the spot. In the case
above, the Cincinnati coach would receive
zero (and the Denver coach +10) if Denver
ended up winning up 31-10. However, if
Cincinnati closed the gap of 31-17, the moral

victory would be recognized by the ratings:
each coach would receive +5 rating points.
And if Cincinnati pulled off the stunning
upset, their coach would receive +25 rating
points, while the Denver coach would be
penalized with —5 rating peints!
Cumulative rating points and rating point
percentages would then be kept for each
player over a long series of games. Now, an
enormous spot, chosen to insure coaching
the stronger team, could backfire and pro-
duce a tremendous swing in rating percent-
age (in the event of an upset)

However, there is another, less obvious
flaw in Adv. Rule 1—one of which Commis-
sioner Rozelle is acutely aware in actual
football, and the one which causes him to
shudder at the very thought of point-
spreads. It is best illustrated with a couple of
examples.

Suppose 1978 Houston is at 1978 Pitts-
burg, with Houston receiving 8 points, With
two minutes to play, Houston has the ball,
but trails 20-14. What does the Houston
coach do? Believe it or not, I have seen my
playtesters try to simply run out the clock in
this situation! They have become preoc-
cupied with the rating points; and with the
spread beaten, are now more fearful of a
turnover {which could lead to a Steeler field
goal and a 9-point loss) than they are hopetul
of scoring a touchdown to win the upset.

Consider another case. Suppose 1978
Cleveland is at the 1978 New York Jets,
Cleveland receiving 2 points. With 20
seconds left, the Jets have 1st and 10 at the
Cleveland 25, holding a 21-20 lead. In re-
ality, any coach would fall on the ball and
run out the clock, insuring the victory. But
many of my playtesters would hurl bombs
(or try a long field goal), risking an intercep-
tion {or blocked kick) return for a winning
TD by the Browns! In totally unrealistic
manner, they have decided to risk the vic-
tory in order to try to beat the spread.

I1 AN ALTERNATIVE

Now, you may be perfectly happy tolive
with the above flaws in Adv, Rule 1 (cer-
tainly many of my playtesters are). But if
you prefer to simulate reality with maximum
fidelity (as 1 myself do), and make victory
the end-all and be-all, thereis amodification
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of Adv. Rule 1 which will accomplish this.

The only alteration required is to use the
point-spread chosen ONLY as a measure of
the value of an upset. Only the WINNER {or
the tying underdog) of the game would
receive positive rating points; the idea of
“beating the spread” would be forgotten.

To bespecific, the alternate form of Adv.
Rule 1 would work as follows. The team
selection and point-spreads would be carried
out EXACTLY as described in the current
rules. However, the RATING POINTS
would be assigned differently, as follows:

(A} The player with the FAVORED
teamn receives 10 points for WINNING
{period); zero, for tying or losing (if the spot
was 10 or less): and a NEGATIVE rating of
(10 — Spot) for tying or losing with a team
favored by more than 10 points,

(B) The player with the UNDERDOG
receives zero for losing (period); 10 points
for tying; and (10 + Spot) for winning an
upset.

In the examples quoted above, Cincin-
nati would receive zero (and Denver +10},
regardless of whether they lost 31-10 or
31-17 {or 31-30, for that matter). Houston
would receive zero (and Pittsburgh +10) for
a 14-20 Houston loss, and thus would have
no choice but to go for a touchdown. The
Jets could not profit from another score
against Cleveland (either way, they would
receive +10and the Cleveland coach 0), and
would clearly run out the clock.

Thus, this alternate form of Adv. Rule 1
invariably places all emphasis on victory,
and nothing else. Even Commissioner
Rozelle could live with it (but the bookies
could not; although it is interesting to note
that long ago, the bookies quoted odds on
victory only, and no point spread was used).
Note that the value of an upset (or tie) is still
the same.

There is, of course, a trade-off involved,
as is seen in the Cincinnati-Denver example
above: runaway games are going to lack in-
terest late in the fourth quarter. You can't
have ALL your cake, and eat it too. You will
have to be the judge—which form of Adv.
Rule 1 best suits the needs and desires of
yourself and your playing partners? My ob-
jective has merely been to present an alter-
native far your consideration.




Two New Defenses for SI Football

I. SCOPE

The purpose of this article is to introduce
twao new defenses, to be used in conjunction
with the Wild-Card Defense (Adv. Rule 11
of PAYDIRT and BOWLBOUNI?). These
defenses, called the R and P defenses, com-
bine some of the features of the Wild-Card
Detense with some of the features of the six
regular defenses (A thorugh F).

II. ELIGIBILITY OF TEAMS

A team may employ the R and P defenses
when, and only when, it is eligible to use the
standard Wild-Card Defense of Adv. Rule
11. If the Conditional Wild-Card is in use,
the R and P defenses are available under
precisely the same restrictions that apply te
the standard Wild-Card Defense.

III. THE R AND P DEFENSES

Regardless of which team is employing
the R and I? defenses, their form is as follows:

PAYDIRT (Pro)

I"-— RUSHING PLAYS

RUSH DEFENSE,

PRO

F

PASS DEFENSE,

PRO

ERROENREEE B

*NOTE: Beginning with the 1979 Charts, the designatian of this play will be changed to *Tight End "

BOWLBOUND (College}
[ RUSHING PLAYS ——— s I--——— PASSING PLAYS -
1 2 3 4 5 6 7 8 9
1
R 2
RUSH DEFENSE, 3 103 {0 109 (9) (o)
COLLEGE 4 (0) @ | {0 {0)
] (0) (0} (@) (0} (0)
1
P 2
PASS DEFENSE, 3 (0) (0) | (0)
COLLEGE 4 o | o |
I_.. - .
3 (0) {0) | (0]

IV. CALLING THER AND P
DEFENSES

The boxes designated for calling the
Squib and Onside Kickoffs may be utilized
to call the R and P defenses —Squib block for
the R defense and Cnside block for the P
defense.

A more satisfactory method is to utilize
part of a deck of standard playing cards for
calling all offensive plays and defensive for-
mations. Each player is provided with one
complete suil from the deck. The Ace
through Six represent offensive plays 1
through 6 and also detensive formations A
through F. The Seven represents play seven
on offense, also the regular kickoff (deep
kickoff); the Eight represents offensive play
eight, also the squib kickoff; the Nine
represents offensive play nine, also the on-
side kickoff. The Ten spot represents the
quarterback sneak. The Jack, Queen, and
King should be marked with a large, legible
letter Z, R, and P, respectively, to indicate
the razzle-dazzle play, the R-defense, and
the P-defense, respectively. The Joker (or a
face-card from a suit of opposite color}
represents the standard Wild-Card defense
of Adv. Rule 11. An offensive play or
defense can now be indicated by showing the
top card of your stack, face outward to your
opponent; when the standard wild-card is
employed, the Joker is shown on top,
together with the first card underneath,
which indicates the play wild-carded (two
cards underneath, if an opton pass is wild-
carded),

V. RULES

(1) The R and P defenses may be called
when, and only when, the defensive team is
eligible to use the standard (or conditional)
Wild-Card Defense of Adv. Rule 11. Falsely
calling the R or P defenses (or, for that mat-
ter, the standard Wild-Card defense) at any
other time results in an automatic defensive
call of Blitz (F}.

{2) Although used in conjunction with
the Wild-Card Defense, the R and P defenses
are operated in exactly the manner of the six
regular defenses; that is, the defensive dice
must always be rolled in the course of the
play (which is not done with the standard
Wild-Card Defense), and the offensive and
defensive results combined according to the
Priority Chart. The only “wild-card” aspects
of the R and P defenses are that (a) their use is
restricted in exactly the manner of the stand-
ard Wild-Card Defense, and (b} these
defenses are the same for all teams. OF
course, if all five defensive dice tatals would
produce a blank result, the defensive dice
need not be rolled.

ALL-STAR REPLAY



Peanut Gallery; cont. from p. 31

PAYDIRT charts. However, it is not used in
the 1978 or 1879 FAYDIRT charts, and wall
likaly net be used in Team Set III, The pro-
c¢adura wag abandoned at the request of my
playtesters, for a rather surprising reascn:
the KOR of teams like Southern Cal was
ALMOST NEVER USED! The opponent
rlmost invariably chese 1o squih kick. They
felt this would not occur if the KOR columas
were modelsd on all rsturns. not just desp
returns. This suggestion has been followed
on all subsequent charts.

There 1s a minority that prefersthe Team
Set IT KOR's, used WITHOUT the Squib KO;
they are unconcerned with higtorical ac-
curacy. However, if one sguib-kicks against
these feams with the same freguency that theirac-
tual apponents did, then the returns are designed
to match the true historical distribution of KOR
vardages for each one

Sincerely,

Dr. Thomas R. Nicely
Chief of Design

To whom it i8 concerned,

1 am a baseball fanatic and have been
playing your table top baseball games since
1972, The games which I speak of are the
1972 MAJOR LEAGUE BASEBALL GAME &
the ALL-TIME ALL-STAR BASEBALL
GAME, the first contains R4 teams, the
latter 16 To make sure you perfectly
understand the format T will describe it in
priaf. Each team is layed out on a colorful
gheet of approx. 11 by 9 inches, players on
the front, pitchers on the back. The gams ig
played with three wooden dice, one black,
two white, with the numbers ranging from
10-39

If the game wasn't 5o great I wouldn't be
writing but the fact hclds and the teams are
go worn out due to usage that I need new
copies. I'll even take good used coples that's
how desperate I am T'mnoteven sure this is
the right address because the old one is dif-
ferent, SPORTS ILLUSTRATED GAMES, BOX
1068, DARIEN, CONN. 06820,

If you can somehow get a hold of these
great old games [ arn willing to buy 2 seks of
each, 2 1972 MAJOR LEAGUE BASEBALL
GAMES & 2 ALL-TIME ALL-STAR BASE-
BALL GAMES. I am extremely sager to find
out whether or not thege gameas are
obtainable go it would bs greatly ap-
preciated if I hear from you in the near
future

Donato T'otaro

4720 Fulton #3

Montreal, Queboc

Canada H3W 1V1

P 8. I would also buy more recent versions
of the game (1972-79) as long as the format
remains the same as the old game. If you
have changsd thi gamasformat Fm ouriols
ag to why, since all my friende agren the
1972 format was tops.

=
-l
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b
:

ASR Scaop: I an efiert to boost uttendance the NFLwill be intraducinganew fively ball " for the 1980-81 seasorn
Tivs iehum-filled pigsicin should revolutionize footbatl tuctics. Shown abeoue is Walter “Shoelace " Owens riding to
atouchdown on a favmeable updraft during testing of the new batl at the NFL Eaperimental Equipment Laboratory

FOOTBALL STRATEGY

More Action Than you may be able to Take!

{Second in a series of thought-provoking
articles by Bob Norgard upon various ways
to beat thyself at football from Monday mid-
night until Saturday afternoon.)

by Bob Nargard
Not All Plays Are Created Equal

Before attempting to play FOOTBALL
STRATEGY you are advised to read the
rules booklet, which spells out the dif-
ferences between the real game and Avalon
Hill's table version of football. For addi-
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tional homework, we recommend the Foo!-
ball Widow's Handbook, a FOOTBALL
STRATEGY bonus which in itself is easily
worth the price of the game, especially the
chapters on Strategy For the Real Game and
Strategy For The Table Game.

How often you win at FOOTBALL
STRATEGY depends a great deal on how
familiar you are with the contents of the pro
style offensive play charts. Trying to guess
what your opponent is going to do on every
play is like attempting to choose which cup
the kernel of corn is hidden under. A
reasonably good knowledge of the plays and
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the chances each has of succeeding will prove
invaluable whether you are playing alone or
with someone.

It i5 interesting to note that apainst a
randomly-selected defense, the twenty of-
fensive plays offer widely varying degrees of

OFFENSE EFFICIENCY CHART
{drawn after ruler broke}
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The Oifense Efficiency Chart
shows the percentage of positive results of
the twenty offensive plays versus all ten
defensive plays when the defense is selected
at random. The Defense Efficiency Chart
illustrates the percentage of negative results
rendered by the ten defensive plays versusall
twenty randomly-selected offensive plays.

In the Offensive Play Efficiency Chart
you can see that Play #1, for example, has
eight chances in ten of producing a gain
against arandomly-selected defense play, By
way of contrast, Plays 18, 19 and 20 produce
positive results versus only four of the ten
possible defenses. It must be remembered,
however, that the plays which have the least
chance of succeeding also offer the larger
gains upon successful completion. Nothing
ventured nathing gained is a good rule to
follow in FOOTBALL STRATEGY,

On the defensive side, Plays C and H
appear to be the best choices while Defense D
would seem tobe adog. But every dog has its
day and when you look across the Pro Style
Offense Play Chart on the game board, it's
obvious that Defense D is not devoid of
assets. True, it permits three or four pass
completions for good vyardage Yet, it
renders four passes incomplete, allowing
comparatively short gains via four other
tosses. Aside from the defensive foul at #5, D
checks the opponent’s running game,
especially inside, and produces a fumble at
#6. Granted, Defense [J is not best employed
against a pass.

Remember, the stats in Figure One repre-
sent the etficiency of the various plays versus
Offense/Defense plays that are selected at
random. Against a real opponent, it's
another matter altogether. Each play should
be locked upon as a tool, and it's the Foxier
player who knows when to use it.
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success. Likewise, against an offense that is
selected more or less at random, some of the
ten defensive sets fare much better than
others. These differences in Offensive/
Defensive efficiency are illustrated in Figure

One:
DEFENSE EFFICIENCY CHART

ifraw betorp riler liroke)

55%
50%
45%
40%
35%
0%
25%

Figure One

Another insight into the etficiency of
various plays can be gained by learning the
average gain for each play across the board.
(See Figure Twa).

Figure Two

AVERAGE GAIN PER PLAY
Short to
Running Plays Avg Medium Passes Avg
#1 4.0 #10 4.6
#2 4.5 #11 2.6
43 4.0 #12 2.1
44 4.7 #13 5.4
#5 8.0 #14 5.8
#6 8.8 #15 6.0
w7 4.4

#8 4.5 Long Passes Avg
#17 275
Others  Avg #18 17.0
#9* 9.3 #19 16.0
416** 10,6 20 12.5

* Run-Pass Option
** Razzle-Dazzle (Flea Flicker)

How Long Is A Long Gain?

The averages here were determined by
adding each oftfensive play’s net yardage
gained and then dividing by ten, Since Plays
46, #16 and #19 {Reverse, Razzle-Dazzle,
Long Bomb) include TLong Gain results, it
was necessary to determine the average long
gain in the Chance Tabte. This is done by
dividing the total yards gained on all die rolls
by six. However, a die roll of “1” gets you 50
yards plus the yardage awarded on a second
roll.

Forgetting for a moment that a second
rall is invalved, the total for the six dierolls is
250 yards or an average of 41.6. Ergo, the
player who rolls a 1" gets 50 yards and can

expect about 41.6 yards more on his second
roll. It follows that the average yardage to be
gained on rolling a 1" is 91.6, That ups the
total yardage in the chart to 291.6, and that
divided by six gives you an average long gain
of 48.6 yards per try.

The Long Gain possibility makes Plays
#6, #16 and #19 attractive enough to employ
occasionally when the situation warrants it,
The flea-flicker or long pass can be very ef-
tective in short yardage spots when the
defense expects a run, while the reverse
would be a good choice when your opponent
is apt to apply pass prevent J.

Figure Two points up the importance of
proper play selection in order Lo maintain
possession of the ball. Of course, these
averages are based on yards gained versus all
ten defenses. If you are successful in crossing
up your opponent on play selection, you will
record much larger gains than the Average
Gain Chart indicates.

A Middle Of The Road Analysis

Now tor a look at the efficiency of the
twenty offensive plays versus the most fre-
quently employed defenses, namely D, E, F
and H. (See Figure Three).

Good
FPiay 4 Against Best Worst
1 DEFH +7 +1
2 DEF +7 =9
&) DEFH +15 +2
4 DIEF +7 +3
5 DFH +15 =
6 EF +10 fum
7 DE +10 —5
B DEH +15 a
9 EH +25 inc
10 DEF +5 =2
Cood
Dlay # Against Best Worst
11 DEF +7 inc
12 H +6& inc
13 DEH +12 —10
14 D +8 ¢
15 FH +16 Inc
16 D +11 fum
17 DF +25 =ik
18 DE +35 int
19 D +35 —15
20 H + 30 =5

Figure Three

D, E, Fand Haresometimesreferred to as
“middle-of-the-road” calls because, we are
told, their frequent use will usually keep the
defender from getting hurt too much. In col-
umn one are the offensive play numbers;
Column two, the middle-of-the-road de-
fenses against which the corresponding of-
fensive plays register a positive result. By
positive result we mean any offensive gain of
one or more vards, A negative result is in
which the offense is held to no gain or a loss
of yardage.
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Column three reveals the maximum
vardage the corresponding play can gain
versus either D, E, For H, and column four
shows the worst that can happen when the
offensive play encounters one of the four
defense calls.

To explain, Play #1 produces positive
results against all four of these often used
plays, the best of which is good for seven
yards and the worst a gain of one, Only
Plays #1 and #3 score gains on all four
defenses: six plays are good against two and
five plays post positive results against only
one of the middle defenses. In the latter case,
it is interesting to note that D and H are the
permissive calls. In fact, close inspection of
Figure Three reveals that eitheraD or Hiora
combination of both} permits a positive
result on nineteen of the twenty offensive
plays, the only exception being Ulay 46,

Using the formula [ have employed in
Figures One, Two and Three, it is possible
for you to draw up additional tables that can
form the basis for a program of self-study.
The more homework you do the more suc-
cessful you will become in those head-to-
head matches. There's no substitute for prac-
tical experience, however, and you can ac-
quire a lot of it if you schedule a series of
scrimmages or tune-up games with the
missus, Prior to these “mon-conference’ ses-
sions it is only fajr that you share your
knowledge with her and permit her to use
Freely the Football Widow's Handbook
whenever she desires, After all, the keener
your wife becomes at Football Strategy, the
more you can sharpen your own game,

And now

A Flashback

My previous monograph on FOOT-
BALL STRATEGY (ASR Volume 1, No. 2,
I'ages 11-14) introduced an alternative to the
original solitaire version suggested by
Avalon Hill, The alternate proposed a new
method of selecting plays for an imaginary
opponent, using the three Paydirt dice and
two play selection charts, one for offense
and one for defense. Hereafter we shall reter
to this system as Plan A. Permit me to revue
briefly this milestone in solitaire play.

The defensive phase af Plan A gives the
dice the same probability of choosing a par-
tieular play as the random selection of one of
the fourteen defense cards as the FOOT
BALL STRATEGY rules booklet suggests. A
dice roll also selects the offensive plays, with
no regard to down and distance cir-
cumstance. Instead, we divided the gridiron

into five zones as shown in Figure Four:
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Figure Four

OFFENSIVE PLAY SELECTION CHART

DICE ROLL
Down YardstoGo 10 11 12 13 14 15 16 17 18 19 20 21
1.2 11 er more GE 2552 Sl7aes L1060 5. AR SEtallop a7isl),
2 2 10 6 9 217 310 5 18 HB:1le 7 12
153 1 6 9 2317 310 518 816 7 12
3.4 1 11 318 7 17 15 10 13 19 A 16 13 12
3.4 2 5 20 i8 14 13 8 10 14 18 17 20 15 10
3,4 & 14 1020 1 1 3 4 2 610 7 2 6
3.4 15 or more . SR TRG e 2R S AN ToRees B B
4 punt DA ED CBF I CBH A
DICE ROLL

2223 24 25 26 27 28 29 30 31 32 33 34 35 36 37 A8 39
117 710 4 34 13 11 15 20 1315 5 9 18 14 20 9
£15 3 10) 4 14 13 11 15 12 14 ? 1 4 20 1% 20 19
115 312 414 13 21 15 19 14 1 7 10 4 20 20 19
B 10 12 11 14 14 A& 6 20 7 5 3 1 2 4 915 9
¥ 217 16 511 151011 31¢ 9 1 7 6 4 12 20
21317 15§ 10 7 3 7 8 12 16 18 19 5 14 11 20 4
11 10 20 18 12 9 4 17 9 13 16 19 5 17 15 14 9 15
CGDDBA | I1G EHHEE JF I ]

DEFENSIVE PLAY SELECTION CHART

DICE ROLL
Down YardstoGo 10 11 12 13 14 15 16 1 18 19 20 21
1,k aformozes IF G A BBRSATIETTEY My wER @B I A
3522 2 10 IMEVASIERNTY JER ERAER = TR BN I & A
any 1 DARAL B A R ERBE < | @ By gl gA
3,4 2 'S HIRATSNEG @ JBE i) (| 4 Ge B fH FA
3.4 [ 14 AN @ R Byt BIUBY ILEF A
34 15 oz more 1 7 1] DCB {1 | I J HA
any goal(514) H A G G CHEUBHDHI
any goal(1l)y D A E D C B F 1 C B H A
DICE ROLL
22 23 24 25 26 27 28 29 30 31 32 33 34 35 36 37 IF W@
G EIRDISTINERYASSTI T G HTUSE Bl RN F S ]
@@ e D 8 AT T @ s IR R g S
C GDDOBAI ! GEHHETF ] F 11
(@ Ma dm () B A Tl JEE 1 IR see e [ el
GG ERA S IS SR ELTIER SFAR TSN BT -
s DML RBA Ay SIESTNE S EEHEEESSER TS R ST
ERSER D RIGE 1 1 R R EI DR Gl RN [P e
A3 Ew DY D) 351 AY s NG E RS T Phe b

REMEMBER:

Eetwern the dofinders 1-20 yrd lines siplusie, plays 17, 18, ]Eil:rdﬂhnﬂﬂ:'].‘l‘hjls 7.2 Qand I8 Betoeen
tire difarder’s 1-10 yaraffines inelusioe, ploys 13, 19, 15and 16 become pluys 34 Sandd e, Thisisagpropristely culled

the “MdmieTen Rude.”

Wihirt i buicamies recmesiey for e offers fe gubs boug pordage in @ despraraee attemmt i wom the sccre. th
it 0 A et e 15 o pricami ™ @ity oy b ek risgrrtless o the ahatn il o yeteds e go Theis i culled,

apprapriately, the depperar sttoript aption

e “wuih alpy tHe cheick.™ pefor bt "Dt o 2l ot s ti-doe ey 0 go- cplumn an sach play.

Into Plan A's Oftense Play chart, which is
on Page 14 of the Fall issue, we introduced
plays that were suitable for each of the five
zones. Any one of the twenty FOOTBALL
STRATEGY plays can be singled out by the
FPAYDIRT dice but in varving degrees of
probability, Zone 1 s laced with plays
designed to avoid turnovers while gaining
the necessary yardage to make first downs
A few more risky plays are sprinkled into the
Zone 2 game plan, but in Zone 3 the oppos-

ing quarterback goes all out in using his en-
tire-ailack, gambling more often in order to
make a first down and keep possession of the
ball. In zones 4 and 5 the OHensive Quarter-
back, whether it be you or your imaginary
opponent, is restricted in the number of
playsavailable to him, since the FOOTBALL
STRATEGY rules prohibit use of Plays 17
through 20 in Zone 4 and Plays 13 through 20
in Zone 5.
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This brief reprise of my first alternative
to the original FOOTBALL STRATEGY
solitaire game was presented for two
reasons: First, to re-acquaint you with the
zone-type solitaire system without your hav-
ing to re-read my entire article in the Fall
issue, which incidentally will probably
become a collector’s item if for no other
reason than that the Defense Play chart (also
on Page 14) produces the identical results
with the PAYDIRT offensive dice as the 14
defense cards in the original version!

And secondly, to lay the groundwork for
a new scheme involving the same dice and a
new set of charts, together with a FOOT-
BALL STRATEGY game of course . . . a
game for one player that you will find ideal
for practice sessions between those head-to-
head contests in league play!

{End of Flashback)

Plan B Unfolds

It was inevitable that mixing PAYDIRT
dice with FOOTBALL STRATEGY would
lead to further exploration in search of a
more worthy solitaire opponent. The result
is a second alternative to the original version
of FOOTBALL STRATEGY Solitaire, one
which you will find just as exciting and
perhaps more realistic than Plan A. After
weeks, nay, months! of exhaustive research
{and an immense pile of scrap paper} I am
happy to present to lonely players, Plan B.
(Ed: Could we have a fanfare please?)

THE FANFARE

Plan B presents a different and more
sophisticated set of charts than its
predecessor in that there’s a different group
of results for each down and distance situa-
tion. And itis necessarily larger in scope than
its PAYDIRT! counterparts. In FOOTBALL
STRATEGY we are dealing with twenty of-
fensive selections and ten defensive
maneuvers versus only nine offense and six
defense plays for Paydirt!

Like my first venture into the realm of
FOOTBALL STRATEGY Solitaire, this new
version gives the PAYDIRT dice the
possibility of selecting any of the twenty of-
fensive and ten defensive plays on the board
in varying degrees of probability, with the
odds favoring plays that will get the joh
done.

One problem in fashicning a solitaire
game is the natural inclination to make the
charts to suit one’s own style of play. In this
respect, | have tried to be objective, so that
the charts in Plan B (and in its ground-
breaking predecessor, Plan A) do not reflect
my play-calling. The plays are neither con-
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servative nor aggressive, but a combination
of each,

Lack of a strict game plan makes solitaire
the very antithesis of the FOQTBALL
STRATEGY concept of head-ta-head com-
petition. Over-use of a certain offensive or
defensive play will have no effect on
Solitaire’s strategy, or lack of it, This incon-
sistency of the PAYDIRT dice is actually a
game plan in itself, one which features the
unexpected. And it is axiomatic that the
quarterback should call a play which the
defense does not expect, On the other hand,
it the Solitaire quarterback is successful
using a certain play on a few occasions, you
can't figure that he will repeat the next time
the same occasion arises.

The offensive plays most likely to be
called are those which can result in a Ffirst
down in any down-and-distance situation,
while the defensive calls most likely to ap-
pear are those designed to prevent the of-
tense from achieving its objective. Thus it
would appear that this imaginary opponent
has no apparent weakness.

The down-and-distance format apart, it
is in the defense chart where lies the major
difference between Plan A and Plan B. While
the defense chart still leans toward the
middle-of-the-road calls, there are necessari-
ly some variations from one down-and-
distance situation to another, taking into ac-
count the fact that it is the task of the defense
to counter with the best possible selections,

Special Situations

As you know, Plays 17, 18, 19 and 20
may neot be called when the ball rests be-
tween the defenders 1-20 yard lines in-
clusive, and Plays 13, 14, 15and 16 may not
be called when the ball rests between the
detender’s 1-10 vard lines inclusive. For

Plan B Unfolds

those times when the PAYDIRT dice in-
advertently call these no-no’s, we have in-
stituted the Minus Ten Rule. That is, simply
subtract ten from the improper play number,
Therefore, Plays 17, 18, 19 and 20 become
plays 7, 8, 9 and 10, respectively, and Plays
13, 14, 15and 16 become plays 3, 4, 5, and 6,
As in FOOTBALL STRATEGY with two
players, it is necessary to note the position of
the ball in the solitaire version.

When your imaginary opponent is
behind late in the game, he can employ what
we call the Desperate Attempt Optionwhich
calls for the use of an improper column in the
Offensive Play Selection Chart. By treating
each of his plays as third and long, his game
plan will tend to become more aggressive
with the accent on passing. Conversely, if
your apponent is winning in the closing
moments of the game, he will want to run
more often and thus eat up the clock. In this
case, treat each play as first or second down
and use one of the short-yardage columns
{either 2-10 or one yard to go).

His defensive game can likewise be
altered in the closing moments of the game in
a similar manner. One good rule of thumb is
do unto your imaginary opponent as you
would do unto yoursell.

Decisions, Decisions!

I have attempted to make your solitaire
opponent as independent as possible. In-
deed, his simulation of a real adversary is
almost uncanny. But alas, there are times
when you will have to make some of his deci-
sions. These include: 1) normal or on-sides
kickoff, 2} punt or field goal attempt, 3)
fourth down choices, and 4) accept or
decline penalties.

There can be no hard and fast rules to
govern these decisions. Probably the most
sensible solution is to put yourself in your
opponent's position and do whatever you
would do in the same situation, In most cases
the paramount factors to consider are score,
time remaining on the clock and Keld posi-
tion. To cite a few examples:

With time running out in the game and
your oppoent still behind after just scoring,
the on-sides kick is a likely choice. With it,
the chance of recavering his own kick is 33 %
while kicking nermal affords him a mere 7%
chance of making a fumble recovery on your
kickoff return.

Unless they are down by more than three
points with only seconds remaining on the
clock few coaches will gamble on fourth
down if they are within reasonable field goa)
distance, especially when they have an ac-
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Abways cheerfully rushing in where angels fear to tread, we once more take the lead with this photographic expose of tie shoclkmgly primitive conditions under which this

vear s NCAA fitle gume was plaved Despite numerous threats wnd waniings from all sides. ASR will continue to bring you the top-nutch investigative reporting that has

made it the acknowledged leader in sports game quarterlies

THE 1980 NCAA BASKETBALL
TOURNAMENT FINAL FOUR:

CHALLENGERS FROM BELOW

by Ken Close

“Taws [II" would be one way to describe
this year's NCAA Basketball Tournament.
Three hungry sharks emerge from the murky
depths of college basketball and gobble up
the best teams in the MNazion. When the
waters cleared we saw our hero survive,
barely

The sharks are lowa, Purdue and UCLA.
Of these teams only Purdue was nationally
ranked (20th!). They were eligible for tour-

nament play because the field was expanded
to 48 teams this year, and the rule pro-
hibiting more than two teams from any one
conference was dropped, This opened the
gates for a lot of desperate teams,

The victims included DePaul, St. John's,
Notre Dame, N_C. State, Brigham Young
and Oregon State—each of these teams los-
ing its first game! Ohio State, LSU, North
Carolina, Indiana, Syracuse, Maryland,
Georgetown and Kentucky were also sunk,
Louisville was the only remaining team

THE SPORTS GAME DIGEST

originally considered a contender.

They are this story’s heroes. Louisville
was rated second al the start of the tourna-
ment.

Despite their rating {or maybe because of
it) the Cardinals were almost defeated by
Kansas State (71-69 OT), and Texas A & M
(66-55 OT) during early tournament play. In
the semi-finals they were pitted against
Iowa, the Big Ten's fourth place team. The
lowa Hawkeyes, in “Basketball Strategy”
terms, looked like this:
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lowa was an average Big Ten teamn, They
had a legitimate star in guard Ronnie Lester,
but he suffered an injury-prone season, His
bad luck continued when he was injured
with 7:47 to go in the first half. The loss of
Ronnie took the heart out of Jowa's offen-
sive drive. They fought gamely but bowed
to Louisville 80-72.

The other semi-final game matched
UCLA against Purdue and their all-
American center Joe Barry Carroll. Purdue’s
ratings are as Follows:

Rese, Record

Purdue relied on Carroll to get them to
the semi-finals. UCLA, realizing this,

assigned a trio of centers and a few forwards
to defense him in shifts, The strategy worked
and Joe Barry Carroll scored only {only 7) 17
points as his team dropped a 67-62 decision.
UCLA looked like this:

Prs forr B1, At 70

23-10, Ave Pts  for 71,

Agst

The UCLA Bruins were ane of the best
offensive teams in college basketball this
season. They matched up well against
Louisville since both teams were small and
quick. Louisville had the better defense
though, and forced UCLA into making
several turnovers during the championships
gare, The Bruins came close to winning
when Vandeweghe stole the ball and drove
for a lay-up which would have given thern a
severt point lead, He missed, and Darrell
Griffith returned with a three point play.
That five point turn-around with a few
minutes left in the game gave the Cardinals
the needed momentum to win 59-54.
Louisville is rated like this;

li.'nld'll:h'rrr"tjl'I!:llum!r.-I"l_l'ﬂlrs!!1 . s for 7. A

Incidentally, all of these ratings are con-
sistent with the NBA ratings which have ap-
peared in previous issues. This allows you to
see if Louisville is good enough to beat some
pro teams. To correctly simulate this the eol-
lege teams can play zone defenses and not be
forced to sheot within 24 seconds.

The more teams involved in a single
elimination tournament the smaller any one
team'’s odds of winning. So future NCAA
tournaments will contain a watered down
field of hungry challengers. Maybe this is
unfair to the teams who work hard to
achieve high ratings during the regular
season. But “bigger is better,” so that is how
the tournament will remain. Future con-
tenders would be wise to keep their eyes
peeled for challengers [rom below!

ALL-STAR REPLAY




BASEBAL
STRATEGY

When the Grass was Cardboard

by Tom Shaw

“Necessity is the mother of invention,”
so goes a tried and true adage.

Football Strategy was designed out of
necessity to stay healthy, as expressed in my
earlier feature (All Star Replay Vol 1 No. I).
My days as defensive halfback for an
amateur club were numbered as opponents
seemed to be getting bigger and meaner. The
birth of the board game was a far safer alter-
native.

A similar raison d' etre presaged my
design of companion game, Baseball
Strategy. In retrospect, the first version was
awful. It painted a distorted picture of inside
baseball just to prove a point. Many authors
of historical “fact” are guilty of thissin. They
have to prove a point so they culi only those
statistics that favor their personal biases.

The point [ was out to prove was that
baseball games, like all other sports, are won
and lost in the head, not on the field.

Further, it had always been my opinion
that all this inside baseball jazz was vastly
over rated. Of all team sports, baseball is
basically a one on one game. It is a game of
individuality. It is a game of confrontation
between pitcher and batter.

And during the wait between pitchers,
which can often seem interminable, a lot
goes on inside the head.,

Most professionals are guess hitters. At
least up until a two-strike count! Let's face it,
with that little white sphere coming in at
over 70 mph, you don't have much time to
determine whether or not to swing, and if
you decide to, where to swing.

So you have the batter thinking where he
thinks the pitcher will throw the ball, while
the pitcher is thinking that the batter is
thinking he is going to throw such and such a
pitch so he thinks he'll outthink the batter
and throw this or that pitch instead.

Then you have infielders who all end up
covering the same base; and outfielders
who, when not dozing off, are constantly
throwing to the wrong bases.

THE SPORTS GAME DIGEST

I recall our heavy-thinking pitcher who
often overcompensated in such cir-
cumstances. In one situation, a base hit was
drilled to right field with a runner on first. I
would have expected my pitcher to back up
3rd base. Instead, he positioned himself as
cutoff man anticipating a throw home.

When questioned he replied, “You
know, Tom, Lenny {(our right fielder) never
throws to the right base anyhow.”

Well, it was difficult to refute his logic.
Particularly since Lenny threw to 2nd and
focoled us all.

As a budding young amateur of 37
destined for stardom in the majors, this out-
think syndrome simply drove me nuts. |
opted, instead, for a more rewarding career
at Avalon Hill.
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Actually, the last statement isn't
altogether true. In reality, I felt it optimally
rewarding to carry on both “professions”
simultanecusly. I did, indeed, stretch out my
sandlot career while moonlighting at the
game factory.

And my more than 25 years on the sand-
lots of Baltimore convinced me that manager
Leo Durocher wasn't far from wrong when
he opined, "A big league manager’s decisions
change his team’s standings by no more than
five games a season. My 1st baseman could
probably manage as well.”

Spoken perhaps in a moment of
weakness, it nevertheless reflects the point
that a team’s rise and fall does not depend
too much on the manager's ability.

“Hearsay,” vou say! And you will cite
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the success of Earl Weaver, our dearly be-
loved manager hero of the Baltimore
Orioles! But in Weaver's own words,
quoting from a recent Sports Illustrated
article, "l let the players play.” Weaver's
philosophy has always been not to over-
manage as many feel they must do to justify
the salary. Most of a manager's so-called
strategies are nothing more than doing the
most logical thing demanded at the time, [tis
ironic that Weaver, the most successful
modern day manager, is also the most
criticized by the Baltimore press. They claim
he doesn't bunt enough . . . he doesn't puli
the hit and run . . . and all those other sur-
prise tactics that delight the octogenarians
still championing the Cobbian era of
baseball.

Of course, five games in the standings
can mean the difference between first and
tourth place. But the point is, a team is a
winner because its players do more right
things than wrong things. The term "heads
up baseball' is very apt.

I won't bore you with more examples of
heads down baseball (although it may see
print in a later feature under an assumed
rame), suffice it to say all this preamble sets
the tone for the reason Baseball Strategy was
designed the way it was.

Since that awful initial try, Baseball
Strategy has undergone quite a metamor-
phosis. And at this writing, is in yet another
refinement stage (see the pull out of our new
Defense Chart)!

It has retained the main character of the
original game; that of the pitcher-batter con-
frontation. All we've really done, here, is
elaborate on this theme in a much more
realistic sense.

We also felt the need to bring the game up
to the state of the design art as we know it to-
day. Note I am now referring to “we.” The
other half of "we” is Don Greenwood,
Avalon Hill's Senior Vice President in charge
of product development. He implemented a
system allowing the use of actual major
league players. This now makes Baseball
Strategy the only board game on the market
that appeals to both head-to-head and
statistical replay fanatics. Heretofore, you
had a choice of one or the other.

Our Statis-Pro Major League Baseball
game was a run-away best seller last season
and continues at that pace in this its second
year. But it is strictly a statistical replay
game whose great redeemning feature is that it
is fantastically accurate. It is also a fantastic
solitaire game, thus head-to-head confronta-
tion is held secondary in favor of the real-life
simulation aspect,

Don Greenwood's Player Card change
{see example A) allowed us to utilize major
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league players. A summer a year ago these
cards were adopted in a 12-team Baseball
Strategy test league conducted here at the R
& D offices in our game room. A draft was
held, followed by a 32-garne season. Count-
ing playoffs, close to 400 games were played
under the new player card format. The fact
that a second is now underway using this
same system is testimonial to the success of
the new version.

The new version also has the advantage
of implementation of instant statistics.
Typical commercial stat games only include
stats gleaned from season-ending figures, so
you are constantly playing a game that is
one-year behind.

Example B

[st Base

FIELDING ___

POWER _____
BATTING

KVERAGE

AQaing!
SL 5 H
Apainst
SP ————

X ¥ ¥ ¥ % % ¥ ¥x ¥ »

Major League Baseball, however, does
include a formula allowing you to utilize
current stats but you have to purchase ac-
cessory cards.

The new revised version of Baseball
Strategy is not yet available in stores, When
it is, you will recognize it by the new
unrecognizable bookcase package totally
changed from the previous black and blue
package. It will come complete with Player
Roster Cards (like example A) and two sels
of blanks (like example B) that will allow
you to write in player stats out of local
newspapers for your favorite players and/or
teams.

Actually, these blanks can be ordered
now. And can even be implemented in your
current Baseball Strategy game if you feel
you are capable of figuring out how to ar-
bitrarily assign the power, speed, and
defense ratings of current major leaguers,
The new rules, which can also be ordered
June 1, show you how.

The revised Defense Charts are
reproduced as our FREE PULLOUT
CENTERFOLD in this issue. (A brief sum-
mary of rule changes appears on the reverse
side of the Charts)

A major change in the game allows all
players, regardless of power or lack of it, to
call the Long Ball. The weaker hitters’ long
ball threat is minimal, however, with a rule
that implements a Long Belt die-roll
modifier. That's what the power rating
means. The plus numbers, 1, 2 or 3, are
added to the Long Belt die-roll. Conversely,
a minus power rating indicates the number
that must be subtracted from the Long Belt
die roll.

The Offense Chart underwent no
changes. But the Defense Chart breaks down

Example A
Znd Base

FIELDING -3 |
o
prower 2
BATTING
225
AVERAGE
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inte three sections, allowing texibility in
setting up your defensive character. Subtle
changes, expecially under excellont defense,
allow better chances of scoring a baserunner
from second on a single.

The catcher's throwing ability is brought
to the fore, as a die-rol! modifier of sorts can
reverse a decision rendered on the Base
Stealing Table.

Despite all the minor and sublle changes,
however, we have retained the same head-
to-head feature that has made Baseball
Strategy so very popular since 1961, Don't
be fooled by the fact that there were no
changes to the Offense Chart. The change in
the approach to the power aspect (the Long
Belt) makes the chart even more intimidating
than before.

Now that all plavers have the opportuni-
ty te call all long ball swings, an extra in-
timidation factor is built in. Now, every call
can be a gut-wrencher, Baseball Strategy in
its new form is definitely not for the nail-
biter. If you have an intimidation fetish, the
game is definitely for you.

I'm reminded of how as a sandlotter, [
was able to pool average pitching talent into
a winning record—by intimidation, nat-
arally. For the purpose of illustration, T'l

rate myself tirst-line pitcher. This means [
have no hard fast ball, pitch-A. Several
teams on our schedule (Ellicott City Rams
1948-51) were representative of tough mill
towns in the Baltimore suburban area. |
dreaded playing in places such as Daniels
Mills, Oella and Savage. In one such in-
stance, Daniels Mills, the home team bats
looked suspiciously like wagon tongues.,
Qur opening game marathon loss of 20-18
exhausted our entire pitching staft. I, alone,
was saved far the second slaughter. Know-
g my limitations, | warmed up from a
distance of just a little over 50 feet, moving
the bull pen plate closer so the opposition
wouldn't notice, With 10 less feet to throw,
my average last ball looked great. The op-
position chortled in glee as they were tast-
ball hitters.

In actuality, I never threw the tast ball
for a strike in the game. [ had them waiting
and waiting for the pitch they loved best,
which never came. [ kept ahead ot the hitters
on junk, forcing them ta hit the soft stuff for
the only shutout of my career, and a one-
hitter to boot. That's why I remember it to
this day . It taught me something about the
mental approach to baseball [ had never
really thought much about previously. This

day at Danicls Mills changed my entire ap-
proach to the game.

The subtle beauty of Baseball Strategy is
in the intimidation. QOvercalling certain
pitches, or swings in similar situations, can
set up the important call that turns the game
around.

Actual managerial expertise is somewhat
secondary. Yes-you can call a bunt, or you
can hit and run—and make proper substitu-
tions. You can even bring in the pitcher
designed to get you out of an inning with a
double-play ball, Still, the heart and soul of
Baseball Strategy lies in the matrix system of
head-to-head competition, Thus vou are
really the hitter on offense and the catcher on
defense.

With Stargel at bat and Palmer on the
mound, it boils down to a guessing game be-
tween the twe inreal life. That's also the way
it is in Baseball Strategy.

Blank Player Cards are available from
Avalon Hill for $4.00 per set of 50. Re sure
you ask for Baseball Strategy Xtra Roster
Cards. Also available is the revised edition
of the rules. special price of only $1.00
through August 31, 198G, Ask for the “3rd
Edition Baseball Strategy Rules.”

e ————
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by Jim Trunzo

Boxing as a sport has always been the
epitome of an individual's self-reliance on
his skills and his skills alone in order to gaina
victory, the ultimate one-on-one situation,
This being the case, how then can boxing be
molded into a team sport? My brother and [
pondered that question at various times dur-
ing the maturation process of TITLE BOUT
(especially when we tired of “dream
matches” and tournaments) and what we
finally realized was that TITLE BOUT could
only be organized as a team sport if it were
done in the same fashion as tennis had, in ac-
tuality, been brought into the realm of team
sports. What follows is a set of general
guidelines for setting up a boxing league and
an example of a league already organized.

To begin with, the player or group of
players must decide upon the number of
“teams’ to be in their league. Next, decisions
must be made as to the number of weight
classes to be used and whether or not to use
all fighters i the game, only current
fighters, or only old time fighters (those
deceased or retired) The last two decisions
will depend in some part on how many
teams are going to be created as the number
of boxers in some of the divisions are limited
and as you will see, you need more than one
fighter per weight class to keep things in-
teresting.

We recommend using all fighters and
moving all junior weight classes up a half
step. Junior middles become middleweights,
junior welters become welterweights, and
junior lights become lightweights.
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Once you have made the initial deci-
sions, throw all the fighters together into a
pooland using any one of a number of possi-
ble systems begin to draft your teams, You
may run your draft in any way you see fit as
long as the final result ends up in full rosters.
Exactly what a full roster will be wilt depend
on prior decisions (i.e., how many teams?)
and information yvet to come

Organizing the league is the next step and
obviously, a very important one. A schedule
is relatively easy te arrive at and can range
from a single home/away series involving all
teams to a more complicated arrangement
invoiving divisional set-ups, off days, elc.
We favor a weekly schedule as opposed to a
daily schedule. Fighters can't fight every 4
days, realistically! What isn't as easy ta ar-
rive at is a deciston as to how many bouts
constitute a match or “game.” The time fac-
tor must come into play here, With the
average bout (without using strategy) run-
ning about a half an hour, 2 matck consisting
of 8 bouts could be quite time consuming.
There are several ways to handle this: if your
league is made up of only 1 or 2 weight
classes there is no problem. One fighter from
each weight class is matched against an op-
ponent from the same weight class. If,
however, each team consists of the 5 major
weight classes, then you may want to work it
like this: the first day of the series pits
fighters from 3 of the weight classes against
each other and the second day finds the re-
mainder of the weight classes in action, All
matches under this system are two day
series. There are other ways, probably bet-

ter, to handle this, but in any case it is a
problem that must be dealt with,

A system [or scoring the match is also a
must. The following point system is recom-
mended for use: A unanimous decision or a
knockout victory earns the team 3 points; a
split derision garners 2 points for the winner;
a draw earns 1 point for both fighter's teams.
Whatever system you settle on, avoid giving
a scoring advantage to one particular style
over another. For example, don't award
bonus points for a knockout as this
discriminates against the boxers in the game,
Let's face it—a win's a win. You may want to
set up a much more elabarate system of scor-
ing. You could use the basic system abave
but take it a step further by awarding a
point for each round won by a fighter. This
necessitates some involved mechanics,
however, when you are using a point system
to score each bout (rounds won must be
divided by 3, for example, since 3 people are
scoring the fight, etc.}. In a fight that doesn't
go the distance, incidentally, all rounds
following the knockout go to the victor.

After setting up the basic format of your
league, your next area of concern deals with
the management of your stable of fighters.
View your stable as something akin to a
pitching rotation, A fighter can only start so
often {and there are no relief pitchers!).

Following the text of this article, a table
can be found for use as a guideline to needed
rest between bouls. Ancther important
aspect of managing your stable of fighters
concerns matchups, We feel that matching
up opponents can he handled in one of two
ways. Matchups can be determined by ran-
dom choice. This system is fair; however, it
takes away any opportunity for vou, as
manager, to maneuver and strategically use
your fighters to gain maximum advantage
and points out of your total team of fighters.
What we fee] is a better system is for the
visiting boxing team to list which fighters are
going to participate in'the upcoming series.
Then the home boxing feam names which of
kis Lighters will go against those named. No
substitutions can be made under any cir-
cumstances following the naming of the
visiting fighters nor can any be made by the
home team following their selections. Using
a system like this provides several exciting
elements that are missing otherwise. First,
the home team receives a “home team’ ad-
vantage that is true to all other team sports.
Second, it places a demand for thought and
strategy on the back of the teamm manager.
Not only must he know the opponent for
this weeks match, but he must have the
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foresight to look down the road at what is
coming up. To illustrate the point, let's say
that this week's opponent is weak in his mid-
dleweight division but next week's opponent
has a solid crew of middleweight fighters.
You, as manager of the tearn, may want to
save your best middleweight for the upcom-
ing bout if you feel that your other mid-
dleweights can bring home wins against this
week’s opponents. On the other hand, vou
might want to risk putting your best against
this week’s worst and gamble on a quick
knockout that would allow your best to
fight again the following week! You can see
the possibilities.

How many Fighters should a stable be
made up of? There really isn't an answer to
this question because of the various possibie
makeups of the league. However, several
factors should be considered. If you use all
the fighters but only have a few teams, then
each team will be loaded with top fighters,
which may or may not be to your taste, The
converse is also true, If you limit too severe-
Iv the number of hghters in the pool and
have a great number of teams then you may.
talent-wise, spread yourself too thin, We feel
that a team should consist of 5 divisions per
team with 4 fighters per division for a total of
20 fighters on the roster, To make things in-
teresting, some type of regulating should be
done based on the number of teams limiting
the number of quality fighters in the original
pool. For example, you might include so
many 12'sand 11's, a greater number of 10°s,
all the 9%s and 8's, so many 7's, etc, Again,
the possibilities are so varied and they de-
pend se much upon your individual tastes
that what is mentioned in this article are
merely suggestions for you to build upon.

Here 1s one possible scenario for a league set-
up:

The United Boxing League

Teams: 8 (divided intc two 4 team divisions)
Roster size: 20 fighters per team—5 in each
af the major divisions

Initial player pool: 200 fighters

Draft: Initial draft selection arder decided by
lot; subsequent drafts bv order of team
standings in inverse order

Schedule: 16 weekly games. Each team plays
the other 3 teams in their own division two
home and away series equaling 12 games and
play each of the other 4 teams once each, two
of the four games to be at home and two of
the four games to be away.

Scoring: All fights will be scored on a 10
point must system. All rounds left following
a bout that ends inside the distance are
awarded to the victor by a score of 10 to 9.
Each ftighter will have the points awarded by
both judges and the referee totaled and
divided by 30. The result will then be taken
times the opponent’s boxer rating and this
result will again be divided by 10 to arrive at
a final quality point score, The quality point
score will be further modified by the official
result of the bout in the following manner: 2
points added on for a unanimous victory or
a stoppage; 1 point added on for a split deci-
sion victory; O points for a fight ending in a
draw: Example of scoring: Boxer A receives
the following scores—J1 96; ]2 96; R 97. His
total is 289, Divide this by 30 and the result is
a 9.6. This number is multiplied by his op-
porents boxer rating which was an 8.
Result—76.8. Divide this by 10 for a final
quality point score of 7.7 for Boxer A

Boxer B received the following scores: |1
93;]291; R 95. His total is 279 Divide this by
30 and you will arrive at 9.3 times the boxer
rating of Boxer A which wasa 9. Result 83.7
Divide this by 10 for a final quality point
score of 8.4,

TITLE BOUT QUESTIONS AND ANSWERS

Q. Automatic TKO and TKO Condition
Chart: which fighter’s TKQ Rating do you
use; the fighter who scored all the points
or the fighter who might get the TKO?

A. Use the TKO Rating of the fighter who
is being hit, as he is the one who is suscep-
tible to a TKO.

Q. Should the Excessive Rabbit Punch be
a ''Check Result Table'*?

A. Yes.

Q. |f afighter's HP Rating goes down one
if he is a boxer, does a fighter's CF go
down one if he is a slugger?

A. Ne.

Q. The ruies state that Coverup can be
used as a strategy at any time in a round. If
a card that has the possibility of a
knockdown appears, can the Coverup be
plaved immediately to eliminate that
possibility, or should Coverup be used
only after a punch has been resolved {or
Action) and not in the middle of Action
resclution?

A. Coverup can be used only after a
punch has been resalved for any subse-
guent action due to that punchl,

Q. Welterweight Miguel Barreto has the
following ratings: KDR 1:7, KDR 2: +4;
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Next add in the modifier arrived at from
the official result. The bout ended in a
unanimous victory for Boxer A, earning him
2 points.

Fighter A: 7.7gqp + 2 = 9.7
Fighter B: 84gp + 0 = 84

Bouts: All bouts wil] be 10 rounds in length.,

This article just touches on the
possibilities and attempts to highlight some
of the things that must be taken into con-
sideraticn. Many of the frills haven't even
been mentioned like electing an all-pro team,
selecting an MVB (Most Valuable Boxer),
etc. Also, part of the fun is arriving at team
names and selecting a home arena for your
bouts. You car even devise attendance
charts, set up a yearly draft for new fighters,
make trades, and more. We would like to see
a more comprehensive article or ideas done
concerning team boxing, so please feel free
to let us know your ideas. Suggested
schedule tor rest between bouts:

Fighter fights 3 rounds or less and is the vic-
tor: he may fight the next week.

Fighter fights 4, 5, or 6 rounds and is the vic-
tor: fie may fight the week after next.
Fighter tights more than 6 roeunds and is the
victor: he may fight 3 weeks later.

Fighter loses in any round by a knockout or
tko: he may fight 4 weeks later

Fighter loses by a decision: he may fight 3
weeks later,

Effect of injuries on rest between bouts:
Broken hand ar nose or jaw: out for 8 weeks.
Gash over eve: ouf for 5 weeks

Butt cut: out for 5 weeks

Mouth badlv torn: cut for 5 weeks

Any other injury: out for 4 weeks,

total 11. If a second knockdown attempt
is made what table is used? Alsg, in
general what is the procedure if KDR 1 +
KDR 2 is greater than 10 due to optional
rules?

A. Any time the KDR T + KDR 2 is
greater than 70, use 10 on the chart.

a. Vonzell Johnson {a light
heavyweight} is missing his Cut Rating.
What is it?

A. Vonzell Johnson's Cut Rating should
be CO/CH/ 5/2.

Q. The example in the rules for using up
Endurance shows Endurance up at the
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TITLE BOUT Questions, Cont.

end of Round 9, but the reduction starts in
Aound B.

A. This was a typographical error.
Reduction should start with Round 10.
Q. Killer Instinct clarifications:

a} Are cards used to resolve Killer In-
stinct in your hand used 1o resolve all ac-
tions {i.e., do the cards used for scoring
punches, cut attempts, etc., come from
the Killer Instinct cards and not the unused
deck?)?

A. Yes, the Kilfer instinct cards are used
to determine ali action that occurs during
that time.

b} # notenough cards exist for draw-
ing all Killer Instinct cards you are entitled
to, do you use just what is there?

A. Yes, use only the cards which are left

in the round. There is no carryover.

Q. It would be nice to put down a list of
weight classes for people who do not
remember if flyweights are lower than
bantamweights, for example.

A. Heavyweight, Light-Heavyweight,
Middleweight, Junior Middieweight,
Welterweight, Junior Welterweight,
Lightweight, Junior Lightweight,
Featherweight, Bantamweight,
Flyweight.

@. One card has Cut—8, but no fighter
has that possibility. Please explain.

A. There is also a card that has Cut— 3
and Cut—10. These are included for
percentage reasons and for possible fater
use in case a fighter comes along who has
tnore ability than Al (the best to date) at
cutting his opponent.

Q. Will there be cards for Too Tall Jones
and Lyle Alzado?

A. Too Tall Jones may someday be rated

but not untif he becomes a bona fide con-
tender or at least a respectable fighter.
Since Alzado returned to football there
wilf not be a card for him.

Q. Are points received for cuts added ta
the point total?

A. Yes.

Q. When there are enough points built up
for a TKQ, does it take place immediately
or at the end of the current round?

A. At the end of the rountd.

Q. Be ''Adjusting the KDR According to
Opponent's HP™": |f both fighters have
equal HP's does this rule affect them both,
or is it not used in this instance?

A. fr affects both—they could each have
weak defense but a devastating punch.

Q. As a fighter loses endurance, his PL
and HP are raduced. As his HP is reduced,
should KDR 1 of the other fighter be
reduced accordingly?

A. Yes.

If Youve “NOT YET BEGUN
TO FIGHT . . .

“Title Bout” was not a surprise
Christmas present, 'd been bugging my
wife for two months to buy it for me. [ was
surprised at how accurate and playable it is
And contagious! Scon [ was playing it
every night. Monday Night Fights had
become Monday-Saturday Night Fights
“Title Bout” was even interfering with the
ultimate “Paydirt” solitaire system, which
was only a few weeks from perfection!

As I played “Title Bout” certain ideas
kept popping into my head. ldeas like
what would have happened if Frazer and
All had actually gotten into a fist-fight dur-
ing their confrontation in a Philadelphia
park before Super Fight 17 Or how would
Rocky Marciano have done as an amateur
in the Olympics?

This article is concerned with options to
be used in “Title Bout”, [t is a great game as
is, but these options should make it even
better.
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by Ken Close

Say, it u second! Who you cailin: borelegged? Putup
ver dukes, you imperdnent seowdrel!

Mini-Game Strategy

About seven bouts into my first Mini-
Game tournament (see ASR Vol, 11, No. 3)
Muhammad Ali was falling dangerously
behind Max Schmeling. Ali was behind 7
rounds to 3, in a fifteen round match. Hop-
ing for an Ali-Marciano final, | searched for
a strategy that could help Ali pull his bout
from the jaws of defeat. After about ten
minutes of rereading rules and charts it sud-
denly dawned on me that the mini-game
has no strategy. You roll the dice and
record the action. It's like watching a Hght
on T.V

After Ali (and Marciano!} lost 1
developed three optional strategies for the
mini-game. The aggressive chart adds Lo the
probability of rolling “power” or "A”, but
also increases the odds of getting “dice” or
“B"_ It should be used to gamble when you
fall behind, The defensive strategy reduces
the variance and allows a boxer who is
ahead to play it safe. The going for a K.O.
strategy should be used only in desperation,
Below are the three optional sirategies (with
the standard) and the odds of rolling one of
the six results:

ALL-STAR REPLAY




STRATEGIES

Results / Standard  Aggressive Defensive  Going for K.O,
POWER — 306 .308 .083 390
DICE — 110 194 083 L)

A - 083 278 111 028

B £ 083 .111 111 166

DEF — 250 A055 278 .055
5TD = 168 055 334 028
efficiency = 42 +18 + .05 +1

Befare every round each fighter an-
nounces which strategy he will use. Then
rall the dice and use the below chart to ob-

tain results:

Die
# Standard Aggressive Defensive Going for K.O. “A” “B”
2 Power Power Power Col “A" NC NC
3 Dice Np Change Diice Dice R ==
4 Col A" Dice No Change Col "B” +& —5
5 Detense Dice Col A"  Power i =3
6 Power Col “A”  Defense Dice 0. =1
7 No Change Power No Change Power NC NC
B Defense Cal A" Defense Dice b, —5
9 Power Col "B (Caf 1 Power T
10 Col "B Fower No Change Col "G” +a —8
11 e Defense Power Defense +8 —8
12 Power Power Dice No Change NC NC
Gt +1.8 +.05 +1

Using optional strategies will add a new
dimension to the mini-game, but for most
good boxers the standard strategy will
work best {on the average),

Optional Rules

Most games offer optional tules to in-
crease realism at the cost of playability. In
“Title Bout” there are only six optional
rules, and none of them slows down the
play.

The use of strategy cards should not
have been eoptional, Without this rule you
would have no control over the action,
other than declaring if a fighter will fight as
a boxer or a slugger. Always use this rulel

Adjuster the KDR according to op-
ponents’ HP is another essential rule. Essen-
tial, that is, if you want to give the sluggers
a chance to win. Fighters like Max Baer and
George Foreman had trouble against clever
boxers, but could end a match with one
punch if given the chance. This rule ac-
curately reflects that power.

The fighting a boxer out of his normal
division rule is a good generalization, The
ring movement rule allows baxers to take
advantage of trapping opponents on the
ropes. The reduced hitting effectiveness rule
accurately rewards fighters with good
stamina. The optional scoring rule in-
troduces ring movement, clinching and

biased judging.

Owerall, | recommend the use of all op-
tional rules. The realism they add is signifi-
cant while the actual play of the game is
unaltered

Ring Movement

The optional rule for ring movement
should be used. Some fighters have trouble
on the ropes or in carners, This deficiency
should have some bearing on the outcome
of the fight

While ring movement 1s needed the ran-
dom nature of this rule is inaccurate, Some
fighters are skilled at ring movement, others
are not. This is evident in the Ring Move-
ment rating each tighter has.

My alternative to ring movement takes
a boxers’ skill into account. [ first determine
who is in control, then check the RIN, If it
falls within the boxers’ ring movement
range | credit him with movement (optional
scoring) and check the next card to see
where the fighters end up. If they move to
the ropes or corners the fighter who was in
control gets the opponents’ in corner/on
ropes rating added to his C.F. He keeps this
advantage untl he moves back to ring
center, or until his opponent initiates ring
movement,

Solitaire Strategy

“Title Boul” is an outstanding solitaire
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game. There is only one problem with
solitaire play, how to use the strategy cards.

I tried random selection and found the
results too unrealistic. Solitaire formulas
couldn’t generalize well enough to avoid
making a separate strategy for each boxer
Finally, | settled for an “Act-React” System.

During the first round bath boxers are
prehibited from using strategy. It is assumed
that they are warming up and testing each
ather. From round two on the winner of the
previcus round selects a strategy {or no
strategy) first, followed by a selection from
the loser. This gives the loser of the round =
definite advantage, being able to react to the
winners” strategy. It will help keep the
matches close.

Since you control bath boxers you must
decide on winning strategies for each of
them, Care must be taken to avoid using a
strategy that will make a boxer vulnerable to
a counterattck. For example, if a round win-
ner selects a "tighting inside” strategy and his
opponent reacts with “going for the Knock-
out” the round winner adds +5 to his
defense and +2 to his KDR 1.

Normally a round winner is better off
selecting “no strategy” or “fighting outside”
(offensively or defensively), The exception
1s when a boxer wins a round big, and has a
chance for a T.K.O, Then he can force the
issue by “going for the knockout”. The
pressure is then placed on the second hoxer
to gamble and fight back, or run. Either
way, you can manage the strategies for both
fighters in the logical, realistic fashion.

Endurance Option

Fighters like James Jeffries, Rock Mar-
ciano and Joe Frazer were hit aften during
their matches; It was their style to get hit in
return for the chance to strike back, harder.
The game rules for using endurance penalize
these Fighters unjustly.

In real boxing, endurance is used up more
by punching than getting punched. The ex-
ception to this is when a boxer directs his at-
tack on his opponents’ body. The following
optional rules reflect this:

Subtract from endurance after each round:

1 point for each punch missed

1 point each for the first 5 points scored
by opponent

15 point for each additional point scored
by epponent

So if you missed 4 punches and your op-
ponent scored 19 points you would then sub-
tract (4 + 5 -7 =) 16 point from your en-
durance. The T.K.O. chances are stiil
calculated like normal.
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I you designate that you are attacking
the body at the beginning of a round. you
calculate your opponent’s endurance used
according 1o the original rules. A tighter
using this optinn must ignore KD and cut at-
ternpts during that roond

A fighter must also expend additional en-
durance points for using the Following
strategies:

Going for knockout 6 points
Fighting Inside 5 points
Fighting Chutside Off — 4 points
Fighting Qutside Def — 3 points
No Strategy and Cover Up — 0 points

If vou lack sufficient endurance points
you cannot use a strategy. This forces
fighters to pace themselves if they plan to use
strategy in the latter rounds.

Amateur Boxing

Amateur boxing contains a high leve] of
intensity which is often missing in pro-
fights. This is because the action is restricted
to three rounds, instead of being spread aver

fifteen,
To stage amateur matches in ""Title Bout”

follow these rules:
1. A match is three rounds.
2. Endurance is equal to the factor tines .3

3. Use one strategy per match,

4. Judging is on a round basis

@ 1 point is ginen for aggressiveness,

k. 3 points are given for a krockdown

¢, 1pointis given for each punch landed

d. 1 point is giver to each fighter who
moves more often than he clinches.

5. A boxer whe kegins a round without en-
durance adds +4 to his Defense, —2 fo
fis Punches Landed, and — 1 from his HP.
While vou base your judging on the

number of punches landed, you still keep

track of their value (3 pt., 2 pt.) for en-
durance and T.K Q. calculations. The same

15 true of knockdowns, award 3 pts, each but

determine the actual points scored for en-

durance and T.K.Q 's. The reason amateur
bouts are scored this way is because judges
are more concerned with the frequency of
punches, not their power

Amateur Tournaments are a good way

to have a large number of hoxers fight in a

shart pericd of time. With over 400 boxer

cards in this game, this may be the only way
same of them will see action!

Blood in the Sand

Bare-knuckle fighting was replaced by
gloved boxing in the 1890s. But if you
wonder how Foreman or Prazer would do

without gloves, use the following rules:

HP — add [ to this rating
KDR1 — add 1
CO/CH — add 2 to cach rating

Punches Landed — add +3
FOULRATINGS — all fighters use C

To further add to the flavor I suggest you
fight 30 round matches. A round ends when
a fighter is knocked down (he loses the
round). A fighter can voluntarily fall down
any time he is hit, unless a “3" results and
killer instinct is used. Most fighters will
volantarily Fall to avoid exceeding 20 points,
or to avoid a T.K.O. If the fight goes the
distance, whoever won the most rounds
wins.

My experience has shown that the best
bare-knuckle fighters are the ones with high
H.P.'s and low KDR/KOR's. Bul some ex-
cellent boxers can do well if they can main-
tain control and quickly build up points

If this style of fighting is too tame, I sug-
gest you consider Ancient Roman Boxing
They wore cestus instead of gioves, and an
entire boxing career sometimes lasted only
one fight!

Well, there you have my thoughts on
“Title Bout”. It's a great game as is, but [
can't resist making changes. Now, back to
that "Taydirt” solitaire system,

Bl rommrn fhane L o el maribeial cancirriig TITLE
ECHLIT ity ks lmsasw o b romia st F b fri iy drafos cohaar ! ondf
prutat picrtabier iinrties. Fortunietely | St gommt e Haring in-
b TITLE SO it abiersat he sarttie vate. wi toe're hoping
v e foili witice theclsmge, The followiieg iriicle gives
scmie oo (e for inbrodudig the sthafiegy il far
TITLE BOUT fnfor gespis slitabes prlay

by Kirk C. Johnson

I am enclosing for possible publication a
chart for use with the AH Title Bout boxing
game that incorporates the strategy cards in-
to solitaire play of the game.

To use the chart two dice of different
sizes or colors must be used. Before each
round the dice are tolled once for each
fighter and cross-referenced to the chart. If
the fighter is in one of the situations de-
scribed under that dice roll he will use the
strategy dictated, For the most part, the
chart is self-explanatory.

On the reverse is a special Cover-Up
Strategy Chart for use when certain condi-
tions arise. It, too, is (I hope) self-
explanatory.

I hope you will find this material suitable
to pass along to your readers.
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TITLE BOUT STRATEGY FOR
SOLITAIRE PLAY

Dice:
11-1é
21-24

Situation and Strategy
—No Strategy

—First three rounds and HP of 7 or
more— Knockout

—Last three rounds, leading the
fight and Opponent’s HP is 8 or
more—Fighting Qutside Defen-
sively

—Last three rounds and los-
ing—Knockout

—First three rounds and under-
dog—Fighting Inside

—Last three rounds, fight is even
and Opponent's HP is' 5 or
more—Fighting  Qutside Offen-
stvely

32 —Last three
ing —Knockout
~—First four rounds and  under-
dog—Fighting Inside

25-32

rounds  and los-

34-36  —Within 10 of using up Endurance
and losing —Knockout

—First three rounds, lunderdog

and QOpponents HP is 8 or
more—Fighting Oulside Offen-

sively

41-43  —Within 10 of using up Endurance
and losing—Knockout
—First four rounds, underdog and
Opponent’'s HP, is 9 or
more—Fighting  Outside  Defen-
sively

44-52  —Within 10 of using up En-
durance—Knrockout

53-55 | —Last two rounds and Ffight is
even—Fighting Inside
—Last three rounds, leading and
Opponent’'s HP is 6 or
more-——Fighting Cutside  Defen-
stoely

s6-64 | —last four rounds and los-
ing—Fighting Inside
—Last twoe rounds and
leading—Fighting Outside Defen-
sively



o €T

&5 —First four rounds and under-
dog—Fighting Inside
—Last two rounds and
leading — Fighting Qutside Defer-
sively

66 —First four rounds and under-
dog—Fighting Inside

NOTES

“Fven”—Fighters are tied or have a dif-
ference of one round EXCEPT after the next-

to-last round when baxers must be tied to be
considered even

“Leading and “Losing” — When fight is not
even, one boxer must be leading and the
other losing

“Underdog”— Boxer rating next to fighter's
name is less than opponent’s boxer rating,
If bisxer's situation is not shown in the results
or if he has used up all of his allotment of the
strategy shown for his situation the “No
Strategy” card is used.

COVER UP STRATEGY

TKO & CONDITION CHART
Resuly of G Dice Roll

Eﬂﬁu_]l af F Bice Roll;

11-23
24-64
L35
41-66

Cover Up for entire rownd
Check Title Bout Stratigy Chart
Cover Uy for entine rommd
Gherk Title Bowt Strategy (Chart

HP RATING ANDKDRE 1 RATING CHART
Add Highter's KDR | rating to his opponent's HP rating to get factor,

KODR 1 + HP = Result

12 11-16 Cover Up 21-66 Na Change
13 11-22 Cover Up 23-66 No Change
14 11-25 Cover Up 26-66 No Changs
15 17-33 Cowver Up J4-66 Mo Change
16 1142 Cover Lip 4366 No. Change
17 or moe 11=52 Cover Up 53-60 No Change

Y - f 4 :

PRENLFL AR EFRF NN o Y L

g
-

x T ™ n
S SCORED DURING ROUND

It Eighter bas been knocked down and bis Opponen) is going for the

RN P VAT R AND Pmlmtr.

FihTy

Knockdown and has not used his Auwtomatic Knockdown attempt

11-56 Cover Up

61-66 No Change

IF Oppanent has scored 12 or mprepointswith 20or more ackion cards

remaining to be plaved
11-15 Cover Up

16 -66 No Change

NOTE: Cover Up dice roll may only be used ance ineach section. This
atlews a maximum of three chances for a Cover Up

RATING SYSTEM

Einbdkon!
TKO

£ <+ Losers Beecer Ratng—Winnor's Boxer Rating
7 + Loser's Boxer Rating —Winner's Boxer Ratlhg

Unanimons WINNER; 6 4 Losed's Bover Eatlng —Winner's Boxer Rating

Decision

Split

Decisdion

LOSER: Winner's Boxer Rating—Loser's Boxer Rating—1

WINNER: 5+ Laser's Boxer Rating—Winner's Bover Rating
LOSER: Winner's Boxer Rating—Loger’s Boxer Rating

A Fighter cannol score less than 0 raling points in any fight.
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I have been asked by our Parts Department
toinferm you that we have a whole pile of stuff
that has been discontinued but is still for sale.
In particular they suggest the ald 3M SPEED
CIRCUIT, at just $25 00; the original Model T
version of TITLE BOUT (known in thern days as
TRUCO BOXING) for a tooth-lacsening $5.00;
THINKING MAN'S FOOTBALL at a mind-
boggling $30.00 {try to get an NFL franchise
for even double that price!): and 3M BIG
LEAGUE BASEBALL at only $24.99 (Finley
Special}). Be sure to add 10 % far postage. And
remember —we have lots of other old classics
lying around here, as well as parts for many of
those oid games you haven't been able to get
rd of. Although our Discontinued Parts List has
itself been discantinued, we have a Revised
Discontinued Parts List available, with literally
almost dozens of these goadies, with illustra-
tions, Write taday to our Parts Cept., care of
Christy Shaw. Please enclose 50¢,

Printed befow fs a Iast-ninute postscript to the letter
by Dr Nicely in the Peanut Gallery section

{1) The draw plays and screen passes of
Team Set II {and all Paydirt charts since
19%8) are not as narrow in scope as the
name tags imply. Included in the draw, for
are many dalay nlaye and tran
Plays up g middle;, Ineluded 1n the sorean
are passes in the {lat and flare passes to the
backs This design procedurs is necessitatad
by the fact that not all plays fall exactly into
one of the rine atendard categorlies appean-
ing on the offansive team charts. Thus, the
figad Lo restrict the frdguenay of thase (sup-
posedly rarely-used) plays no longer exiata,
{&) The &-yard dedustion on 4th down
plays. two-point ccnversions, and (in
Paydirs) 3rd down plays by the visiting team
1s notintended to reflect any true *extra dif-
ficulty" involved. In the first two cases
(those in Bowlbound), 1t is intended to pro-
duce a simulation of the hesitation or relue-
tance that coaches, in realty, feel toward
trying such plays. The last case is an admit-
tedly srtificial method of mimulating &
home-team advantage: Inoldentally,
bDlaytesting has shown that use of the 2-yard
deduction on two-point conversion attempks
results inm a success frequency which is
much cloger to reality (reality being about
20%) than would otherwise result

(3) Although the incompletion rule of
Paydirt (stating that passes whese yardage
would reach or sxceed the sand line are
eountad as iIneompletions) is not included in
Bowlbound, many players (eepecially thoss
who like defensive games) prefer to usait in
Bowlbound aswell, The rationale of the cur-
rent veralon of this rule 12 NOT that the pass
1s thrown oul of the end zone, but that the
RECEIVER 18 OVERTHROWN; ha could, of
pourss, evan be in the baokfigld whan this
happens. The current ruls allows this o
happen on ANY pass play. but the probabili-
ty of it happening increases with the general
length of the play, as one would expect

examnle

TR Nicely
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Rating Pitchers in MLB:

An Alternative in Depth

by David C. LeSueur

Introduction

The Statis-Pro baseball ratings are
designed so that over the course of a full
season, one-half of the results are read from
the batter card, and one-half of the results
are read from the pitcher card. Based on this
fact, batters can be rated to produce exactly
the right numbker of singles doubles, triples,
home runs, walks and strikeouts. By con-
trast, pitchers are rated based on hits per in-
ning, strikeouts per inning, and walks per in-
ning. [ have always felt like this was an ap-
proximation that wasn't very accurate in
SOme Cases,

As an example, suppose Pitcher A has a
PB rating of 2-7, has 1.0 strikeouts perinning
and ,20walks per inning. Pitcher B alsohasa
PB rating of 2-7, and also has 1.0 strikeouts
per inning, but allows .60 walks per inning,
Under the Statis-Pro rating system. both
pitchers will have 18 strikeouts on their
cards. Pitcher A will have only 2 walks on
his card, however, and Pitcher B will have 10
walks on his. But in actual play, Pitcher A
will have many fewer strikeouts per inning
than Pitcher B, because 8 results are walks
on Pitcher B, but outs on Pitcher A.

1 did some work trying to solve this prob-
lem and have come up with a system which, 1
believe, rates pitchers exactly for hits allowed,
strikeouts, walks, balls, wild pitches and
homeruns allowed.

Examples:

Below, I have shown how to rate Ron
Guidry and Nolan Ryan for the 1978
baseball season, First, here are their
statistics:

I H S0 BB WP BK PF HR
Ryan 235 183 260 141 13 2 4 12
Guidry 274 187 248 71 7 1 2 13

Ryan had a PB rating of 2-6; Guidry was 2-9.
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STEP ONE: In 1978, the average American
League batter card had 20 hits, 5 strikeouts,
3 walks and 2.5 homeruns (the homeruns
were included in the 20 hits).

STEP TWO: Based on the PB ratings of
Ryan and Guidry, the following numbers
should be subtracted from the pitcher results
we calculate later on:

Hits 50 BB
Ryan 27 3 5.8 4.1
Cuidry 3¢ 1.0 &

(see “Difference” chart)

STEP THREE: Calculate TOT for Ryan and
Guidry:
Ryan—TQOT =2 B xIP+Hits+BB+2 5 (WP +BK+PB)

TOT=2 84235 +183+2 5 x113+2+4}
TOT=1029 5

Guidry—TOT = 1050 2
STEP FOUR: Calculate the constant factor:

1009 &
Ryan —Factor = ¥ = 6482

Guidry —Factor = A}%LZ,

STEP FIVE: Calculate hits, ete. for each
pitcher:

=13.82

Ryan
His 28 —273=0

so £ - ss-a
B 2 - a1
wp 23513 =5
B 252 -1
pp Ligpd =1

His kR -39=10
BB iy - 6= 5

Bk gt =0
L% -0

STEP SIX: Home run adjustment is
calculated as follows:

Ryaﬂj‘bﬁ? ® 111-15 = 1

Guidry ToEg™ X 393—25 = +2

SUMMARY: The pitcher cards for Ryan and
Guidry are shown below for my system and
the Statis-Pro system:

Nolan Ryan
My System Statis-Pro
1Bf: — K: 12-48 1Bf: 11 K: 25-52
1B7: — W: s1-72  1B7: 12-14 W: 53-65
1B8: — FB: 73 1BB: 15-17 FB: 66
1By — WP: 74786 1B9: 1822 WP 67-73
BK: 11 QUT: 81-88  BK: 23-24 OQUT: 74-88
Ron Guidry
My System Statis-Pro
1Bf: 11 K: 23-43 1Bf: 11 K: 21-3s
1B7: 12-14 W: 4448 1B7: 12-13  W: 37-38
1B8: 15-17 PB: — 188: 1415 PB: —
1B9: 18-22 WFP: 51 1B%: 16-17 WP: 41
BK: — OUT: 52-88 BK: 18 OQUT: 42-88

Nolan Ryan is an extreme example of the
difference in my rating system and Statis-
Pro's. Guidry's card is more typical of the
changes. Ryan is unusual because he has a
relatively high E.R.A. considering how tew
hitshe allows. I think the Statis-Pro card will
cause Ryan to yield an unrealistically high
number of hits. [ would be interested to hear
from anyone who has experience in season
replays.

Difference Chart

No of Hits, Strikeouts, or Walks.

PB Rating on Avg. Batter Card
e e D I 151 N e
29 FI) T £ 1R TEAL Al ke
28 4 7 11 15 19 21 26
2-7 70 U || 400 8 )] || Sn e (2o
-6 14 27 41 55 68 B2 95
25 2070 SN B 10i8 135 1612 188
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PB Rating 8 1 W 12 i3 4
29 e LA 2 N S I o e S o )
2-8 A0 338 57 4] de5daB 52
-7 SRt GrE A G RIS
2-6 10,2 12.3 136 150 164 177 19.1

25 2150 24,2 26,9 29,6 323 35,0 377

FB Rating o5 7SS [ i 7 7, R 7\

2-9 R S P A
2-8 36 &0 63 67 F1 74 78
2-7 LO)ZREI AN 252 2 O3 N LA 5.0
2-6 205 218 232 246 259 273 286

2-5 40.4 430 457 484 511 53.8 36.5

FPB Rating 27 I R N ) B

2:9 rhar. ELEV e B N TRRY B S
2-B 8,2 86 9.0 924 98 102 106
2-7 15,7 165 173 181 189 19.7 20.5
-6 300 1.4 328 342 356 370 384

25 59.2 61,9 6406673 1 70i0" 72170 7514

1 have long telt that the Statis-Pro for-
mulae for the pitcher cards gave too few
strikeouts, walks and singles to the good
pitchers, and too many to the poor pitchers.
501 have developed a rating system for the
pitcher cards which [ believe is very ac-
curate, and [ always changed the pitcher
cards based on my calculations. [ think the
batter cards are accurate

I this article ] am presenting an explana-
tion of my rating system—the steps to pro-
duce a pitcher’s card and the theory behind
it. I think it is much more accurate than the
rating system now used, and the pitcher
cards that result are very different,

Theory Behind
Pitcher Card Ratings

Once a pitcher's PB rating is determined
based on his ER.A., you must determine
how many singles, strikeouts, walks, etc., to
place on his card. This calculation must take
into account the pitcher’s PB rating, because
the PB determines how often the result wall
come from the pitcher card.

If we ignore the PB results of Z, CD and
BD, the probability of the result being read
from the pitcher card is:

PB Rating Probability
2-9 837
2-8 729
2-7 583
2-6 423
2-5 271

Now, during the course of a season, the
pitcher will have the following results (some
from his card, some from the batter cards):
Hits
Walks
Hit by pitch

Wild Pitch
Balk

Passed Ball

Strikeout
Other outs BEP
fother than strikeout

strikeout) BBE
Let TOT = total number of results read aff GO
pitcher and batter cards during the season o
fora pitcher i
then TOT = Hits off pitcher + walks 508
allowed + hit batters + strikecuts + ot

it ba strikeouts + other OUTP
ouls
+ 2.5 X {wild pitches + passed balls + OUTE
balks)

HBP

You must multiply WP, PB and BK results
by 2.5 because only 40% of the time that

: . wr
those numbers come up on the pitcher card
does the next card say “YES" under BK
“PITCH.”

Then, let B
HP = no. of hits on the pitcher card
HE = no. of hits on the avg. batter

card

Then, during a season, we have the follow-
ing relationships:
Total Results
for Pitcher

Results from
Pitcher Card

P
o x TOT x P
BBP
Walks allowed 64
S0P
Strikeouts 64
QLT
Other Outs £

Hits ailowed

®x TOT x P
*TOT <P
® TOT <P
Hit by pitch —

WP'x .3
Wild Pitch 4

X TOT X P

BK = .4
Balk a4

PB % 4
Passed Ball 64

¥ TOT <P

X TOT X P

no. of walks on the pitcher
card

no. of walks on the avg, batter
card

no. of strikouts on the pitcher
card

no. of strikeouts on the avg.
batter card

no, of other outs on the
pitcher card

no. of other outs on the avg.
batter card

no. of HBP results on avg,
batter card

no. of wild pitch results on
pitcher card

no. of balk results on pitcher
card

no. of passed balls on pitcher
card

= probability of result being on

pitcher card

Results from
Ave. Batter Card

i
64
BBB
o X TOT x 1P}
SOB
64
OLUTH

X TOT X (1-P)

X TOT 2 (1P

*». TOT x {1-P)

HEP

= TOT * {1-P)

As an example, let’s calculate the number of hits on the pitcher card (HP):

HE
Actual Hits allowed during season = e
HS  xT1OT x D)
RE=5lns = 64
TN e [
64
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: HE
X TOT X P+ 33

¥ TET-X 1P
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HP = HITS _HB{1-P)
TOT P
64/

In this form, the hits on the pitcher card are
calculated just like calculating hits on a bat-
ter card: Hits for the year divided by a cons-
tant factor minus a factar representing hits
on the batter cards. In fact, if P = .5-(which
is the case if you are calculating a batter
card), this formula reduces to the one cur-
rently in the baseball game for calculating
batter cards.

Tosalve for HP, we must know the value

of 64/P, HB, and 1_'2 I calculate HB for

each season separately, although a
generalized value could be used (it is often
around 20 hits on the average batter card)
The other values depend on the PB rating of
the pitcher:

Instructions for Creating
the Pitcher Card

STEP ONE: Calculate the average number
of hits, strikeouts, walks and home runs en
the “average” batter in the league. The
easiest way to do this is to take the league
totals and use them to create a batting card
following the instructions in the Statis-Pro
game.

STEP TWO: Calculate the constant dif-
ferences which represent how many hits,
walks or strikeouts are coming from the bat-
ter cards. These differences are equal to the
average number of hits, strikeouts or walks
determined in step one above hmes the
following Factors:

E?_ Factor
2-9 .195
2-8 372
2-7 715
2-6 1,364
2-5 2.690

You should create a table with those factors
because they can be used for all pitchers.
STEP THREE: Calculate the total pitcher
results for the season as:

TOT = Batters Faced Pitcher + 2.5 X
(Passed Balls + Wild Pitches + Balks)

If the number of “batters faced pitcher’ isnat
available, it can be approximated by 2.8 X
{Innings Pitched) + Hits allowed + Walks
+ Hit Batters

STEP FOUR: Calculate the factor to be used
in placing pitcher results on the card as:

TOT
Factor = e
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Where K depends on PB:

b £
76 20
88 2-8

110 2.7

151 26

236 25

STEP FIVE: Calculate the number of hits,
etc. to be placed on the pitcher card:

Number at hits, strikeouts, or walks Difference tram
Step Two

Factor trem Step Four

25 % (No of WP, I’'B or BK)
Factor fram Step Four

STEP SIX: Calculate the Home Run Adjust-
ment:

PB HR
Rating Adjustment

2-9 393

2-8  HR Allowed

w 236 HR on avg.

2.7 TOT 153 batter card
2.5 111
2-5 &8

rs P &/F | LF

L

29 837 76 195

2.8 729 88 372

2.7 583 110 715

2.6 423 151 1.364

25 271 236 2690

The formulas for getting the strikeouts
(SOP} or walks (BBP) on the pitcher card
turn out in the same form, of course.

Solving for WP, BK or PB are slightly dif-

ferent, however:

WD x4

No of Wild Pitches — Fn I
Wild Pitches x 2.5
VA= Tot
a4/l

The number of wild pitches is multiplied by
2.5, then divided by a constant factor. There
is no factor to subtract since no wild pitches
are on the batter cards.

One of the problems with this method is that
statistics may not be available on how many
wild pitches, balks, passed balls, or “other
outs” a pitcher had for the year. Approxima-
Hons can be made and are fairly accurate.
The most important one is for “other cuts”. 1
have found that a good approximation is;

Innings Pitched X 2.8 = Strikeouts +
Other QOuts.

Home Run Rating for Pitchers
If the number of home runs allowed by a
pitcher is known, the following rating can be
calculated.

HR
Homes Runs Allowed = T @I
Home Runs Allowed
HR = TOT
=P

HR is the avg. number of home runs on the
batter cards required in order for the pitcher
to give up the correct number of homers.
Compare this to the actual avg. number of
home runs on the average batter card. The
difference is the pitcher home tun rating,
Suppose a pitcher was rated +1. Then the
top 1B number on any batter card becomes a
heme run against that pitcher. It a pitcher is
rated —1, then the tap home run number on
a batter card is changed to a single.

e ) e _ o' S

Funny Caption Contest Winners

First Flace
B LR
KR4 IHEL N e
A Milligan
Milwaskee, Wi
Second Plage

“Walbrus vaten allemagne. .
N. Milligan
Hollywood, CA
Third Place
" Wlth o ey, sod g he, b o heguontna!

R. Milligim
Swmiytmle, CA

Congratulations: everyone! Yourchecks are:
o the way,
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MIDWEST SUPER BOWL IlI:

CHICAGO CHAMP BLANKS
MILWAUKEE CHAMP
33-0 AS PFL WIN TOURNAMENT!

by Gary Pisarski

Chicagoland's Pigskin Football Leagzue
defeated Milwaukee's International Football
League 2 games to [ in the 3rd annual
Midwest Super Bowl Tournament on
February 9th to finally capture the coveted
“Clayborne Cup” after two previous at-
tempts. The PFL victory was led by PFL
Champion Frank Dwoerak who crushed IFL
Champ Joe Pine 33-0 to win the individual
Midwest Championship and the “Tommy”,
the trophy named after Football Strategy in-
ventor Thomas Shaw

The Midwest Super Bowl tournament,
which got its start from an ALL-STAR
REPLAY free advertisement three vears ago,
is made up of two competitions, The first is
the individual Midwest Championship
game, playved between the champions of the
two leagues. That game is part of the overall
competition between members of the IFL
and PFL, the league winning the most games
winning the tournament and taking home
the “Clayborne Cup”.

In the bwo other games rounding out this
year's play, the PFL's Jim Calabrese, who
finished 3rd in the Football Strategy com-
petition at QRIGINS last June, beat the IFL's
Jim Fuchs 24-10in the first of the three games
to complete. Fuchs was one of three [FL'ers
who had made the 100-mile trip to Schaum-
burg, Illinois to defend his league’s M5B ti-
tle. Alse coming down was IFL Commis-
sioner Mark Maticek who had lost a very
close game in MSB [ before evening his mark
with a victory in Milwaukee last year
Mark’s opponent for MSB III was the PFL's
Darrell Betters, who had defeated Mark
23-21 that first year. Both of these veteran
M5B players were Super Bowl losers in their
respective leapues [or the 1979 season. This
was also Darrell’s third MSB game (1-1 after
a loss in MSB I} and his warst defeat as
Mark easily romped past him 36-9 to even
the tournament at one game for each league.
With two of the three games completed all
attention turned to the Championship game
still in progress, but fur all practical purposes
the cutcome was already decided with the
PFL Champ ahead 21-0 late in the 3rd
quarter. The 33-0 final clinched the tourna-
ment victory for the PFL, who now trail the

s

M

The ghsence of JFL star Jirn Roubkal was sorely felt at the
third arennal Midiwest Super Bowl extravaganza

IFL 2 to 1 in the MSB series, and 6 games to 4
in overall competition.

There was also a dramatic, human story
behind this year's MSB tournament, a story
in the tradition of the fiim “Rocky” that
made the PFL victory over the TFL all the
more sweeter. Frank, the 1979 PFL Cham-
pion, had gone undefeated in the 77 and ‘78
regular seasons only to lose his Champion-
ship bids with losses in the PFL's Super
Boawls, He became the “Fran Tarkenton” of
the PFL, unable to win the BIG GAME. In
Midwest Super Bowl II. played in
Milwaukee and reported in ASR Vol. II, No.
1, Frank defeated the [FL's Jim Roubal 13-3.
Roubal {whe unfortunately sat out the IFL's
1979 season) went on to win the Football
Strategy competition at ORIGINS last june.

Early this past season Frank was felled by
a brain aneurysm and for several tense
weeks his life hung in the balance as doctors
tried to stabilize his condition before delicate
brain surgery could be performed. Finally,
on the day before his birthday, the operation
was performed successfully and a few weeks
after that, thanks to the wonder of modern
medicine, Frank was home, The PFL would
have understood if Frank had dropped from

the league, but even while he lay in riis
darkened intensive care room in the long
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days prior to surgery, this Champion made
it known that he didn't want to be replaced
in the current season.

The question the rest of us had was
regarding the effect, if any, that brain
surgery would have on this talented Football
Strategy player. After several weeks at home
Frank indicated that he was ready for his
first post surgery game and as it was, he
would play Darrell who had always been his
toughest opponent. Frank edged Darrell
24-23 in the game that marked his first step
on the comeback trail, For the first time in
three years, however, Frank did not go
undefeated in the reguiar season, losing his
last game to Darrel 13-6. Although that vie-
tory earned Darrell the title in the division in
which both were entered, Frank went inta
the PFL Playoffs as the wild card, easily
downing his playoff opponent (me) 37-20
before winning the PFL Championship with
a 23-10 win over Darrell in the PFL Super
Bowl. Less than a week later, Frank won
another Championship with his 33-0 win
over Joe Pine. He had come back to win it
alll Obviocusly, benefiting from the
microcomputer brain implant.

Te those of us in the PFL, Milwaukee is
not only known for its beer but also for its
excellent Football Strategy players. When
we travel to Milwaukee next year for
Midwest Super Bowl IV, weknow weare go-
ing to need some super-tough performances
to keep both the “Tommy” and the
“Clayborne Cup” in our possession, The
respected Jim Roubal is expected to return to
the [FL this fall so we anticipate him to be
there when the only known interaction be-
tween two Football Strategy based leagues
coritinues for the fourth year.

Excuse me, I've got to go polish the
“Clayborne Cup”!

Individual Champions

1977 Jim Roubal IFL
1978 Grep, Suwanski PFL
1979 Frank Dworak PFL

Tournament Winners

1977 1FL 2 games to 1
1978 [FL 3 gamesto 1
1979 PEL 2 games to 1
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Some Thoughts and Ideas on USAC
or, “Where do I go after Indy?”

I-Introduction

How glad 1 am that Avalon Hill finally
brought out a game that represents to auto
racing what Major League Baseball
represents to baseball. I consider it to be the
best tacing game on the market. Unlike
Speed Circuit, which is a pure strategy
game, USAC gives you real drivers to race
with; a real boon to all those race fans who
think theyre A.). Foyt. What follows is a
basic summary of the game, some rule addi-
tions [ came up with to increase realism, plus
a few other ideas to make the game more
fun.

When I first opened the box, did I get a
surprise! | saw thirty-three yellow things
that were posing as Indy racecars, They
weren't even solid plastic, but were vacu-
farmed instead. This means they are hollow
underneath. Come on Avalon Hill, you talk
about your great games and their com-
ponents; you certainly could have done
better on these. They don't even punch out
easily. (Note: Three of mine even had
deformed tires which 1 “patched up” with
putty.} Personally, [ would rather pay more,
but get better solid cars. Another idea would
be to take the plastic in those board clips,
which nobody seems to use anyway, and use
that to fill them out.

What Avalon Hill missed on their cars,
they made up for in their driver cards. Each
one has a good, sharp, color close-up of the
driver and on the back, his name, the
number of his car in the game, the team he
races for, his real life qualifying speed at last
year! Indy 500, plus stats.

The stats are divided into five columns;
three racing modes {Normal, Charge, and
Back Off), twa trouble columns, and a Pit
Stop column. Two dice in conjunction with
the cards control how fast the driver goes,
whether or not he gets into trouble, and how
long he spends in the pits.

You also get a set of dice, a rules sheet
which is self-explanatory, a Lap Record and
Qualifying Score Sheet pad, and a four
colored, three game board; which is a major
part of the game itself. On the board is the
track, Yellow Caution light intstructions, Pit
Stop column (determines how many turns
and/or mechanica) trouble the driver loses},
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time trial fraction chart, and a trouble chart,
along with a racing motif.

I1. Playing the Game

Simplicity is the key word in playing
USAC. After the drivers are lined up on the
track, all one has to do is take the top driver
card off the deck, turn it over and decide
whether that driver will charge, drive nor-
mally, or back off. Throw the dice, add them
together and cross index the column with the
total. The resulting number is how many
spaces the driver moves. If a TA or TB
results, look under the trouble A or B col-
umn, throw the dice again, add them, and
cross index them for the results, which range
from bounding off the retaining wall to mov-
ing too slow. Simple right?

II1. Faults and Flaws

Like all things in life, this game has its
share of flaws, defects, or whatever you may
call them. One problem in the game is the
driver cards. Some of them under estimate,
some exaggerate characteristics of certain
drivers. Example: A.J. Foyt, by far the
veteran of USAC has only two No. 1's in his
Pit Stop column, and both of them are die
rolls of 2 and 3. Janet Gunthrie, while not a
rookie herself, is certainly not as experienced
as Foyt. But, she has three No. 1's. Two on
die rolls of 2 and 3, but one on a die roll of 9,
giving her a much better chance of having a
fast pit stop. Somehow, this doesn’t seem
quite right, especiaily when you consider
that A.J. has the Gilmore Racing crew taking
care of his car, while Janet's is tended by the
Texaco crew. To me, this is like comparing
the Pittsburgh Steelers with the Baltimore
Colts in football. But, guess who gets the
extra “slow stop” in the Pit column? Right,
old AJ. T hope when Avalon Hill issues their
next set of driver cards that these errors are
corrected.,

A Ffurther look at these cards shows that
all drivers get into trouble on die rolls of
either 2, 7, or 12, This looks like type-casting
to me. If these drivers are supposed to be in-
dividuals and not just a bunch of statistics,
why don't some have low number die rolls
while others have high numbered ones, This
would give the drivers more “personality”

rather than all of them being the same.

Another is the pit stop rule. Drivers are
required to make three in a 500 mile race,
none of which can be made on the first or last
lap. In reality drivers only pit to refuel, make
repairs, or both, [ have modified the existing
rule to reflect these conditions, You will find
it in the following section.

IV. Rule Additions

This section is devoted to those people
who wish to make their USAC more
realistic, without adding a lat of paperwork,
Feel free to use any or all of these additions,

1. The Draft

In auto racing, especially USAC and
NASCAR, the draft (the ability for one
driver to tuck in behind the other and follow
him) plays a big part in the race. [ have de-
vised the following rule to add this factor to
my game.,

If one looks closely at the game board,
vou will see that the track is divided into
three lanes, which are separated by heavy
black lines. See [llustration 1.

When a driver is in one of these lanes,
any car that is one space behind {immediate-
ly behind) is allowed to draft, When the
driver in front rolls, the driver behind may,
at his option, draft the lead driver so long as
the following conditions exist:

A. The driver does not change lanes
Note: the driver can still change spaces
within the larie so long as he does not change
over into another lare,

B. There is aspace behind for the follow-
ing driver to moue into.

C. Both drivers are moving under the
same “mode.” Before the lead driver rolls,
the player whose car is behind the lead driver
decides whether he wants to draft. If he
does, he moves his car into the space behind
the lead driver. If he decides not to draft, he
mowves normally. Since the draft does not
always work to the following driver's ad-
vantage he must decide whether it's worth it,
An Example: Johnny Rutherford is right
behind Tom Sneva. Since Sneva has been
rioving at 17 spaces recently, Rutherford
decides to draft. Sneva's luck holds. He rolls

@ 10, therefore he can move 17 spaces. Since
both met the conditions outlined above,
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Rutherford tucks m behind and moves 16
spaces. If the conditions had not been met or
Sneva had been rolling badly, Rutherford
would have rolled for himself, possibly
moving past Sreva.

When you have several cars drafting one
another, you may get a “Choo-Choo Train”
effect, but this occasionally happens in real
racing also. | found this rule to add a little
more strategy and uncertainty to the game,
It prevents overuse a lot better than the so-
called “automatic draft”, in which any car
following another anywhere on the track
can draft. As to involving the following car
in a collision when the lead car hits the wall,
this happens all too infrequently to suit me.

2. The “Slingshot”

The “Slingshot” is a maneuver used in
racing to pass the lead driver when the driver
following him is drafting. This is how [ in-
corporated this rule into my game.

If at the end of a lap a driver is found
drafting another, that driver may use the
“Slingshot” to try and pass the driver in front
of him. Each player then rells one dice, If the
lead driver has the higher of the two
numbers, he has blocked the other driver
from passing,. If the driver following him has
the higher number, the attempt is successful.
The driver then moves his car cne space to
either side behind the lead driver. He then
rolls one dice again to determine how far he
moves.

This maneuver, coupled with the draft,
by a shrewd player makes for some in-
teresting racing.It can also play an impor-
tant parf in who moves first the following
turn,

3. Pit Stops

The pit stop rule in this game is simple.
However, since the energy crisis drivers
have regulated amounts of fuel which must
last them the entire race. They can no longer
crank up the turbo-charger to its maximum
and run flat out for the entire race. To
simulate this here is the rule I came up with;

On a piece of graph paper, (See [llustra-
tion 2) [ placed the driver's name on the left-
hand side, then on the top, the amount of
fuel consumed. After each driver’s name, he
has twenty-four boxes; one representing
each lap. Each driver then has 60 points of
fuel to race with. Each mode costs so many
points. Charging—3, Normal—2, Back
Off—1. After each lap, one of the above
numbers is written in the corresponding box
for that lap. When a driver has accumulated
30 points next to his name, he is out of fuel
and must enter the pits for more. This is in

addition to any mechanical breakdowns.

The two may be combined in the same stop,

but that player must tell the other players he
is doing so. He does not have to reroll for
combining the two, as most crews add fuel
while changing tires or making other repairs.
Since 60 points is not a lot of fuel, players
have to be careful about the number of times
they operate under the Charge mode. The
use of graph paper eliminates the need for
drawing boxes. 1t is also a lot easier to count
up the numbers and multiply by the number
of laps to see how a driver is doing on fuel
rather than coeunting X's. Drivers must sti]l
make the three required stops in a 500 mile
race; thus the refueling rule gives new mean-
ing and adds interest to these stops.

V. The Season

Flaying USAC is like playing any other
S1/ Avalon Hill sports game. One game does
not a season make. Even in auto racing, an
All-Star race, such as the Indy 500, cannot
reflect the prablems the driver encountered
while getting there, or how he stands in
points game; where a driver winning a race
may not be the Overall Champion in the
points standing,

The USAC trail is a long cne however,
and some players may not have the time, the
patience {imagine having to qualify 33 cars
for 20 races), or the paper (for stats) for a
whole season.

Therefore, | came up with a six race mini-
season, This will give the average player
enough chance to see how his favorite
driver{s) is doing while knowing there is an
end toit all. The races are of various lengths.
This way, a driver wha goes all out to win a
short race may be more conservative in the
long ones. For real race fiends, I have includ-
ed a ten race season, as a mini-season is real-
ly toa short to measure a driver’s gverall per-
formance. For stats fiends (numbers people},
I have also included a point table (based on
where the driver finishes in the race) for
them to see who the Overall Points Cham-
pion will be.

Mini-Season Full Length
Race Schedule Race Schedule
Pocono 500 Pocono 500
California 350 California 350
Trenton 200 Trenton 200
Daytona 500 Daytona 500
Phoenix 150 Omntario 500
Ontaric 500 Arizona 250

“Firecracker” 400
Charlotte 500
Pheenix 150

Darlington 500
Final Race: Indy 500

Final Race: Indy 500
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Points Table
1st—25 points
2nd—20 points
3rd-—15 points
4th-—10 points
Sth— 5 points

6th thru 12th—4 paints
13th thru 19th—3 points
20th thru 26th—2 points
27th thru 33rd—1 poaint

[Mlustration 1

| L | hane
x| - O | Lane
Lane

In example above, O may draft X if:
1. Both drivers are racing under same
“mode.”

2. A does not move in behind X.
3. X does not change lanes.
4. O moves up to indicated position

{Arrow shows place where O must
move to draft X)

Mlustration 2

Driver’s Fuel Consumed
Name Column Column

Snevg P AN IS5 e
Mears 2 202 e ek a
Rutherford 2o ) MM I 7 )

Lap-Fuel boxes

Not everyone will agree with my
thoughts and ideas on USAC, but not
everyone agrees with everyene else in the
real racing world either. | hope I have given
some owners of the game new ideas, along
with showing the newcomer to racing how
an already great game can be made even bet-
ter. I heartily encourage anyone who enjoys
watching auto racing to get this game. Some
readers will note that | have borrowed a lot
of race names and ideas from NASCAR, but
these ideas can apply to USAC. As to race
names, | plead guilty. But, I did not have a
real schedule in my hands when this article
was written. Also, these are some of the
famous ones. Who ever heard of racing at
the Kalamazoo 5007 Now, if we race fans
can just get Avalon Hill to issue a USAC type
stock car race. NASCAR perhaps?
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THE PEANU
GALLERY

For those of you who wonder why it often
seems to take so long to have your game ques-
tions answered, we offer the following by way
of partial explanation. Perhaps a good contest
would be to ask you how many questions this
{etter contains. The name of the quthor of this
letter has been withheld

Dear Avalon Hill Game Company,

I have some of your games you've put
out. There are some things though I would
like to know. In Statis-Pro NBA Basketball, I
don't know what to do when a foul shoot 18
taken. how that a player scores, or what to
look for when a player scores, or id trying to
gcors. I don’t know how to use the scoring
sheet or what P or PF stands for. What does
B—Blocks rnean ak the bottom of the scoring
sheet means, or Fast Break means on the
scoring sheet. What do you write down next
to Injuries on the scoring sheet. What does
Option to Skip Cards mean, and how do you
do it, and also the automatic Ship of Cards
(?). Wnen keeping score do you use the
Numaerical Sequenca of Numbers or the Fast
Break charts, I sometimes get confused
when I take a shot and the Fast Break Chart
shows a pass to another player what does
this mean, Would you pleass explain to me
how to use the Saquence of Numbers. Would
you explain more ¢learly to me the playing
of the game. Eapecially Advance Play Op-
tions What does ADD mean on the priority
chart in BOWL BOUND. And how do you do
the 1500 meter run, the last event of Track
and Field. and what to put in the total points
space on the scoring sheet. Would you ex-
plain how to use Forced Rest Rule, Passer
Assist Rating, Team Indexes, 8teal of Ball,
Rebound to High, Defense Foul, Charging
Foul, Ignoring a Steal, Ignoring Forced
Rest, Foul Drawing Procedure, Foul Drawn
By, and what about the Guards in Foul
Drawn By, and how tc use the Home Index
points. Woulé you explain the Fast Break
Offense and Defense on the Team Ratings
anc wiousethem How do you use Passer
Asiis .ng, and what about the shooting
range. .s 15 Necessary to gat another piece of
paper to help some cf the statistics to keep
up with what each player dces that doesn’t
appear on the scoring sheet? I would like to
know how to change to a different defense,
like Double Team, Sag, and Loose defense
while playing the games How do you use
the Fast Break Determination Tables. Would
you explain the shooting range to me, and is
that the way to keep score, How do you
know when a player scored? What do you
look for? Would you explain tc me the
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sequence of the game as of Total Assist
Ratings. Would you tell me what to put in
the Team Fouls Blanks on the scoring sheet.

As soon as we answer this letter, we will get
right an to the rest of you. Until then, please
take @ number and wait ro be called.

Dear Bruce

I was pleasantly surprised to see four
new cards for TITLE BOUT plus the list of
updates for existing fighters in All-Star
Replay. Vol 11, No 3 Iam happy toseean
excellent game rsceive the attention it
dessrves

1 do however, take excephion to the
Fobertg Duran Wealterweight Card, or at
lsast some aspects of it The first area which
concerns me is the reduction of histing
power from 10 to 8 I've seen Duran fighton
geveral occasions as a Welterweight and it
doesn’t appear that he has lest the
devastating punching power with which he
ruled the Lightwsight Divisicn. To see his
H P reduced to B came as a shock, It is my
gpinion that Duran shculd have maintained
a hitting power of 10, 9 at the least, if it had
Lo be reduced Also, while on the subject of
hitting power, T was amazed to see the small
number of three point punches Duran has
been reduced to a near & point puncher I
supposge the adjustments were made dustoa
change in weight class, but, sir, I do not
agrae with the new ratings and feel they are
unjustified and do an injustice to & Great
Fighter

The next area in which I disagree is the
reducticn in punches landed. Duran may
not be as accurate as a Welterweight vut, T
don’t feel the difference is 2o great as to war-
rant a drop in punches landed tc 1-38.
Therefore, it is my opinicn that if an adjust-
ment had to be mads it should not have bean
lower than 1-40. Control factors are the next
area to be debated. I realize Duran has less
control gver a boxer than a slugger but,
again, I cannot see the justification of the
lower C F's Duran is a relentless straight
ahead fighter who should have na prablem
adapting to a heavier weight class. He has
the experience, knowledge, strength and
burning desire to pursue a very successful
Welterweight caresr, and within the year
will hold at least one version of the
Welterwetght Championship

All in all TITLE BOUT is the fineat sports
game I've played My thanks to Avalon Hill
and the Trunzo Brothers f{or doing an
gxcellant job of producing a game of my
favorite sport. I am looking forward to
geeing more articles, new boxer cards and
updates in future issues of All-Star Replay
William Myers
Reisteratown, MD 21136

Dear Brucs,

Le me prefacs my response to Mr. Mysrs
commaeants on Roberto Duran by saying that
in my estimation, Duran must be con-
sidered as one of the all-time great light-
weights, perhaps the finest ever in that divi-
sion; and that he is, today, a fine
welterwelght who may yet prove i¢ be of
championship caliber in that division also.
In addition, Reberto Duran has always been
a favorite of mine, However, impartialivy is
amust when trying to evaluate so subjsctive
a sport ag bexing and in thatlight, I feel that
Duran’s ratings can be justified as they
gtand.

Since Mr, Myers deals with Duran’s
ratings one by one, I'll attemnpt to give a fair
rebuttal in the same order as the queskions
were raised. The first area that Mr. Myers
commented on dealt with Duran’s hitiing
power Roberto Duran’s record as & welter-
weidht s 6-0 with 3 knockouts, a parcentage
of 800 comparad to his lightweight KO per-
centage of .8189. He failed tc stop such
netatles as Zeferine Gonzales and Jimmy
Heair The Gonzales fight marked the third
straight time Duran was forced to go the
distance, something that hasn’t happened
since 1970, before he was lightweight king
His last two fights in which he (Duran)
scored a TEO and a Knockeout were edgainst
two gamne opponents bub neither of them
rankedineitherthe W.B.C. orthe W.B.A top
ten rankings While Duran may be
punching as nard as sver, those punches
seemingly don't have the same effect on thae
bigger welterweights. The cumulative
effects may be damaging, but that one
punch knockout power isn't there

The same line of thinking applies to the 3
and 2 point punches, although here an em-
barrassing confession must be made A
miscalculation on my part resulted in a
mistake that affected every typs of punch
under the hittang value area. Duran's 3 and
2 point ranges should look like this: JAB (3)
1-6;, JAB () 7-15; HOQK (3) 18-26; HOOK (3}
27-30; CROSS (3) 31-40; CROSS (2) 41-80,
COMB (3) 51-60; COMB (2) 81-73; UPCUT (3)
7477 UPCUT (R) 78-80. There 1a gtill a con-
siderahle difference between tha criginal
distribution and the revision as a walter-
weight but not as drastic as the mistake in-
dicated

Punching accuracy as represented on
the card takes inte consaidaration many dif-
ferent elements. Iuran’s biggest drawback
a8 a welterweight may be the fact that his
gize doesn’h permit him to buil his way in-
side as effectively as he did as a lightweight,
His strength, such a great asset as a light-
weight, is partlally negated in the weltar-
weight division. Bacausa of this, he deesn’t
score as often to the body, and this is
reflacted in his accuracy rating (and alsc, by
the way, in the number of 3 point punches
on his card) In addition, the height disad-
vantage that Duran encounters among the
weltera greatly affects him, His fight with
stringbeen Zeferino Gonzales is a good case
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in point, It atfects his leverage, minimizes
his strength, takes away his reach forcing
him inside more than ever (and less effec-
tively}. and limits his devastating combina-
tions,

Debating the reduction in control factors
is a little meore complex. The CF rating is in
part the sum ¢of the boxers many guelitias
In addition, it represents something Duran
excellad at as a lightweight. For many of the
factors already mentioned., especially
Duran's lack of physical dominance, he no
longer can maintain control to the extent
that he used to do so

Finally, I would like to address myself to
Duran’s *‘burning desire’’. This may be the
one over-riding factor in Roberto’s lack-
tustre performances as a welterweight. Far
more knowledgeabls boxing men than me
hawve questioned Duran’s intensity since ha
began c¢ampaigning as a welterweight
Following his victory over Carles Palomino,
Duran failed to come into the ring *‘lean and
mean’' for his next few fights. He has taken
his opponents lightly and his conditioning
has reflected that attitude. In the condition
he has displayed recently, he could not have
lasted against the likes of Cuevas, Hearns,
or Leonard, In all fairness to Duran, ha has
looked sharper in his last two fights, His op-
ponents? Joseph Nsubuga and another
fighter whose name escapes me at the mo-
ment, although I think it might have besn
Bzekiel Medupe Not exactly household
namses but at least Nsubuga is highly
thcought of

Understandably, Duran has had to make
& difficult adjustment, moving up in class
and needs time to find out what will work
and what won't against bigger men. Just as
understandable, Turan, like many other
greats, has troubls getting ‘‘up’ for ab-
viously inferier opponents. In the past, the
hetter the lighter he faced, the batter Duran
performed, and without a doubt he would be
primed for a shot at bthe walterweight crown
(or half crown) However, over-all liis racord
and performances as & welterweight—TO
THIS POINT— bear out his current ratings
Befors the next set of player cards come out
in August or September, Duran will have
proven what he can or can't do as a
welterweight and TITLE BOUT will he on top
of things and do their best to produce an ac-
curate card with accurate ratings.

In conelision, the jury is still cut on
Roberto Duran as a welterweight. He is still
an axcellent fighter and may end up a truly
great weltarweight but (unable to avoid the
cliche) only time will tell! T hope that this
response, if nothing else, sheds some light
into the thougnt process that goes 1mnio the
make-up of a fighter’s card. Of course, RING
magazine evaluates the fighters for us and
we then adapt their findings to our formulas
so the entire process is thorough and not a
little involved, However, again, boxing is a
highly subjective sport and everyons has
their own opinien of who can beat who, and
so on—and rightly so, That's part of

boxing's appeal. We, the designers of TITLE
BOUT, realize, expact, and respect the
gamer's right to his opinion and appreciate
comments onn TITLE BOUT, eritical or other-
wisa. Mr. Myers, if you are reading this,
thank you for your kind remarks about our
game and pleasa feel fres to disagree with
(and change) any ratings as you see fit, In-
cidentally, Duran va Cusvas would be & t0ss
up if they fought tomorrow: Duran would
hava to fight a perfect fight (which he is
capable of doing) to beat Sugar Ray Leonard;
and Thomas Hearns, because of the size
mismatch, would stop Duran nside of 10
rounds!

Jim and Tom Trunzo

Fraaven fehanan ibamty disen

Ty dind Tiveni

g |_||||_-.-Ig.-- i
Roberfo Durr v cobil

Disar Bruce:

This letter is in reply to the articls by
James C. Gordon, ‘Francis Gees to the Ross
Bowl,”’ in ALL-5TAR REPLAY (Vol. II, No
2y, I willtry to anewer the polnts that he has
raisad, In the ordsr of their appearance in
the article.

(1) Tha ruls allowing the option pass play
{807 or BLP result off Play 5) to overrule all
defgnaive resulta. other than the Wild-Card
Defense, was indeed intended to encourage
the use of the opticn play. Withcut it, my
playtesters avoided the option play, using it
only for an cccasional surprise call With
the new rule, they use it perhaps 15 to 20%
of the time, but Mr. Gordon is the first per-
gon I have encountered who felt It con-
stituted an unreasonable advantege for the
offensa. In fact, my playtestars atill con-
sider tha option play as toc unraliable tc use
ag an offensive staple. I still heartily recom-
mend this rule
(2) When & PI result is followed by a QT or
@R result, the PI penalty iz converied to a
15-yard penalty. However, the infraction is
considersd to he defensive holding—not
roughing the passer, since no pass QOcC-
curred.
(3} The timing of the various plays con-
forme as accurately as la feasible to the ac-
tual times cbserved in current college foot-
pall games, However, since the new BOWL-
BOUND rules were printed, the NCAA hasin
fact made one change in timing pro-
cedure—after a penalty, the clock starts on
the referee’s ready signal, not with the snap
(effective August, 1973, but the clock still
atarts with the snap i the previous play lo-

THE SPORTS GAME DIGEST

volved an incomplstion, timeout, etc.), Con-
saquently, the time consumed by any play
involving a pensalty (eceepted or not) should
now read 20 seconds (not 10, as before)

To glve you an idea of the approxima-
tiena involved, the actual average times con-
sumed by a full play have been measured as
33 seconds for collage ball andg 37 seconds
for preball; these were rounded bo 30 and 40
seconds, regpectively, for game use
(4) Theresultenvisioned in Basic Rule VI-3-
B-f can oceur in severasl ways. Example: A
kicksoff to B, the kick covering 64 yarda—4
yarda desp into B's end zonse. B attempts a
return, B first rells an QFF15 panalty (clip),
then a return of 6 yards. The clip la spotted
at the half-way point of the return-3 yarda
(half of 6) from tha beginning of the return,
which would be 1 yard deap in the end zone
The penalty, if accapted. ragults in a safety.

A similar situation could develop on an

interception or punt return.
(8) Mr. Gordon's observalions regarding
the KO returns of the Team Set IT charts are
well taken; the KGR columns (also the KO
columnsg) of these charts do NOT reflect the
statistical results from all KDs and KQHs.
Nonatheless, thare iz o 'historieal inac
ourssy ' invelved, Allow mato explain this
apparent contradiction,

For several reasony, a decislon wag made
to model the KO and KQOR columns of Teamn
Set IT on the basia only of DEEP KICKQOFFS
and DEEP KICKOFF RAETURNS The
primary reason wans the availability of the
advaneed rules, including the §quib KO and
the KO sselaction options., Advanced Ruls 2
emphasgizes that tha KO and KOR on the
charts represant the deep kicks and thseir
correspending returns

Thus, theresulis in these two columns of
gach chart are intended to reproduce the

results of attempted Desp Kickoffs and
returns of desp kickoffs For some teams
{guch ag ‘7R Southern Cal) thils results in a
rathsr ineredible looking KOR; a8 you point
out, a probability of 17 13% of a TD return.

It was asgumed in thig design that
players would raraly TRY & deep kigkoff
against a team like Southern Cal; squib
kickoffs would be the order of the day—this
ig indeed the raison detre of the sguib
kiekoff; to virtually eliminate the possibili-
ty of along return, at the cost of givingupan
axtra 10 or 20 yards in fisld position on the
average If the KO gelaction rule 1a being
used (Adv. Rule 8}, & playsr would call for
the Squib meoat of the time against Southern
Cal After a while, the Trojan coach will start
guessing the S8quib, and then the kicker
mignt risk an oceasional deep kick, asaum-
ing that his opponent’s incorrect guess
would 1lmdit the return to 20 yards The end
regult i that very few TD returns would oc-
cur

This design (with a different modeling
formula} was also used in the 1877

Continued on p. 9
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FIRST AND TEN ON THE

TELEPHONE LINE
A Photo Essay in Phootball Phone Phoolishness

Starring Mike Jervis as The Mighty Redskins Photos: Jifl and Mike Jusvis
: Text: Mike Jeruis

With Simon Jervis as The Crowd Choreography: [ill Jervis
Anad Introducing Buttons Jervis an Stunts Crosd Scemes by RENT-A-THUG

: LR

MIKE JERVIS Hail to the Redskins The Kickott

Mrtield. Nor @ S Ik s e S .. T
5727 340 (b to the fleld b the rapiuedis -l hipkoff et

Revand 5 W2L 3T applruse af Hueir for

The Goal Line Stana 11) The Goal Line Stand {2} The Kickoft Return - -
This dramutic Jdisplay of comi- What: duninils i phitt pidy Citnerehe!? W rimetils. galinis? |
mithacnt and defermingtion s o hlll? o dom T Afegady * AT gt FI'IWE{" Phvis Rl o ¥ it !

i e OF toltiet St sttt
thie Wk ran) Ralabin e o

rmne i Teleprhone Football
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The Snap
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The Onsides Kickoff

A o m thtee chavece here, Jads
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THE SPORTS GAME DIGEST

The Touchdown

Riggns o0 un B5-pund reserss!
Wha sawd miraches nwever s

The Fumble Recovery
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The Extra Point
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The Interception
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HEAD TO HEAD

If you're looking for opponents in any of our
12 sports games, we suggest you fill out the
coupen below and send it in to us {with your
subscription, if you're not already a subscrib-
er). In your ad be sure to give your name and
address, and mention the games ygu're inter-
ested in playing. In addition, if you wish to
advertise discontinued or current games and
components putiisied by Avalon Hill, you may use
the same coupon

OPPONENT WANTED

1. Want-ads will be accepled only when
printed on this form.

2. For Sale, Trade, or Wanted-to-buy ads
will be accepted only for Avalon Hill/Sports
lllustraled games, and only when they are
accompanied by a token 25¢ fee.

3. Insert copy where required on lines
provided and print name, address, and phone
number (if desired) where provided.

4. So that as many ads can be printed as
possible within our limited space, we request
you to use the foliowing abbreviations In
wording your ad. Likewise with State abbrevi-
ations:

Baseball Strategy — BB ST, Backetball Strategy —
BK ST, Challenge Football = CHAL FT, Challenge
Golf = CHAL GF, College Foctball (Bowlbound) =
COLL FT, Football Strategy — FT ST, Go for the
Green = GFG, Paydin = PD, Regatta = HEG,
Speed Circuil = SC, Mejos League Baseball —
MLB, NBA Baskelball = NBA, Superstar Bassball
= SUP, Tille Bout = KO Track Msel = TM, USAC =
USAC, Win, Place & Show = WPS.

Mame

Address

City

State Zip
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Opponents Wanied for: PD, NBA, USAC and
SUP. Jay Wexler, 14 Jackson Ave., Peabody,
MA 01960 (617) 535-5375.

Wanted: Managers to coach a Statis-Pra
Baskettall League. Years do not matter.
Wanted at least 10-15 rmanagers. Please
write: Michael Gallg, Jr,, 25 Timber Trail,
Ramsey, NJ 07446,

| have KO including champs and Top 10
rankings in each division. To inquire about
your favorile fighlier or suggest possible
matchups, write to me. A manthly news-
letter is also in the making. Ed Bronder, 100
East Willock Road. Pittsburgh, PA 15227.

Want to start a league or join cne in Toledo,
OH area tor MLB, NBA, COLL FT, or SUP.
Brian Bock, 824 Capistrano, Toledo, OH
43612, 10 e ]
Mature Opponents Wanted for KO, in-
terested in forming and/or joining league.
Bitl Myers, 222 Glyndon Drive,
Reisterstown, MD 21136 (301) 833-3203.

| am interested in joining a BB ST league in
Metrc Detroil area. Send info to: Paul
Nordquist, 804 Wilcox Rd., Rochester, MI
48063, {313) 652-8010. N

MLE Players. Who's best in inter-league
play—'78 Yankees or ‘78 Royals? For
details drop me a line . Don Casalone, 4308
Forest Dale, St. Louis, MO 63125,

Locking for opponents in MLB and NBA,
Also, am playing season in MLB and NBA if
you want info on any piayer or team write to:
Mark Hrynchuk, Rt. #1, Box #19, Vienna, MO
65582,

Opponents Wanted for: 8B & FB ST in
Kansas City area. Patrick Rock, 612 S.
Ferree, Kansas City, KS 66105 (913)
621-5134.

Opponents Wanted for: BK ST. MLB, SC
Games in Fresno CA area. Novice to in-
termediate. Also interested in joining of
forming a league in the area. Please contact
me at this address: Joey Watkins, 1125 E
Elizabeth, Fresno, CA 93728.

Wanted, Wanted, Wanted! Qpponents to
start league in BB ST, MLB or to run circuits
for SC, a'so to start leagues in APBA or Strat-
o-matic. Mike Gentile, 10182 Valley Forge
Dr., Huntington Beach, California 92646,
(714) 962-3933,

FREE: Simple method of rating performance
to rank and compared boxers in TITLE
BOUT. Send long SASE. Mike Stephens, 312
Newton, Oakland, CA 94606.

EVANSVILLE MAJOR LEAGUE
BASEBALL LEAGUE

Founded —April 1930
Teams—6 to 8
Active Members—2.
Dues—None
Activities—80 game schedule, playoifs, using Statis-Pro
Major League Baseball. Other activities to be decided
upoen at later date
Membership Reguirements —Live within driving
distance of Evansville, IN. Own a MLB game.
Contact—

Mat! Teoley

404 Greenfield

Evansville, IN 47715

(B1Z) 4779924
EVANSVILLE MAJOR LEAGUE
BASEBALL LEAGUE

TO BUY
For Sale: 1973 (Exc) and 1976 (Mint) MLB for
$12.50 each. 1973-74 NBA (Exc with some
writing) $7.50. | will pay postage. Mr. W. J.
Kozack, 26 14th Avenue, Haverhill, Mass.
01830.

For Sale or Trade: BB ST, exc. cond. $8§;
CHAL FT, exc. cand. $8; will trade for MLB.
Rick Sterting, 85 Pleasant Si., Pembroke,
MA 02359.

For Sale or Trade: 1977 COLL FT, SC, SUP
all in new condition. Pete Inserra, 13 Dixon
Road, New Hartford, NY 13413,

For Sale or Trade: Qutdoor Survival, ariginal
3M WPS & 3M SC @ $5 each. Add $1 for
UPS. Trade for or will buy PD Charts for
1969 & 1970 seasons. Pat Premo, Chipmonk
Rd., Allegany, NY 14706.

Trade or Sell: 1979 MLB for NBA or USAC,
Mike Simon, 333 Gatewater Ct. #203, Glen
Burnie, MD 21061.

Will Trade KO in excellent condition for
MLB or PD or NBA or SC in good condition.
John H. Miller, 16352 Nauveo Rd., Middle-
field, Ohio 44062,

Wanted: any 3P NBA card seis. Will also
buy lists of players' cards ratings in lieu of
actual cards. State condition and price.
Terry Dotson, 1531 Waukesha, Helena, MT
59601.

Want To Buy: Any past seasons of SP
Hockey player cards; prefer '75 or later
seasons. State condition and price. John
Morales, 10323 Muskegon Ave., Chicago,
ILL 60617.

Wanted: Any Vol. |, ASR. For Sale or Trade:
USAC 1978 edition {3 times used—excellent
condition) $11 U.S. or trade with FT ST, PD
or TM any edition, Leroy Lee, 457 Somerset
S1. W., Ottawa, Ontario, Canada K7R 5J7.

Want Xeroxed pages of previous All-Star
Replay issues dealing with WPS and KO,
Will pay for copies and postage Joe Fan-
taine, 2222 NE 92nd, #2186, Seattle, WA
98115,

Want to buy: Atl-Time All-Star Baseball, will

pay cash or trade SUP even. Marty
McMahone, 1010 Drew Ln., Minden, LA
71055,

| can make you ratings for MLB. Any player
or teams from 1876-1978. 10 cents per
player; $2 per team. Recreate your favorite
World Series or all time All-Star game. Eric
Gue, 10819 Lockland Road, Potomac, MD
20854,

ALL-STAR LEAGUE (ASL)
Founded —1980
Teams— 15
Active Members—1, need 15 more
Dues-—Most hikely $5 00
Activities—We will be playing a 154 game season with
SPI All-Time All-Star Charts.
Membership Requirements—One must ke willing to
complete an entire season. No Play-by-Mail experience is
necessary. Honesty and promptness are very important
Send in list of all 16 teams in order of preference The
qulc.ker you contact me, the better chances vou have for
getting in the league with one of the better teams
Contact—

Bill Shew

50 RollingWond

Eliot, Maine 00903

(207) 439-2224
ALL-STAR LEAGUE (ASL}

ALL-STAR REPLAY
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NATIONAL HEAVYWEIGHT
BOXING ASSOCIATION (NHBA)

Founded—March 31st, 1980
Teams—None
Active Members—COne. looking ter 4 more
[ues— Three dollars for postage and photocopies
Activities—Continuous play of Title Bout through a list
ot the 38 heavyweights currently fighting. There will be
ne compelition between members. Each member will
receive an assigned fight or two with each maiting. The
standings, assignments, and the NHBA newsletter will be
sent ont with each mailing, The opening tourney has
already been held, There is a list of standings
Membership Reguirements—Send SSAE. First tour
received will be accepted. Others will be kept ona list in
case somecne drops out, If you don't enclose SSAE. 1 can-
not reply, There will be a seven dollar deposit which will
be returned only if vou finish the first season. The deposit
15 n addition to the three dollar membership fee, Youmay
live anywhere in the United States and Canada in order to
be accepted
Contact—

Pau! Toth

1807 Laurel Qak

Flint, Michigan 48507
NATIONAL HEAVYWEIGHT
BOXING ASSQCIATION (NHBA)

THE BALTIMORE BATTLERS
SPORTS GAME LEAGUE

Founded—Now forming
Teams—TBA (see Activities section below)
Active Members—Currenily 3 to 5 cra-a-azy guys
Dues—TBA {not formally decided upon yet}
Activities—VVe are currently in the process of organizing
a TITLE BOUT league competition, [f we have enough
interested members, we would certainly consider forming
other leagues for other games Dues have not been for-
mally decided upon yet; one suggestion has been that the
loser of each bout donate a modest amount {25¢) to a
“kitty" for the care, feeding, and refreshment of all
members. Actual bouts will probably be held either at
Avalon Hill's Interest Group Baltimore gatherings on
Saturdays or al vanious members’ homes at mutually con-
venient limes
Membership Requirements—Prefer members over 18
years of age: Should live within a one hour's drive of
Prawntown Baltimore, Il you live fortber away. 18 might
be difficult for you to make vour fight commitments
Contact—

W, H, Myers

222 Glyndon Avenue

Reisterstown, MD 21136

(301) 833-3203
THE BALTIMORE BATTLERS
SPORTS GAME LEAGUE

-'fllﬁ After a 3 year vacation, the Puget Soun

ports Mustrated Games Association is seeking|
“members for the Brewery Football League West. g

The sport of football is indeed at the height of its

. season, What better way to enjoy it then give your

:

p.o. box 9823 seattle, wash. 98109 (206) 7223619

THE SPORTS GAME DIGEST

ching skills a hand, e
"gilf vou or a friend would be interested in receiv-
ing a franchise in the BFL WEST, please get inf
., touch with us . . .
the puget sound sports illustrated game association |,

THL ¥ICTORY OF MUSCLE OVER MIND

NEED NEW MEMBERS
FOR YOUR LEAGUE?

Why not try a free ad in
ALL-STAR REPLAY?

If your league is looking to expand, ar just
wants to replace retired members, then you
could hardly do better than give usan ad torun
for you—free! The only requirements are that
you adhere to the format given below, and that
you are involved in any of the Sports lllustra-
ted!Avalon Hili line of sports games That’s fair
enough, isn't it?

To make it into the next issue, just send in
your ad today, giving the following informa-
tion

Founded:

Teams:

Active members:
Dues:

Activities:

Membership requirements:

Contact:

THE MICHIGAN STATIS-PRO
LEAGUE

Founded—To be formed June 1980

Teams—26 (The Major Leagues)

Active Members—ME

Dues—Probable, when league begins.

Activities—Every team will prabably play 50 games of
Statis-Pro Baseball. Each season we will use the new
updated cards. We will use the actual tearn rosters, but
trades will be allowed . We will have playotts and a World
Series, There is also the possibility that we will play Statis-
Pro Basketball after baseball is finished,

Membership Requirements—Must own Statis-Pro
Baseball Ages 14 and up. Must be willing to play full
season, Must hive in driving distance of Oakland County,

Contact—
Todd Cochran
4916 Manslield
Royal Oak, MI 48073
THE MICHIGAN STATIS-PRO LEAGUE

SUNCOAST SPORTS AUTHORITY
Atin.: NATIONAL FOOTBALL
LEAGUE

Founded—1%76
Teams—Scme chartered, rest
"Paydirt” game
Active Members—4. Want up Lo 24
Dues—QOpen to vote on amount by board members

to be drafted from

Activities —16 weeks plus playoffs and Super Bowl, The
next season is to start about Sept., 1980. This league will
have everything fromtrophiestoa MVP of the league, We
would like to find other leagues in the state of Floridafora
State Championship. We also will start a news letter
Membership Requirements—Players should live in the
Tampa Bay area. Must play out the season or forfeit all
dues_ Player should have his own game and all league
rules must be followed, Each member that joins will draft
his team or teams by a first come, first serve
Contact—

Suncoast Sports Autharity

Attn_: N.FL

c/0 Jehn Tucker

203 33 Ave. No

St. Petersburg, Florida 33704
SUNCOAST SPORTS AUTHORITY
Attn,: NATIONAL FOOTBALL LEAGUE

MID MISSOURI SPORTING
LEAGUE (MMSL)

Founded-—1980
Teams—Depends on game
Active Members—1 (me)
Dues—To be determined
Activities—To play either MLB, NBA, Bowl Bound, or
Pro-Football game of league’s choice. Will play a season
for whatever game(s) in league including championships,
Other fun stuff to!l
Membership Requirements—Should live around Jeffer-
son City and/or Rolla, Should also know something
about first 3 games . Should be younger than 17 (there will
be exceptions), Should be willing to sign a contract for a
full season in any of the games.
Contact-—

Mark §. Hrynchuk

Rt_ §1, Box #19

Vienna, Mo, 65582

{314) 422-3239
MID MISSOURI SPORTING LEAGUE (MMSL)
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1979 Player Cards for
MAJOR LEAGUE BASEBALL

This year we've got over 700 Major League
Baseball players on their own individual cards—
just about every player who appeared in 10 or
more games has his own card! In addition, we give
you an additional 200 fringe players. And, as a
special addition to the game, each National
League pitcher has his own individual batting
chart.

$10.00 - |

Special: Player Stat Guide with complete batting
and pitching records of all major league players
just $1.00.

1979-80 PAYDIRT Charts

An AH first! Last season’s charts printed and
ready for play before the season actually begins!
This year get a head start on the NFL by ordering
your PAYDIRT charts early. All 28 charts printed
in full-color, with synopsis of the teams’ seasons
on each chart. See if you can coach as well as Ray
Malavasi did when he guided an apparently
mediocre team into the Super Bowl.

$10.00

Now Available
by Mail from
Avalon Hilll

1979-80 Statis-Pro NBA Basketball
Player Cards

Yes, we did figure out how to put the three-point
shot into our game, and you can get in on the
secret, too, by ordering your card set today. Get
in on all of the excitement of last season's NBA
while finding out just how important the three-
point shot really was!

$10.00

s

SPEED CIRCUIT Grand Prix
Track Set

Ten all-new tracks, enough for even the most
fanatical SPEED CIRCUIT fan. Comes complete
with optional rules and brief track descriptions.
Tracks included are: Buenos Aires Autodrome,
Brasilia, Long Beach, Watkins Glen, Jarama (in
Spain), Silverstone, Hockenheim, Ossterreichr-
ing, Zanvoort, and Montreal.

QOrder today from our Parts Dept.
Please add 10% postage to all orders.

Y

Y e

$13.00 “ra
? ol



New Charts for Baseball Strategy

POOR DEFENSE AVERAGE DEFENSE EXCELLENT DEFENSE

INFIELD Defense Value—39 or less INFIELD Deftense Value—10, 11 INFIELD Defense Value—12 or more
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