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ALL-STAR REPLAY is a publication of The
Avalioi Hill Giamre Compan devated egclusively to
the gmalvsbs and disciswetin of Avilon Hills Spors
Tlostrated Sime of sports gemes. Articles dealing with
sports in general are published from time to time, but
anly as they relate to the subject of the spurts games

ALL-STAR REPLAY 15 published four times a
vear, with mailings made at or near the end of March,
fune, September and December All editorial and
general mail should be sent to The Avalon Hill Game
Coppany, 4517 Harford Hoad, Baltimore, Maryland
2zia. Ope-yvar subscnptions are $5.00, bwo-yoer
subscriptions are 59,00 Send checks or money orders
enly. The Avalon Hill Game Company cannot be
responsible for cash lost in transit, All subscriptions
sent via bulk permit. Airmail and first class delivery
must be pre-arranged with the subscription depart-
ment at additional cost. Address changes must be
submitted to Lhe subscription department six weeks
in advance to guarantee delivery. No paid advertising
of any type I+ accepted in ALL-STAR REPLAY.
Information of use to subscribers, advertising of used
Sports liustrated games and equipment, news of
game leagues and clubs, and “sames wanted” ads are
desired and will be printed free of charge.

ALL-STAR REPLAY welcomes articles fram
subscribers for consideration for pubiication, Articles
should be tvpe-written, double-spaced, and well-
written. Thre editor reservies the fight i oormect power
prammar and hopitless spellimg. There i no limit to
ward length, Accompanving examples and diagrams
whiuld be caprioned and neatly done i black wor tod
ink. TPhotos should have caption and credit iine
written on hack. Hajicied artickes wnd phicos, will e
riturned whenever peadaibbe. T 10 put Your namecn
overything you subsmit

EDITUR: Bruce C Miiligan

GRAPHICS: Are you kidding?

CONTRIBUTING EDITORS: Mark Maticek, Jim Trun-
ze, Francis Wyman Tyler, James € Gordon, Bob
Norgard, Jared Johnson, Ken Close, Patrick M Premo,
ard lots more

NON-CONTRIBUTING EDITORS: [im Skinner, Gore
Vidal John Updike, Charo, Viriny “Tire Iron” Schlussner
and all the gang at the South Side Pub

To facilitate correspondence, we suggest that all
envelopes to ALL-STAR REPLAY be marked in the
lower left-hand corner as follows:

Purchases of ALE-STAR REPLAY, subscriptions:
Gertrude Zombro

Purchases of games and game parts: Order Dept.,
Christy Shaw

Questions concerning play: ALL-STAR REPLAY
Research & Desipn Dept.

Note: All questions will be answered only if accom-
panied by a stamped, self-addressed envelope. Only
questions regarding rules clarifications {not sports
history or game design theory) can be apswered

Articles for publicabion, etters to the editor, requests
for brochures, reader ads, club news, etc: B.C,
Milligan, Editorial Dept.

Complaint Dept: Ron La Parte

IF YOU CHANGE YOUR ADDRESS please notify
Gertrude Zombro in eur Subscription Dept. as soon
a5 possible. Please state your old and new address.

In the last issue aof All-Star Replay our cover
featured a phatograph of Mike Jervis, FOOT-
BALL STRATEGY fan from across the sea.
Recently | was embarrassed to receive a letter af
complaint from Mr, Jeivis, stating that because
of the notoriety the cover had won him,
“planelpads of groupies from the States {were)
flying into East Midlands Awrpert’’, all apparently
seeking some sort of ilicit favars fram him. He
further bemoans the apparent fact that “‘ASR
has such a wide appeal among nubile young
ladies."”

Well, Mike, we are sorry about that, but you
should have read the release farm we send to all
people who appear on our cover. There it |5
clearly stated that the party involved is “fully
aware of the possible dangers gposed by
autograph seekers, photographers, and nubife
young ladies’’ {italics ours). When you get in-
volved in a glamorous field ke sparts games,
you've got to expect that sort of thing, Just im-
agine what it's Iike for me and Francis (well, me
anyway) going ta all of those gaming conven-
tions. Belleve me, things get oretty rough
sometimes

Moving an to more pleasant subjects, in this
issue we've got what we modestly feel are
some great articles. Amang these are complete
instructions for how ta rate the fighters yourself
for the TITLE BOUT mini-game (in response to
many requests}t; a play-by-mail system for the
same game; a BASKETBALL STRATEGY mini-
game, and much mare,

New sports products that may be of interest
to readers include updated boxer cards far TITLE
BOUT, which include all current fighters of note
and a spactal bonus of all-time greats in the ban-
tamweight, featherweight, and flyweight divi-
sions. Just as a reminder, we have had the latest
NBA cards on sale for some time. Both of these
items are $10 .00, plus the usual 10% postage
For the same price we have a mited number of
team charts for the old S ALL-TIME ALL-STAR
haseball game, which included 16 charts fone
for each tearm} of 25 players each, chosen from
the best of that team through history. These
charts are for a system that is essentally the
same as that used in SUPERSTAR BASEBALL,
and purchasers should have little difficulty
translating the resuits, some of which are
shightly different from that ot SUPERSTAR.

We've received a pleasant note from Samuel
F  Pattersan N, executive secretary of the
Brewery Footbal League, advising us that as a
result of our publicizing therr hermit-like ex-
istence since 1972, they are now solidly back in
the present. Mr_ Patterson kindly sent me a copy
of ther newsletter, which 1s packed with
statistics, photos of the league members (and
aven a cake which | presume s the league’s
hirthday cake}. There are also some good articles
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about the league, schedules, and a not-
inordinate number af beer ads for an orgamzation
styling itself the “’Brewery Football League.”

There's nothing like a good regular news-
letter Lo hold a league together over several
seasons, and | suspact that those of you who
want some ideas aboul what a good one looks
like would not go unrewarded If you sent Mr.,
Patterson a dallar or two to cover mailling and
copying and asked for a copy of his, His address
twhich [ trust he will not abject to my printing
here) 1s: Samuel F, Patterson I, Puget Sound
Sports lllustrated Games Association, P.O. Box
9822, Seattle, Washington 98109

Thanks also ta Paul Taylor of Toronto,
Canada, for sending us the excellent photo of
the final SPEED CIRCUIT race in the tournament
at this past ORIGINS, Sorry 1t had to be so small
57 entrants were narrowed down to a field of
|just six, who raced on a giant track provided by
ASR pillar Mark Maticek af Milwaukee, who also
provided us with six beautiful scale model racing
cars, Each of the finalists was awarded the car
that he drave, along with a plague listing his final
place, which we suggested the cars be mountad
on, The winner of this very close contest was
Andrew Wright of Baltimere, Cunously enough,
the winner of the WIN, PLACE & SHOW tourna
ment was alsa from Baltimore, he beng Bill
Cleary. In the FOOTBALL STRATEGY tourna-
ment, Mark Maticek, whe had ariginally not in-
tended 1o enter, also wound up as winner, Con-
gratulations all

As a final note, let us toot our own horn for a
moment {(and none too soon, eithert, Games
magdazine, which many of you may be familiar
with, 1s a prestigious magazine published by
Playboy Enterprises, wiih a paid circulation of
650,000, As its title implies rather strongly, it
deals solely with games of all sarts. In ts
November/December issue Games presented a
st of what they feel are the 100 best games in
the world. With over 50 manufacturers
represented, Avalon Hill ranked second with 11
choices only to Parker Brothers, with two of our
sports games (FOOTBALL STRATEGY and
SPEED CIRCUITY included among the choicas,
Hoaray far us
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“SHORTENING THE SEASON”

A Basketball Strategy Mini-Game

Sports seasons seem to get longer every
year. Basketball, Football, and Baseball all
overlap. Hockey is played into the early
Summer! While we have no control over
these sports seasons we can exert total con-
trol over sporting simulations.

Everyone knows the most exciting
moments of a sporting contest are usually
found at the end. The last second field goal
attempt, the shot at the buzzer, the extra
innings—these give us our greatest thrills. [n
most sports games these are relatively easy
to recreate. In football, for example, simply
start the game with 6 minutes to go in the
fourth quarter with the score tied. In
Baseball you can tie the score with 3 innings
to go, and randomly determine where the
batting order begins. Races can be shortened,
as can golf matches and hockey games. Only
basketball presents a real problem in
shortening a game.

This is because of the fouls players
accumulate. Any basketball game could be
projected into its final minutes with the score
tied, but without knowing which playersare
in foul trouble the game loses its realism. If
you randomly assign fouls you also run the
risk of getting unrealistic results.

The purpose of this article is to introduce
a “Basketball Strategy” tnini-game which
will allow you to accelerate play without
sacrificing realism. Using these rules you can
play entire basketball games, or play a game
inta its final minutes and then revert back to
the normal rules to finish the game. Once
familiar with these rules, you should be able
to play an entire pro basketball game in less
than 20 minutes,

Basically, the mini-game breaks basket-
ball into 6 minute turns. During each turn a
coach will select 5 players and give them
defensive assignments. One die roll is made
for each player and he is given points based
upon a chart which compares his offensive
rating and his opponents’ defensive rating.
When all players have done this one roll is
made for points earned through rebounding
and a roll is made for points earned through
ball handling. A coach can then elect to roll
for 3 point option peints, it it is a pro-
basketball game. This is ohe complete turn.

A complete pro game is 8 turns, College
gamnes are 6 turns, High School are 5. Players
can use the mini-game to play the early parts
of a game, and use normal rules to finish.
Just remember that each counts as 6 minutes

by Ken Close

off of the game clock. One turn is played if
an overtime period is needed.

If you believe in a home court advantage
roll the die at the start of the game, award the
host team the following points:

Pro game pts. 0 2 4 & 8 10
College game pts. 0 2 3 5 6 8
HE game pts. 01 2 3 4 6

No home court advantage points should
be given for the final game of a playoff, nor
for a tournament game. These points may be
added to any player's total after a turn. At
least half of the points must be added in by
the end of the first half of the game.

Now we can begin play, The below listed
rules are designed to illustrate one turn:

Picking Players

Order—The visiting team sets out their
lineup first, then the home team (for first
turn only). During subsequent turns the Jos-
ing team sets up last. A player may use a
time-out to reverse the order of set-up, and
his opponent may negate it with a time out of
his own. In pro games, it is mandatory to use
one time out per quarter, and no team can
use more than 4 during the last quarter of

play.

Positions—Players may play their
designated positions at their listed ratings.
Any player moved out of position {guard
playing forward) subtracts one point each
from his defensive and ball handling ratings.
If a player is moved two positions away
{guard playing center, vice versa) subtract
two points from each rating. Ratings may
never go below 1",

Rest—Each player must rest at least one turn
per game.

Matchups—Each player is set next to the
man he is covering. Both coaches have the
freedom to make any defensive assignments
they wish, remembering the rule on posi-
Hons. They may not alter the 5 players
designated for that turn (the same players
must play offense and defense for that turn).
Before the first die is rolled a coach may an-
nounce if any of his players are playing
"loose” defensively.

Points and Fouls—One die is rolled for each
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player. Coaches then consult the ap-
propriate offensive chart, look under the
defensive players' rated column (normal or
loose) and discover how many points that
player scored during this turn. The chart will
also tell if the defensive player covering him
has committed any fouls. Record these
results for each player.

Here are the player charts:
FOR #3 OFFENSIVE PLAYERS
Defensive Ratings

O - T T S
Normal or Loose

Died | N L|NyL NIL NytL
1 o | ] [0SR | |4‘
2 PR T ECH IEE IPTR Cl EECR
3 1" | 2 Al I L 4" 16
4 22 3 |iaalie s ) 50 L7
s |ala|z e |ate e ls
6 |3 g4 |4 45 |5 16 ]e |10
i defensive player fias commitied twe fouls this furn
v = defensive player has committed one foul this turn
FOR #2 OFFENSIVE PLAYERS
4 | 2 1
Dieg | N L[N L|N|L|N|L
1 0"0' o*,o' LTI N Ty
2 o l1 1* T 1" ! 2] 22 a4
3 ASE= | e 2= 2= el e
3 10 M SSAE asE Al g s
5 2 2 el ar e ta
6 2 p3 )3 fa Jaifs |s g2
FOR #1 OFFENSIVE PLAYERS
4 3 z 1
Die ¢ NIL N oL NlL NlL
1 o '@ oloc o o) e o
2 o to Jov k1 Q=0 |12
3 0 111 o | 3
4 ot a2 amy 2n o 2
s |12 |22 ]z13]3 |4
6 1,2 Jz g2 |3 44 a6
Rebounding
Comparing—Add the total rebounding

points for each team and compare them. If
one team has more than 5 rebounding points
consider it to be +5 on the chart. Any team
that has more than 18 rebounding points
only compares 18 to the other tearn's total.

Mismatches-—Cnce you determine the com-
parison alter it based on player mismatches.
Mismatches occur if a defensive player
covers a player whose rebounding rating is
two or more than his own. The rebounding
comparison is then altered for every point of
mismatch. For example . . |
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Offensive Players’ Defensive Players’  Effect On
Rebounding Rating Rebounding Rating Comparison

-] 4 +1
7 3 +3
5 4 none {no mm)
3 5 none
[depends on
other team
assignments)

Tip-In—If one team has a tip-in player (*) on
the court and the other team doesn’t, alter
the die roll +3 in favor of the team with that
player.

Roll—Once rebouding comparison is made
roll a die and use the following chart to
determine extra points for the turn:

Fven +1 +2 +3 +4 +5
Diey BsW HJL HvL HiL HSL HeL
; e A, O W L W e WA
I 273 273 374 3V A7 A3
E 3 /3575 373 473 403 &3
| &7 & 312 G132 Al d B2 5%
g b O I .
§ A7 X oS3 3L afa3i0 370

B = popts For Black Teae
WV = poindi fere unfiide bean
H = points for higher teamn
L = points for lower team

During playoffs teams score fewer points
than they do during regular season play. To
reflect this use the following rebounding
chart (use it for college and HS play also) in-
stead of the one above:

Even +1 +2 +3 +4 +5
Div# B HAL HeL HL H/L HAL
BT E R ET R N WS
F AN ElF ST E SV R ETE]
3 Gri-4) 4343 3EF FTE 30
4373101 201 ¥ Frl 47
[H Pl 310 $0% k11 %10
B A7 A AT AL B8 34 i

Add the points awarded from the re-
bounding chart to any players’ total (if he
played that turn),

Ball Handling

Comparing—Add the ball handling ratings
for each teams’ five players and compare
them.

Roll—Roll one die and use the following
chart to receive bail handling points:

Dief§ Even +1 +2 +3 +4
1 1ea. o] e} ! 1
2 lea o] o 1 I
3 2ea 3] 1 1 2
4 2ea 1 1 2 2
5 Jea, 1 2 2 a
[ 3ea. 2 2 3 3

Unlike the rebounding chart, only one
team is awarded ball-handling points {unless
the teams are equal). Like rebounding, ball
handiing points are added to the total of any
player on the floor during that turn.

Fouling Out

If a player fouls out of a game bonus

points are awarded to the player he was
covering. These points represent the ac-
cumulation of foul shots and the caution a
player in foul trouble usually exhibits, To
determine bonus points refer to this chart:

Offensive Player's F T Rating

i 2 1
Bonus Peints = & a1 T
Three Point Play

If you are playing a professional game
you now have the option of rolling on the 3
pt. play chart. This chart reflects the net
effect on your score shooting from outside
the 3 pt. line will have. To use this option
you must have at least one forward or guard
in the game who has an offensive rating of 3.
Roll the die and consult the below chart to
determine this strategy's effect on your

SCOTE. ]
3 Pt. Strategy Chart

# on die 1 2 3 4 5 6
Points 4 2 -1 +1 +2 +4

Add (or subtract) these results to the
score of any "3 offensive player in the

EaIme.

Summary—To play the Bagketbal! Stratesy
Mini-Game follow these steps:

A Pick 15 players—give them defensive
match-ups.
Roll one die for each player.
Consult Offensive chart, award points
and fouls,

B Contpare rebounding totals.
Roll one die.
Consult Rebounding chart, add points
to players’ seore.

C Compare ball handling totals.
Roll one die.
Consult Ball Handling chart, add points
to player's scores.

D Use 3 pt. option chart if desired (Pro
games only).

Sound simple? It is, and fast too, Below is
an exarnple of one turn of play:

Cont. on p, 33
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TWO-MINUTE DRILL:

A Precision Timing System for PAYDIRT and BOWLBOUND

Ten seconds to play, San Diego leading
Seattle 24-20 at the Kingdome, and the
Z-Man has his Seahawks knocking at the
door—1st and goal at the Charger 10. Yes,
it's another typical PAYDIRT thriller, folks,
the kind that turns casual players into
addicts and addicts into nervous wrecks, But
getting back to the game—whal's next?

You send Zorn back to try the medium
passinto the end zone. In and out of the leap-
ing Largent’s hands—incompletion! OCh,
well, still time for another pass, right?
Wrong! PAYDIRT allots no less than 10
seconds for any ofiensive play, so time has
expired. How can a quick incompletion on a
medium pass use up 10 seconds?

Well, nobody said we were perfect. Any
type of simulation has to make some approx-
imations, both to keep the game from getting

by T. R. Nicely

unwieldy and to make it accessible to the
general public. The figures in the PAYDIRT
and BOWLBOUND Timing Charts make no
pretense of being accurate to the millisecond
(or even to the second), and as a conse-
quence, an occasional glaring anomaly like
the one above can creep in. What to do,
what to do?

One possibility is to simply accept the
limitations of the commercial design and
overlook such quirks, tolerating them for
the sake of simplicity. That’s not going to
stop the Seahawk faithful from waving the
bloody shirt, however, and what we intend
to do in this article is give you an alternative:
a more precise method of timing, especially
suited to the *Two-Minute Drill"—those
frantic waning moments of each half.

There are various ways to go about this.

THE SPORTS GAME DIGEST

One could do an exhaustive statistical study
of all available videotapes of the NFL's last
few seasons, tabulating the actual elapsed
times for each play; then assemble tables of
the time consumed by every possible play
variation, as a function of offensive play,
defensive formation, down, yardage, score,
time remaining . . . Well, you get the pic-
ture. Things can get out of hand in short
order, and some sort of compromise has to
be adopted, one which will result in a more
accurate simulation than the standard Tim-
ing Charts provide, but which can be used
by someone other than a professional
mathematician.

The system | am going to describe is one
which has been playtested in hundreds of
games, and which has been declared by the
players to be both accurate enough for
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realism and simple enough for common use,
Many other equivalent systems can be con-
structed, of varying degrees of accuracy and
complication, so feel free to add your own
innovations, What follows is really just a
model for your inspection—a model that
has, however, met the test of time.

The total time for a play (from the snap
until the snap for the succeeding play} is con-
sidered to be the sum of three parts: the
“Action Time'* AT, the "Return Time” RT,
and the “Dead Time" DT. Thus, if total time
is indicated by TT,

TT = AT + RT + DT.

The “Action Time" refers to the live-ball
interval from the snap until the bail is dead
or until the other team gains possession. The
AT for each type of play is calculated as
follows:

Runs and Completed Passes 3 + T sezands

Incompiete Passes . Sseconds
QB Sneaks or QB Flops 3seconds
Punts & + R seconds
FG Attempts . 2 + Tseconds

Oseconds

Add 2 additional secongds
Add 2 additional seconds
Counl as completed pass
ot equal yardage
5+ Tseconds
uhtil recovery

The “T" referred to above is the ‘Tens
Digit” of the net yardage covered (or in the
case of FG attempts, the vard line of scrim-
mage). Thus, a 26-yard gain on a run or pass
would require 7 seconds AT, since T=2; a
BK-18 on a punt attempt would use up 6
seconds from snap to recovery, since T=1;a
53-yard FG attempt {line of scrimmage at the
36) would require 5 secands AT, since T=3.

The “R” in the Punt entry refers to the
niumber of yards the ball is allowed to roll
after hitting the ground (if Adv. Rule 9bisin
use).

If a change of possession occurs on the
play, and the receiving team has the option
of electing a touchback, fair catch, or return,
the “Return Time” RT is calculated as
follows:

AT  Kickoffs, PAT Attempts
Razzle-Dazzle Play .
Fumble Occurs
Intercepted Passes

BK or Fumhb/ed Kick Snap

No Return Involved, or
Kick Qul of Bounds Osec
Fair Catches and Touchbacks 1sec
RT  Actual Return Attempted 3+ Teee
For Oceurrence of Muff o
Fumble, Acd 2 Additional Seconds

The “Dead Ball Time" DT js the time be-
tween the dead-ball whistle and the snap of
the succeeding play, during which the game
clock is runming. In this interval, the players
are unpiled, the ball is respotted, the down
and vardage indicators are reset, the teams
huddle, and the formations are set for the
next snap. The DT will depend primarily on
the nature of the initiating play and the in-
tentions of the two teams, The timing dif-
ferences of pro and cellege ball must also be
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considered. Anocther important distinction
to note is that between “Continuous” and
“Interrupted” plays. The game clock runs
without interruption on Continuous plays,
while on Interrupted plays, il is stopped tem-
porarily and then restarted on the referee’s
ready signal {windmill action of the arm)
“Interrupted” plays include the fallowing: in
PAYDIRT, plays on which tirst down vard-
age is made exactly (clock stopped tor
measurement), and plays involving a
quarterback sack or a fumble not advanced;
in BOWLBOUNTD, plays involving a fumble
not advanced, any play invoiving a penalty,
and any play on which a first down is made.
The table of DT times is as tellows:

PAY- BOW!L-
DIRT BOUNLY
Referee Timeout Plavs Qrec U sec
Continuous Plays 0 25
IntesTupted Dlays 20 5
Continuous Play
Tune Conserved 1% W
[ntermipesd Flay,
DT Thse Comserved 3 3
Cuontinyous Play, Timeout
called instantly . 2 3
Interrupted Play. Timeaul
called instantly o] Q
Delayed Timeoul 10 10
Intentional Delay Penalty
Taken. ADD 10sec 10 se¢

The “Referee Timeout Mlays” are those
an which the dlock stops antomatically
when the ball is whistied dead: incomple-
tions, out of bounds, change of possession
plavs, scoring plays, and touchbacks—and
in PAYDIRT, any play involving a penalty
The “Time Conserved” notation refers Lo the
option of Adv. Rule 5A: the decision on this
is made after the result of the current play 1s
known, and atfects the result of the next
play. If the throwaway pass of Adv. Rule 58
is employed, the Time Conserved DT figures
above are used for the stan total of the DT
time of the current play and the time con-
surned by the throwaway play,

Now that you have been thoroughly
confused, maybe some examples will
iluminate the procedure, I'm going to give
vou several examples of plays and situations
which might occur in the last two minutes:
see if you can figure out from the above
tables and explanations the tatal time TT
elapsed —this is the time you would mark off
on your game clock, The answers-—showing
AT, RT, DT, and TT for each example —are
listed at the end,

EX ¢ I Team A (theooe puiting the ball in play) gains
= yards amd lebs the clock aun thut does ot
take a delay penaliy)

EX ¢ 2: Team A gains o-yards and lets the clock rum,
taking an Inlnodinn deley prsaliv

EX# 3 Tvom A paing t-yardy, than Tharres the nex)
snap la copserve lime

EX 4 4 Team A gains o-yvards, which is exact Ffirs-
down vardage, then ihrows the ball away
intentionally tostop the clock

EX # 5: Team A loses 13-vards, going out of bounds

EX # 6. Team A's quarterback 1s sacked for a 10-vard
luss: he lumkbles and B recovers, B then returns
the fumble 37-yards

EX # 7: With the score tied, A has 2nd and 10 at their
30. A gains 5-yards on a pass play, bringing up
3rd and 5. After 1t becomes apparent A does
nel intend to call bmecst, Team B calls
timeout

EX ¢ 8: Tram A is leading and attempts to run oyl the
clock with a Cuarterback Fop. Team B
instantly calls timeout

EX # 9: Tearn A iz leading and attempts to run out the
clock with a Quarterback Flop. Team B 1s out
of timeauls, and Team A takes an intentivnal
delay penalty

EX ¢10: Team A's quarterback is sacked for a 7-yard
lezss, and neither team ralls hmeout or con-
serves Lime

EX #11: Team A punts for 34-vards; the ball is returned
18-yards by Team B, then fumbled but
recovered by Team B

EX #12 Team A's 0-yvard (LOS=30) FG attempl is
blocked {BK-7). Team A recovers on a roil of
13, and attempts Lo advance the ball using Pass
#9. The passer is sacked for a further loss of
Tl-yards, and A loses the ball on downs

EX #13: Tearn A scores on an B7-yard pass play,

EX #14: Team A's Kickotf is returned 102-yards for a
tonchdown

EX g15: Team A's altempted lony pass is intercepted

28-yards downticld, and relurned 51-yards by

Team B: there is also a clipping penalty on the

return

leam A gaing 48-vards on a Razele-Dazzle

play, then conserves time prior to the next

snap

EX #17: Team A scores on a Quarlerback Sneak

EX #18: Team A gains Id-yards and a first down, but
lets the clock run

EX #19: Teart A iries to run out the clock by taking an
intenlional safety or 4th down; to do so, the
duasterback starts trom the hine of scrimmage
tAs 357 and runs backwards clear out ot his
v e zone

X 7200 leam A attempls to punt from the 50, The snap
is centered over the punter's head (F-40), but he
retreats and recovers the ball, on a recovery
roll of 18, He now attempts to advance the ball
using Pass #9, but throws an interception (INT
28} Tvam B retures the Interception 18-yards
and fumbles it losing the ball on a roll of 38;
Tearm A now refurns the ball 80-yards tor a
touchdown

EX #16:

ANSWERS:
EXAMPLE: PAYDIRT
AT RT DT T
1 5 0 30 as
Z 5 e 40 45
=) & o 10 {5
4 - 4 3 e
3 (-] Q 4] 6
[} g4 ) 0 14
: 5 0 10 15
a # 0 2 5
9 3 0 40 43
10 5 0 20 25
11 & (571 0 12
12 1 0 ) 11
13 13 0 0 13
14 o 13 0 13
15 g 8 ] 16
la L1 o] 10 21
17 3 a 0 &
18 o] 0 30 36
19 a 0 v 9
20 lé AT a RES
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EXAMPLE: BOWLBOUND
AT RT DT
1 5 0 257 30"
1 3 0 35" 40"
2 & ¢} 10" 15*
4 -1 g 3 8=
5 [ 0 0 &
b a+ & 0 i4
7 5 ¢ 10 15
8 3 0 2 5
9 & 0 3s 38
1c 5 0 23 30
Nl e & 6+ o 12
12 11 0 0 11
13 13 0 0 13
14 0 13 0 13
15 g 8 0 16
16 . 11 i 4 14
17 ) 0 0] 3
18 . 6 Q 15 21
19 9 4} 0 g
20 16 17+ 0 33
MNOTES: “Assuming lirst down yardage was not made

**The 8 seconds is measured from the snap on
the first play to the dead-ball after the
throwaway pass, and includes both plays

*Note that 2 seconds have been added for the
loose-bail time on the fumble.

These examples are not intended to cover
every possible situation, and some of them
may require careful study. In Example #20,
for instance (purposely designed as a
nightmare of complication, to show the ver-
satility of the system), the time intervals
actually break down as follows:

Snap to fumble
recovery 9seconds(5+ T, where T =4 here)
Pass atternpt, recovery
teinterception  Tseconds(S+T, where T=2}
Interception return,
including Fumble and
free-ball time éseconds(3+T, where T=1,
+2 seconds tor loose
ball)
80-yard Fumble
Retumn
Dead-ball Time . .
tallews a score.

The computations take a while to get
accustomed to, but fortunately most plays
you encounter are of the garden variety (Exs.
#1, 5,10, 13, 15, 17, 18) and do not require
any extraordinary cerebration,

One note in regard to taking the delay
penalty to consume time: for reasons of
equity, a player tmay not take just a part of
the extra 10 seconds and aveid the penalty
while consuming the time. The only excep-
tion to this occurs if time expires during or at
the end of the extra 10 seconds; in this event,
no penalty is called and the half is over.

WHY NOT USE IT FOR
THE WHOLE GAME?

The timing system described is really
only intended for use inside the two-minute
warnings (actually, college football has no
automatic timeout at the 2-minute mark;
some players prefer to “invert” ome by
assuming that a TV timeout is imposed at
this point}). However, there is no intrinsic
reason why it could not be used throughout
the entire game—but there are a couple of

1lseconds(3+T, where T=8)
Oseconds,since a Referee’s Timeout

practical arguments against this:

(1) The system is considerabiy more complicated
than the ordirary timing system, attd most
players consider its use justified only when
playing time v pritical, by eaclusive use may
stote down pliy considerably

(2) By actual comparison with real game timing
statistics, one can show that the efficiency of
the aboue timing system is somewhat exag-
gerated; that is, teams will actuaily get in moere
plays under this systemt than they de in reality
This is pat primarily due to any errors in the
basic assumed times, but rather due to the
inefficiency of real-life teams. You may have
noticed in televised games how frequently
players, coaches, and sometimes even officials
allow the game clock to vun when either cam-
mon sense or the actual ryles tells them ko call
timeout. Use of the system over an entire game
might result in a noliceable exaggeration in the
rimher of pleys run

In connection with (2), I might note the
preferences of my own playtesters, They
prefer to use the regular timing system dur-
ing the first 28 minutes of each half, with two
modifications: (A) 10 seconds are added to
the duration of each play not terminated by
a referee’s timeout (thus 20 second plays are
counted as 30; 30 sec plays as 40; 40sec plays
as 50), and (B) All out of bounds marks are
ignored. The precise iming system of this ar-
ticle is then used only within the two-minute
warnings. This procedure actually over-

compensates for the dlight error introduced
by (2) within the 2-minute warnings,
resulting in fewer total plays than the known
norm for a game (between 75 and 90% of
normal). This tends to produce slightly
shorter, speedier, and closer than average
games-—all effects which they enjoy. This is
strictly a matter of player preference.

One further point. If you do use this tim-
ing system for the entire game, be aware that
in pro ball, the game clock runs during free
kicks ocutside the 2-minute warnings.
Theretore, during the first 28 minutes of
each half in PAYDIRT, time kickoffs as
follows:

All Onside Kickoffs dsec
All 5quib Kickaffs Ssec
All Deep Kickoffs 5 + 1R ser, where R is

the roll yardage of
Adv Rule 98

And now, back to the Kingdome! Ten
seconds to play, San Diego leads 24-20, 1st
and Goal Seahawks at the Charger 10. Zormn
drops back, throws to Largent running a
post pattern in the end zone-—off his finger-
tips incomplete! But wait, fans, the clock still
shows FIVE SECONDS! Zorn retreats again,
looks for a receiver, . . . . .

LIST OF ALL BOWLBOUND! CORRECTIONS

(I) PRIORITY CHART: The boxes opposite
the “QR" Offensive Result, and beneath the
Defensive Results “No Change” (White Box)
and "# in a Red Box” (Yardage Subtracted),
should read “QR”, not "ADD”. That is,
defensive yardage may add to a QR, but
may never subtract from it. (This revision is
already embodied in the separately printed
Priority Charts issued after 11/2/78)

(II} TIMING CHART: Due to a rule change
initiated by the NCAA in the spring of 1979,
the elapsed time for “Any Play Involving a
Penalty, Accepted or Not” should now be
counted as twenty (20) seconds.

{III) SCOREPAD: The statement at the bot-
tom of the sheet-—that there is an automatic
timeout when there are two minutes left in a
half—is erronecus. College football
employs no “two-minute warning.”

(IV) CORRECTIONS TO THE PRINTED
RULES:

(1) Page 2, Column 1, Example 4:
Change the word “red” to “green”; change
the word “subtracts” to “adds".

(2) Page 3, Column 2, Rule VI-(B)-(c):
Due to an NCAA rule change initiated in the
spring of 1979, the following sentence
should be added: “Any DDEF15 penalty also
awards an automatic first down to the offen-
sive team.”

(3) Page 3, Column 2, Example 1: The
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last sentence should read: “RESULT: 1st and
10 at B's 26."

(4) Page 3, Column 3, Line 3 (End of Ex-
ample 6): The last sentence should read:
“"RESULT: A’s ball, 1st and 10 at A's 47.”

(5) Page 6, Column 1, Advanced Rule 7:
Paragraph (H} should read as follows: “{H)
AFTER the offensive result is chosen, the
defensive team rolls the defensive dice and
looks up the defensive result, opposite the
offensive play finally chosen and their own
previously called defensive formation,”

{V} CORRECTIONS TO THE TEAM

CHARTS:

(1) 1970 AIR FORCE: Offensive Chart,
Play 7, Dice Total 16: should be a blank
white box {No Gain).

(2} 1960 MINNESOTA: Special Team
Chart, Interception Return, Dce Total 38:
should be a 40 in a green box.

(31 1973 NOTRE DAME: Defensive
Chart, Defense A, Play 3, Dice Total 2;
should be a blank white box {No Change).

{4} 1954 OHIO STATE: Defensive
Chart, Defense E, Play 5, Dice Totals 1, 2, 3,
4, 5: All five of these boxes should be green,
not red; the numbers and symbols
themselves are correct.

(5) 1967 SOUTHERN CALIFORNIA
(UUSC): Special Team Chart, Punt Column,
Dice Total 10: should be a 44 in a green box
(44-yard punt, with a return),



WIN, PLACE & STEEPLECHASE

or

Where's Pegasus Now That We Need Him?

by Patrick M. Premo

The most rigorous and challenging of all
horse racing events has finally come to WIN,
PLACE & SHOW. Steeplechasing requires
horses to carry enormous weights (exceeding
170 pounds at times) over very long races
{two to four miles) whose courses are in-
terspersed with hazardous obstacles—
tences, ditches, and water jumps, to name a
few-—that must be successfully cleared.
Many great horses fall attempting to
traverse these treacherous courses and
usually are unable to finish the race.

Steeplechasing originated in Ireland and
England sometime during the 18th Century,
but it is practically impossible to pinpoint
the first race with any accuracy. The term

steeplechasing is believed to have arisen
from having a church steeple serve as a land-
mark toward which to race—one friend say-
ing to another, “I bet my horse can beat
yours to yonder steeple!” and off they would
go across the countryside, jumping their
horses over whatever natural obstacle lay in
the way. The first recorded steeplechase was
run in 1752 when Denis O'Callaghan of
County Kildare, Ireland, on his horse
Johnny Lad challenged Reginald Blake from
Yorkshire on his mare, Pam-Be-Civil. The
race was a four mile event over natural coun-
try from Buttevant to St. Leger; Pam-Be-
Civil was the winner. The race was so
popular that steeplechase courses began to

How Steeplechasing Began: Contrary to the informution presented in this article  the editors iave infornation

that the spart of steeplechasing aclually come abowr wher a growy of jckeys et a more conventional ruce
fhaving wist been informed that the favious Lady Godiva wwas then cantering throngh el 1own. spontancously
and as @ growp vaidted Hre fonce at Hre emd of their teael then procecding ab full speed in the divection of
the conter af town clearmg Jences and ditches on ther auv

pop up in both the Yorkshire and County
Kildare regions. The most famous of all
foreign steeplechases is the Grand National
at Aintree, England, and it was first run in
1839, (The Grand National was actually first
run in 1837, but it was at Maghull for two
years before moving to Aintree.)

Canada was the first North American
country to popularize steeplechasing {prior
to the 1850s) and they introduced the sport
to the United States in 1865 at Paterson, NJ,
when Canadian horses took all the laurels in
a 3 mile race over 27 jumps. The first
steeplechase in the US at a major race course
was held at Jerome Park (near New York
City) in 1869, The oldest, most famous, and
most difficult steeplechase race in the US is
the Maryland Hunt Cup which was first run.
in 1894 and is still being contested today. (As
an aside here, there are some who feel that
the Maryland Hunt Cup is even more dif-
ficult than the famous English Grand Na-
tional!) Other prominent steeplechase races
include the Beverwyck at Saratoga, the
Temple Gwathemy at Belmont Park, and the
Colonial Cup at Camden, South Carolina.

Steeplechase events in the US and abroad
usually attract large fields (upwards of 30
horses is not uncommeon) and are usually
comprised of older, more mature horses,
Only Thoroughbreds are involved in
steeplechasing, In the US, 130 pounds is the
lowest weight that can be assigned any horse
and weights as high as 160 pounds are not
uncommon; in England, 175 pounds have
been assigned at times. A three mile race
might have as many as 20 obstacles, which
include fences (or hedges) ranging from four
to five feet in height. Some of these obstacles
have an eight foot water ditch on the other
side which makes the jump doubly hazar-
dous. It is not uncommen for only four or
five of the thirty horses to finish a race.

The remainder of this article will look at
some of the greatest steeplechase racehorses
of the world and then close with a look at the
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feature race, the 1977 Colonial Cup Inter-
national Steeplechase at Camden, South
Carolina.

Foreign steeplechasers of note include the
famed Irish bred Arkle who raced in the mid
1960s and was owned by Anne, the Duchess
of Westminster. An injury stopped him after
he won 30 races and over $216,000—a Euro-
pean record. Red Rum exceeded that record
in the late 1960s and early 1970s; Red Rum
was a very popular horse with the people
and rarely disappointed his public as he won
the Aintree Grand National a record three
times! In the early 1900s, Lutteur HI of
France also established himself as a ‘chaser of
repute.

Champion ‘chasers of the US included
Good and Plenty who raced in the early
1900s and won the US Grand Nationa) car-
rying 170 Ibs. Jolly Roger won the US Grand
Mational twice in the 1920s. Battleship, the
small but courageous son of Man o° War,
won both the US and England’s Grand
National-—a rare feat indeed—in the 1930s.
Bushranger won the US Grand National car-
tying a record 172 Ibs. at age 6 and was voted
Horse of the Year. Elkridge, the “lron
Horse,” raced until age 13 and was voted
Horse of the Year twice. Neji was one of
America’s truly great ‘chasers who won the
US Grand National three times and was
voted Horse of the Year three times. Jay
Trump was another US great who traveled
to England in the 1960s to win the Aintree
Grand National. Bon Nouvel was also Horse
of the Year three times, L'Escargot was the
last US horse to win the English Grand Na-
tional and he did it by defeating the
aforementioned Red Rum.

It wasn't until 1936 that the US formally
began to recognize Thoroughbred Horses of
the Year. The procedure that began in that
year was to recognize the top Thoroughbred
in each age and sex category. For example,
two year old colt, two year old filly, three
year old colt, three year old filly, best older
colt, best older filly/mare, best grass horse,
and best steeplechaser. Then, from these
champions, one Horse of the Year was
chosen. Although no steeplechaser has ever
been selected as Thoroughbred Horse of the
Year, the best steeplechaser has been con-
sidered ‘chaser Horse of the Year. These win-
ners are listed for your information:

Year

1936 Bushranger 1948 American Way
1937 Jungle King 1949 Trough Hill
1938 No winner 1950 Oedipus

1939 No winner 1951 Oedipus

1940 No winner 1952 Jam

1941 Speculate 1953 The Mast

1942 Elkridge 1454 King Commander
1943 Brother Jones 1255 Neji

1944 Rouge Dragon 1956 Shipboard
1945 Mercator 1057 Neii

1346 Elkridae 1958 Muji

1947 War Hattle 1952 Ancestor

A

Editarial Apology: Scrichow we totaliv overlooked this swell phote when we ran our article on harmess racig
several issyes agn, =0 we Hiongh we wauld throw 1t inaw, in the absence of anw good steeplechase pix i s really too
bud, because vor can nnugiie whar sort of a howler we wonld tazse come wp with had we ol kuamin we had it on

hand
Year
1960 Benguala 1970 Tap Bid
1961 Peal 1971 Shadow Brook
1962 Barnabys Bluft 1972 Saothsayer

1973 Athenian 1do!
1974 Gran Kan

1975 Lite's lllusion
1976 Straight And True
1977 Cafe Prince

1978 Cale Prince

1979 Marlie's Anger

1963 Amber Diver
1964 Bon Nouvel

1965 Bon Nouvel
1866 Makao

1967 Quick Pitch
1968 Bon Nouvel
1969 L'Escargot

Cafe Prince, who was chaser Horse of
the Year in 1977 and 1978, was felt to have
his best year in 1977 when he won the
Colonial Cup International. In a field that
included twelve horses (two from England,
Sea Pigeon being the best, and one from
Germany, Romping to Work), weights were
assigned based on age: 4 yearsold, 151 1bs.; 5
years old, 160 lbs.; and 6 years and older,
162 lbs. Cafe Prince was 7 and thus shared
top weight of 162 ibs. Two of the horses fell
and could not finish (Down First and
England’s Sea Pigeon). Cafe Prince raced in
good position until late in the race when he
burst into the lead to win by over 5 lengths,
Bel Iman was second by 8 lengths, Leaping
Frog was third by over 4, Romping to Work
was fourth by 5 lengths, and Deux Coup was
fifth by 9 lengths over 11 year old Happy In-
tellectual. Only these top six finishers have
been included in the accompanying WP&S
race program.

Cafe Prince’s lifetime race record and
earnings (through 1978) are as follows:
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Year Age Races Won 2nd 3rd Money Earned
1973 a 5 4 1 o $ 18,780
1974 4 3 1 0 0 13,560
1975 5 4 2 i 1 36,850
1976 [ 0 0 1] 0 —0—
1977 7 9 4 1 il 91,605
1978 8 5 2] i 2 32,063
tolals 26 13 4 4 $199 858

A supplement to WP&S rules for
Steeplechasing is included so you can adapt

the thrilling and exciting sport of ‘chasing to
WP&S.

Steeplechase Horse Racing Rules
17 STEEPLECHASE HORSE RACING.

17.1 The Start. Most steeplechase races are
at Jeast two miles in length and where you
start your race will vary accordingly; each
10 spaces an the track board represents one
furlong {there are eight furlongs to a mile)
For example, a 2V mile race would start at
the 14 mile START" but the “FINISH" line
would be passed three times—the last time
being the end of the race.
17.2 QObstacles. Obstacles are assumed to be
located on the track board at the beginning
of each GREEN colored section, with the
following EXCEPTIONS;

a. The Start. Depending upon the length
of the race, the starting blocks will vary; the
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horses must pass through AT LEAST ten
spaces before an obstacle (GREEN colored
section) can be considered an obstacle

b. The Finish. Although the FINISH line
is located at the beginning of a GREEN col-
ored section, this obstacle would be ignored
at the END of the race only—it would be ap-
proached as usual during the race itself.

¢, The “1%4 mile START.” This GREEN
colored bleck would be ignored insofar asan
obstacle is concerned,

EXAMPLE: Int a 2%4 rniles race starting at
the “Six furlong START.” the horses would
have to pass through fifteen spaces before
encountering an obstacle. However, the
next time around the track. the first GREEN
colored section after the "Six furiong
START” would be approached as an
obstacle as wsual, Thus, in this 2% miles
race, the horses would encounter a total of
thirteen obstacles.

17.3 Jumping Over The Obstacles. When
gttempting to jump an obstacle {i.e., landing
on the FIRST GREEN colored space just
after the YELLOW colored section), the
horse’s player rolls ONE die: if any number
OTHER THAN that horse's POST PPOSI-
TION number appears on the die, then the
horse has successtully cleared the obstacle
and continues the race as usual (i.e., moves
any remaining spaces he may have had after
he ternporarily halted on the above noted
GREEN space to see if he cleared the jump).
However, should that horse’'s POST POSI-
TION number appear on the dje, then the
horse has encountered trouble in trying to
jump over the obstacle as follows:

a. The FIRST time that horse's POST
POSITION number appears on the die when
attempting a jump, the horse stumbles
slightly but recovers quickly and continues
the race as usual

b. The SECOND time that horse’s POST
POSITION number appears on the die when
attempting a jump, the horse stumbles badly
and LOSES FOUR (4) spaces; these spaces
are subtracted from the remaining spaces to
be moved this turn (after the temporary halt)
or, if these are insufficient (i.e., three (3) or
less), then they (or any remaining) are sub-
tracted from the spaces of the next turn.

EXAMPLE: When a horse temporarily
halts on @ GREEN colored space during his
move to see if hMe successfully clears the
obstacle and has one (1) space left, the four
lost spaces {assume he rolled his POST
POSITION number) are used in two steps
One of them is used now and the horse can-
not use that last space this turn, At the start
of his next turn, he then automatically sub-
tracts the three remairiing lost spaces from
whatever Jiis count for that subsequent turn
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may be and then continues that turn as
usual
c. The THIRD time that horse’s POST

POSITION number appears on the die when
attempting a jump, the horse falls and is out
of the race

1977
COLONIAL CUP
INTERNATIONAL
STEEPLECHASE
Camden, South Carolina

PURSE: $100,000 2% miles
151 $60,000 2nd $20.000  3rd $10,000  4th $5,000
5th $3,000 6th $2,000
14 15]20 2o|22|22] 26]20 20]20 -

1 BONUS
CAFE PRINCE #
oDDS
Veteran Class: 200
3.2 + Fishback Speed: 180
2 5110|16(24|24|24(26|26|22(13 5
BONUS
LEAPING FROG #
QDDS
Veteran Class 190
5-2 B. A Christison Speed: 177
10 14| 20| 22|22|22|22(22|18| 10 4
BONUS
3 DEUX COUP #
R Veteran Class: 182
7.2 T Skdfington, Jdr Speed: 172
19120 20| 22| 24|20!18| 18| 14] 11 B
4 BONUS
ROMPING TO WORK #
oDDS
Veleran Class: 186
3-1 A Renk Speed: 175
5 15|18|20| 22|24 |24|22| 18| 16|18 6
BONUS
BEL IMAN 4
oDDS
Veleran Glass: 185
21 D. P. Fout Speed; 179

19|16|16(14| 9 3

6 16| 19| 21| 23| 22

0oDDS
Veleran
41 | Ajtcheson. Jr

HAPPY INTELLECTUAL #

BONUS

Class; 175
Speed: 166
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FIVE NEW OPTIONS FOR
STATIS-PRO NBA BASKETBALL

By Craig Cowley

The five suggestions for STATIS-PRO
NBA BASKETBALL which follow must be
considered optional. Check with your oppo-
nent before assuming that any one of them
applies to a particular garme.

Some of these options are designed to in-
crease the realism of the game as a model of
professional basketball. Others are designed
to enhance the playability of the game as a
game. The best of them will do both at once.

My hope is that these suggestions will
give you pleasure us you put them into play,
and that they will inspire you with ideas of
your own for improving the STATIS-PRO
NBA BASKETBALL system; ideas which
You in turn will share with me.

Option One: Keeping Time

If you share my senge of unreality when a
game ends abruptly upon a Z reading which
requires you to “skip twenty cards,” or when
free throws swallow the last precious
seconds of a close game, then you may want
to try this:

At the beginning of each period. separate
nine cards from the deck of farty-five fast ac-
tion cards. NOTE: If you are using the new
deck of 90 cards, double all numbers in this
article, Set this nine-card deck aside. Draw
readings from this small deck whenever you
need (a) to identify which player committed
a foul; (b) to determine the result of a free
throw; (c) a Z reading.

In other words, use the nine-card deck
for any action which takes no time from the
game; use the remaining thirty-six card fast
action deck for every other reading.

Ignore any mandatory skip of cards
which may come up; such skips are already
taken into account in reducing the size of the
large fast action deck. Options to add or to
skip cards still apply.

For an overtime period, separate fifteen
cards to use as the small deck and run
through the remaining thirty fast action
cards just fwice to simulate a five-minute
overtime period.

Option Two:
Play On a Neutral Court
The home court advantage isindeed very
strong in STATIS-PRO NBA BASKET-
BALL. In certain situations you may wish to
nentralize this home court, For example, you
may wish to run through a 22- or 23-team
playoff without taking the time to alternate
home court over three or four matches per
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teamn pair; or you and an opponent may wish
to replay a match which historically did take
place on a neutral court.

Here's how:

Determine the result of the center jump
which begins the game by consulting the
CENTER JUMP TABLE (Figure One).

The team with possession of the ball at
the beginning of a period is considered in
control unti] the end of that period, or until
control shifts,

The team in control is considered the
“home team” for all purposes, including con-
trol of match-ups and use of home court in-
dex points and to determine the result of
jump balls which come up in the course of
play. Any fast action reading which refess to
"home team” applies to the team in control;
any reading which refers to “visiting team”
applies to the team out of control.

Each team is entitled ta use half of its
home court index points in each game, but a
team may only use a home court index point
at a moment in which it enjoys control. If an
odd number of home court index points are
designated for a team, roll one die, and
round up (if the roll is odd) or down {if the
roll is even} to determine the index points
available to that team on the neutral court,

Control may shift in the course of play.
Upon taking possession of the ball im-
mediately following a missed field zoal at-
tempt by its opponent, the team not in con-
trol may call a time out and consult the
CONTROL SHIFT TABLE (Figure Two),
seeking to become the team in control,

There is no limit to how quickly or how
often control may shift, The NBA rules
restricting time-outs do apply, though.

Option Three:
Mix-and-Match Teams

You might find this option helpful in
following the continuous lineup changes in
your favorite NBA teams through a current
season. You might use this option to work a
dispersion draft (see “The More the Merrier:
Less is More with the Dispersion Draft,” by
James C. Gordon in All-Star Replay, Vol. I,
Neo. 1, Page 25}. Or you might just want to
design teams all your own, shuffling players
together from every team of a given season,
then conducting several consecutive drafts
until each of your teams has its full roster of
players.

In playing with a team whose members
were not grouped together on the original

player cards, use every rating on their cards
just as you would in regular team play, but
do not use their printed fou! range. Instead,
when a foul comes up in play, use the FOUL
TABLE (Figure Three) to determine which
player on the offending team committed the
foul.

To determine offense and defense fast
break ratings for an irregular team, consult
the FAST BREAK RATINGS TABLE
{Figure Four). Compare fast break ratings of
irregular teams against each other, just as
you would compare ratings of regular
teamns,

To determine home court index points,
where teams lack a season record from
which to compute a home court advantage,
you may agree with your opponent to award
one team a specified number of index points
before the game begins.

Or you might enjoy bidding for teams:
first, decide with your opponent which two
teams are to meet. Second, each coach bids
for the team he or she wants, independently
writing both the name of the team and the
nutmnber of points by which he or she claims
that team will win if he or she is the coach.
(Ed. aside: Mr. Cowley, who does your typ-
ing?) Third, compare bids. The coach offer-
ing to win by more points is given the team
he or she chose. The other coach is given in-
dex points equal to the winning margin bid
by the tirst coach (if both coaches bid for the
samme team) or equal to the difference in win-
ning margins bid (if the coaches bid for dif-
ferent tearns). The coach losing the bid, of
course, plays with the home court advan-
tage.

The foregoing is a workable but crude
method to mix and match players. You
sacrifice statistical realism so that you can
construct teams which are uniquely your
own. The players’ performance will not
represent the real world as perfectly as that
of players in teams put together by the Com-
pany, {No caps please, this isn't the CIA!} if
onily because a player’s statistics are bound
to vary with the company he keeps. Basket-
ball is, after all, a teas sport.

If mixing players still seems a good idea,
but the previous method too crude, a more
ambitious and sophisticated method
follows. This one is designed to produce a
league of players whose individual ratings
come closer to representing their basketball
abilities rather than reflecting their
achievements in a particular season with a
particular team,

Use Avalon Hill's method for computing
player ratings, or any method which makes
the most sense to you, and construct player
cards for any professional players past or
present to make a league of any size you
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wish, using statistics from their whole
career. Be sure to use the same method to
construct every player card.

Using career statistics to construct player
cards for players who are still active will tend
to favor veteran players over the young
ones. You may wish to adjust some ratings
upward in newer players to compensate. Use
commaon sense.

Option Four:
Season to Season Play

This option is designed for those of vou
who wish to act not only as ceaches but also
as managers, moving through many seasons
with a team and/ or league of your own, This
option is designed for use together with OP-
TION THREE above.

Put the season together in any way you
like. Between one season and the next, each
team must roll for the loss of each of its
players to retirement or free agency. {Excep-
tion: a player need not roll until the end of
his fourth season with the team] For each
player, roll two dice. Read the result as a
sum between two and twelve, If the result is
three or four, the player is permanently lost
to the team,

Players lost to their teams by the retire-
ment roll just described are returned to the
deck of inactive player cards. From this
deck, potential players are then drawn to
form the college draft pool, in 2 number
equal to one per active team.

The active team with the worst win-loss
record from the previous season begins by
choosing any player from the draft pool.
Then the team remaining with the worst
win-loss record chooses a player. The draft
continues in this manner until every team
has had its chance to choose one player from
the draft pool.

Trading may take place before, during,
or after the college draft. Teams may trade
with one another for players or draft picks or
any combination, on any terms mutually
agreeable.

Among the new players chosen in the
draft, only a player chosen among the first
one-third may start any game of his first
season,

Option Five:
The Solitaire Opponent

By using a system of play to determine
the other team's offense and defense, you
aveid a conflict of interest when playing
STATIS-PRO NBA BASKETBALL
solitaire, You coach your own favorite team
as you choose, let the system coach the op-
ponent, and you don't have to worry about
whether you are being Fair.

This solitaire system is designed to pro-
duce a good but unimaginative level of play
[or any STATIS-PRO NBA BASKETBALL
team. It is not designed for mix-and-match
teams (see OPTION THREE).

This system is intended to be basic, You
should adapt it generally to your own style
of play, then adjust it specifically to the
strengths and weaknesses of each team you
meet,

You may also wish to cansult “Only the
Lonely: some Sensible Solitaire
Suggestions,” from ASR Vol. 1, No. 4, Page
10. Though David Minch requires too much
arithmetic for me, his thoughts are worth
considering,

The Lineup

At any given moment in the game, the
five players on the floor for the solitaire team
will be the players with the highest stamina
ratings available at each position.

When two plavers have equal stamina,
prefer the player with more GAMES IN

Whenever possible, the player at F1 will
be a forward or forward-center. The player
at F2 will be a forward or forward-guard.
The player at C will be a center or center-
forward. The player at G1 will be a guard or
guard-forward. The player at G2 will be a
guard,

When it is impossible to fill each of the
five positions with the preferred type of
player, then any forward or center may play
at F1, F2 or C, and any guard may play at G1
or G2. The “highest stamina” rule still ap-
plies.

If a guard must play a forward position,
use the available guard with the highest re-
bound rating. If a forward must play a guard
position, use the forward with the highest
assist rating,

A starter will be removed from play
when he has used half his stamina, or when
he has committed three personal fouls in the
first period; or four in the first half; or five in
the first three quarters.

The starter returns to the game at the
beginning of the fourth period, or when his
substitute has used all of his stamina, or
when the disability which sidelined him
ceases.

When the solitaire team has control of
the player matchups, match players so that
opposing rebounds are as close as possible at
forward positions, and so that the guards
with better assist ratings match against one
another. Where this allows variation, place
forward with better rebound at Fl1, place
guard with better assist rating at G2.

Offensive Play
At any moment, the team's “A-rated”
two-point tield goal is any shot equal to the
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highest unadjusted field goal rating at both
forward positions, Ordinarily, the solitaire
team will attempt to field goal whenever a
player can take an adjusted shot equal to or
better than the A-rated shot.

Except: from ACTION, where the
shooter’s assist rating is equal to or higher
than his adjusted shot, he passes.

Except: shoot after one advance with any
adjusted shot which equals or exceeds the
shooter’s assist rating.

Except: Shoot after second advance in
any case,

FAST BREAK at every opportunity with
a fast break rating of A, B, or C. Do not fast
break with a D rating.

When you have a choice, pass to the
player who can take the best adjusted shot at
the moment; then apply the usual criteria to
determine whether the player will shoot or
pass.

When you have a choice, take an offen-
sive rebound with the player who can take
the best immediate shot from that rebound;
then if the shot is A-rated, take it; otherwise,
pass,

When you have a choice, take a foul with
the player who has committed the fewest yet
in the game; draw a foul against the oppos-
ing player who has committed the most.

When in doubt, use the player who has
sa far spent less stamina in the game; if more
than one, use the player entering the game
latest. Reverse this rule when the choice af-
fects opposing team’s players.

Defensive Play
PRESS immediately upon losing possession
after failing to score whenever behind with
three team fouls or less.

PRESS in the same situation regardless of
the number of team fouls: (a) trailing in the
final three minutes of the game; (b) trailing
by seven or more in the final period; (c} trail-
ing by fourteen or more in the second half;
{d) trailing by twenty-seven or more at any
time.

SAG when behind and the sag will result
in your oppenent’s best adjusted shot not ex-
ceeding your own best adjusted shot.

PLAY LOQOSE with [our or more team
fouls and leading by twenty-seven points or
more at any point in the game

DOUBLE TEAM whenever the double
teamn will result in the opponent’s open Field
goal not exceeding the normally-adjusted
field goa! rating of the player double-
teamed. Use only guards to double-team an
opposing guard. Use only forwards to
double-team an opposing center or forward.

Cont. next page
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Desperation Otfense

The salitaire team shifts into DESPERA-
TION OFFENSE mode (a) upen finding itselt
tratling by twenty-seven points in the second
half; (b} upon finding itself trailing by four-
teen points or more in the final period; (c)
upon finding itselt trailing by seven points or
more within the final three minutes; or (d)
upon failing to score then losing possession
while trailing by three or more points within
the final three minutes,

The seclitaire team continues in
DESPERATION until it comes to within twe
points of its opponent’s scare, or until the
current period of play ends, whichever hap-
pens first.

In DESPERATION OFFENSE mode, (a)
the team will PRESS at every opportunity,
even with four team fouls, even after scor-
ing: {b) the team will FAST BREAK at every
opportunity, even with a D rating; {c) the
team will take any A-rated shot from AC-
TION, and will take any shot from AC-
TION if it equals or exceeds the shooter’s
assist rating at that moment, (d) the team
will take any shot from FIRST ADVANCE,

In DESPERATION OFFENSE wode, the
team will take a three-point shot at every ep-
partunity, but a player with a three-point
field goal rating of 11-18 will attempt only
one in a game, a plaver with a three-peint
rating of 21-28 will attempt no mere than
two, a player with a rating of 31-38 will at-
tempt no more than three, and no player will
attempt more than four in a game,

Miscellaneous Play

The solitaire team will skip cards if and
only if it is leading: will add cards it and only
il it 1s behind.

The solitaire team will use home court in-
dex points as follows: (a) use one-point
moves when behind at every opportunity,
except do not ignore a defense foul upless the
foul would give yeur opponent a free throw:
tb) and also use two-point moves when
behind in the tourth period at every oppar-
tunity, except do not ignure a forced rest
unless the rest would result in bath the
starter and the main substitute for thal posi-
tion being unavailable.

Figure One
CENTER JUMDP TABLE

At the beginning ot the game, identity the
player from each tearn whao is to contest the center
jump, Compare rebound ratings, Rell two dice
and read them as a two-digit number between 11
and 65, Determine Lhe result of the jJump un the
following table:

11-36 Jump to tall center's team

41 High at Center (+ I fo short center]
42 High at Center (+ 2 to short center)
43 High at Center {43 to shorl center)
44 High ut Center ( +4 to short center)
45 High at Center (+3 to short cenfer)
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26 High ut Center {+6 to short center)
51 High at Center (+7 to shorf centerl
52 High at Center (8 to short center)
53 High at Center {+9 to short center)
54 High at Center (+10 to short center)
95-60 Jump to short center's team
Figure Two
CONTROL SHIFT TABLE

The team which seeks a shilt in control rolls
two dice. Read the results as a sum between two
and twelve. Any team with a current-season win-
loss recard below 500 must add one to the result
before consulting the table below to determine
whether contral does shitt. Contro) is more likely
Lo shift to a team which is currently leading the
game.

Point Situation Shift Roll Mo Shift
Behind by 27 + 2-4 5-12
Bekind by 14-26 2-5 6-12
Belund by 1-13 2-6 7-12
Euen 2-7 8-12
Ahead by 1-13 2-8 9-12
Ahead by 14-26 2-9 10-12

Ahead by 27+ Shift in any case

Figure Three
FOUL TABLE

Consult the foul number on the next fast ac-
tion vard, but then instead of tinding the cor-
responding number in the foul range of a player,
consult the table below to determine which player
committed the foul, Using this option, offensive
and technjcal touls are drawn just as otten as
defense feuls.

Foul
Number Result
11-15 player at FI on offertding team

16-22 player at F2 on offending team
23-27 player ut T on offending team
28-24 player at Gl on offentding team
35-41 player at G2 on offending team
42-47 coach s chaice on offending tean
48-52 foul drawn by FD5 on offended team
53-37 foul drawwn by FD4 an affended team
58-65 foul drawn by FD3 on offended feam
H66-7% foul drawn by FD2 on offended team
77-88 foul drawen by FDI on offended team
Figure Four

FAST BREAK RATINGS TABLE

To determine a team’s fast break offense
raling, locate the fifth-best secondary rating
among the hive starting players for that team.
Nate that when a player has no secandary rating
printed, his field goal rating should be counted as
his secondary

Secondary Fast Break Offense
43 A
42 B
4l -

To determine a team’s fast break defense
rating, locate the Ffth-best detense rating among
the five starting players tor that team.

Defense Rating Fast Break Defense

-1 A
0 B
+1 C
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by Frank Davis
NOTE: Due
elsewhere with his "Out to Breakfast”’
“Out ta Dinner’’, and "'Out of Ideas’” col-
umns, Mr. Davis was unable to prepare for
the premier appearance of his regular col-

to heavy commitments

umn. “Qut to Lunch’. In his place we
have substituted a special guest edifor,
none other than our very own Francis
Whrman Tter, Mre Tier (= wal-known fo
readaers af All-Star Replay for his incisive
commentary and ne-holds barred
anafyses of sports happeings long since
forgotten by most serious writers. Mr,
Tyler has chosen to begin this ctlutnn
with some helpful hints about area
eateries for visitors ta our folwn house
design offices.

by Francis Wymarn Tyler

"Iz thare any place around harewhera
| gan get something dacant to gat 7" After
*This s ik27, that fs the second most com-
mon guestion we get from our Saturday
visitors here at our venerable design head-
quarters, Fortunately, the answer to the frst
queshon (and the second, Tor thal matter) is
ity the aftirmative, as there are 4 great many
Fine restaurants and fast food outlets in the
Mount Vernion area ol Baltimore. And after
eliminating those which iosist on either
"propet atlire” or “matute conduct”, there
are still several from which the discerning
gamer can choose. These I shall list i order
of their nesrmess to Avalon Hill, with a brief
sumnmary of thelr good and bad points

Never On Sunday — Greok-ltalian pizzeria
specializing in gyros (pronounced gy
ras’’ ), souviaki, and phagocytes. Fair piz-
za, although the crust isa wee.bit crunchy
{not gdvised for those with loose or false
testhl, Sarvice |5 a little slow, but occa-
sjonal fistfights and the brandishing of
knives by the Greek employees at the
[tallans and vias versa tend to break up the

[hoto by M Oppenberg

menotony of waiting a bit. For those who
wish to intimidate their cpponents upon
returning, the souvlaki is highly recom-
mended.

Dilly’s Delly —Thars oren’t many lunch:
eonaTies where your maal will actually ger
up and walk away while you're attempt-
ing T @al it. Nat recommanded.

Garden Cafe (formerly the L.A. Cafe,
befarg thai Sascha's Cafe, and befora
that?) = On our last visit to this rooftop
aafe {which incidentally offers diners a
spectagular view of the insurance offices
across the street) our waiter, who was
also the chef, want into the kitchen and
hiried a tray against the wall. Guess
whose lunch' was on the tray. The com-
plimentary glass of wing subssguently
sarnved to us by the owner' s daughter was
somawhai mollifying, but was o poor
aubstitute for omon soup. & good chaoice
for dinars: 'who aren’t really’ hungry and
have o couple of hours 1o kil

The Great Dane —Long a favorite with AH
staffers, until they began to ascribe {night-
ly or wrongly) some connection between
the establishment’s title and the source of
the oddly-flavored hamburgers emanating
from same. Just downstairs from The
Garden Cafe, insuring a steady flow of
business fram disgruntled customers
above. If you're not too inquisitive about
where your meal has been (or, more ap-
propriately, where it has come from) then
not a bad choice. Bring your own tables
and chairs, though, as this sidewalk cafe
is unigue in that it has ondy a sidewallk.

The Green Earth—You won't find any All-
American Chopped Sirfoir here, as thisisa
Health Food Restaurant. The carrot cake
is delicious, and much to be preferred over
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Tofu
Jubilee. You can also arder carrat
cocktails, carrot sticks, and carrot dogs
{boiled carrots mashed and then rolled into
the shape of a hot dog, served on a hot
dof roll with mustard snd sadsrkraut)
While wa wera there one diner ssked for
aome '‘good old-tashioned pork chops'™
and two biry waiters hauled him Into the
kitchen. We did not see him again.

Mount Vernon Wine & Cheesa Shop—Nat
o restgurant per se, atill & popular havan
with tha Coke and potato chip crowd.
Twanty-seven differant brands of potato
chips are avallable here, along with a large
sampling of inexpensive Califormia wines.

the only other dessert choice,

Jay's— Korgan-owned, although Jay
jor Chin Kim} dissppeared mysteriously
savirgl months ago, lEaving behind hima
whole new consortium of owners. Why
gight zenior citizans have replaced the
two peopie who used 10 work bebind tha
counter is a source of constant discussion
here at Avalon Hill. Some think that they
did away with Jay, keeping only his
waitress and recipes, while others con-
tend that Jay was in reality Chung Hee
Park, late president of South Korea, and
that he has since returned to his homeland
to organize an uprising. Anyway, the best
cheeseburgers and milkshakes in town.
New custamers should not be put off by
the two Doberman Pinschers kept tied by
the door, as they have been seldom
known to actually attack anyone.
Although not a complete listing, this
should certainly suffice to give the tran-
sient gamer some idea of where to eat dur-
ing his visit. Be sure to check this column
in the next issue, when Mr. Davis will
return with a sparkling review of vending
machines in downtown Baltimare.
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THE ALL AMERICAN
BASEBALL LEAGUE

By Rob Trippetti

Perhaps the largest Statis-Pro Baseball
League in America is run by Steve Beaupre
of Poway, California. If it is not the largest,
it certainly has wide spread membership
from coast to coast. The league is entering
another season now, and with the addition
of more expansion teams, the All American
Baseball League (A, A .B.L.} has sixteen fran-
chises in all.

Each season each franchise retains the
players that it had the previous year unless
they made any trades. This tests the owner’s
ability to be a General Manager because he
must keep his teamn competitive even if many
of his key players last season had poor years
this season. This season the 1979 player
cards will be used. Unfortunately, I am
among the new owners that had to par-
ticipate in the expansion draft ta acguire my
players. Some of my players are good and
same are not as good, It may take a few
seasons before I can be considered a serious
contender, but the idea of building your own
club is great.

The sixteen team A.A.B.L. is comprised
of two divisions (Northern and Southern)
that contain eight teams in each of them. A
full 162 Major League Schedule will be used,
Comumissioner Steve Beaupre has done an
absolutely outstanding job thus far with the

draft, league rules, and other pre-season
complications.

This play by mail league operates after
each owner has completed and sent in his
own instruction sheet explaining how he
would like his team run on the road. Teams
in the same division will play each other 2 14
game series {7 home and 7 away), and teams
in opposing divisions will play each other an
8 game series (4 home, 4 away), For example,
while ] am playing someone in my own divi-
sion, I am only playing my HOME GAMES

YCHIC BASE BALL |
A GAME OF SKILL

Crowded Wich Excising Situntlons and Actions

YOLUMTARY PITCHING OF CURVED BALLS
BATTING AT . "
BASE RUMNING & FIELDING

A Great Game for Youth
A FASCINATING DAME FO0 ABLLTS

15¢c Complete Game 75¢

T

SoM at - A. G. Spalding Bros.
75c COMPLETE GAME 75¢c

e Fikth Avenus

SMATING & ATHLETM STORES

Paychic Base Ball Corp,

Haw Yark
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in the series and I am using my opponent’s
instructions to play for him. My scheduled
apponent for that same date is alse doing the
same exact thing, In other words, each
owner has to only play his home games the
whole season. This system is outstanding, I
every player plays their 81 home games, the
entire sixteen team league will have played
162 games a piece. Playing just 81 games will
not be asking too much far the sixteen MLB
fanatics in the A A B 1.

Alter each player has completed a series,
he must compute the statistics of that series
and send the results to the division statisti-
cian of his division in order for a check on
the accuracy of the stats. The division
statistician will then send the results to the
Commissioner's OFFICE (Steve Beaupre's
home in California) for the recording of the
series. Each player will be scheduled to play
three series a month, At the end of each
month, the commissioner will send out a
newsletter with league statistics, standings,
and news pertaining to the latest happenings
in the league.

The sixteen team All American Baseball
League Jooks as if it is about to enter its big-
gest and best season yet. This quality
organization probably contains some of the
nations most knowledgeable and avid
baseball and Statis-Pro MAJOR LEAGUE
BASEBALL fans around. Avalon Hill scored
a lot with the invention of this greal game.
The World Series is a long way down the
road yet for the ALL AMERICAN BASE-
BALL LEAGUE, but the journey to get to it
should really be a great adventure,

Playing with the Horsies; Cont. from p. 31

have come up with, Track conditions are
taken inte consideration. Simply roll the
dice (Any color) before any (every) racing
day, and use the following chart,
Dice
Roll RESULT

2 Stow Track— —1 to running strength number
On EVErY (UM,
Slow Track— —1 to running strength number
on every tum.
Normal Track—~No Change
Normal Track—No Change
Normal Track--No Change
Normal Track—No Change
Nermal Track—No Change
Normal Track-—-No Change
Normal Track—No Change
Fast Track— + | to running strength on every
turn
Fast Tracie— + 1 to running strength on every

e
=T T R - ST, (%)

-
)

furh
[ hope that all this adds a new dimension
to your Win, Place & Show game. After
playing a few more times you should come
up with your own ideas, and innovations.
Until then, just keep rolling your horses.
Maybe someday you'll come up with 8§ 14s!

ALL-5TAR REPLAY



YOUR SI FOOTBALL GAME

The standard playing equipment included
with the PAYDIRT and BOWLBOUND
games is completely sufficient for the play of
the game; the only parts the players need
supply are the coins for marking the play
selection squares. As a matter of practi-
cality, however, the equipment must be
designed in a manner which will keep pro-
duction and packaging costs as low as possi-
ble. Therefore, the real devotee may wish to
produce some “customized” equipment of
his own in order to make the play of the
game quicker and more enjoyable. In this
article I will describe the equipment which 1
and my playtesters have found most useful
over the course of more than one thousand
games; most of this equipment is readily
accessible to the average player.

I. PLAY SELECTION CARDS

Rather than employing the play selection
squares on the board supplied, we use part of
an ordinary deck of playing cards for the
purpose. Each player uses one complete
suit—thirteen cards, ace through king—of
the deck. The player indicates his selection
by placing (secretly) the proper card on top
of his stack, then displaying the stack—
selected card face outwards, other cards hid-
den beneath—to his opponent; the display is
performed simultaneously by the two an-
tagonists,

Offensive play #1 is indicated by the ace,
and plays 2 through 9 by spot cards 2
through 9. The 10-spot indicates the
Quarterback Sneak, and any of the face
cards (jack, queen, or king) indicate the
Razzle Dazzle. The defensive player uses the
ace for Defense A, the deuce for Defense B,
etc., on up to the 6-spot for Defense F. One
of the face cards represents the Wild Card
Defense; and in our sets, two of the face
cards have been altered to represent the R
and P defenses discussed in a previous
article.

The only accasion when more than one
card of the stack is used at once is in employ-
ment of the Wild Card Defense. For exam-
ple, to Wild Card Play 8, one would place
the face card on top, with the 8-spot just
underneath; when the stack is displayed, the
face card would be fanned open slightly,
enough to show that it is indeed the 8-=spot
below. To Wild Card the Razzle Dazzle, two
face cards would be placed on top the stack.

by T. R. Nicely

In BOWLBQUND, it might be occasionally
necessary to use three cards—namely, to
Wild Card an Option Pass, The Option Run
would be Wild Carded by showing, e.g., J-5:
the Option Passes by showing J-5-7 or ]-5-8,
Just be sure that if you Wild Card the Option
Run, you have something other than the
7-spot or B-spot beneath the 5; otherwise, a
few misunderstandings might develop!

The only plays for which no cards are in-
cluded are the Quarterback Flop and the
scrimmage kicks (Punts and Field Goals),
but then these plays do not require any secret
response by the other player.

We also use the cards for our Kickoff
Selections, For each player, the 7-spot
represents the Deep Kickoff; the 8-spot the
Squib Kickoff; and the 9-spot the Onside
Kickoff. These are secretly chosen and
displaved, just like ordinary plays, in
accordance with Advanced Rule 2.

The use of the ordinary playing cards for
play selection seems to speed up the game,
and to eliminate any misunderstandings
about which play or defense has been called.
Best of all, the equipment is readily
available, cheap, and long-lasting.

II. OTHER EQUIPMENT

(A)  We use clear plastic report covers, 812
X 11, to protect the playing charts
from spills and other accidents. These
can be purchased wherever school
supplies are sold; they cost 25¢ (or
less) each, and usually include a
backbone ta hold the chart in place in-
side the cover. Two of them are suffi-
cient, but the big spenders may want
to have one for each chart in the set,
for permanent mounting.

{B) Two complete sets of dice (ten dice in
all) are used, so that each player has a
complete set. Passing back and forth
of dice is eliminated, speeding up the
game,

(Cy Index cards (3% X 5or5 X 7) are
used—one for each player—to in-
dicate the spots chosen under Ad-
vanced Rule 1. Properly ruled, ane
5 X 7 card is sufficient for nearly
seventy games (for one player),

(D) We have always preferred the green
plastic playing fields from the old SI
football games for marking the posi-
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tion of the ball and the line to gain,
These were compact (6 x 11) and
featured slots along which the football
and 10-yard marker could slide. Un-
fortunately, they became too expen-
sive to produce, and have gained the
status of collectibles,

(E}  We use another collectible for keeping
the score, time, and down—one of the
old “3-D" scoreboards from the 1960s
version of FOOTBALL STRATEGY.
Actually, our version alsoincludes the
scoring wheels from one of the yellow
upright SI COLLEGE FOOTBALL
scoreboards. The timing wheel has
been re-inked to show 10-second in-
crements, and one of the other wheels
has been re-inked in 1-second in-
crements for use in timing the last 2
minutes of the half (see the article on
“Timing: The Two-Minute Drill”},
An extra wheel has been re-inked for
use in recording the number of plays
in a drive. The “3-D" scoreboards are
even harder to find than the green
plastic felds; I'm looking for a
replacement myself!

(F})  Timeouts are called by means of
chips, coins, or counters; any such
items may be used, although we
actually employ six of the base-runner
chips from the old SI Baseball game
(three to each player each half, for the
three free timeouts allowed in both
pro and college ball}, These are hand-
ed to the referee when a timeout is

desired, then returned at the end of
each half

III. ZEBRA FOR RENT?

The most useful customized accessory of
all is a full-time referee. This worthy relieves
the players of keeping track of the down,
time, score, yard-line, line to gain, etc., and
is preferably an authority on the rules as
well. Designers are the best zebras of all, but
tend ta be a rare item. Perhaps you can find
someone who has a zebra mentality (no
snickers, please); failing that, if you have
three or more players involved, maybe you

Cont. on p. 20
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“THE GREATEST” versus
“THE SPARRING PARTNER”

by Jim Trunzo

Irt case you were wondering how accurate the TITLE
BOUT cards realiv are, here's your chance fo find ou!
Lowig before the Ali-Hobnes fight, when we foolishly
Hrought that this issue of ASR (wilike all o} the othersl
would actually be on time, the Trunzos rated the iwo
fighters Although the fight 1= nver, we thought you
might still lke to see the cards anyway

October 1980 will bring about the much-
heralded but little-believed comeback of
Muhammad Ali. Ali will be atternpting to
win the heavyweight crown for an
unprecedented fourth time but few boxing
“experts” believe that he can pull it off. Not
that the current WBC titleholder, Larry

e L e

MUHAMMAD ALL
Heavyweighl

COICH: 5iz
THO: 3
AGG: 5

CF: 10
HPKI: 5ia
KDR 1; 2
KDR 21 END: 90

KOR: 1 DEF: -2
FI; 0 FO; 4 CU: 3 KO: 1
ACTION
Punches Landed:
Punches Missed:
Clinching:

Ring Movemeni: 71-78

Foul Rating: 79(4)

HITTING VALUE 3 2
Jap: 14 32
Hook: 2223 24.29
Cross: 3032 X344
Combinatlon: 4547 ag-gd
Uppercut: 6567 68-850
In ComanOn Ropes: 4

1-38
3962
63-T0

Holmes, is held in such high regard, but
Holmes is the best the division has to offer at
this time and Ali will be fighting not only
Holmes but age as well, Holmes at his best is
comparable in many ways to the Ali who
regained his crown from Neon Leon Spinks
and that Ali would give the current edition
too much to handle so it follows that Holmes
will likewise prove to be too much of an
obstacle. The designers of TITLE BOLUT
have been researching and gathering all
available information on the current status
of the two fighters and have put together the
following cards designed for use exclusively
for the ALI-HOLMES fight:

LARRY HOLMES
Hagwyweighi

CF: 10
HRKL: T
KDR1: 3
KDA 2: 1 END: 80

KOR: 1 DEF: -2
F: 2 FO: 3 CU:; 1 KOt 2
ACTION
Punches Landeéd:
Punches Misssd:
Clinching:

Ring Movement:
Foul Rating:
HITTING VALUE
Jab:

Hook:

Cross:

COICH: 51
TKO: 2
AGG; T

1.1

43632

63-T0

7178

79(A)

3 2

19 10-21

22-26 2734

35-3%  40-47
Combination: 48-55 5665

Uppercut: 66-70 71.80
in CarneriQn Ropes: 2

L-----—-------*-—--——-------ﬂ

Notice that unlike the other fighters rated,
Aliand Holmes have only one control factor
listed. This is simply because the abave cards
are set up for simulating only the upcoming
Holmes/Ali bout.

Analysis

Holmes has much to gain trom a victory
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over Ali. A good champion, Holmes has
never recetved the kind of recognition that
he feels that he deserves and has fought his
entire career in Ali's shadow, even after Ali’s
retirement trom the ring. So Holmes certainly
has the motivation needed to win the fight.
In addition, from a physical standpoint
Holmes should be in superior shape for the

tight. Larry can take a punch (and Ali was
never a powerful puncher) and he has the
heart to go the distance. His reflexes must be
sharper than those of Ali and he will beat Ali
at his own game —with his left jab. The big-
gest threat that Holmes faces from Ali is the
threat of being psyched out by a master at
mind games. Ali is still Ali and his ability to
outwit an opponent was always as much a
part of his fight plan as the actual physical
part. Ali is an uncanny stategist and an
instinctive genius when it comes to influenc-
ing both opponents and judges. Against
Holmes, Ali will fight just enough each
round to hopefully influence those scoring
the fight. The master of illusion still has
enough of his old skill left and knows enough
tricks to make it appear that he is fighting
better than he actually is. Don't look for any
knockdowns in this Fight—Ali still retains a
granite-like chin and although Holmes does
2o down occasionally, Ali doesn't have the
punch to do it. Ladies and gentlemen, the
winner is Larry Holmes by unanimous deci-
sion.

TITLE BOUT Designers Stage
Ali-Holmes Bout!

The designers of TITLE BOUT, Jim and
Tom Trunzo, recently fought a simulated
bout between Muhammad Ali and Larry
Holmes for the WBC heavyweight crown.
Using the cards found in the preceding arti-
cle, the bout went the Full fifteen rounds with
Larry Holmes winning by a unanimous deci-
sion. The bout, however, was an exciting af-
fair. After 8 rounds Ali held a slim 1 point
lead on two of the judgescards. At the end of
10rounds the fight was a draw but a 21 point
12th round and a 23 point 13th round left
Holmes needing only 11 points to score a
TKO win. The amazing Ali, battered though
he was, rallied and not only avoided the
technical knockout but actually won both
the 14th and 15th round. However, it was
too late as the 10-8 rounds won by Holmes
provided Larry with an insurmountable
lead. The final tally showed judge 1 scoring
the fight 145 to 141 for Holmes, judge 2
scored it 144 to 142 for Holmes: and the
referee scored the fight 147 to 141, again in
Holmes favor. Literally, Holmes won the
tight with two big rounds, The fight in
rounds would have been scored 8 rounds for
Holmes, é rounds for Ali, and 1 round even.

Here are several recommendations for

refighting the Ali-Holmes match:
1) Don't use championship scoring as Ali’s
reputation would nullify the advantage
Holmes would normally receive as cham-
pion.

2) Consider using championship scoring in
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Ali's favor as his charisma might have that
kind of effect on the judges.

3) Following any round that Ali wins on ail
cards, don't give Holmes his aggressiveness
point the following round.

TITLE BOUT
MINI-GAME FORMULAS

by Tom Trunzo

Dwe to the instant popularity of the Title
Bout Mini-Game and the many requests for
other divisions we are giving you in this arti-
cle the formulas to convert any Title Bout
card (present and future) for use in the Mini-
Game. Each of the rated areas, Base
Number, Power, Defense, Knockdown
Rating, Knockout Rating, will be dealt with
and have the necessary charts for the conver-
sion. As you read this article it would be
helpful to have the Heavyweight cards of Joe
Louis and Rudi Lubbers in front of you as
they are used in the examples,

Base Number

The Base Number is probably the most
important rating on the Mini-Game card. It
is used in one way or the other 56% of the
time during the fight. Because this is so im-
portant the Gverall Boxer Rating and Pun-
ches Landed were used to arrive at this
figure,

The Overall Boxer Rating, which is
found in parenthesis at the top of the
fighter's card, is used because it takes in all
the facets of the fighter's ability, strengths
and weaknesses. The Boxer Rating, when
originally calculated, gives a weighted value
to each rating found on the Title Bout card.
For example, since the CF is so important in
Title Bout, when figuring Boxer Rating it is
multiplied by 3 to show its importance as
compared to CO which is multiplied only by
1. Using this weighted system the Boxer
Rating shows the true effectiveness of the
fighter.

The Punches Landed is obviously very
important to a fighter, Regardless of all of a
fighter's other attributes if he can’t land a
punch, he can’t win a fight.

To compute the Base Number apply the
Punches Landed to the chart below.

Title Bout Mini-Game
Punches Landed Base Number Rating
1-46 10
1-45 9
1-43 8
1-41 7
1-39 6
1-38 5
1-36 4

After finding the Mini-Game Rating
from the above chart add the Boxer Rating
onto it and this will be the fighter's Base
Number,

Examples:

Joe Louis

Boxer Rating—12

Punches Landed-—1-46

To get the Base Number for Louis the
following is done:

1. Apply Louis's Punches Landed to the
chart—1-46 = 10

2. Add the Boxer Rating of Louis onto
the 10 (Punches Landed Rating) Louisisa 12.

3. Base Number for Joe Louis would be:
10 (Punches Landed) + 12 (Boxer Rating) =
22 {Base Number Rating)
Examples:

Rudi Lubbers

Boxer Rating—2

Punches Landed—1-338

5 (Punches Landed) + (Boxer Rating) =
7 (Base Number Rating}

POWER

To figure the Power Rating of a fighter
for the Mini-Game just apply the fighter's
HP rating from the Title Bout card to the
chart below,
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Title Bout Mini-Game

HP Power Rating
10 A

9 B

8 C

7 D

6 E

5 F

4 &

3 H

2 I

1 ]

Examples:

Joe Louis has a 10 HP. Applying this to
the above chart shows that Louis would
have a Mini-Game Power Rating of an “A",

Rudi Lubbers—HP = 7 Mini-Game
Power Rating = D"

DEFENSE

To figure the Defense Rating of a fighter
for the Mini-Game just take the DEF rating
as it is from the Title Bout card.

Examples:

Joe Louis has an Even DEF. His Mini-
Game Defense Rating would be “0”.

Rudi Lubbers —DEF = +5 Mini-Game
Defense Rating = +5

KNOCKDOWN & KNOCKOUT

To figure the Knockdown Rating of a
fighter for the Mini-Game just apply the
fighter's KDR 1 rating from the fighter’s Title
Bout card to the chart below,

To figure the Knockout Rating of a
fighter for the Mini-Game just apply the
fighter's KOR rating from the fighter's Title
Bout card to the chart below.

Mini-Game
Title Bout Knockdown &
KDR 1 or KOR Knockout Rating
10 A

L LT L - -
——=ITOTmmgno

Examples:

Joe Louis has a KDR 1 rating of 3 and a
KOR rating of 1. Ater applying it to the
chart, Louis has a Mini-Game Knockdown
Rating of “"H" and a Mini-Game Knockout
Rating of “]".

Rudi Lubbers—KDR 1 = 4

Mini-Game Knockdown Rating = G
KOR = 4
Mini-Game Knockout Rating = G
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As you see it is very simple to convert Game. Below are examples of converting

your Title Bout Hghters for use in the Mini- some of the all-time middlewcight greats.
Sl Football; Cont. from p. 17
MName Boxer Punches HP DEF KDR 1 KOR Mini-Game Rating )
Rating Landed could take turns refereeing. Evidently, use of
Graziang o 1-39 0 +d 3 2 13A + 4HI ] e oy e ; )
Tarn i k] » A 1 : : Aot a full-time official speeds things up cen
Zale 10 {-43 & 2 3 z 180 2H} siderably, Our pro games average about 1 hr
Greb L2 1-39 g -2 ! ! 18C-2l] 15 min m length, and we have frequently
Ketchel m, 1-41 10 Even | ¥4 18A0HI 5 ol d 7 d m e ith
Manzon 12 3-4) o % I i ]qB-ZH p dyed cne in urndcr an nour; an 1515 W1
Griffith 10 )-45 & - 3 2 19E -4HI ALL of the advanced rules in active use!
EolITes 2 =29 = A . : LEBEAZLI Let us know if you have some accessory
of vour own which improves the speed
3 p P
QUESTIONS & ANSWERS REVISED TKO CHART Thller iy T AN

FOR MINI-GAME

Puint Higher Based Lower Bawed ingenu“y —and indiVidua“ty!
These questions were sent in by John Difference Number Fighter  Number Fighter
Bethell ; e %
i 1 48 52
1, Should James Jetfries and Peter 5 Py o4
Jackson have glass jaws with a rating of j' 14 6
. i 3 58
“AA"” for Knockdown & Knockout Rating? 3 :u 20
This was definitely wrong. Both Jeffries 3 13 o
and Jackson should have a Knockdown & 4 ’3 6:
) 3 &
Knockout Rating of “JI". o 32 A
2. Was the point allotment needed for a 10 30 70
TEQ by the lower based number fighter (70} Therefore, if the Point Ditference of the two
an arbitrary [igure? fighters is & then the higher based fighter
Yes, but your suggestion was much bet- needs 38 points for a TKO and the lower
ter and should be shared with et veryone. based figh[er needs 62 points fora TKQO.

mE NN R EEER NS :uuiquull‘-vf-rt--f---ﬂri'la::-Iln-lp:nx-.............‘u... o
FEEENNENNENN]

llllllllIlLJ._l._l._Ll...l . LALLER .._I.I_.l...l..l...l..l.-l.,]..j.:l...l..l..l. I_I_I..l..l_l._l.jlj.ll._ul,.l_'l_l_l_l"j_'l_l,ll_l_,LLI
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TITLE BOUT Play-by-Mail

by Craig E. Ransom

Orne difficulty presented by most sports
games is that they are not really amenable to
Play-by-Mail (PBM). Can you imagine try-
ing to play WIN, PLACE & SHOW, SPEED
CIRCUIT, or CHALLENGE GOLF by mail?
Ads and letters from readers {notably by Mr.
Jerome Daily, in ASR II-2}, pray for PBM
systems for sports games,

There are certain advantages to PBM,
Tom Olesen, in The Avalen Hill GENERAL
(vol, 16, no. 6) lists three very good reasons
for PBM: (1) Convenience—you can pick
when to resolve the current turn (subject to
previous agreement with your opponent},
(2) Social —you get to meet new people who
share your enthusiasm for a particular game,
and (3) Skill—you get a chance to improve
your skill level by playing people outside of
your immediate circle,

There are also disadvantages: cost of
postage, a bad opponent (in the sense of
sending messed-up turns, not sending turns
on time, or just disappearing completely),
and the extended time factor do to some ex-
tent detract from PBM. However, [ feel that
the good outweighs the bad, by a large
margin!

Still, what about PBM for sports gamers?
Avalon Hill/Sports Illustrated Games has
finally released a game which is quite
amenable to PBM——TITLE BOUT.

The advantages of TITLE BOUT as a
PBM game are the strategy element as
presented by the Boxing Strategy Cards, and
the fact that one bout can be completed at
the rate of one round every mailing. The
mailings by both parties must be
simultaneous, hence removing the turn-
counter-turn necessary for most PBM play.
Also, it is possible, if playing “team-style”
boxing, to send moves for several bouts at
the same time. Thus, any number of bouts
may be fought at the rate of one round per
mailing. The mailings by both parties must
be simultaneous, hence removing the turn-
counter-turn necessary for most PBM play.
Also, it is possible, if playing “team-style”
boxing, to send moves for several bouts at
the same time. Thus, any number of bouts
may be fought at the rate of one round per
mailing. With most bouts being 10-15 turns,
this means only 10-15 mailings! Not bad!

In order to play TITLE BOUT by mail,
you will need the following items: one oppo-
nent, of {reasonably) sound mind and body;
a TITLE BOUT Scoresheet (found in the
game}, the Boxer cards for the boxers and
one set of Boxing Strategy cards (also from

The Mail Must Go Through, or What are You Doing for the Rest of Your Life? In en effort to speed up deliveries of

crass-country mail, the Postal Service is reported to be experimenting with enovel formof carrier.

“Shucks, it takes

us almost lwo weeks to get a first class letter from Manhattan to Braoklyn right now. " claims a spokesman, “And these

here turtles can do that in less than a week. easy!”

the game), a supply of TITLE BOUT Round
Action Record forms, (described elsewhere
in this issue), a supply of TITLE BOUT PBM
Random Coding Forms (found with this arti-
cle), a TITLE BOUT PBM Result Matrix
{also found with this article), and-—a
telephone book!

Why a telephone book? Well, as you
may have noticed, 1 haven’t mentioned the
Boxing Action Cards at all. For FBM play,
another method than the cards should be
used to assure that no one is “stacking the
deck,” as it were. The usual method of
generating the random results necessary to
“drive” a PBM wargame uses the Stock
Market Sales in Hundreds figure. This is all
right when generating numbers that go from
1-6, but for TITLE BOUT we must be able to
generate random numbers going from 1
through 80! Sales in Hundreds figures just do
not go high enough to assure sufficient ran-
domness to be used. However, the numbers
on any page of a telephone book are certainly
fairly random, and come in a range that is
large enough to assure that the resulting ran-
dom numbers are random.
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The method we will use to turn the
numbers in the phone book into suitable ran-
dom numbers for TITLE BOUT PBM is the
“remainder” method. In this method, a
“base” number (80 when numbers from 1
through 80 are desired) is divided into the
telephone number; the quotient is discarded,
and the remainder is the desired random
number., As an example, suppose our
telephone number was 1746, Dividing by 80
gives us a quotient of 21 (which we discard)
and a remainder of 66 which is our desired
random number. Simple, no? The long-
division is given below:

21 = Quotient {discard}
80) 1746
160
146
80
66 = Remainder
{becomes random number)

Unfortunately, we will find that we have to
do 40-50 such divisions for each round of
play. Also, some of us are mathematical
klutzes (as is your humble author—great on
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theory: slow in application} and may not
possess a suitable pocket-calculator or other
quick means to do long divisions,

Never fear! There is another way, using
only addition and subtraction, which is
found or: the TITLE BOUT PBM Randem
Coding Form in section V. Look at the tarm,
section V, part B. For our four-digit phone
number, for BASE 80 random numbers, we
see that the first digit {”1”) means we should
add 40 to, for the second digit {*7"), &0, and
that result added to the last two digits (46) of
the phone number:

17 46
First digit: JID:I_J
second digit: &0

last 2 digits: 48
ldé

Of course, this is not in the range 1 through
B0, but if we subtract 80, we get —66!

Whether you use long-division or the
“add and cast out” method just presented,
there will come a time when the number
comes up ZERO, Don't panic; when that
happens, it just means that you've taken out
one too many 80's—just set the number to 86
{or the base you're using) and you are all set,

The only other point [ wish to make
about the phone book numbers is to use only
the last four digits of the number. Do rnot in-
clude the first three digits—these are ex-
changes and including them (since within
any dialing area there are oniy a few dif-
terent ones} will distort your random
number distributions, which is nat good,

How to decide which phone numbers to
use, and what to do with the random
numbers that vou've generated will be
discussed in the next section on Sequence of
Play.

SEQUENCE OF PLAY
1. Both players select their respective boxers
and decide upon a reasonable play schedule
(one turn every week, or every two weeks,
or whatever) and a sequence of mailing dates
(must be mailed Monday, AM or PM, or
between Monday AM and Tuesday AM, in-
clusive, or whatever)_
The number of rounds to be fought and
the scoring system to be used must alse be
decided. Both players arm themselves with
materials as discussed above, Also, both
players must have access to a photocopying
machine, Libraries and copy centers have
these,

2. Player A picks any page cut of his phone
book, and prepares two photocopies of it,
He also selects a strategy for his boxer. He
prepares a packet to be mailed to Plaver B
containing: one copy of the phone book
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page; his boxer's strategy: copies of the
previous turn's Round Action Record(s},
and the Scoresheet. The previous turn info is
1o allow Player B to assure that both players
have gotten the same results.

3. At the same time that Player A is prepar-
ing his packet, Player B takes a copy of the
I’BM Random Coding Form and fills in the
COUE columns, and the top of the form, ex-
cept for the PHONE BOOK PAGE which he
does not vet know (unless he's psychic—in
which case you've got a whole ‘nother bunch
of problems). Coding of the CODE columns
is done in the following fashion:

a. Each column on one page of the
phone book is considered to have a letter of
the alphabet identitying it— A" for the left-
most column, “B” for the column im-

¥ y C 1] ]
A 12 [l ALT B I7
A 17 Ai5E RES % T
A % 27 K 17
A 35 338 CF : is

mediately to the right of column “A”, and so
forth, The letter for the column is placed in
the COL portion of the CODE area,

b. Each phone number in the column
has a COUNT from the top of the column,
with the topmost member of any column
being "17. Count only the telephone
numbers themselves; do not count the
names on the left-hand side of the column,

. When selecting numbers, begin at the
top of column A and proceed to the end of
that column, then select from column B, top
to bottom, and so lorth. Try Le not select
numbers with a COUNT more than 75% of
the way down the column, as variation in
columns may cause you to come up short.
The player selecting pages should do his best
tor select pages which are full.
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In Baltimore, we have around 100-125
nurmbers per column, set in four columns,
Some phone books may use larger type and
have fewer numbers per column and fewer
columns, Do notify your opponent as to the
characteristics of the telephone books in
your area.

As ] mentioned, selecting the numbers is
a free choice by Player B. One way to speed
up selection is to do a little analysis on the
phone book pages. If we assume that my
directory has 100 usable numbers per col-
urmn, set in four columns, I have 400
numbers per page to draw from. Dividing
400 by 50 {which is the number of phone
numbers [ must select) gives 8. I should
choose, on the average, every eighth
number, Of Course, if my opponent knows
that I choose every eighth number, he might
be able to preselect pages which go his way.
What I might do is to start at the top of col-
umn A, roll two dice, and move down the
columns until 1 had COUNTs around 100,
then begin the next column. Note here, 1
might also exclude rolls of 2, 3, 11, and 12
from consideration (roll again).

After coding the CODE area of the PBM
Random Ceding Form, Player B makes up a
packet consisting of a photocopy of the Ran-
dom Coding Form and the strategy for his
boxer. If this is not the first turn, he also in-
cludes photocopies of the previous turn’s
Round Action Records and Scoresheet.

4. On the designated day, each player mails
his packet to the other.

5. When each player receives his packet, he
matches up the phone book page with the
Random Coding form by following the in-
formation found in the CODE column of the
form. As he finds each number he places the
last four digits of the number in the column
under PHONE NUMBER, This is done for
all 50 numbers.

6. Play now proceeds as in regular FTF
TITLE BOUT, except that whenever a Box-
ing Action Card would be drawn to tind a
result, the next number off the chart is used.
To do this, the player first decides which
area on the Boxing Action Card he would be
looking at, and goes to the USAGE/BASE
table at the bottom of the form. He enters the
Usage code in the Coding Form under
USAGE, and the corresponding Base
number under BASE next to the next
available random number. Using the Base,
he calculates his random number, and uses it
as if it were off a Boxing Action Card.
Consider an example. Let us assume that
our Random Coding Form has A-23 in the
CODE area for the first number. [ check my
phone book, and find that the number 23
down from the top in the left-most column

of the page is 123-4567. | enter “4567" in the
PHONE NUMBER section of that line. 1
repeat this until I have phone numbers for all
50 lines. | begin play, and, as this is the first
number, I find I must use it for a Control
Check. If this were a FTF match, I would
draw a Boxing Action Card and look at the
CF number, Since it is really PBM, I use the
first number on the Random Coding Form.
The USAGE/BASE table shows that the
Base for Usage CF is 20, [ enter “CF" under
USAGE and “20” under BASE on the first
line. Using the rules for turning a phone
number into a random number, for base 201
find that [ ignore the first two digits of the
number (4 and 5), add zero for the third digit
{6), and add the last digit (7). My random
number is “7”, which [ enter under RAN-
DOM NUMBER, 1 make my Control Check
using “7" as my CF number.

When 1 must make a check on RESULT
of a punch landed, the procedure changes
slightly. Once I have my RANDOM
NUMBER computed, I go to the TITLE
BOUT PBM Result Matrix, and cross-
reference the number against the table. [ use
the first digit of the number (or zero if the
number is less than 10) to find the horizontal
row, and the second {(or only) digit to find
the column. The box at the intersection of
row and column contains the RESULT. The
different contents of the box are explained in

the KEY for the Result Matrix If I had a ran-
dom number of 62, l would go to the Matrix,
to row 6, column 2, which has the following
in it:

R R

C s

HHH

The “R” in the upper left corner is the
hand I used to hit with, and the second row
contains “C 5" which means (Cut 5). My
final result, therefore, as it would have
appeared on the Boxing Action Card is:

R-(Cut 5)-62” and I would use it as in the
TITLE BOUT Rules. Record each action on
the Round Action Recordsheets.

7. Assuming no KO or other result
which would stop a round early, the round
ends when an action completes by using a
RANDOM NUMBER past the “40” indica-
tion on the Random Coding Form. The next
random number is used to find the SCORE.
From the USAGE/BASE Table, we see that
the Base is BO for Usage = SCORE. Assume
that we have a random number of 77.
Checking, we find that box 77 on the PBM
Result Matrix is:

RC
K
LHE
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TITLE BOUT RESULT
MATRIX
HAND RING POSITION
KEY: ¥ K ‘kRESULT “—" = no special result
LY. K" = Knockdown Chance
1 8 “Cn” = (Cut n)

SCORING: 1 J2 R
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The last line (“LHE"} gives us the scoring by
the judges and referee. The first letter is J1's
decision, the middle letter is J2's, and the last
is the Referee’s. On the Boxing Action Card,
the result at the bottom of the card would
have been: “J1: L J2: H R: E”.

SPECIAL RULES

Some changes in the rules are necessary
to take into account the differences between
playing by mail and playing face-to-face.

1. Fouls and Injuries

Fouls and Injury checks, by the way in
which the Boxing Action Deck is con-
structed and used, cannot occur more than
once pet every other round, maximum.
Therefore, keep track of any FOUL or
INJURY ACTION which results, and treat
any others that occur in the remainder of the
current round and the next round as “Missed
Punch.”

If the Random Number comes up 79"
during an ACT (Action) check, thisis a foul
check.

If the Random Number comes up “80¢"
during an ACT {Action) check, this is an In-
jury check,

2. Ring Position

Ring position is found in FTF TITLE
BOUT by checking the Ring position fields
at the same time that other checks are being
made. To simulate this, whenever a Base 80
number is less than 9, or a Base 20 number is
less than 3, take the last phone number on
the page (not already used for this purpose),
and do a Usage RN check on it, and use the
resulting Base 80 number to find the block on
the TITLE BOUT PBM Result Matrix, The
letter in the Upper right corner is the Ring
Position, coded as on the TITLE BOUT
Round Action Record. This new Ring Posi-
tion takes effect at the end of the current
action.

3. Cover-Ups

In FTF TITLE BOUT, a player whose
boxer has Cover-Up and who has unused
strategies for the bout, may play Cover-Up
at any time, except when Killer Instinct is
being used. This counts as both a use of a
strategy for the bout, and as use of a cover-
up strategy.

This is difficult to do in PBM, since it
would be possible for a player to see his boxer
will get slaughtered near the end of a round,

Printed below is the Round Action Record mentioned in the above
article. Unfortunately, lack of space precluded our printing it on a
separate insert as we would have liked to. We suggest that you
photocopy the Record several times for use in your games by mail.

and try to cover up by using “20/20 hind-
sight.” This is not allowed,

There are two possibilities. The first is to
agree not to use Cover-Up except at the
beginning of a round, as a normal strategy,
The second is to give explicit directions with
whatever sirategy is being played as to when
to cover-up. Such instructions could be:
“My fighter will use Fighting Inside to begin
the round, but he will Cover-Up if your
fighter scores 15 points against him.”
Another might be: “My fighter will Cover-
Up if your fighter has at least 10 more points
than mine.” Other possibilities suggest
themselves. Note that you must indicate at
the beginning of erch round whether your
fighter will cover up and under what condi-
tions. Please keep the condition under which
your boxers will cover up explicit and
simple.

In closing, 1 hope that you will find this
little submission of use. Now, retire to your
corners, and when you hear the bell, come
out fighting _ . . .

TITLE BOUT ROUND ACTION RECORD

Date:
Boxer A: _
Boxer B:

Place: e
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Therell be Some Changes Made . . .

A Few More BOWLBOUND Suggestions

Kenneth G. Waido

The new rulebook for BOWL BOUND,
Sports [llustrated's college football game is a
marked improvement over its predecessor.
Dr, Thomas R, Nicely is to be congratulated
for a fine job. Updated rules, corrections,
and clarifications (highlighted in red print}
add much more realism to the actual college
football game. The purpase of this article is
to suggest some changes and modifications
to the rules which may add additional
realism to the game.

Suggested in this article are modifica-
tions to the B (Breakaway) and the QR
{Quarterback Run) columns of the offensive
teamn chart; a method for calling delay of
game penalties on the offense; a modifica-
tion to the fumble advancing rule to make it
more realistic; a corrected rule concerning a
“Free Kick” for the victims of a safety; alter-
native methods for determining the
distances of missed tield gozls and squib
kicks; changes in the Quarterback Sneak
and Fair Catch rules; and the presentation of
an old chart dealing with Onside Kickoffs.

As always, if you decide to use any or all
of the recommended changes below, be sure
your opponent is aware of, and agrees to,
any changes used. 1 have used them and have
found they offer more realism without af-
fecting play balance in favor of one side
or the other.

1, Basic Rule VI Special Situations and
Rules

{2) Breakaways; Quarterback Runs;
Quarterback Trapped

A rule modification might be to consider
a B (Breakaway) and a QR (Quarterback
Run} special situation plays which are not
subjected to modifications by the defense.
(Defensive priorities which overrule a B or
QR result would still take precedence.) This
means the B and the QR columns are treated
the same as the QT (Quarterback Trapped)
column and the result of the play is the
yardage indicated from the appropriate col-

THE SPORTS GAME DIGEST

umn as per the game dice roll. By the way,
there is a discrepancy between the Priority
Chart contained in the new BOWL. BOUND
game and the Priority Chart included with
Team Set I1. The chart in BOWL BOUND in-
dicates the QR and the defensive results
should be ADD({(ed) together to determine
the final result of the play. The chart with
Team Set 1T has the defense ADD(ing) to a
QR result, but a red {negative) defensive
result is a priority QR. This is part of my
justification for a rule modification.

My new rule suggestion would thus read:
IF A “B” (BREAKAWAY), “QR”
(QUARTERBACK RUN), OR “QT"”
(QUARTERBACK TRAPPED) I5 THE
PRIORITY RESULT OF OFFENSIVE AND
DEFENSIVE PLAY COMBINATION, THE
DEFENSIVE RESULT IS NULLIFIED OR
AUTOMATICALLY BECOMES A WHITE
BOX, “NO CHANGE.” THE OFFENSIVE
PLAYER ROLLS THE DICE AGAIN
UNDER THE APPROPRIATE COLUMN
TO DETERMINE THE FINAL QUTCOME
OF THE PLAY.

A further justification for the rule
modification or change deals with how I
believe the B and QR offensive result
calculations were made or what they should
represent, [ would think the B chart would
be based on the number of times and
distances a team “broke” running plays
{based on the definition of a breakaway
which was being used at the time of the
chart’s preparation). For the original 32
teams and for 10 of Team Set II, a
breakaway is defined as a run which gained
at least 20 years. For the other 10 teams of
Team Set II, a breakaway is defined as a run
which gained 10 or more yards. (I would
hope the B chart results indicate the prob-
ability of and distances each breakaway
gained.) [ would also think the QR chart in-
dicates specifically the distances gained, or
lost, while the Quarterback ran the ball on
called passing plays either by design of the
play or because all of his potential receivers

were covered by the defense. (I wouldn't
think the QR column included runs
(scrambles) by a quarterback who was
forced to run as a result of a strong pass rush,
otherwise, what is the definition and pur-
pose of the QT column?) If the B and QR col-
umns are the indicated results of the defini-
tions above, the defense has already been
considered into the final result. In other
words, if the defense cannot dictate a higher
priority result, then it must face the conse-
quences of the B and QR columns as printed
on the team charts.

A final justification for considering the
QR column immune to defensive adding and
subtracting is the defensive results under of-
tensive plays 6 (Screen Pass}, 7 (Spring-Out
Pass), 8 (Bootleg Pass), and ¢ (Drop Back
Pass). [ would assume the defensive results
under these pass plays deal with the type of
influence a particular defensive team had on
a pass play. If a team was strong enough to
negatively influence pass plays or weak
enough to yield additional yardage is it safe
to assume the team would have the same ef-
fects on QR’s777 (Maybe teams need a
separate defensive QR column). Also, the
defense has priority if it rolls an Incomple-
tion, an Interception, a QR, or a QT, all of
which are not subjected to further defensive
modifications.

2. Basic Rule VI Special Situations

and Rules

(3) Pengities

A rule modification might be to allow
only one additional dice roll if the first offen-
sive dice roll resulted in a penalty result. If
the offensive player rolls two consecutive
penalty results against the offense then they,
regardless of yardage (either OFF 5 or OFF
15), should be considered as a delay of game
penalty against the offense and immediately
résult in an automatic 5 yard penalty against
the offense. Two consecutive defensive
penalty results, again regardless of vardage
or type (either DEF 5, DEF 15, or PI #),
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should be considered a contact made offsides
penalty against the defense and result in an
automatic 5 yard penalty against the
deferise. A penalty against either team,
followed by a non-penalty result is subjected
to the normal options of college football.
Two consecutive penalties against the dif-
ferent teams results in offsetting penalties
and the down is replayed.

My new rule suggestion would thus read:
IF TWO CONSECUTIVE PENALTIES ARE
THE RESULTS OF TWQ CONSECUTIVE
OFFENSIVE DICE ROLLS THEN ONE OF
THE FOLLOWING OCCURS:

1. OFF5 or OFF15 FOLLOWED BY OFF
5 or OFF 15 = DELAY OF GAME PENAL-
TY AGAINST THE OFFENSIVE
AUTOMATIC 5 YARD PENALTY.

2. DEF 5, DEF 15 or P1 # FOLLOWED
BY DEF 5, DEF 15, or PI # = OFFSIDE
CONTACT MADE PENALTY AGAINST
THE DEFENSE AUTOMATIC 5 YARD
PENALTY.

3. OFF 5 or OFF 15 FOLLOWED BY
DEF 5, DEF 15, or Pl # = OFFSETTING
PENALTIES.

4, DEF 5, DEF 15, or PI # FOLLOWED
BY OFF 5 or OFF 15 = OFFSETTING
PENALTIES.

A delay of game penalty against the of-
fense would result in a 30 second elapse of
time from the game clock providing the
previous play was not an incomplete pass or
a play which went out of bounds, in such
cases NO game time is lost, An offsides con-
tact made penalty against the defense would
result in a 20 second elapse of time from the
game clock, again providing the previous
play was not an incomnplete pass or a play
which went out of bounds. Offsetting
penalties result in a 20 second elapse of time
in all situations,

3. Basic Rule VI Special Situations

and Rules

{7} Onside Kickoffs

1 believe the present rule which states on
Onside Kickoffs, “the kicking team recovers
if the dice total 13 through 20, . . . the ball
travels 12 yards” is too simplistic. The
criginal SPORTS ILLUSTRATED CQOIl.-
LEGE FOOTBALL GAME OFFERED A
CHART FOR Onside Kickoffs which pro-
vided more variety and 1 think, more
realism. In recent issues of ASR other writers
have reminded readers of some old charts
contained in earlier versions of present
games. Here's the original chart in regards to

Onside Kickoffs:
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The relative probability of the Kicking
Team recovering the Onsides Kickoff is only
slightly better in the above chart {14.83 % ) as
compared with dice rolls 13 through 20
(14.35%).

4, Basic Rule VI Special Situations
and Rules

(9) Fumbles and Blocked Kicks

I believe the dice rolls granting the of-
fense the opportunity to advance a
recovered fumble or blocked kick are too
restrictive, In college football only the of-
fense is allowed to advance a fumble. The
defense can advance a fumble only if it has
not touched the ground, i.e., “recovered” in
mid-air. Therefore, when comparing the
dice rolls for fumble advances, 19 for the of-
fense {.46% ) to 37, 38, and 39 for the defense
(8.34%), an unfair and unrezalistic advan-
tage i5 given to the defense.

I would like to suggest the following rule
change: THE OFFENSE 15 ENTITLED TQ
ADVANCE THE BALL FROM THE SPOT
OF A FUMBLE RECOVERY USING THEIR
OWN INTERCEPTION RETURN COL-
UMN IF THE RECOVERY DICE TOTAL IS
19, OR EITHER OF THE TOP TWO DICE
TOTALS OF THEIR FUMBLE RECOVERY
RANGE. (For example, if a team recovers
fumbles with dice totals 10 through 27, they
would be entitled to advance the fumble
with dice rolls of 19, 26, and 27.} THE
DEFENSIVE DICE TOTALS TO AD-
VANCE A FUMBLE REMAIN UN-
CHANGED.

This new rule would be in addition to the
options available to the offense if Advanced
Rule (8) Options on Kicking Plays (D) Ad-

vances of Blocked Kicks and Fumbled Snaps
was being used.

5. Basic Rule (11) Plays Within and

Beyond the End Zone:

(F) Returns (b) A Safety

I would like to suggest the following rule
correciion: THE VICTIMS OF A SAFETY
ARE ENTITLED TO A “FREE KICK"
EITHER A KICKOFF OR PUNT FROM
THEIR OWN 20 YARD LINE. IF A
KICKOFF IS CHOSEN THE PLAYERS
FOLLOW THE PROCEDURES OF BASIC
RULE V—4 THROUGH V—as. IF A PUNT
IS CHQSEN, THE RECEIVING TEAM
CAN IGNORE INDICATIONS THE PUNT
IS NOT RETURNABLE, SINCE ALL
PUNTS IN THIS SITUATION ARE
RETURNABLE.

This rule offers more strategy depending
on how well the kicking team Kicks Off or
Punts and how well the receiving team does
on returns and fumble probabilities,

6. Advanced Rule (2) Kickoff

Selection

As in the case cited earlier where the new
rule states the Onsides Kickoff only travels
12 vards is too simplistic, I believe that hav-
ing a Squib Kickoff “kick automatically
travels 40 yards” is also too simplistic. To
add variety to the distances a Squib Kickoff
travels [ would suggest the following rule
modification: THE KICKING TEAM
ROLLS THE OFFENSIVE DICE AND THE
DICE TOTAL PLUS 10 YARDS
REPRESENTS THE YARDS THE SQUIB
KICK TRAVELS. Thus, Squib Kickoffs will
range from 20 yards to 49 yards, with an
average expected distance of 37.5yards. The
Squib Kickoff Return Chart remains un-
changed.

7. Advanced Rule (6) QB Sneaks;

Elected Safeties; Running Out

the Clock

1 would recommend the following
change to the existing rule: WHEN A
QUARTERBACK SNEAK IS CALLED,
ALL GREEN BOXES REPRESENT A
1-YARD GAIN; ALL WHITE BOXES
REPRESENT “NO GAIN"; ALL RED
BOXES REPRESENT A 1-YARD LQSS;
AND YELLOW BOXES REPRESENT
EITHER A 5YARD ILLEGAL MOTION
PENALTY AGAINST THE QOFFENSE OR A
5-YARD CONTACT MADE OQFFSIDES
PENALTY AGAINST THE DEFENSE,
REGARDLESS OF YARDAGE IN-
DICATED, The colored box changes and
penalty reductions are an attempt to better
simulate the game situation during which
Quarterback Sneaks are usually run, usually
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during 3rd or 4th down and very short yard-
age.

8. Advanced Rule (8) Options on

Kicking Plays

(E) Alternate Methods for Attempting
Field Goals

It is my opinion that this rule should be
eliminated. If a team is a weak field goal
kicking team a player choosing that team
should consider the weakness as a variable
when choosing his team. If a player wants a
better field goal kicking team, pick another
team.

9. Advanced Rule (9) Options on

Kicking Returns

(A) On Punt Returns (a) Fair Catch

I don't believe a Fair Catch should be
automnatic if requested, I would recommend
a rule modification to require the receiver of
a punt who requests a fair catch to roll the of -
fensive dice to see if the fair catch was suc-
cessful, Thus, a new rule would read: A
PLAYER REQUESTING A FAIR CATCH
MUST ROLL THE OFFENSIVE DICE. IF A
NON-FUMBLE OR NON-PENALTY IS
THE RESULT OF THE DICE ROLL THE
PUNT IS CONSIDERED TC BE FAIR
CAUGHT. A FUMBLE RESULT REQUIRES
A RE-ROLL TO SEE WHICH TEAM
RECOVERS (THE RECOVERY IS NON-
ADVANCEABLE). A PENALTY RESULT
ALSO REQUIRES A RE-ROLL WITH THE
NORMAL OPTIONS OF COLLEGE
FOQTBALL APPLYING.

10. Advanced Rule (9) Options on
Kick Returns
(C) Missed Field Goal Aitempts

Basic Rule VI-5 describes tield goal at-
tempts and indicates that a field goal is good
if the distance from the offense’s Field Goal
Column on the Special Team Chart is equal
to or greater than the yardage of the offense’s
line of scrimmage. If the attempt missed, the
defense is allowed to put the ball in play, 1st
and 10, from either their 20 yard line or the
line of scrimmage of the field goal attempt.
The second option, from the line of scrim-
mage of the field goal attermnpt, is actually
available only if the field goal attempt went
into or past the end zone.

Advanced Rule {9) (¢} allows for the
return of missed field goals from a point 40
yards downfield from the line of scrimmage
of the field goal attempt. As in the cases
described earlier {Onside Kickoff distances
and Squib Kickoff distances being too
simplistic), in order to add variety to a
missed field goal distance I would like to sug-
gest the following rule modification: TO
DETERMINE THE DISTANCE A MISSED

FIELD GOAL ATTEMPT TRAVELED,
ADD THE YARDAGE OF THE FIELD
GOAL COLUMN ON THE SPECIAL
TEAM CHART TO A ROLL OF THE OF-
FENSIVE DICE. This dice roll will add be-
tween 10 and 39 yards to the yardage in-
dicated from the Field Goal Column on the
Special Team Chart. {An option would be to
use an old Sports Illustrated rule where a
player simply adds 15 yards to the distance
of the yardage from the Field Goal Column.
The new methodology adds an average 27.5
vards to the field goal column distances.)

THE SPORTS GAME DIGEST

Now, new rule options are:

1, IF THE YARDAGE TOTAL FROM
THE ABOVE METHODOLOGY (EITHER)
INDICATES THE BALL WENT INTO OR
BEYOND THE END ZONE, OR IF THE OF-
FENSIVE FIELD GOAL COLUMN
RESULTED IN A “NG”, THE DEFENSIVE
PLAYER HAS THE OPTION OF A 1st and
10 FROM HIS 20 YARD LINE OR THE
LINE OF SCRIMMAGE OF THE FIELD
GOAL ATTEMPT WHICHEVER IS
GREATER.

2. IF THE YARDAGE TOTAL IN-
DICATES THE BALL LANDED IN THE
END ZONE, THE DEFENSIVE PLAYER
CAN LET THE BALL DIE THERE AND
TAKE THE BALL 1st and 10 AT HIS 20
YARD LINE OR THE LINE OF SCRIM-
MAGE OF THE FIELD GOAL ATTEMPT,
WHICHEVER IS GREATER, OR HE CAN
ATTEMPT A RETURN OF THE BALL US-
ING HIS KICKOFF RETURN COLUMMN
STARTING FROM WHERE THE BALL
LANDED.

3. IF THE YARDAGE TOTAL IN-
DICATES THE BALL DID NOT REACH
THE END ZONE, THE DEFENSIVE
PLAYER CAN USE THE “LET IT ROLL"
ADVANCED RULE OPTION TQ SEE IE
THE BALL WILL ROLL INTQ THE END
ZONE, HE CAN DOWN THE BALL
WHERE IT LANDED, OR HE CAN AT-
TEMPT A RETURN USING HIS KICKOFF
RETURN COLUMN STARTING FROM
WHERE THE BALL LANDED.
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1979 GRAND PRIX SEASON
REVIEW

by Dr. Rich Oksas

Although it's almost 1981, that's not our fault
We thaught that despite the fact that these are the
1979 cars for SPEED CIRCUIT, you would still
welcome them [n addition, the optional rules
proposed by Dr Oksas look very inferesting

Once again it’s time to update car and
driver specifications related to your “Speed
Circuit” Game for the Formula 1 season just
past. As stated by many auto racing publica-
tions, 1979 was the “Year of the Wing Car”
or ground effects vehicle. Aerodynamic
technology was used by designers to create a
vacuum under their cars so that they would
be literally sucked to the ground during fast
cornering. This idea was first used by team
Lotus in 1977 with remarkable results. By
the end of 1979, all formula one makers had
wing cars, but the technique was still so new
that some teams that were previously back-
markers became competitive over night,
while other well known names failed.
Regardless, speed records fell in droves
through the heat of battle,

The dominant car team once again was
Ferrari whose one-two punch of Jody
Scheckter and Gilles Villeneuve dominated
the points chase in a manner reminiscent of
Andretti and Peterson in 1978. Despite not
having the fastest car {as dictated in time
trials), Jody and Gilles collected three grand
prix wins apiece. While some reporters felt
Villeneuve to be the more talented of the two
drivers, Scheckter earned the champion's ti-
tle through more consistent finishes {(placing
in the points in 12 of 14 events?).

Both the French Ligier team and British
Willaims team pushed Ferrari hard all the
way. In the first 2 races of the season it looked
like Ligier was going to run away with it all
having dominated both practice and the
events., Their success was attributed to a
change from their own 12 cylinder engine
design to the Ford Cosworth powerplant.
Throughout the year Jacques Laffite re-
mained the only driver in a position to
challenge the Ferrari drivers for the Crown,
but as time wore on the Ligier's reliability

decreased.
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New Events added to Olympics: Despile recent come
plaints that there are aiready too many events in the
Olympics. the 10C has apparently decided to go aliead
with its plans to add several new sports nicludig the 400
Ib pigno throw tronb wrestling and skateboard doy-
ging (shown abure)

Alan Jones, number one driver for
Williams, actually won more grand prixs {4)
than anyone else on the circuit, His problem
was just the opposite of Laffite, The
Williams FW0Q7, rated to be the best car of
the year, was designed late after the season
started and scored all of its points during the
second half of the season. By then it was just
too late ko catch the point leader.,

One other contender is worthy of men-
tion, Renault, Their small turbocharged V-6
engine was the most powerful on the circuit
and earned them noless than 6 pole positions
making them fastest car. When it came to
finishing, however, their cars lacked
stamina and their sole victory was ap-
propriately at the French Grand Prix. They
surely will be heard more from in 1980,

Once strong teams like Lotus, Tyrrell,
Brabham and McLaren faded due to perfor-
mance and reliability problems during 1979.
In fact two former world driving champions,
Niki Lauda and James Hunt, announced
their retirement from race driving due to the
frustration of being uncompetitive. No
doubt the engineers of these teams will be

forced to work overtime to regain past form.

In the “tire war”, it was for all intents and
purposes a draw. Michelin won the
manufacturer’s championship and more
pole positions, but cars with Goodyear tires
WO INOTe races.

TEAM TACTICS OPTIONAL RULE

Most Formula 1 manufacturers have 2
car entries in grand prix events, The number
one driver {usually the more experienced) is
preferentially given the stronger car and
engine from the team stable with the assign-
ment of winning. The second man is used
strategically either to act as a "rabbit” by
forcing the pace causing the opposition to
breakdown or by intentionally blocking
pursuers. Team members avoid racing each
other with the ideal being a one-two finish,
They also often set up slip streaming situa-
tions for each other.

Recognizing therefore that cars and
drivers on the same teamn are often unequal
at any given event performance wise, you
can elect to either:

1) Reduce either the allotted perfor-
mance points or wear units indicated on the
chart by one for the number two team entry
or

2) In case of a closely matched team
situation (eg. Scheckter and Villeneuve),
randomly draw for the choice of faster entry
before the start of each race.

Your assignment as team manager is to
most effectively make use of this difference
in placing your car moves. You may even
want to add the points earned by your two
car entries and determine which team won
the event,

QUALIFICATION OPTION

Some race courses are extremely narrow
making it very difficult to pass. This being
the case, special emphasis is placed at turn-
ing a fast time in practice to earn a good posi-
tion on the starting grid. On the other hand a
“banzai lap” produces the risk of wearing
out or damaging a car for the race. If you use
one lap time trials for grid placement, you
can simulate strategy in qualifying by sub-
tracting wear units used on that lap from the
total allotted for the entire race. When you
use performance points to set up a ¢ar, you
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can alter specifications after practice but the
wear units expended in time trials will still be
accumulated against the total race wear alot-
ment. In either situation vou will have to
decide how much you are willing to sacrifice

in going for pole position!

It should be noted, in reality Michelin
tires turned faster practice and lap times
because their tire compound was softer
{more “sticky”) than Goodyear tread.

However when it came to the race, their tires
waore out faster requiring Ferrari and Renault
drivers to make unscheduled pitstops due to
unanticipated premature wear,

SPEED CIRCUIT SPECIFICATIONS FOR 1979

GRAND PRIX CARS

Sponsor-Chassis- Performance Start

Engine Drivers (Nationality) Points Speed Acceleration

Ferrari 312 T4- Jody Scheckter (S. Afr.) g 60 60
Flat 12 Gilles Villeneuve {(Can)

Gitanes-Ligier [S11- [acgues Laffite (Fr) 8 60 40
Ford Patrick Depallier (Fr)

Jacky Ickx (Belg)

Saudia-Williams Alan Jones (Aus) 8 40 40
FWO07-Ford Clay Reggazoni (Swiss)

Elf-Renault RS10-  Jean Pierre Jabouwille (Fr) 7 40 60
Turbo V-6 Rene Arnoux (Fr)

Martini-Lotus 80-  Mario Andretti (USA) & 40 40
Ford Carlos Reutemann (Arg)

Candy-Tyrrell 009-  Jean Pierre Jarier (Fr) p 40 40
Ford Didier Pironi (Fr)

Parmalat-Brabham  Niki Laude (Aus} 5 40 60
BT48-Alfa V-12  Nelsor Piquet (Braz)

McLaren M29- John Watsan (GB} q 40 40
Ford V-8 Patrick Tambay (Fr)
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WIN, PLACE & SHOW

Horsing Around With the Formulas

by Matis Gattlieb

WIN, PLACE & SHOW is a great game
fora group of guys gathering every onceina
while just for the comradeship, but for the
group that takes its table gaming seriously,
and would like to incorporate a Horse Rac-
ing League, this game is not satisfactory,
[ts main obstacle is that only 36 harses are
represented, each for a different length of
track., You can, as ['ve done combine the
horses of the first, second. and fitth races,
and combine the harses of the third and sixth
races, but cven this proves to be a bit stale
after a while.

You can't help but notice the similarities
between Gunsmoke and Corn Plaster. Both
start in Gate 1, and both have the same speed
and class ratings, as well as the same Bonus
Number mathematically, The only dif-
ference is that a veteran rides on Gunsmoke
while an apprentice whips Corn Plaster. Ac-
tually, Corn Plaster doesn't lose ettec-
tiveness because of this since he starts off
with an early lead, usually reaches the turn
first, since he starts at Gate 1. On the other
hand, if Corn Plaster had started at Gate 6,
he would have been at a definite disadvan-
tage. Observing the same two races, Lucky
Cld Sun and Nothing Special are almost
identical In their head-to-head battles the
winner would be determined by the post
position, and wha is on the inside track at
the turn. Post positions are always picked
from a hat. [ did this even when using the
original program, Why should Gunsmoke
always start at Gate 1?7 When | combined
harses of different races, [ had of course no
choice but to do the same, By the way, there
is nothing wrong with having two horses in
the same race with the same Bonus Number,
Does anvone have a reason why it can't be
done? When combining harses fora race, the
odds will have to be changed. 1 will deal with
this Jater in the article. The remainder of this
article will deal with the formula of making
new horses, (which can be combined to
make new programs} and the structure of a
Horse Racing League using lhese harses.

The heart of the formula is the harses’
Running Strength. 1 have provided two

[t g
tables which are very simple to use. All you
need are two ditferent colored dice, which
you already have since vou own Win, Place
& Show . (Unless vou're reading this because
vou have absolutely nothing better to do). I
only deal with horses that race 1% miles,
therefore we need 8 running strength
numbers, But yvou can formulate horses at
any length of track you want, Table A is
used only for the first Running Strength
Number, Just roll the dice, and you have it_
At first, [used Table A for all 8 numbers, but
it didn't seem natural for a horse to start at
14, and then slip te 1 on the next turn. This
led to the development of Table B, After you
have the first Running Strength Number,
roll the dice again on Table B, and add or
subtract the sum or ditference from the
previous number and you have the second
Running Strength Number, Do this for all 7
remaining numbers. Running Strength
Numbers can go no higher than 14, and no
lower than 1. Here are seme special situation
dice rolls . _ .

1. When rolling on Table B, and you
have a sum ol more than 14, leave it at 14,

2. When the difference will put you less
than 1, leave it at 1.

3, When 14 was the PREVIOUS
Number, only a — (blank) on Table B will
keep the harses at 14. When a + shows up,
simply change it tc a — (blank). For exam-
ple, if when vouroila +4, changeittoa —4,
and put 10 as your next Running Strength
Number.,

4, When a 1 is vour PREVIOUS
Number, do the same as Situation 3, Simply
turn a — into a +, and only a — will keep
the horse at 1,

Analyzing Table A, youwill tind that the
average starting speed is 7 or 8. There is a
much greater chance that a horse will start at
7 or 8, rather than 1 or 14. Looking at Table
B, we see that horses have as good a chance
of gaining, or losing 1, as getting the same
number again. There is only a remote chance
that a horse will gain or lose 7.

These charts are of course subject to your
approval, and can be changed in many dif-
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ferent ways. QOur next problem is the assign-
ment of a Bonus No. to the horses. There are
two ways to figure this:

1. Simply roll the dice, and assign that
number as the Bonus No. of that horse. Do
this for all the horses.

2. A much more realistic way. Use Table
C. All you need are three dice. Use the
horses’s Class (Sum of all the running
strength numbers} as the base, and look at
that column when rolling the dice. A horse
with class in the 90s will have a much greater
chance of getting a 7 than a horse with class
in the 40s. Now you have the complete
details on how to make horses. Now all you
have to do is randemly select six horses, pick
the gate position out of a hat, and start rac-
ing. But wait, there’s something
missing . . . the ODDS. Oddsmaking is the
hardest, and most complicated part of the
horsemaking bit. No dice are needed. (that's
a relief). First, you must modify the class of
each horse. Use the following chart, which is
based on the horse’s Gate Position.

GATE 1LY

GATE ) B!

GATE 3 +1

GATE 4 NO CHANGE

GATE 5 —1...Ifapprentice —2
GATE 6 —1...Ifapprentice —2

The first odds that must be calculated are
the favorites. (Most Class). You must com-
pare the favorite with the horse with the next
highest Class. Using Table D, first calculate
the difference between the Class of the two
horses, and there you have the odds of the
favorite, BUT NOT OF THE SECOND
HORSE. Now to figure the secand horse's
odds, AND the rest of the horses odds, just
use Table E. Count the difference between
the Class of the horse in question and the
tavorite, and you have the odds. These odds
are not perfect by any means, There are
times when I have to change them just
because “It doesn't look right.”

Now that you have the complete horse
making formula, you may want to go a step
further and start a Win, Place & Show
League. Here is all you have to do. Let’s say
that there are 6 gamers. Create about 250
horses. Give each a name. Take a look at
your newspaper if you need some help. Each
owrer starts with $1 Million. All horses are
bid upon, and each owner should end up
with 36 horses. A minimum of six jockeys
are also drafted and must be paid a salary.
Names like Arcaro and Cauthen add excite-
ment to any race. At least one apprentice
must be drafted. Each owner should make
up a schedule of all his horses to use in his
preliminary races. Each horse should race 8

TABLE A TABLE B
Dice Dice Dice Dice
Roll # Roll # Roll Result Roll Result
11 13 41 4 11 +6 41 — 2]
12 3 42 B 12 =l 42 +1
13 8 43 7 13 +1 43 —
14 7 44 11 14 — 44 +3
15 10 45 8 15 +2 45 -3
16 b 46 6 16 —2 46 +2
21 4 51 g 21 —4 51 -1
22 11 52 8 22 +4 52 +1
23 5 53 1 23 -1 53 277
24 B 54 7 24 — 54 —
25 10 55 10 25 +2 55 +3
26 7 56 5 26 =3 56 -2
31 9 6l 6 31 +2 61 =[5
32 7 62 8 32 — 62 -1
33 12 63 7 33 +5 63 —
34 6 64 9 34 =1 64 +1
35 9 65 2 35 o | 65 —6
36 5 66 14 36 =7 66 +7
TABLE C
Dice Roll
C 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18
L 90s 2 3 4 7 5 8 & 7 7 8 6 9 7 10 11 12
A 80s 2 3 4 7 4 5 6 7 & 8 ¢ 9 7 10 11 12
5 70s 2 3 7 4 5 5 6 8 6 8 9 5 10 10 11 12
S 80s 7 2 3 A 1510 S| &) 5 8 9 10 10 10 11 12 7
50s 4 7 2 3 a9 5 6 5 9 9 8 3 10 11 12 10
®* 40s 4 7 2 & 3 5 6 5 10 9 9 3 10 11 12 8
® 30s 2 6 5 5 2 3 4 4 10 8 10 11 12 9 5 7
TABLEE
TABLE D CLASS OoDDS
CLASS ODDS Exen )
Even Both 4-1 = et
+1 31 —2 4-1
+2 5-2 = 51
+3 21 :; ;’,i
+4 3-2 —6 8.1
-7 10-11
—8 15-1
-9 20-1

times, Therefore, the owner would have to
create 8 programs with 6 races in each. The
programs and the jockey pairings can be
done randomly.

After all the owners have finjshed their
preliminary races, each owner’s best horse
and best jockey team up to race in the
“FINALS.” The Finals consist of one race at
each owner’s track. In our case this works
out perfectly, Six owners enter six horses to
race. That means that every horse can race in
every race. But if there are eight owners, not
every horse will be able to run in every race.
{Another disadvantage of WP&S)
Therefore, the Finals would have to be made
into an [nvitational, with ne horse racing in

THE SPORTS GAME DIGEST

more than 7 races. The Finals can be named
as in real racing . . . Kentucky Derby, Bel-
mont Stakes, etc. It can also be bet upon,
and money can be awarded for Win, Place &
Show, unlike the preliminary races, where
only the owners’ horses race,

This format works very well in Mail
League play, if you're interested in going
that route.

I recommend the timing chart contained
in ASR Vol. 1, No. 4. I also recommend the
various expanded betting techniques which
were contributed to ASR over the past few
issues, Here is one more innovation which [

Turn to p 16 for the triumphan! conclusion of thisarticle
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It Only Hurts When [ Yell Dept.

SUPERSTAR BASEBALL \/
INJURY CHART

by Jelf Gowin

I have added a new dimension to your
Superstar Baseball game. It 1s called the
Injury Chart. It adds a little more excitement
and strategy to the game.

This is how it has been adapted to the
game. The first chart is the Hit By Pitch
Chart. If you roll hit by pitch on the Pitcher’s
X Chart, youroll the Hit By Pitch Chart. The
result on this chart can be from no injury to
out 5 games. Then, if the player is injured he
is immediately taken out of the game and
replaced. He may not play in the next
amount of games which 1s determined by the
Hit By Pitch Chart.

The second chart is the Stealing Injury
Chart. If the runner is thrown out on an
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attempted steal, you roll the Stealing Injury
Chart. The result ranges from ne injury to
runner cut 2 games to 5.5 out 2 games. If in-
jured, the player must be immediately taken
out of the game,

The final chart is the Pitcher's Injury
Chart, This is based on how many runs are
allowed in one inning by one pitcher. There
are 3 degrees of injury, they are allowing 5
runs in 1 inning, allowing -7 runsin 1 inning
and allowing 8 or more runs in 1 inning. If a
pitcher allows 5 or more runs in an inning
you rell on the correct chart and find the
result. The results range from no injury to
out next three games,

ALL-STAR REPLAY



GATOR BOXING ASSOCIATION
(GBA)

Founded —Now accepting members
Teams—(See "Activities™)

Active Members—1-(Me). Want 11 more.
Dues—$3. Covers postage, Newsletter.

Activities—] want to organize a dozen “managers” who
will supervise three fighters each in the HEAVYWEIGHT
DIVISION. Each manager has the three fighters of his
choice, on a first come, first served basis. Should two or
maore people pick same fighter, fighter will be awarded to
that person who mailed request first. Each of the 36 boxers
will be required to fight 17 bouts, consisting of 12 rounds
each. Eachmenth, the managers will be send one assigned
apponent for each of his three fighters . . This is strictly
play-by-mail solitaire, so if you cannot control your
partiality, don't bother to apply, Must be objective
S-point must system to be used in all fights. We will go
under the assumption that Larry Holmes is currently the
champion. Only the GREY Muhammed Ali card may be
used, the yellow does not reflect his PRESENT fighting
ability. Ratings will be kept and sent to each manager and
a topnotch newsletter will also be mailed NO
STRATEGY CARDS ALLOWED, PLEASE Eventual
goal of Gator Boxing Association is to determine just whe
really is the best in the heavyweight division
Membership Requirements—Prefer members aged 16-up
Must be cbjective and honest. since this is solitaire
Member need not live close to Flonda. Only serious
applicants considered. Must send in a copy of your
scoresheets to me
Contact—

Roger T, Card

3850 Packard Dr,

Jacksonville, Fla. 32216

{(904) 641-0080
GATOR BOXING ASSOCIATION (GBA)

Mini-game; cont. from p. 4

Black  White

Team  Team
Player Points o 14
Rebounding Points 4 2

Ball Handling Points +2 +2
Turn Totals = m 18 pts.
Next turn the White team coach sets his

line-up Hrst,

"Basketball Strategy” puts you on the
floor; you decide who handles and shoots
the ball, and what detense you'll use. This
mini-game puts you on the bench, whete
you decide who plays against whom, You
cannot cantrel all of the action, but your
decisions will still determine the oulcomé of
the game.

The mintgame is ideal for solitaire play,
and can be very helpful for league play, Who
wants to complete league play for two teams
Fighting for the cellarT At twenty minutesa
game such contests can be quickly decided,
This will save you encugh time to expand
wour-season so it can overlap into Baseball
Strateiy. Then you'll know you've achisved
realism!

LOUISVILLE ALL-STAR
LEAGUE

Founded—1979

Teatns—6 (At present)

Active Members—6 {Age 25-30).

Dues—None

Activities—Leagues in Paydirt, Statis-Pro Basketball,
Major League Baseball, Speed Ciccust, and Title Bout

Trophies for League Champions

Membership Requirements—League meets every Sunday
night, Must be in Louisville area, own game tor League
you wish ta be in, and be able Lo attend most meetings.

Contact—
Joe Guffey
8501 Coco Ct
Louisville, KY 40219
(502} 964-4928
LOUISVILLE ALE-STAR LEAGUE

S5AN ANTONIO WARGAMERS
CLUB

Founded —1979.
Teams—3, Looking for 8
Active Members—3.
Dues—3%5.00/Year {This covers membership in our
Wargamers Club and discounts on merchandise).
Activities— 77 and ‘72 PAYDIRT!, Original and "Team
Set 2” Bowlbound, Statis-Pro BB and BK, and soon Title
Bout Leagues and Tournaments are planned. (We cur-
rently have over 30 members in our Wargamers Club and
are looking forward to these numbers in our Sports-
ganzers Club )
Membership Requirements—Prefer over 16 and well-
knowledged in sports. Must be able to compete on a weekly
basis
Contact—

Stephen Jackson

10707 [H 1Cr West-#510

San Antonic, Texas 79230

1-512-690-4356

{Mondays-Thursdays)

or

1-512-227-7632

{Jefferson Hobby Shop)

{Saturdays)
SAN ANTONIO WARGAMERS CLUB

NEW MEXICO ALL-STAR
LEAGUE

Founded —1980
Teams—Hopefully 16, but will settle for 8
Active Members—1, Need 7 to 15 more

Dues—None,

Activities—We will use the SP1 All-Time All-Star Team
Charts to play a 154 game season, complete with All-Star
game and World Series

Membership Reguirements—One must play at least one
complete season. Honesty and Fromptness are impor-
tant. No Play-By-Mail experience is needed. Send in list of
Teams in order of preference. Please contact me assoonas
yot can so | can get the League started. Please state if you
would like to manage a team in both Leagues so if [ get
more than 7 but less than 15 [ can set up both Leagues.

Contact—
Jay Geiger
PO Box 1181
Raton, NM B7740
(505} 445-9709

NEW MEXICO ALL-STAR LEAGUE

THE SPORTS GAME DIGEST

MONTGOMERY COUNTY
PAYDIRT LEAGUE

Founded —Now.
Teams—Up 1o 28
Active Members— At least 2
Dues—To be determined in team draft—probably
$.50-%$2.00, Winner Take All.
Activities—Team draft, league play culminating in
playoffs, other stuff according to will or whim of majority
{or vocal, mean, large minority)
Membership Requirements—Mo age limit, but a certain
maturity is required. Must live in Montgomery County,
MD, or be willing to drive to it. Willingness to have fun.
Nasty, evil cut-throats frowned upon, but probably ac-
cepted anyway.
Contact—

Andy Marshall

391 Westside Dr. #202

Gaithersburg, MD 20760

(301, d69-4800
MONTGOMERY COUNTY PAYDIRT LEAGUE

NORTH AMERICAN
BASKETBALL LEAGUE

Founded —1679.

Teams—4 currently, but looking for as many more as
possible

Active Members—

Dues—None

Activities—We are a former face-to-face league that is
switching to by-mail play in Statis-Pro Basketball. We
will start From scratch and draft players from 1980 season
cards. Schedule and league championships will be deter-
mined by number of teams.

Membership Requirements—Must own or have access Lo
Statis-Pro Basketball and be dedicated enough to finish
seasor. Honesty and promptness are important

Contact—
Carlo Amato
801A Derwyn Road
Drexel Hill, Pa. 19026

NORTH AMERICAN BASKETBALL LEAGUE

Printed below is the solution to Mr, Norgard's
Avalon Hill Crossword Puzzle TITLE BOUT
fans will want ta join us in the next issue when we
publish the legendary Riddle of the Spinks (and its
solution!)

SOLUTION:




* % A cul along dotted fire or photocopy & * &

HEAD TO HE&IDO

If you're looking for opponents in any of our
12 sports games, we suggest you fill out the
coupon below and send jt 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 you're inter-
ested in playing. In addition, if you wish to
advertise discontinued or current games and
components published by Avelon Hill, you may use
the same coupon.

OFPONENT 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
lllustrated games, and only when they are
accompanted by a token 25¢ tee.

3. Ingert 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 1o use the following abbrevialions in
wording your ad. Likewise with State abbrevi-
ations:

Bageball Sirategy = BB ST, Basketbalt Stralegy =
BK ST, Challengs Feotbail = CHAL FT, Chailenge
Goll = CHAL GF, College Football {Bowlbound) =
COLL F7, Foolball Sirategy = FT %7, Go for the
Grean = GFG, Paydit = PD, Regatta = REG,
Speed Circuit = SC, Major League Baseball =
MLB, NBA Basketball = NBA, Suparstar Baseball
= SUP, Tille Baut = KO Track Meet = TM,USAC =
USAC, Win, Place & Show = WPS,

Name

Address

City

Stote Zip

|
|
|
|
|
|
!
|
|
|
{
!
|
|
l
|
|
|
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MLB Players—I| want to hear about any MLB
league that you have going now! Include
standings and statistics. Tom Amboling,
511 Lesher Lane, Hatboro, PA 19040 (215)
675-0963.

Looking far KO opponenls in Wash D.C
area. Also APBA football players in D.C
area. Also looking for old All-Star Replay
issues. Gregory Johnsan, 2651 16th St NW
#3, Washington, D.C. 20009. =

Opponents wanted tor PD in Macan, Ga
area, Alsg interested in joining or formmg a
league. Will also trade new MLB for USAC,
NBA, CHAL GF, or GFG in exc. cond.: Phil
Dunn, 1511 Duncan Ave, Macon, GA 31204.

Am interested in hearing from those who
enjoy KO and Boxing in general. Would like
to join league and correspond. Dan Macone,
12095 N.W_12 Ave, Miami, Fla. 33168.

Desperately wanted opponents of any age
tor SUP and MLB. Also interested in starting
league in Detroit area. Please contact me
immediately! Christopher Albaugh, 45021
Gov. Bradford St.. Plymouth, Michigan
48170. o

MLB Players: who's doing best in Mini
Season Play? Mont. Hou., Cin., Pitt,, Cal,,
Mil,, Balt.,, or Bos. For camplete team or
individual stats, drop me a line. Tom
Ruesink, 715 E. Madison S, Qconomowoc,
WI 53066.

Wanted: oppenenls {o start league ar will
join one in South Chicago or Sauthern
Suburhs for PD or COLL FT. George
Dombrowski, 10657 Ave. C, Chicago, IL
60617 (312) 375-2018.

Wanted: opponents for KO and NBA.
Sengio Lopez-Lung, 6105 N 100th PL #8,
Omaha, NE 68134 Phone: 571-5510.

Oppaonents Wanted for: any AHISI ¢ games
Would like to start leagues. Prefer over 18.
Bobby D. Clark, 1815 Dory, Irving, Texas
75061 (214) 438-9327.

Would like to join any FTF Siatls Pro or Rac-
ing {SC, USAC) League in the San Francisco
area, or any PBM Leagues invalving the
above menticned games. Josh Berman, 794
Del Ganade Rd., San Rafael, CA 94803,

ATLANTIC COAST LEAGUE
(ACL)

Founded —July, 1980,
Teams—8
Active Members—4
Dues— Amount to be determined by league members
Activities-—54 game schedule of 1979 MLB plus play offs,
world senies, and awards, such as MVEF. Morney from dues
to be used to buy new Statis-Pra teams/games and
refreshments. A rewsletter may be started. Other
activities also
Membership Requirements—Should live near North
Kingstown, R 1. and know how ta play Statis-Pro MLB or
be familiar with the 1979 season, Should be 15 or younger
{there mav be exceptions), The first tour applications
received will be accepled, PPlease send list of favorite
teams in urder  The sooner arrived the better chance you
have of getting one of your {avorite teams Must be will-
ing to play full season
Contact—

Atlantic Coast League

/o Jeff Ahrendt

20 Bea Drive

North Kingstown, R [ 02852
ATLANTIC COAST LEAGUE (ACL)

TO BUY
WANTED: PD charisigames for 1969 & 1970
seasons, Also FOR SALE:; Original S| GAME
TALK newsletter--issuas 1, 2, & 3 = $2.00
each or all for $5.00 Also Statis-Pro
SPORTS GAME GUIDE (all 42 pages)
newsietter for $10. Pat Premo, Chipmonk
Road, Allegany, NY 14706.
Wanted o Buy: 1976 Season SP BB player
cards. State price and condition. Write:
Keith Czelusniak, 7174 Game Lord ODr.
Springfield, VA 22153,

Wanted to Buy: TM send condition and
price to: Bryce Morthen, 38 Fairway Dr.,
B'ham, AL 35213 or call (205) 871-6261.

Want ¢ buy another 69 PD Chart set {name
your price). Also would like past editions of
NBA and MLB cards. Alsc would tike Mr
President. Shayne Johnson, 4505 Windy Hill
Road, Decatur, AL 35603

For Sale: PD 1972 Charts excellent condi-
tion. Will trade for USAC or MLB. Tony
Davis, R#2 Stanley Valley Rd., Rogersville,
Tennessee 37857.

Wanied: xeroxed pagee of AR S'rar Heplay
dealing with KO. Will pay for copies and
postage. Greg Korn, 6318 Red Fox, San
Antonio, TX 78247,

Want ¢ to Buy: A S| All- Time, All-Star game.
Will pay good money. Bill Powell, 394 North
1400 West, Salt Lake City, Utah 841 16

For Sale: 1977 PO Team Charts. Good condi-
tion {sorne writing), seldom used $5 or trade
for USAC game board 1978 edition. Richarg
Oksas, 23215 Broadwell Ave., Torrance,
Calif. 30502

Want to Trade: 1971 S| Baseball Charts for
1972 S| Baseball Charts or any edition MLB
except '78 or '79, Also for trade: new SC.
Also wanted info on §1 Baseball Charts (like
teams available). Send to: Ouane Widnar,
@53-A Perrt Drive, Port Huepeme, Calif
93043 (BDS) 487- 1022

For Sale: SUP Flat-Box edmon very good
condition, $7. Also FT ST, good condition,
36 (could use a new set of defense cards}
Also 1978 PO Charts absolutely unused!!
$8.50. Josh Berman, 794 DelGanado Rd.,
San Rafael, California 94903.

NEW ORLEANS
BASKETBALL ASSOCIATION
{(NOBA)

Founded —1980
Teams—16to 22
Active Members—3
Dues—TBA,
Activities—Every team will probably play a whole season
ot Statis-Pro Basketball Will use the team rosters but
trades will be allowed Will have playofts and World
Championship
Membership Requirements—Ages 15 and up . Be willing
to play whele season. Must live in 1504) area code
Contact—

Brad blay

14 Brittany

Kenner, LA 70062

{504} 466-0583
NEW ORLEANS BASKETBALL ASSOCIATION
{NOBA}

ALL-STAR REPLAY



THE GREATER SALT LAKE
VALLEY SPORTS LEAGUE

Founded —Trving te form it by November, 1980
Teams— Four to six (depending on sporl)
Active Members—Only two at the time
Dues— Yes—to be determined
Activities—Paydirt, SPP Baseball, Super Star Baseball,
and possibly Title Bout Division
Mamberahip Reguiremente—3ust livie in Salt Like Cley
or anrounding aregs, Members muat devobe at least one
night a week For league play
Contact—

Bill Powell

392 North, 1400 West

Salt Lake City, UT 84116

(701) 321-7027
THE GREATER SALT LAKE VALLEY
SPORTS LEAGUE

THE MID-GEORGIA SPORTS
GAME ASSOCIATION
Attn.: National Football League

Founded—Now ferming
Teams—To be drafled tram “Paydirt” game,
Active Members—Me. Want up to 27 more
Dues— TBA when league begins
Activities—Each member will play a 16 game schedule
sl hls dradted team or fearms. Plus theee will b play-
offs and & Seper Bow!. Othor activites will be announoed
according to interest shown,
Membership Reguirements—Musl live in driving
distance of Macon, Georgia. Should have own Faydirt”
game bub not necessarv, Must be willing to play full
5eason.
Contact—

Phil Duna

1511 Duncan Ave

Macon, Georgia
THE MID-GEQRGIA SPORTS GAME AS50OCIATION

CENTRAL BOXING ASSOCIATION
{CBA)

Founded —March, 1980. Dreviously known as the
Nalional Heavywelght Boxing Associalion Currently
reorganizing

Teams—
Active Members—3, in search of an unlimited nurnber

Dues— Seven dollar deposit and a three doilar postage tee
per division participated in

Activities—The CBA will include four divisions;
riddlewelghit; heavyweight, weltirsalahl: dml b bt
hesavyiesisht. Members are free Lo participate in any oz all
aof these. & newsletter is sent oul 1o all members and
includes news on all four divisions, Fights are assigned to
each member and he is free to take care of them solitaire or
with a friend  The results are then sent in and tabulated on
a results list, There is always achampion and activities are
in function year ‘round, just as in actual boxing. Opening
tournaments have been held for each division. Must own
Title Bout!

Membership Requisements-— Anyone it e Uniwd States
e Canatla b weleome, The seven dellar depaosit will e
et UgsiaE r.11r|||1ll‘llllrl of ane . active year, Fot
immediste encollment, send seven dollar deposit plun
thres dollis pes dividon alomg with o note authoriaing us
tos ust that money . An official dedication contrac wilt be
nenl alomeg with your His! fghte: IF you prelermisreinior
rreatlcnn, send a riiste peguisting It along with thees stamp
{no envelope).
{ontact—

Paul Toth

1807 Laurel Oak

Flint, M1 48507

CENTRAL BOXING ASSOCIATION (CHBA)

THE YICTORY OF MUSCLE OVEH MIND

NEED NEW MEMBERS
FOR YOUR LEAGUE?

Your free ad in ASR will be seen by thousands!

And some of them can even read. lf your
league is looking to expand, or just wants to
replace retired or blackballed members, then you
could hardlv do better than to give us your ad to
run on this page--free! The anly requirements are
that you adhere to the format given below, and
that your league is invalved with one of our
Sports [llustrated/ Avalon Hill zames.

To see yaur ad in the next issue, just send in
vour information today. Please print or type.

Founded:
Teams:

Active members:
Dues:

Activities:

Membership requirements:

Contact:

THE SPORTS GAME DIGEST

UNIVERSAL BASEBALL LEAGUE

Founded 1979
Teams-—10 now, hope to expand to 16
Active Members—10. Need & more for next season plus
backup managers
Dues—510 00/ season
Activities—The UBL is now completing its first season.
Wil be having expansion draft in December. Teams
miinfain pliyers from Year 1o year, Free agent drafteiach
yelir, Wi have rogular veason, AllStr gamn, playotss
and World Series, We also have a lot of fun
Membership Reguinements—hunt own Statis-Fro Magos
Leapese Basetsall game. Can live any whare in the Werkd.
Mo age limits Honesty and promptness very important
Contact—

Universal Baseball League

Sean Milliner, Commissioner

T.O Box 73

Durbin, WV 26264

1304) 456-4736 (alter 5 [ M)

or

Cuy Miller

20131 Sunny Shores Dr

Humble, Texas 77338

{7131 B52-3415
UNIVERSAL BASEBALL LEAGUE

THE HOUSTON SPORTS
ASSOCIATION

Founded—1%80
Teams— As many as there are members
Active Members—One, looking for others |
Dues—Not likely . But possible when league begins
Activides—To play a 80 or more pune seqeon, with
Plaviffs and World Serien, using Statis-Pro Bosehall
Alsor | woukd like 10 art a Foothall League with either
Paydirt o Bowlbound, or both. the Pro-Season would be
16 weeks, Plavoffs and Super Bowl. The College Season
would be 11 weeks plus a Championship Game to see who
is #1. 1i there are dues they will go into a kitty for each
league and go ta the Champicns
Membership Requirements—hust live |8 or eround
Hemston area. SHould ke High-School ae and up Wenld
help if owned at least one of the games abeve but not
necessary. Must be willing Lo participate in all activities
and complete full season
Contact—

Tummy Stearns

14406 Wadebridge Way

Houston, Texas 77015

(713} 453-2960 or {713) 453-3853
THE HOUSTON SPORTS ASSOCIATION

OLD-TIMERS BOXING CLUB

Founded —1980
Teams—Not Apphcable
Active Members—Two: INo limit set yet
Dues—55.00 (postage and photocopies)
Activities— The idea is to use extensive compelition to
defiratively Tate the old-time boxers, A group of playen
makes this possible, The fimt “season™ will be in the
heavyweight divisien
Membership Requirements—Send Name and Addresy
with dues to get the ball rolling. Also—state how many 1
round fights vou wish ta handle in each week to len day
period. General instructions and first assignmenis will b
sent out post haste. Enjoy!
Conlact —

P E McGinn

RFD 3, Box 426B

Belfast, Me. 04913

OLD-TIMERS BOXING CLUB
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What Sort of Man Reads All-Star Replay?

“Unigue in many ways.'" That's the only phrase we can use for a typical ASR subseriber. Dadicated to his

games and his snjoyment, single-minded in hig dstermination to be the best player in his league, or at least good
efough to beat hig little brother, mmmmupwmummhumummmmm His regal
bearing is noted by all, and 1L 18 not in the least bit unsommoen for one Hf our readers to be surrounded by admir-
ing throngs on the atreet, chesring him as he holds the latest tssue of his favorite sports game magazine sloft,

Secure in the knowledge that his magazine tells him all abouk AH/SI sporis games, helps him to find new
opponents and leagues to join, gives him game-winning tipe on strategy slong with lots of special additions and
options to the games he owns, the ASK Man wends his stately progress thirough life. For he knows true success
will be his, umngummttnmmmfazkmumwwmmmmlﬁanfm:twamrmbmnpm-m

game guarterly west of the Tiber, You can do the same, and maybe someday your pioturs will ba on the bagk of
this magazine, too. 8end your cheok or money order to our Siubseription Dept. today, and soon you, too, will be-

one of those special ABR Men

I8 The AVALON HILL Game Company
m-ll 4517 Harford Road * Baltimore, MD 21214
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ATTEMTION: SEE OTHER SIDE BEFORE
TAKING SCISSORS INTO HANDII

CHANCE
TABLE
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