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ALL-STAR REPLAY is a publication of The
Avalon Hill Game Company devoted exclusively to
the analysis and discussion of Avalon Hill's Sparts
Ilustrated line of sports games, Articles dealing with
sports in general are published from time to time, but
only as they relate to the subject of the sports games.

ALL-STAR REPLAY is published four times a
year, with mailings macte at or near the end of March,
June, September and December. All editorial and
general mail should be sent to The Avalon Hill Came
Company, 4517 Harford Road, Baltimore, Maryland
21214 One-year subscriptions are $5 00, two-year
subscriptions are $9 00 Send checks or money orders
only The Avalon Hil} 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 the subscription department six weeks
in advance to guarantee delivery. No paid advertising
of any type is accepted in ALL-STAR REPLAY.
Informatian cf use to subscribers, advertising of used
Sports [lustrated games and equipment, news of
game leagues and clubs, and “games wanted” ads are
desired and will be printed free of charge

ALL-STAR REPLAY welcomes articles from
subscribers for consideration for publication. Articles
should be type-written, double-spaced, and well-
written, The editor reserves the right to correct poor
grammar and hopeless spelling. There is no Lmit to
word length Accompanying examples and diagrams
should be captioned and neatly done in black or red
ink_ Photos should have caption and credit line
written on back Rejected articles and photos will be
returned whenever possible Try to put your name on
everything you submit

EDITOR: Brace C Muliigan
GRAPHICS: Bab Haynes, Randall C Reed

CONTRIBLITING EDITORS:
David Minch, Mark Maticek

PHOTOGRAPHY EDITCGR: Jae Silberlicht

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

Purchases of ALL-STAR REPLAY, subscriptions:
Gertrude Zombro

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

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

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

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

1F TLe-EHANGE YOUR ADDRESS please notify
Gertruile | Fombeg im our Subscription Dept, an soon
ax pemaible. Ploase state your old and new address

The Dugout

Welcome to ALL-STAR REPLAY. I'm your
editor, and this is your editorial column. The
editorial column in a good magazine i1s the
part that nobody reads untit a week later,
because they were in a rush 1o get to the great
articles that they heard were in the current
issue. However, in the hopes that you will read
this part of the magazine first (after all, that's
why we put it on the first page), | am going to
tell yvou a little bit about ALL-STAR REPLAY
Avalon Hill sports games, and the general
directions in which we hope to go

To begin with, this firstissue of ALL-STAR
REPLAY is being mailed to you free. Why
free? Well, in all honesty, because that
seemed like the best way to make sure that
you got a copy. It's a brand-new magazine,
with a name, style, and cast of characters that
will probably for the most part be totally
unknown to you. So we thought we'd intro-
duce the whole works to you gratis

Avalon Hill, as | am sure most readers are
aware, is the preeminent pubtisher of adult
strategy games on the market today. What
many may not realize is that wargames ara not
alf that Avalon Hill publishes. In fact, of the
80+ games Avalon Hill currently offers, less
than half are wargames. The others cover a
very wide spectrum of interests, with an even
dozen being sports games. And that's where
ALL-STAR REPLAY and myself come in

Sports gamers are just as dedicated to
their hobby as wargamers {(so runs our
optimistic premise), and would be very
receptive to a publication which provides
them with a forum where they can discuss the
games, meet otber gamers, and in generat
carry on and have a good time And, on the
other side of the fence, having several
thousand knowledgeable readers telling us
what they think of our games will be an
immense help, both in improving current
titles and in bringing out new anes. It's
downright symbiotic!

The stated purpose of ALL-STAR RE-
PLAY, therefore, (I think | even put this in our
mast head column} is to dedicate itself to
the play and discussion of the Sports |llustrat-
ed/Avalon Hill line of sports games. Articles
appearing in the magazine will gensrally be of
three general types: they'li tell you what could
be better (either from the point of view of
playability or realism) about a particular
game (anc give specific guidelines telting you
how to make it better), they'll relate the game
to real life (where an article concerning a
historical contest would be accompanied by
rules and perhaps components which would
enable you to replay that contest), or they will
deal with the strategy of a particular game

Now, of course this isn't all we will do—a
lot depends upon what readers want, and
what sort of centributions we get, But this is

the gist of it. Listing results of replays, while
perhaps suggested by our title, will not be the
main emphasis of the magazine ALL-STAR
REPLAY is, hopefully, going to be a player's
magazine, not a journal of interesting statis-
tics. Having read most of the other sports
game magazines now being published, 1
would like to avoid if possible falling into the
habit of having as a major scurce of material
the results of games played by readers, for
one simple reason—I think they're dull. As a
fairly fanatical gamer, | for one would much
rather read an article about how to win a
particular game than about how somebaody
else duplicated the 1956 season of the
Bouchkville Mastodons. And it is my hope that
the readers of ALL-STAR REPLAY will feel
the same way

Although the articles themselves will
concentrate more on the actual play cf the
games, one of the things | do hope we will be
able to provide will be extensive contact
between sports gamers In particular, we
would like to enccurage the formation of
leagues and clubs which play our games, as
well as help isolated players find someone ta
get together with in their area We will also
have (beginning with the next issue) free
reager ads in which you can advertise for
oppenents, games, and various other what-
not

Getting to Sports lltustrated Games them-
selves (which, incidentally, is the name of our
entire line of sperts games, including the
Avalon Hiill Strategy series and the old 3M
games), we hope 10 constantly ofterimprove-
ments and upgradings to those games. The
first of these changes is right in this issue—
the new rules and updated team charts for the
PAYDIRT! game. From ncw on these charts
will be kept up to date, with new charts
appearing as soon as possible after the
conclusion of the regular season. This is
something that will also be done with the
COLLEGE FOOTBALL game and (at last) the
Sports lllustrated baseball game (currently
known as SUPERSTAR BASEBALL) For the
baseball game you'll be able to get individual
playing cards for all of the members of all of
the current teams. so all kinds of previously
impossible things (such as trading and sc
forth) can be done, The “superstars” in
SUPERSTAR BASEBALL will be maintained,
probably in the game itself, with the other
teams being purchased through the mail
That way we won't have to take everything off
ihe shelves every year to replace the old
teams with new ones

By the way, in case you haven't yet
naticed. this issue of ALL-STAR REPLAY
includes a full 12 pages of advertising. That's
one of the reasons you're getting it free

CONTINUED ON PAGE 12
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Gtart Your

By Allan Searles

If you're like me, after playing your football
or baseball game for awhile, things start to get
a little dull. Sure, the game’s a lot of fun, but
winning doesn’t really seem to mean anything
By this 1 mean that no matter how many
dozens of games you play, no one game relates
to any of the others,

The natural solution to this problem is
forming a league. Sooner or later most of us
take a shot at doing this, and those who stick
with it find out that league play is undoubtedly
the most rewarding form of involvement in
any sports game Mow erery game is important,
and as you face a variety of opponents
throughout the season you find that the game
has become much more challenging, too. And
with league play, depending on the game you
use and the particular system you have
available, even solitaire games become much
mare enjoyable,

In this article 1 will give you some ideas
about how you can go about forming your own
league, using any Sports Ilustrated!Avalon
Hil] football or baseball game, Not all of the
ideas are my own, and some readers may have
seen them all before But for the new entrant
into league competition, 1 think these ideas will
be quite useful. For convenience, I've divided
everything up into separate sections for
football and baseball,

Forming Your Own
Football League

The first thing to do is to decide exactly
which teams will be in vour league, and how
many. [f you are playing a game like PAYDIRT
or FOOTBALL STRATEGY. you'd best be
advised to use the distribution of teams
orevalonl in the NFL, as this makes scheduling
of pames a cinch (just use thiic schedule, ekt
other league members substituting as manag-
ers for any teams which are unowned) Ip
COLLEGE FOOTBALL, you've got tomake up
conferences of your own, using whatever kind
af standards you prefer {such as dividing the
teams by area, or into independent and state
university divisions, etc.).

Scheduling

This will depend to a very large extent upon
how many teams you have in your league.
Ideally, of course, there will be 28 league
members, with each person representing a
different team. In practice, it is often hard to
come up with that many people, so you'll have
to stretch out things somewhat
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The best thing to do is to start with one
division. If you bhave enocugh people to form
more than one, such as six, then have three
players in each division, with the two divisions
each representing a different conference For
this purpose you can use the real division
breakdown, or each person can take his own
teamn in any way you decide The fourth (or
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fifth, in the Eastern divisions) team will always
be handled by an opposing player in the game,
that plaver usually coming from your own
division (as someone in competition for the
division title is most likely to play a tough
game!

Each team should play a 14-game schedule
{in college, ten or eleven), with seven home and
seven away garmes,




Regular Season Play

4-Team Division: Each team plays two games,
one at home and one away, against each ather
team in the division. This results in é intra-
division games In addition, each team plays 8
more games (4 home, 4 away) with 8 teams not
in its division. There are different ways to
decide how to schedule these games. My league
has found that with an NFL-type league (no
matter what particular game we are using), the
easiest thing to do is use the official NFL
schedule for that season. This eliminates any
possible controversy about who should play
who, and since the schedule changes yearly
should eventually balance out

Another method is to choose opponents at
random. This is best emploved when your
league has a relatively small number of
members, and most of each player’s games will
be against “proxy” players who are handling
teams not really in the game (in the sense that
nobody owns them)

Using this method, drop the names of the
teams into a hat, ar whatever, and then have
the coaches draw for them. No team name
should be replaced into the hat until all names
have been drawn When game time comes
around, the coaches of the “real” teams will
coach the outside teams. Needless to say, no
one gets to play against himself, and it's best ta
make sure (as [ suggested above) that the
apponent in each one of these games is the
person most interested in seeing the outside
team win. One good way to ensure this might
be to have the member of your division who is
closest to you in the standings coach the
outside team

5-Team Division: Each team plays two games,
one at home and one away, against each other
team in the division, with an additional 6 games
against outside teams using the methods
suggested above

Playoffs

2 Divisions: The winners of each division meet
for the championship game

3 Divisions;: The winners of each division, plus
the second place (wild card) team with the best
record, play in this fashion: The team with the
test record plays the team with the third-best
record, and the second-hest team plays the one
with the worst record. The two winners meet
in the championship game

4 Duvisions: The winners of each division play
{with pairings decided exactly as with 3
divisions), The winners meet for the champi-
onship If there are 2 conferences with 2
divisions each, have the division winners meet
to determine conference winners, and then
have the winners of thase games meet in the
Super Bowl

6 Divisions: Divide into 2 conferences of 3
divisions each and proceed as with 3 divisions,
with the two conference winners meeting [or
the Super Bowl

[n ail cases where playoff matchings are
concerned, if two teams have equal records,
give the one who beat the other in the season
the higher seeding If the game was a tie, or the
two teams did not play, then give the higher
seeding to the team that scored more fotal
points in its 14-game season (This is not the
way the NFL does it, but it's a heck of a lot
easier to describe. [f you're familiar with their
system, by all means feel free to use 1t),

Forming Your Own
Baseball League

Because of the vastly greater number of
baseball games played in a season as opposed to
football games, things here are just a little more
complicated. Because [ am no mathematical
genius, for baseball 1 am reprinting the
suggestions of the Sports lllustrated game
people, as they have worked very well for me
Shown below is a mathematical method for
drawing up schedules for 4-team, 6-team and
8-team leagues

4-Team League

Each of 4 managers selects a team and
together they decide on the number of games
each team will play against the other teams
This must be an even number (for example, 20
games) Now zll you math dropouts pay close
attention If the number of teams equals “t,“
and the number of games against each team is
“n,” you can determine the total number of
games played by each team (“G”) by using the
following formula:

n(t-1) = G
or, to use our example above, since “n” equals
20, and “t” equals 4, then G equals 60:
20(4-1) = 60

(¢ minus 1is 3, and 20 times 3 equals 60.) Thus,
it is determined that you will have a 60-game
season

Then, to figure the number of games vs
each team at each stadium, divide “n” by 2
Since “n” equals 20 in the example, the number
of games vs, each team at each stadium is 10:

20 -2 =10

Now divide that number into series lengths,
such as 3 game, 4 game, and 3 game series.

Assign letters A.B,C, and D to vour four
teams and use the table below to work out your
schedule for the first series of 3 games:

4 TEAMS
AatB *CatD
AatC*B atD
DatA *B atC
BatA *DatC
CatA*DatB
AatDD*"CatB

A plays its first 3 games of the season at B's
statium at thee same time that leam Cisplaying
It firet three games ab I stadium, Then teagy
A plays the next 3 games at C's stadium while
Team B plays its next 3 games at [s stadi-
um .. and 50 on. If you think this is confusing
now, wait till vou read further

When you've completed the table for the
first 3-game series,repeat the process with a 4-
game series (A goes back and plays 4 games at
B’s stadium, while C plays four games at D's
stadium). To complete your season, repeat the
table again with a 3-game series

Ta allow for injuries, pitcher rotation, etc )
you can assign dates to the games, designate
off-days or travel days, and allow for rainouts
and double headers.

6-Team League

Follow the same basic procedure outline
above making appropriate substitutions in the
formula, n{t-1} = G. Since “n” equals 20 and “t”
now equals 6, G equals 100:

20 {6-1) = 100

{6 minus 1is 5, and 20 times 5 equals 100 } Your
season is now 100 games, and the number of
games vs each team at each stadium is 10
divided into series lengths as before (for
example, 3 games, 4 games, and 3 games). Now,
assign letters A through F to the six teams and
follow the chart below:

6 TEAMS
AatB *CatD*E atF
AatD*CatF “E atB
AatF *CatB *E atD
AatC*DatF *B atE
EatA*DatC*BatF
BatD*CatE *F at A
BatA*F atD*E at C
DatA F atE *B at C
CatA*DatE *F atB
AatE "DatB *F atC
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And, last but not least complicated (much to
the contrary, in fact):

8-Team League

By now you should be getting the hang of
the formula This time, substitute 8 for 6 in the
basic fFermula to determine the number of
games in the season:

n(t-1) = G
20(8-1) = 140
After dividing 10 into series lengths as before,
use letters A through H with the chart below:

8 TEAMS
AatB *CatD*GatE *HatF
AatC*BatD*E atH*"GatF
DatA*BatC”"F atE "HatC
AatE "B atF “CatG*DatH
AatF *BatG*CatH""DatE
AatG*BatH*CatE *DatF
AatH*B atE *CatF "DatG
CatA*DatB *E atF "GatH
AatD*CatB *E atG*F atH
BatA*DatC *HatE *F at G
HatA*GatB *F atC*E at D
FatA*EatB*HatC*GatD
GatA*F atB*EatC*HatD
EatA*HatB *GatC*F atD

Divisions

[f you want your league to include more
teams, you can divide the teams into divisions
of 4, 6 or & teams and use the above system for
each division Tor instance, if you want to play
with 16 teams you can have two divisions of 8
teams each, or four divisions of 4 teams each,

and proceed by following the 8-team league
chart of the 4-team chart above

Playoffs

The simplest playoff system is to take the
top 4 teams in the league or division, with
teams playing off each other in 2 best of 7
series, with the same determination of seeding
as was used for the football games (Incidental-
ly, you can play your ownerless teams in
exactly the same manner as was used in the
football system also )

Have the winners of each series play off
until you get to the finals. In the final playoff
the team with the better season record is the
home team for games 1,2, 6 and 7, and is the
visiting team for games 3, 4 and 5. Allow a
travel day between games 2 and 3 and consult
your rules booklet for pitching rotations,

And that's all there is to starting your own
league. Now, if you can only find somebody
else to start it with |

NEED NEW MEMBERS
FOR YOUR LEAGUE?

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

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

To make it into the next issue, just send in
your ad today, giving the following informa-
tion {yvou can use the adjacent ad for the
International Football League as a representa-
tive guide):

Founded:

Teams:

Active members:

Dues:

Activities:

Membership requirements:

Contacl:
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* FORMING YOUR OWN LEAGUE?

*

MAYBE WE CAN HELP.

o B N XX XN

» STRATELY or any other lobtball game

% [eapue bylaws, dues rates twhich provide themore than 501N prize mopey awarded each
®ppar in the AHFSL) scheduling, playoéls, trapchme sales and trades, and important rule
* changes are just some ol the wseful tidbits you'll fnd in the booklet, There's alzo an
ertertaining summary of the previous seasan’s play, with imjpoctant team stats, profiles of
manapers, and a host of other Factors dizcussed

We've printed up extra copies pf the AHPSE Preseasan Booklel Forany of you who are
interested. 1f vou are, just send 25¢ and a self-addrussed, stamped envelope to:

AHFSL Booklet
ALL-STAR REPLAY

The Avalon Hill Game Co.
4517 Harford Rd

Baltimore, MD. 21214
*t***'t***1Ir***tt*****tttttt**ﬁt***t**!'*
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Fur the last fotr vears Avalon Hilland Interest Groap Ballimorea local group af gamers)
have sponsered the Avalon Hill FOOOTHBALLSTRATEGY League, a Herealy competitive group
of 25 FOOTRALL STRATEGY Fans whe play o full T4-game Schedile each year

IF youre Jorming your own leagoe, you'll find a lot o sood - ideas In the AHFSL 1877
P pinazon book, Pablished primarily as s guide 1o the teams and rules of the ||.-.-|p.!.u-. miany of
w the booklet s Features can be adapted to the requirements of your loca] league, in FOOTBALI

INTERNATIONAL
FOOTBALL
LEAGUE

Founded: 1963
Teams: Ten, to expand by two in 1978
Active members: eight, we could take on as many as
three new members far this year as ane of our
members is tenuous
Drues: $10 00 annual to cover printing expenses
Activities: We play a 14 game regular season, 5
exhibition games and 2 post-season champienship
game between divisional winners using AVALON
HILL'S FOOTBALL STRATEGY GAME with our
awn rules modifications. Membership responsibility
includes keeping accurate statistics to be turned inta
the league at midseason and at completion of the
regular seascn The regular season includes outside
activities exclusive of the actual game playing such as
injuries, maintenance of toster, prospecting for
future talent by scouting college ballplayvers and other
front office activities The regular season begins Sept
18th this year and will be followed by our annual draft
and league meeting which is held every year an Super
Bowl Sunday The league meeting discusses rules
changes and other tapics pertinent to the operahion of
the league It is usually followed by our annual dinner
at a local pizza joint and washed down by alot of beer,
It 15 considered the highhght of every season
Membership requirements: Only that the member
be dedicated enough to play out at least one complete
season once they have made the commitment to doso
The member should live in the general Milwaukee
metro area If not, he or she shall be expected tocome
to Milwaukee to play the games unless current
membership agrees otherwise{if it's not too far, most
members will agree). There are no age requirements
The current membership ranges in age hetween 22
and 35, married and single, student and working
Members should be available for game plaving at least
one night per week
Contact:

Mark ] Maticek

1725 5 84th St

West Allis, WI 53214

1 (4714} 476-2327

INTERNATIONAL FOOTBALL LEAGUE
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[t's ridiculous!” Ferruccisnarled. “It’s totally
unrealistic, because they don't allow no
cheating, and it's boring, because no one gets
rubbed out. What the hell kind of game is
that?” He suddenly looked more cheerful
‘Well, at least it’s a gamble Takes me way
back—I used to hustle the tracks for a spell
when [ was a bambino, selling bum tips to Jap
taurists for a meal ticket: Hialea, Churchill
Downs, Belmont, Saratoga—I went all aver ’

‘What happened if one of your tips won?' T
asked, genuinely curious. ‘Did you pay the
sucker his ill-gotten yenor just ., er rub
him out?’ -

Ferrucci looked shocked “You figure I'm
dumb or something? Picking winners ain’t
easy, but picking losers 1s a cinch ’

In that atleast, [ thought, the game we were
discussing was realistic enough. Win, Place and
Show was a sort of thinking man’s Totopoly—
ane of those glossy American race games with a
betting element thrown m—and that, for us,
was its big attraction. Other benefits that
modern  civilization offers—sociology, the
telephone, Chinese restaurants, women,
inceme-tax—we could live without; but wha
could imagine a world without gambling?

Not that gambling was illegal on Bedbug
Island No game was prohibited. The Gover-
nor, a morose Lebanese, had a pathological
loathing of all games and the people who played
them, the result of compulsory Backgammon
sessions at an impressionable age He had
willingly resigned from his post as Secretary
General of the United Nations, that opulent
ivory tower untainted by any contact with the
real world, to come ta the lsland, for the simple
pleasure of torturing games-plavers In forcing
us to play the games he hated, he found a
degree of fulfilment granted to few men, That
we might find his punishments positively
enjovable evidently never occurred to him

But gambling loses its savour when there is
nothing for the winner to buy Money had little
meaning for us:a Bank of England £1 note and
its Monapoly equivalent had equal value in our
transactions (little did we suspect that this was
equally true elsewhere! And so a simulated
gambling game became just as good as a real
one

WIN, PLACE
& SHOW:

A Review, Sort of.

By Richard Sharp

My campanions in exile had taken their
preparations seriously Von Hinton had satina
caorner for days with his new pocket
calculator—'a triumph of German precision
craftsmanship,” he had called it, but lknew that
underneath the bold label KRUPP A G ESSEN
was the smaller legend Fragile: Made in Hong
Kong. The result of his labors, he proudly told
me, was an infallible winning system: peering
over his shoulder, T was able to decipher his
spidery gothic seript:

‘When two six-sided dice are rolled on a
smooth surface, then, other things being equal,
the number 11 will result 4632 times as
frequently as any other number, I, von Hinten,
have proved it

Well, he wouldn’t get rich on that

Bert Spike was a more serious threat
Unlike the rest of us, Bert had a genuine
knowledge both of horse racing and of this
boxed substitute for it He organized the
weekly cockroach-races in the refectory, and
made a profitable book on them; and during his
academic labors at Penge he had run countless
practice races of Win, Place and Show, com-
piling a voluminocus form-book from the
results. He looked quietly confident

Tkoow it all, see,” he told me. ‘Twas hoping
to be a jockey, like, but I never gat big enough,
did I?*

The other three posed less of a prablem,
Swindelman despised betting, especially on
race-horses, which he considered in-bred and
therefore mentally unstable. To hum the race-
course punter was almost as deluded as his
Stock Exchange counterpart, a view with
which it was hard to disagree, He would, he
said, participate as an owner only, and win_ |
thought it unlikely

Dalek could not master the rules of the
game at all—he had it inextricably confused
with Speed Circuit—and his knowledge of
gambling was confined to the Polish State
Lottery, a compulsory egalitarian entertain-
ment in which a rota system guaranteed a win
ta every ctizen once every seventeen years,
subject ta 102% taxation; out of the residue, he
assured us, une was expected to make 2 small
donation to the Secret Police Benevolent Fund
As for Ferrucei, he was the bookmaker's dream,
plunging heavily on sentimental whims, and
relying on brute violence ta recover his [psses

The rules of Win, Place and Show are simple
yet ingenlous. The race card lists six races, of
varying lengths but each involving six horses,
which are auctioned in random order befare
the start—one each to six players. Each horse
has a running strength’ for each turn, to which
is added the number thrown on a white dice;
each has a bonus number, between 2 and 12,
and the horse whase number corresponds to
the total rolled on the white dice plus a
secondary one in bilicus green receives a 3-
square bonus Finally, a minarity of horses
have apprentice jockeys, which entitles them to
a 2-square bonus at any stage of the race,
though restricting their maneuverability.

The running strengths vary entertainingly
There are horses which leave the gate like rifle
bullets anly to die an their feet inches from the
finish; horses which walk the first furlong and
sprint the rest; horses which maintain an even
trundle from start to finish; horses which
proceed in a series of violent jerks, like an old
lady driving a Ferrari. The edds on each animal
are predetermined: the nearer the average roll
of the white dice is to 3.5, the mare likely the
favorite is to win, while fast going (unnaturally
high dice rolls) favors the sprinters and slow
going the plodders. Even the rankest outsider
can win if the dice are kind

Enough of this
Probability
Hintens

technical  expertise,
theory is for the wvon
.. and they always get it wrong,

On the day of the meeting, Bert arrived at
the track early; as self-appointed bookmaker he
surrounded himself with form-bocks and
money, and took charge of the proceedings. By
the time we were all in position he was calling
the runners for the first race, complete with
Fictitious pedigrees and form

‘Six furlong seller, ladies and gents, and the
first horse is Number 1., Number 1,
Cunsmoke, blue calt by TFJAHI'I ot af Flamg
Betsy, a winner last time ool ot Warmwond
scrobs, likes the fast ground bul getsa bit
shagged apt on the run-in. Now, who'll pve mo
five hundeed nicke surry, bucks for
this lively animal? Thank yow, sir, five C's I'm
bid . any advance? .

ALL-STAR REPLAY




This is going to take some time, | thought

There was indeed a battle for Gunsmoke
between Ferrucci, for whom the name had
obvious sentimental value, and von Hinten,
who had noticed 1ts bonus number was 11
Eventually Ferrucei  kicked the  German
viciously on the ankle, and during the ensuing
fracas von Hinten became the owner of
Gunsmoke for the absurdly high price of
$1,500 Swindelman cooily opened the bidding
for the favorite at $3,000, a well judged bid
which no ane could sensibly cutmatch. Dalek
bought the long shot Hold On Harry for a
knockdown $500 in the doubly mistaken
apinian {a) that a high start speed was essential
for any car onsuch a short track and (b} that the
15-1 odds meant he would get fifteen times the
prize money should this ludicrous animal
miraculously finish in the frame. Bert and [
wrangled over the second favorite, Rotunda,
Bert winning with a bid of $2,500, and [ was
delighted to get the 8-1 shot Mustard Seed for
the minimum $3500. Fercuce, still sulking over
the loss of Gunsmoke, was left with the fast-
finishing Eight Ball.

Now came the secret writing of bets. Bert
and | winked knowingly at cach other as the
rest scratched their heads over the insanely
complex Daily Double rules. The only thing
clear to me about this bet, which meant picking
the winners of the first two races, was that the
odds were ludicrously low  Strictly for the
tourists, that one: a $1,000 double at prices of
8-1 and 3-1, for instance, should pay 35-1, vet
the game rules offered only 21-2. Worse than
roulette ] decided the favorite was a virtual
sure thing in this race, and backed hum to the
maximum—$5,000 at 6-4 {or 3-2, as the
Americans 50 unimaginatively put it}, with
equal amounts on Bert's borse to place (come
2nd) and my own to shaw {tinish 3rd)

‘And they're off!” squeaked Bert excitedly,
grabbing for the dice His face contorted with
dwarfish rage ‘Erc! Who's stuck these things to
the table, then?’

‘Here, punk, said Ferruccicontemptuously,
‘let me do it He flipped the dice negligently
onto the table; one hit my elbow a glancing
blow, numbing it. 1 lifted it, with effort, and
returned it to Ferrucci, ‘Let’s use the dice from
the set, shall we? Just for a change?’

The race was a disaster for me. Dead
average throws with a slow start were no use at
all to Mustard Seed, who finished a weary
fourth; Rotunda just pipped the favorite, Lucky
Old Sun, by virtue of his bonus number (6}
turning up twice whereas 7 never came up at
all Nor, less surprisingly, did 71. von Hinten
held his calculator to his ear and shook it in
puzzled fashion With Ferrucci's gift horse
profiting from the slow start to finish third, |
came out of the first race $300 werse off than
I'd started it; a jubilant Bert had backed himself
across the board and cleaned up a net profit of
$53,500 for an easy lead, Swindelman, who had
broken even, looked anxious: even if all Bert's
remaining bets were losers, the no-betting
policy was looking sick

In the second race 1 was again pleased with
the auction, obtaiming the very useful 3-1
second favurite Indian Giver cheaply enough,
though with a bonus number of 12 Icould have

done with Ferrucci's dice  Bert forced
Swindelman to pay $2,500 for the favorite,
Nothing Special (well named, 1 felt), and
himself took the sprinter Corn Plaster {'by
Chiropodist out of High Fashion,” he informed
us}, Ferrucc got Spelling Bee whose running
strength of 9-9-9-6-6-6 had once been his
number in Wyoming State Penitentiary, von
Hinten bought Sammurai as a gesture of
loyalty to the Axis, and Dalek was again
cantent with the outsider, this time the
lethargic Peace Corps, unguestionably the
worst horse in any of the six races and grossly
underpriced at 20-1; his best chance of winning
would be in an ambulance, 1 thought. This time
1 backed my own horse win and place—he could
hardly Fail to make the first twounless the pace
was acrawl—wilh a show bet on Ferrucci, since
his luck seemed to be in

The dice were kind, Only one throw below
5, and a double & to finish—Ferrucci himself
could hardly have done better. With a protit of
$37,500 1 was right back in the contest
Sammurai, hopeless on Fast going, shared last
place with Dalek’s hmping wreck, and 1 noted
from ven Hinten's savage soffe vore comments
that the ‘gallant Nipponese allies’ of five
minutes earlier had become ‘degenerate little
vellow monsters”: such is loyalty, With the
Wyoming State Pen doing 1ts stuff at third, it
was the perfect result for me. Swindelman,
scowling, announced that he was going tostart
betting after all

THE SPORTS GAME DIGEST

In the third | bought the sickeningly named
Little Miss Muffet, which is a hell of a thing to
call a horse, believing 15-1 to be an absurdly
generous price for quite a reasonable prospect
1 backed her to be second, picking the excep-
tionally fast Egg Yolk {"by Dry Battery out of
French Hen") to win; for 3rd [ selected one of
the most eccentric of all the runmers,
Numeratar, who in Dalek’s phrase makes a pit
stop half-way round This time [ got 2nd and
3rd right, but Egg Yolk ran out of steam and
finished last; [ was interested to notice that his
pilat, Swindelman, went a longer way round
the turn than was strictly necessary. Iwas glad
to see that no one else seemed to have noticed;
if that was Swindelman's way of protecting his
bets, the rules had a nasty surprise for him, but
it could wait With my considerable coup of
picking two 15-1 shats for the minor places |
cleaned up over $50,000 and reckoned [ was
now hard on Bert's heels, though he had backed
the winner, Stampede

The fourth is a sprint, five furlongs: my
celection for this would normally have been
Crime Wave (by Red Polcy out of Com-
prehensive’) but to bid against Ferrucei for a
horse of that name was entirely pointless, and
after pushing him up to a very high level 1
settled for Born Loser | was happy tosee heavy
bidding for the spectacular but gutless sprinter
French Twist, who despite his 3-1 price had
about as much chance in my book as a right-
wing Monarchisl in a Chinese election

CONTINUED NEXT PAGE




First thoughts are best: even Ferrucai’s
leaden paws on the reins couldn’t prevent
Crime Wave winning in a canter; [ had duly
backed him, but my secand choice, the favorite
Hot Spouk, was carelessly steered into the rear
end of another car by Dalck (Spin off, hoof
wear one! shouted everybody). French Tuwist
was predictably last, weighed down by wvast
quantities of carelessly invested dallars in-
cluding some of Swindelman’s ('l told me sa, he
muttered crossly, ‘but [didn't listen ta myself ")

Before the last, we counted our mongy fo
see what we had to do Bert was a solid
5150,000 up, Ferrucci a revoltingly lucky
$120,000, and myself a skillfully planned
5100,000, Von Hinten had made $35,000 on
the three races where no horse had the bonus
number 11, and Swindelman's activities as
owner outstripped his betting failures ta the
extent of $20,000 Dalek was $45,000 dowon, an
incredible feat which left him only $5,000 to
play with

The fifth race, with three apprentice
jockeys, is notorious for the amount of
bumping and boring that goes on as these inept
palookas try to change lanes; it's also dis-
tinguished by another great equine ‘character’,
Trattic Cop, an animal with a start so explosive
and a deceleration so dramatic that he could be
used to test G-stresses in the space program
This race, always difficult, was a wash-out for
me, my own freely chosen apprentice on Hung
Jury (by Mistaken [dentity cut of Necktie
Party”) being balked seven lengths at the start,
though like all the other inmates | did have a
sentimental wager on the winner, Cockroach,
which stormed home bv a distance at 10-1
Traffic Cop finished last, moving so slowly that
the ebullient Ferrucui, Cockroach’s owner,
threatened to give him a ticket; von Hinten,
who had bought Traffic Copon the strength of
the magic number 11, was looking tired and ill,
the only man | have ever seen with dueling
scars in the bags under his eves.

The sixth race s the Rivoll Downs Handicap
over a mile and a quarter, and the prize money
of $25,000 for the winner makes it the oniy
race where owning the winner is likely to be
better than backing it. The auction was suitably
spirited

First out of the hat was the 10-1 outsider
Captain Ahab; Dalek, a slow learner, promptly
bid all his $5,000, thus guaranteeing himself a
loss on the day, Next came Swami, a useful
chance at 5-1 far which [ bid with moderate
enthusiasm, only ta be thwarted by von
Hinten's 11 fetish, though it cost him $6,000
before [ gave up Hannibal ('by Jumba Jet out of
Carthage’), an 3-1 shot despite his favorable
bonus of 7, was bought cheaply by Ferrucci at
$3.500 (it appeared he had once bren saved
from Alcatraz by the perjured testimony of a
private detective named Hannibal Q'Casey)
The 4-1 joint favorites Jungle Monarch and
Leyte Gulf were fiercely contested befare
going respectively to Bert for $7,000 amd
Swindelman for $%6,500. This left me with
Mona Lisa, a tremendous stayer once she could
be got into overdrive; as the last horse sold
always costs a mere $500 [ was well pleased
with this

The betting was tricky, for purely tactical
reasons Ferruccl was sure to back his own
fancy all the way, and if he was right that was
that; 1 could forget him But 1 had $42,000 to
make up on Bert If [ backed Mona Lisa win,
place and show [would do it easily but Bert
was no fool and my guess was he would make

istiney

Costs il Prize

Von Hinten
Swindelman

6,000
6,500 15800
Ferrucei 3,500 1500
Dalek 5,000 -

Bert 7,000 15000
RS 500 [ 5,900

L2000 10500 46,000

5000 —
2Eo00.  —
telaly

that bet himself as insurance Reluctantly, |
decided to back Captain Ahab to win; this
would require high dice throws, in which case
Mona Lisa would have no chance Of the other
fast starters 1 could hardly back Jungle
Monarch, since a win for him wauld give Bert
$25,000 in prize money and put him out of
reach; so it has to be Swami to place. The show
het had to be Leyte Gulf for a spedial reason
Horrible bets; [ would need to be very Jucky
But I had an ace up my sleeve; 1 knew, and was
sure [was alone in knowing, that Swindelman
would nobble his own horse

The race took a completely freakish course
Three times in the first five rolls we had 4 5 on
the white dice and a 1 on the green—great for
my fast starters, but even better for
Swindelman’s Leyte Gulf with its bonus of &
Watching carefully at the Sth turn, [ saw
Swindelman deliberately miscount the number
ab squares

Foull” 1 yelled, T claim a foul against

Number 6!
‘How dare you?” spluttered Swindelman, '
haven’t been so insulted since—’ since

vour last appearance at the Qld Bailey?' |
suggested. 1 claim a foul: you deliberately
didn't take your Full bonus

According to the rules, a player must take
his full throw, plus allowances, if not actually
prevented from downg so by ather horses The
challenger receives a ‘foul claim card’ as
evidence of his rights, and the claim 15 settled
after the race; if the accused in found to have
bet on another horse to beat his own, the claim
is considered proved, a dubious piece of logic
perhaps but quite useful.

Phe race was pun oul to the end, and my
luck held all the way. Swindolman put upa fine
show ol aggression with Levie Gulf CikbHmge
cornmers, bursting through gaps and just
squevzing acrpss the line in Frant of C Apkain
Ahab, with Swamia close-ap thivd. But all in
vain: the Stewards’ Inquiry revealed that he
had backed Swami to win from Hannibal and
[urgle Monareh, Lovie Gull wis disgualitied,
and the Hral order read: T Captain Ahaby 2,
Swamu; 3 Jungle Monarch; 4 Hannibal Mona
Lisa had treated the whole performance with
ladylike disdain, and was 1én Temirths adrift a1
the binish

The settling up period was acrimonious and
profonged. Eventually we had o deaw g
table, which Tooked like thia:

W s Forfelks Mt
4400, B0
BT
I3,500
+30 000
15,5
69,500

40,000 20,000

33000
8,000

ALL-STAR REPLAY




Buert had nearly sccond-guessed me judging
that I might avoid the all-oul bet on Mona Lisa,
he had backed her winonly. with Captain Ahab
But for
Swindelman’s chicanerie, which ferced him to

to place, Jungle Monarch to show

farfeit half his winning bets to me and allowed
me to reclaim my $5.000 bet on Leyte Guif,
Bert would have brought it off. In the event [
lintshed $162,300 up, with Bert on t$105,500.
Ferrucai +%$1006,500, von Flinten +575,500,
Swindelman +$18,500 and Dalek -525,000

'[’Upular wir, I said modestly

No one listened
Swindelman from behind while Bere climbed

Ferrucci waes holding

on achair to rain blows on the victim’s nudriff
Von Hinten was attacking his pocketcalculator
with his 6.5 ceremomal bavonet, and Dalek
bemused

rules with a

expression. Sighing a little —for whatls victory

was studving  the
without acclaim?—1 turned to next week’s
required reading: a learned thesis in tive
velumes entitled The Powche-Seceel Dpliations of
the Pavna heary fira Neo Socfatist Lronom or Hoio to
Loew ai Dplonuncy seithont Lyo Dotfation. by the
Russo-[Danish savant Yermak Pline Shubling
my ecars to Swindelman’s piercing screams 1
struggled with Plinc’s impossibly  abstruse
arzuments. Anather week, another game
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The precading article by Rickurd Sharp onginally

aiginred i A MES & PLIZZLES; woninbid g uziot

stz hed 1 Adoerie Ol Evgliendi fioe g vl Tiesiskd
ol all keids [ is reprivted herewith the knd pevmissio of
My Sharp and the puliisher of GCAMES S PUZZLES.
R L L R L R

By lames Juengerkes

After experience and skill have become
even, the domuinating tactor in any sports game
{or any real sporting contest, for that matter)
has got to be the law of averages. One of the
secrets to being a good coach and manager lies
in being able 1o calculate exartly what one's
chances are of succeeding at a given maneuver,
and then deciding whether or not to carry it
out

Chance being what it is, you can never be
100% sure in a game where dice represent the
law of averages. But that law being a law, and
ane which eventually reaches equilibrium, you
can safely assume that if you're rolling one die
and need a six to score a field goal, that five
times out of six you will not succeed {in that
case, you may as well try something else)

The dice used in all of the Sports [llustrated
games are at first difficult to pul intc the
proper perspective for figuring out the odds
For years [ played SUPERSTAR BASEBALL
assuming that because a particular batter had
mare positive results on his card that he was
more likely to get a hit. Not so!

Everybody can see that you are much more
likely to roll a “3” on the black di¢ than a “1.”
But who would puess that you are almost tive
times as likely torella“25”asa 2077 [t makes a
big difference, both in choosing players and
teams, and in deciding on the strategy for a
particular play or action, This holds true justas
much in games like GO FOR THE GREEN and
TRACK MEET az it does in PAYDIRT and
SUPERSTAR BASEBALL.

Well, enough of the introduction, I think
I've got you convinced Now, what are the
chances ot rolling one number as compared to
another? First of all, we know that with 3 six-
sided dice that we have a total of 216 passible
results (6 x 6 x 6). After that things get a little
tricky, because these are not ordinary dice—
each one is different from the others, and a
particular  sequence must be used which
demands that the black die precede the others
as the first digit. That die is marked as fallows:

1
2,2
3,33

Obviously, then, you are three times as
likely to get a 30" result asa 107 resall G any
particular die ol Now wiege o the second
dijiit. This number iz the sum of the mambrrs
appearing on the bwo white dice. Something |
dieln't realize urtil | began mevking around with
the dice was that they are nof marked identical-
ly. One is marked so:

THE SPORTS GAME DIGEST

CHANCES ARE. ..

Figuring Percentages with Sports Illustrated Dice

1,2,3.4,5,0

And the other:
1,2,3,4,0,0
A slight, but very significant difference

Now, if you've got as much time to kill as [
did, and are as determined as [ was to remain in
ignorance no longer, you can fairly simply
figure out what the chances are of rolling any
one number. With ten possible results, from
“0” to “9.” the number of possibilities is as
follows:

Number ol times it can appear

0—2 5—6
1—3 6—4
2--4 7--1
3-—5 82
4—6 9—1

Divide each number of results by 215 (the
tatal possible number of results} and you come
up with the chances of that particular digit
occurring. Then you must mulkiply your
percentage by a factor of 2 to get the chances of
it occurring in the “20” column and by 3 to get
your chances of a “30,” This, as yau will recall,
because there are twice as many “2”s and three
times as many “3“s on the black die as there are
"1"s

If you're still with me after all that, 1 will
now {as originally promised) give you the
percentage chances of rolling any number on
the dice in a Sports [llustrated game. Isuggest
that after reading whatever excellent article is
on the reverse side of this page, that you clip
the following table and use it whenever you
play the games (but keep it safe from your
opponent’s prying eves; after all, he wald have
read this article if he’'d wanted to)

"PERCENTAGE OF ROLLING
ANY GIVEN NUMBER
WITH SPORTS ILLUSTRATED DICE

MNunther Fercontags Nimber  Percontage
10 Q26%% 23 5.56%
I 1.3@ 26 3.70
12 185 7 278
13 2,31 28 1.85
14 278 29 926
15 25758 30 2,78
16 185 31 417
17 139 k 5.56
18 Qz0 an) 694
12 163 34 533
20 1 BlS) 5,33
21 278 36 5.56
22 70 551 4 17
23 4.03 38
24 el 39




By David Minch

A continuing duty of game companies is to
keep their games “up-to-date ” After all, the
players” satisfaction is their stock-in-trade
Now that The Avalon Hill Company is
publishing the Sporis IMustrated line of games,
gamers can expect that their games will reflect
the latest in teams and rules

OF course, for the last few years, the Sl
games haven't had this sort of attention paid 1o
thém. Some table sporls gamers have not
allowed the games to go stale, though, and
many good ideas for “polishing” and improving
the games have come from their efforts. Eor
you fans of PAYDIRT!, here are a few added
touchen which have groven popular among
uther table top sportsmen

First of all, let’s look at the way PAYDIRT/is
timed. There are a few ways that timing can be
improved, a few ways to make the timing
system more realistic and a few unusual facets
of NFL timing that will affect the way a gameis
timed

To reflect the way the automatic time outs
in NEL play occur, these amplifications to the
PAYDIRT ! rules are recommended Since there
is an automatic time out at the end of each
quarter, no play will cause the clock to advance
past "0”, regardless of the amount of time
remaining when the play began ar the amount
of time it ordinarily uses. Normal timing begins
anew at the start of the next quarter

[n the second and fourth quarters, there is
an autematic time out in order to deliver the
two  minute warning to the benches.
Hvt;nrdh.'sEu ot the amount of time a-play wensld
ardinarily consame, It will not cause the clock
to advance past “2” The clock stops at two
minubes and does not resume wntll the ERRTR
Subiject ta the use of time outs by elther coach,
the succesding plavs are nocmally fimed

The timing of kickoffs also needs some
changes to accard with NFL rules The kickoffs
which begin ich half and any Kickalts (n the
last bwo minutes of 2 half are fimed dibferently;
the click dowes not start until Bho receiv ngtesmn
touches the ball, Cansequently, these kickalfs
and their runbacks will dse only 10 seconds. 1
such a kickoff is nol resurmed, wtime elapses

Plags which result iy 4 o

whidown ar safely
shiceu ld anly L

tme, This ja
berause the ¢lock ftepssehen the ball emtinrs e
end rone,

[0 secpnds

PAYDIRT PLUS!

Additional Rules for S.I. Football

There are alsa a | bow recommended rulies
changes which will tike care of punts kickofis
ind mterceptions which are run back out af
baunds. The stadmm clock stopewhen the ball
goes out of buunds, so these ploys should nos
Wse as much) time gy obhers: The consensis
among table gamers is thal theey Plays showld
take 20 seconds, or 10 seconds in thedast ¢
minutes of 3 half

W
Abter the two minute
WArfUng, plavers havie' o' greater urgency b
mave the ball out pf bounds: .

For those if ‘vou who wini the utmast in
rewlism, rhereare twooptional rules whics Vi
might ke totry, The firstisthedelay-of game
penalty, which many pro coaches T

et up
the-chck *

v eschange For a five vard penalty
the team in pousession may advance the clock
30 seconds. Thore are fwis limitations an aing
this Lrick. [ the last two minubes of play, the
Leam i possession mupd have.a)
oul remamminge

[rvisi e time
Al the coach must ey o
play From sctimmape bufors he mity try Thi
brick agarm That play s sublect 2o all of | e
uswal biming rules

The ather optional rules fa; coaches whii

nged tomake the muost of the dme they have
eft. It = intendsd o sirraielade
Funning |

4 ball zarrter
ar the sideline 1o sf0p tho clock
F'e'do this; a coach announces his intention
b have hisbacks go For Hhe delines before the
defense revealy its solection. 1 hen, when the
roll is made, any ploy: which does moe g
yardageis considerod o have ftained 5 vards iz
than indicated and 1o have taken the ball s of
betunds These Prays Like only [0 spcomde

To' keep things realistic,

the fullowing
reRtrictions. are imposed on these plays

I The affense may paly choose 1o run for
the sidelines on OFf Tackle and End Run plave

40 Plays which lose vardage do sl b of
bounds unless marked *

3 Figure whother the play haw gained ar
lost yardage First, by the usual methads, Then,
it i has gained ground or resulied Iy iy yrakm,
subtract 3 yards. 1§ the play lost vardage, It dioes
nit lose any mare yard:
unless marked *

Av An offensive resal) of "BY does g take a
referral to the Beolamn, Instead, fresl 508020
vard wain, sublech to modificationg from b
defensive risult bul not subiect tera burther 5
yard sublracting,

gy oot of

buotine

Sirce Lhe PAYDINTY rules specify that |he
ruses of foatballapply, let's luok at a catplie ol
little known MEL rules and the ethects that the
recenl rules changes will have on Maving
PAYDIRT! Flest, the o hanges

Ad maslof youknaw, the goal post has been
moved trom the goal line ta the end line, The
new beant charts For the 1976 season fake this
Into accourtt, s vou needn 't wirry about that
For thoae of yiol whi kvep statistical recnrds
Fhis means thap 4 sucesstol field goal travels
anather 10 vards, in addition b | e distance b
thie goal lime ame Bhe ommon 7 vard distance of
the kicker from scrimmmage, Thise of vou who
ditferant vears in
wlll also have o decide by
they will iy and adjust the
rickers” recults for that

wish te malch teams: from
"Drpam Bowls!
which rudes

chiolee
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You also probably know of the changes
regarding the return of unsuccessful field goal
attempts Any kick which falls short of the end
zone must be run back or downed To runback
a place kick which fell short, use the “kickoff
return” column of the defender’s special team
chart. The run back starts at the point where
the kick fell Defender has the option to fair
catch the ball [f the result “NG” turns upon an
attempt, it is not wide but short in the end
zone. These kicks may be returned at the
defender’s eption. Torun back sucha kick, use
the kickaff return column but subtract 5 yards
from the number given. “TD” and "B” results
are not affected I the deferding coach elects
nat torun it back, it is considered a touch back if
the kick was made from inside the bwenty yard
line Kicks from outside the twenty are
returned to the hine of scrimmage.

Two little known NFL rules can have crucial
effects in a game. The first will only turn up
occasionally [t dictates that on fourth down,
inside the defensive twenty, passes which fall
incomplete in the end zone are touched back,
Use these generalizations to find where an
incomplete pass falls.

Sereen pass—Behind line of scrimmage
Short pass—3 yards down field
Medium pass—10 yards down field
Long pass— 16 yards down field
Sidehne pass—1 yard down field

The other little known rule can be much
more important It dictates that the zero yard
line is inthe end zone. You only need to reach it,
not cross it, far a score. A 5 yard gain from the
defender’s five vyard line is a touchdown
Likewise, a team which loses 3 yards from its
own three vard line has just conceded a safety.
The PAYDIRT!rules neglect to mention how to
handle the free kick following a safety, so here
is a suggestion. The kick is made from the
conceding team’s twenty yard line. Use the
“punt” column and add 15 yards to any kick
which travels 25 yards or less. The receiving
team may run it back using their own “punt
return” column

The rules of FPAYDIRT/ can stand a few
more amplifications to give gamers the most
from play. There are two options for defensive
coaches, not explicitly stated in the rules, which
shauld help to make your games not enly more
realistic but more enjoyable, too

These options are the fair catch and
dropped interceptions. At any time, a defensive
coach may elect to fair catch any kick by the
offense—punt, kickoff, free kick or short place
kick. No rollis made far a run back and the ball
1s downed where it fell To time a fair caught
kick, treat it as a kick not run back. Most of
these will use only 10 seconds.

The other option involves intercepted
passes, Using this rule, a defensive coach may
elect to let a pass fall incomplete rather than
intercept it. This is intended to reflect the fact
that the backfield defenders can bat the ball
away From the intended receiver or pick it off
and drop it as easily as they might hold on and

run with it. From a tactical standpoint, it 1s
sometimes wise t let a passdrop. In the fourth
down situation previously discussed, letting a
pass drop will move the ball farther out than
most interception returns Also, third down
passes intercepted deep in your own territory
should often be allowed to drop. A punt may
not travel as far as the pass and vou will
certainly get a better runback. Passes allowed
to fall incomplete by the defender are con-
sidered to have dropped at the point listed for
the interception

Kicks and passes seem ta be the most fertile
ground for the cultivation of optional rules and
procedures The best of them that we've seen
seem to be the next two. They are intended to
make the PAYDIRT! passing rules a bit mare
realistic and to add a tactical factor to the
kicking game which PAYDIRT! has ignared
Let’s look at the modification of the passing
rules, first

The current rules prohibit using the long
pass inside the opponent’s fifteen and the
medium pass inside the five These restrictions
are somewhat artificial, so other methods of
keeping things realistic have been developed. [f
you want a bit more flexibility in play-calling.
try these suggestions

The only thing that keeps a quarterback
from throwing the bomb whenr he's in clase is
the risk of overthrowing the end zone, for an
incompletion Tt is, in most cases, foolish to use
the long pass when you're in close but the best
wav to deal with thises to allow the players to
.J!'|. this lexenig ¢ it the risk of
averthrowing

Let's generalize by saying that the [ast 5
vards of a pass gain are the result of the
receiver’s rush. In other words, the catch
orcurs 5 yards shart of the gain given by the
charts Thus, if a pass gain would move the ball
15 or more yards past the goal line, the end
zone has been overthrown and the pass is
incomplete. To illustrate, consider a pass
thrown from the eleven yard line that is
camplete for 23 yards. That would move the
ball past the end line. However, we will assume
that the last five yards were run by the receiver
and that the catch was made 18 yards down
field. In this case, the catch was made 7 yards
deep in the end zene, TD! For the passer to
have uverthrown the end zone would require a
gain of 2é or more yards

Use the same methods for medium passes
made inside the five yard line As with the long
pass, it's risky to use it when you're in that
close

Spotting the ball te get the best shot for
vour kicking specialist is sometimes important
on real football fields Here is a way of adding
that tension and strategy to your games. The
“hard core” football players will probably find it
enjoyable

The common knowledge of football is that
the straightest line to the crossbar, being the
shortest, is the best for the kicker As a result,
pro coaches are sometimes willing to send in a
play which may not gain the first down, in

W medium pass,
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order to get the best shot for the placekicker on
fourth down. Since plays run out of baunds or
cutside thein bounds hash lines are returned to
the near side hash marks, kicks which follow
plays run out of bounds will be at a disadvan-
tage. To reflect the distance added by kicking
from the hash line, subtract 3 vards from kicks
which follow plays run out of bounds.

If you wish, you may also wish to play as if
end runs, screen and sideline passes must be
returned to the hash line, even if they do not
cross the sideline (indicated by *), Kicks
following any of these plays will be subject to
the 3 vard subtraction

Setting up for the kick may be accomplished
in several ways, On third down the offensive
coach may correct his field position by calling a
short, medium or long pass, or a line plunge, off
tackle or draw play If the play does not make
the first down conversion, it will at least set the
ball at midfield, with the following restrictions:
passes must be complete and no play may go
out of bounds (*). If those canditions are met,
the following kick is not subject to the 3 yard
subtraction

If the play does succeed in reaching first
down yardage, any play which moves the ball to
the hash marks on a following down will
require that field position again be corrected
before a kick

Another aspect of field position can be
brought into your PAYDIRT! games—
measurements for first downs. If the team on
offense gains yardage sufficient to exactly
make a first down, the defensive coach may ask
for a measurement. He simply announces his
desire and ralis his dice. A roll of 1 through 5
means the conversion has been made A 6
means the offense has “inches to go.” If the
offense has a down remaining, the coach may
try again for the conversion I[n this case, any
play which does not loseyardage is sufficient for
the first down

Ahh, but we're notdone yet! For you renify
serious gamers, here are a couple more things
to try. The first idea is for cleaning up the
punting system The PAYDIRT! game system
delivers the proper average for a team's
punters but it does nat conform itself well to
the real factors of punting. [t is unfortunately
too easy to kick the ball into the end zone when
punting from defensive territory. To take care
of this, when punting inside the defensive 49,
the offensive coach may annource his inten-
tion to “kick easy.” This substracts 10 vards
from the figure given for the punt. Any punt
for which this will result in negative yardage is
cansidered fumbled by the kicker. Roil to see
which team recovers, the offense’s
fumble ratings

using

On any punt which comes close to the goal
line, the defensive coach may decide to let the
ball roll, in hapes that 1t will be touched back
He announces this intention and rells his dice.
The figure rolled on the dice is added to the
distance of the kick. If the ball crosses the goal
lime, it is returned to the twenty, if not, the ball
is dead at the end of its rall. The only restriction
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is that this may not be done with punts
indicated as fair caught (+},

I'm sure that most of you have set up a “big
play” anly to find that the defensive coach has
outguessed you, or just lucked-out and picked
the perfect defense. This happens to pro
quarterbacks, too. The difference is that they
have a way of dealing with it that table gamers
usually don’t. Now, you can call a new play at
scrimmage, too. Each coach is permitted one
change of play by using audible signals, After
the defense’s selection has been revealed, the
offensive coach may announce that he has
decided to use his option and change his play.
He then moves his pawn to any other offensive
play and from there, ordinary procedure is
used, We suggest that players find some way of
recording the use of the audible call option, in
arder to prevent serious disagreements. We

also recommend that the use of audible signals
be restricted to the ordinary rules of the game;
i.e., the ordinary restrictions on long and
medium passes close to the goal apply, as well
as the ordinary running procedures. You may
not call an audible for a sideline run.

Finally, for all of you gamers who lack
apponents or who just want to get in some
practice before your "big game,” here is a
salitaire play system, thoroughly playtested
and ready to use, The solitaire player is placed
in therale of offensive coach for both teams and
the defensive sets are selected by rolling the
two white dice and referring to the proper
down and yardage on the accaompanying chart

To play solitaire, first select the offensive
play you wish to use. Then roll the two white
dice. Referring to the Play Chart, you will find
the defense for the particular down and

DEFENSIVE PLAY SELECTION CHART

Down Yardstogo 0 1

o8 2—10 B F
, 4 2—5 D B
F

ANY cC C

GOAL (1—4)

yardage situation listed by its letter under the
dice roll You may, or may not, as you wish, use
any or all of the applicable optional rules and
procedures. The player is required to make the
choice of fair catching or returning all kicks He
must also choose whether to let punts roll. The
defense will automatically let an interception
drop on third or fourth down_Interceptions in
the end zone of passes thrown from outside the
defender’s forty-five will be allowed to dropon
first or second down. The defense will,
naturally, accept only those penalties which are
to its advantage [n the last two minutes of
either half, the defense will decline penalties in
offensive territory and accept penalties in their
own territory which are to their advantage.
The border between offensive and defensive
territory is the fifty yard line,

It's all yours now; have fun with it!

THE DUGOUT,
CONT. FROM PAGE 2

Avalon Hill's Fall mailing has been inserted
into our first issue as a one-time only
procedure to introduce our new games to
everybody an our mailing list at the same time
we're introducing our new magazine. If you
look at it from another point of view, our first
issue has been inserted into Avalon Hill's Fall
mailing so you can get a free copy Now isn't
that nice?

Besides all of the many fine articles and
means for contacting other players ALL-
STAR REFLAY will provide, there will also be
a fair amount of illustration in the magazine
This is not so much because we're trying to
compete with the major sports journals as
because it will make the overall appearance of
the magazine somewhat livelier. As time goes
an, and the number of good articles in-
creases, we may reduce the art somewhat.
Another thing—somewhere in this issue there
is a coupon which allows you to buy any
Avalon Hill game by mail with no postage
charge. This ¢oupon is usable by any
subscriber to ALL -STAR REPLAY. Since as
of now very few of you are actually subscrib-
ers, for thefirstissue all you have to do is send
your coupon, with your order for the game
(one coupon pays the postage on one game)
along with your $5.00 subscriptionto a year of
ALL-STAR REPLAY. Now isn't that an attrac-
tive come-an? It is not necessary to use the
coupon at any particular time; you could hold
onto it until a particuiar game that you have
been waiting for comes along.

Well, | guess that about does it for the first
issue. Those of you patient souls who have
read to this point instead of rushing into the
magazine are now free to wander at leisure
through the pages of ALL-STAR REPLAY. |
hope that you find enough to convinge you to
subscribe. If by some incredible stroke of
misfortune you do not, just write to me at
Avalon Hill and I'll rush you my free pamphlet,
“17 RAeasons Why ALL-STAR REPLAY Can
Improve Your Life”

ALL-STAR REPLAY




New and Updated . . .

1976 PAYDIRT!
Team Charts

Ever since we acquired the Sports lllustrated line of games, Avalon Hill has been bombarded with requests from
football gamers for new Team Charts for the PAYDIRT! game. We've now got them available for sale, and as a special
bonus have included with the charts a brand new set of game rules which vastly increase the realism and excitement of

the game.

Color-coded team charts have been prepared for each of the 28 teams in the NFL, using comprehensive statistics based
on each team’s actual season play. Each team’s performance has been analyzed in great detail by mathematical statistics

and computer programs, and the results encoded in the Team Charts.

This all-new edition of the PAYDIRT! Team Charts and Rules is the first in what will become an annual series of
updates and editions of Team Charts. It is available from Avalon Hill BY MAIL ONLY—the new Charts will not be found
in the game! To order the set, just fill out the coupon below and send your check or money order for $7.00 plus 90¢

EACH SET INCLUDES:

Updated Team Charts for all 28 1976 NFL teams, giving
Offensive, Defensive, and Special Team ratings.

New, revised rules and clarifications, with all additions
printed in red for easy reference.

Improved, more accurate timing system.

All recent NFL modifications, including movement of goal
posts and kickoffs.

New rules covering Extra Points and Onside Kicks.

postage to:

Mame

Address

N

-
.o

e s e o s e e

| enciose my check ar maney order to caver the cost of
5% State Sales Tax).

Ll e p———————— - -

PLUS NEW ADVANCED RULES:

A novel Selection and Point-Spread system which allows
even the most unequal teams (such as Qakland and Tampa
Bay, for example} to play a challenging game.

3 types of Kickoff—Deep, Squib, and Onside; along with
special rules for Defensive Player to tey to anticipate which
kick will be used.

Runbacks for fumbles and blocked kicks.

Home Team Advantage

Razzle-Dazzle Plays

Quick Kicks, Short Drop Punts, and Coffin Corner Punts.
Two-Minute Offense.

Fake Punts and Field Goals.

Elected Safeties.

And Much More.

The Avalon Hill Game Company
4517 Harford Road
Baltimore, MD 21214

Please send me the following:

D 1976 PAYDIRT! Team Charts and Revised Rules COUPON

{@ B7.00 + 90t postage)

FAYDIRT! Came (with 1972 Team Charts).
{@ $10.00 + $1.00 postage)

the item(s] ordered (Maryland residents please add

— -+ Zip
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HANDICAP GOLE:

AND PLAYING T

By H. Gary Knight

At First blush, Hamdicap Golf appears to be
largely a game of luck rather than skill Youline
up the shot and from then on the roll of the dice
controls your fate. Or does it? In fact,
performance in this game can be substantially
enhanced by following the guidance of a few
easily prepared statistical tables, This article
presents such data for the “Scratch Handicap®
chart, though similar information could be
developed for the other charts

First of all, it is handy to know what results
will be produced by particular dice rolls. One
must, then, prepare 2 “Probability Table” (see
Fig. 1) By using this table alone, one can get a
much better idea of the probable outcomes of
shots with various clubs. For example, the rolls
23-24-25 and 32-33-34-35-36 produce slightly
over 50% of all roll values. Thus, just by quickly
scanning that 4 iron chart, one can tell that this
club is a likely choice for a 190-200 yard shot
straight at the pin The real value of the
“Probability Table,” however, lies in the
statistics that can be derived from it. Let us
lock, then, at various aspects of the game

Putting is entirely luck in this game Or is
it? One of the Avalon Hill rules for the game is
thata player whose balllands squarely on a line
dividing terrain or green areas is entitled to the
meorr favarable lie. Suppose you hit a fine 5-iron
shot into the green on the 2nd hole, and find it
squarely on the line between Zone 2 and Zone
3, Taking advantage of the rule, you choose
Zone 2, right? Wrong! Whether intentional or
not, the makers of the game introduced some
anomalies into the putting chart, with the
result that the order of preferable outcomes
does not run straight from VS to Zone 6, as one
might expect. Referring to Fip 2. the "Patring
Probability” table, we note that Zome 3w lietier
e Zove. 20 because although the [-prith
chances are idintical, vou have o 4% better
chamce of 2-puthing las appoted o 3-puatiing)
From Zone X Likewide, Zone 6 s preferable m
Zone 5 tar the ddme reason. So the order of
preference actually runs— VS, 1, 3,2, 4,6, 5

For the curious (it has no effect on
strategy), Fig. 3 shows the vutcome if you are
lucky (ar skillFul?) enotgh 10 hit an approach
shot into Zone 0 Assuming viou bt the green
In“regulation” (i.e., with yiur tee shot o pitr
. vour second shor on o par 4, or your third
shot on a-par 81, vou havea $% chance b mak:
eagle (2 under par), a 3% chance ta make birdie
(1 under par), and a 31% chance to make par

-1.--,{6-' !

"The most important information derived
From the “Probability Table,” ie the “Clubbing
Chart," [his.is Invaluable in
deciding which club to use for a aiven shot
What the chart indicates 1 the probability of
hitting a particular club gl for any Eiven

glven-n Fig. o

distance, Let's say voure 135 yards out from
the pin on the &th hole, |n the fairivay. What to
hit? The chare says that an Siron wil £o
exactly 135 yards, straght, 15% of the time,
while the 7-jran will produce that resuli only
6% of the time, and the 9-iron but 4%, Other
clubs are incapable of hittimg: that precise
distanie or have sucha low proballity of dolng
sa that they are not incuded en the chars To
g0 with the odds, then, select the 8-iron for
your shot

In four cases there is a tie for “best” club.
auppose, for exarmple; vou are 200 vards ol
trom the pinon the 2d hale, Thichoic appears
ecpudl between the 3 and d-irons. Doest make
any difference? It you don't hit the ball exactly
200 yards straight it does! With the 3-iron, if
you miss, you're apt to miss long, and there are
excellent chances then of getting a 210
tstraight} that will put you in Zone 1, for an
almost certain par or birdie. If vou go with the
4-iron, there is a good chance you'll miss short,
giving you a less desirable putt from Zone 2

S0 0 these casee: dlwavs check to sew
whethervau'll be betper o lermg cir shaet [neabe
With the

clubbing at 220and 230 vards, bear in mind als

vour shot |y lise thin [lr'rlt'l.'l
)
that irons have a much marcower rangEe of
deviation from a straight shot than do woods
In those two dases the 2 apd 2:lkans are
probably preferable to the 3 and $-weinids,
Bearing that in mind, it will prabably ke

advisable kv hit the 24

1 For the 210 vard

distance rather than the 5-wiood. even ||'||'|||J_‘:|1

it hasa slighily smaller probability of sucedss

TATISTICS

That S-wood can spray far enough right and
left to get you in real trouble, while the 2-iron is
relatively safe, even if you get a bad roll

50 the “Clubbing Chart” is obviously a
great assist in playing Handwap Golf well, but
maybe we're getting the cart before the horse
What’s the most important shet in golf? Seme
will argue the putt, some the chip, some the
approach iron, From my own experience with
the real thing, I agrec with Lee Trevino who
said that it was the drive. The drive sets the tane
for the rest of the hole If you're out there 270
yards dead in the center of the fairway, you are
in centrol and should have no trouble making
par. But it you snap hook it 200 yards and wind
up [n deep rough, behind a tree, that easy par 4
hole suddenly becomes a monster waiting to
rewidrd your efforts with o disuble or teinie
bogey, Tohelpwith this critical shioton the par
Vsand 5% ook at Be. 5 the "Dirfver [iepersion
Table” This shows, at a glance, the procise
prababality of all placement possibilities for the
driver, Let's try it out on the 18th hole, Want to
stay out ol the Pactfic Coean an your drive?
Moet of un di! Check the dispieraion table to
find the worst snap hook (210-Green}. Now, if
vou line up so that a 210-Green result of the
elbor puts you just at thi edipe of the water, In
the deep rough, every olher shot must also
avoid the water True, if you hit it 240-White
(straight) you'll be in a tree and have to hit a
deep rough recovery shot, but that's a small
risk 1o lake compared to being in the drink oo
this monster

Let's assume, though, that in epite of your
care with the drive; vou eventually have to hit a
shot inte the green From a Fairvieay Irap. the
light rougeh, or the depp rough, Canostatistical
malysis: help now? Take o look af Flg. @,
‘Corrections for Rad

Lies:" Let's say vou et a
bad drive off N, 16 putting you in the deep
roagh, exactly 150 yards from the pin, with all
it water o shoot over. The “Clublbioge
Lhart” says that a 2-iron would beideal far 150
vards, But don't foraet the correction bor the
ditep. rough lie. Looking under “sharl [rans”
and "deep rough” an Fig, &, we find thal 4=10
yards 18 the most probable carrechon, with -5

and <15 abso lkely, Sinee we lave about 20
yards of Fairway and groen to play with an the
other eide of the water, et i with the odds
and wxpect 3 -10 correction. That AN Wi
have to it the ball 160 yards inatead of 150
yarde, Mow po back ‘to the ¢ lubbing Chart”
and find that 4 e-ironis theclub for 160 vards:

ALL-STAR REPLAY




With Teck we'll roll a 32 far the correction and a

24 for the shot, puiling usinto Zone 0 1% not a

perfect syslem, and I wan't always sive you a
pirdie, but 1t beats guessing about the right elub
fo use.

Finally, suppose vour tee shol, or second

shat an the par 8's, puts vou withim 110 vards
of the pi le's “roll and hope” time now, righs?
ppracch Shot
Probability Table™ You are required by the

v belore

Wiongl Look at Fie. 2. the A

al

rules to stote the yvardage vou de
makimg any approach shat, Let's suppose
vouve hit a beausifol 200 vard drive straight
oft the No, 1 tee, That leavey you exactly 85
vards to the pin. Call "85 and rell? Mol Nosice
in Fle. 7 that for a falvway appecach

ot

|
between 51 and 110 vards, it isslightly 123 to

Z22)

tup with a -5

are lkely that you'll coi
correction than a 0 correction for a straight
shol. Thus, to play the adde, call "90™ and roll,
This table can be reduced 1o a rule of thumb—

o with the precise distanee for straight

expiel 2 =5

correction in the 5T-110 yard range. This holds

approach shols up to 50 vards
true whether the approach is from Falrway,
light rough. devp rough, ar a trap

1]

data which should not only muake the game play

So aow veu are armed with sore stalistic

faster but should alsosubstantially reduce your

scores. Let’s hear from you about those

tourse
i . =y
recard” rounds—my own is a e-under-par 66,
with bogeys at 17 and 180 Talk aboul “ehock-
mg!” Cananybody pullan Al Gelberger and fire
that elusive 597 Ceod Lug

THE SPORTS GAME DIGEST
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JUICING UP THE OFFENSE

IN BASEBALL STRATEGY

By Mark ]. Maticek

Of the three sports strategy games publish-
ed by Avalen Hill, to my mind, BASEBALL
STRATEGY is the most realistic and appealing
The realism of any sports game is of course the
subject of long debate by the advocates of other
games, but its appeal is certainly hard to debate
BASEBALL STRATEGY has attractive com-
ponents, a playable solitaire system, the highly
acclaimed matrix, individuality of players and
highly appealing playing time (usually one hour
or less for an average game). [f the game has
had any major criticism it is due to the low
scoring nature of most games. This s due to
the pitchers of each team given in the game If
we assume for a minute that the criteria given
in the game for rating pitchers is accurate
{below 2 23 era ACF, 2.25-3.25 1st LINE, 3.25
and above 2nd LINE) we can then see that this
is truly an outstanding staff. Table One shows
selected major league teams as of July 6, 1977
rated according to BB S5T's system. You can
clearly see that none of the teams have
anything near the kind of staff that the game
gives you. This has to be the first area to be
corrected If you desire morce offense, It would
appear that there is nothing wrong with having
two ACES on the staff. The main problem
seems to be that there are too many 1st LINE
pitchers Reduce their number accordingly,
You will certainly feel the pinch in a 4 game
series it you have nothing but 2nd LINE
pitchers available

The variable defense system is excellent
Once again, it i the team that is given in the

pame that is the culprit, By olaviag the lineup
fiven in table s v will bave an exveellend
defense and a team composite average of 256
which 15 good epough to call swings 1-0 (1-10

for power hitters) most of the time againsl an
opposing righthander With an ace or 1st line
starter in the game far you, he's going to have

One more way to juice up your offense
without tampering with the game is to play the
percentages un the board That may seem trite,
but it works It you have runners in scoring
position on second and third with one out
against a Tst line pitcher, resist the temptation
te sail one aut of the park. Call a play like 7
BUNT. That sacrifice guarantees you one run
atleast and as they say, it takes bwo Tuns to beat
that. The buat in that situation will
automatically get you one run unless the

rpposing Leam had an excellent defense up laee
what Lmean!). Take therun, the sacrifics. $ou
will win muore games oo Fewer hits than vol

thotsght possible

Try to play with ateam that is as fleet of foot
as possible, even if it means sacrificing some
hitting. The percentages are in your favor of
advancing fast runners on ground balls and

long flies. At most there are only two hits out
el

afr ik possible pitches Your oppaneat will

hely be playing the percentages too, and ts not
godng to glve yad o pitch that will play into your
favior, like F. Watch thase percentages un the
matrix!

Those last words cannot be emphasized too
much. With a competent opponent; iEs just
damn tough to score runs Yoru st e BTy
quirk in the matrix (o your advantage fo come
vut ahead, bubstitute liberally. U I'm abicad by
it rums by the sisth or seventh, 11 put m the
mecessary players 1o bring my. defense up to
excellent. That puts: the pressurt on the othe;

guy. Never hesitate to yank a pitcher. You've
got ten of them, use them as long as once you
etart substizuting, dan't et anvone piich bos
Ieng. Rarely let o reliofer go more thin oo
innings, Remember, you may need him to-
MOorrow

TABLE ONE

One final note an the “campaign” scenario,
don't revise the averages as often as the rules
suggest Those averages should be thought of
as the player’s capability. For instance, it is very
likely that the centerfielder number & could be
ina slump and hit only 246 for a stretch of five
games. Now he would certainly not be a very
effective cleanup hitter when he could onlv use
plays 1-7 instead of 1-12. However, players
don’t become that ineffective just because
they're in that slump. Real pitchers would still
avoid giving him anything fat because he has
that ability to turn a game around with one
swing. If you revise his average often, he’ll
have a hard time living up to his “real”
capability. Going along with this thought, if
you're going to use real players, use their
vareer statistics rather than last scason’s It
glves a more accurate reflection of their
capability. The first edition of BASEBALL
STRATEGY rated the plavers in this manner,

giving them a 3,2, 1 capability For hittine, |

beliewe it will help the cifenies considerably
Mearly every gamer has said, *1F Avalon Hill

wollld anly have done this: to thar game, i

weonld be perfect.” L would like 1o propose that
AH offer blank plaver cards that could b
adapted at the game owner’s leisure This
would allow the gamer to carrect the unreal
situation of two identical superteams and put
more strategy in BASEBALL STRATEGY
More scoring as well

to call those hits right on the button to get Baseball Red e

anyore home instead of relying on sacrifices, As ot July 6, 1977 Strategy Sox Angels Sox Cubs Dodgers Twins Mariners
Meanwhile, you should have enough offense to Ace (2.25 ERA orLess) 2 0 1 1 3 0 0 a '
get at least a few tumi if he is not pitching his 1st {3.25 ERA or Less) 5 2 2 0 2 3 1 1
ace. With your defense, it will probably end up a 2nd Line

2-0 game. The solution to this is simply change (Greater than 3.25 ERA) 3 8 ] 8 5 ¥ 9 9
some of the ratings ¢f the outfielders from a

defense of 3 to one of 2. My feeling is there are

too many goed fielders on this team to be TABLE TWO—LINEUP AGAINST RHP

representative. A 3 rating defense could be QORDER PLAYER POS. BA V5. RHP DEFENSE SPEED

equated with zolden glove capabilities. Cur 1 #19 AF -260 3 FAST

tainly, Few teams can fHeld 5.7 golden glove : i =7 -254 3 FAST

players: Far some variety in leagpue play, Yo Z : : (& '346: 3 FAST

Can even eéxperiment  with plavers whoses 5 45 ;g :;;* 2 sLow

defense would be rated 4. Now this (s Brasks 6 #14 28 .225 3 e

Robinson calibre and they should be limited in 7 £ 6 sS '151 g EAST

quantity as well & arcampanied by 4 general 8 # C :155 q ng\;

reduction in defensive capabilitios throughow 9 PITCHER

the l“'"‘.'-:“'-'

*HITS WITH POWER
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MORE REALISM

IN

T

The Sports Hlustrated Baseball Game has
gone through a bewildering number of name
changes in its history {5.I. BASEBALL, PEN-
NANT RACE, ALL-TIME ALL-STAR BASE-
BALL, and now SUPERSTAR BASEBALL).
Although the members of my league prefer the
older version to the new one, we think the
system is the best board game baseball system
there is, and are eagerly waiting for Avalon Hill
to update the game.

My league, of which 1am commissioner and
statistician, is Eurrently into its 3rd season of
51 Baseball We play a full 162-game schedule,
and we are now playing the 1971 season. Over
the three seasons we have plaved this game, we
have learned just about everything there is,
plus we have added many new rules to create
more realism, and actually depict real-life
situations. Some of the rules we have added
are;

Batter Injury Table

When apitcher rolls a wild pitch and hits the
batter the batter is injured on certain die rolls
The number of the games he misses because of
injury is determined by selecting a card from a
stack number 1-20, [f you select a card
numbered as follow, these are the possible
results:

Card Result

1-4  Batter is not injured; he takes his base.
5-8 Batter misses ane game.

2-11  Batter misses two games.

12-13 Batter misses three games.

14 Batter misses four games.
15 Batker misses five games.
16 Batter misses six games.

17 Batter misses seven games.
18 Batler misses eight games.
19 Batter misses ten games.

20 Batter misses fifteen games.

We have found that this produces injuries at
a very realistic rate, and makes it imperative
that you have a good bench if you want to win

THE SPORTS GAME DIGEST

5.1. BASEBALL

By Guy J. Malone

Pitcher Injury

Occasionally a pitcher will throw his arm
out or otherwise temporarily injure himself
We duplicate this with the following rule-
Whenever the pitcher rolls a 19 on the dice, the
result of the roll is first carried out After the
result of that pitch the pitcher rolls again. If he
rolls a 29 he misses two starts, and if he rolls a
27,28, 30, 31, or 32 he misses one start This
aprlies to zll pitchers

Base Stealing Injuries

A runner attempting to steal any base
including home gets injured in the following
way: When stealing the base, if he rolls a 29 the
result of the steal is carried out, but the runner
is injured for three games If he ralls a 15 the
result is carried out but the runner misses one
game

Holding Runners

A pitcher who is a plus automatically is
holding a runner, thus reducing the runner’s
speed by one. A catcher who has a rating also
automatically reduces a runner’s rating by one
Therefore the most a runner can be reduced is
by two If your pitcher does not have a rating or
is a minus, regardless of what the catcheris the
pitcher may elect to hold the runner If so, he
declares before the play that he is holding the
runner. This reduces the runner’s speed by one
but if the batter rolls a G* it becomes a single,
and all runners advance two bases

We have also figured out the percentages
tor rolling any particular number on the dice
(Ed. Note: This is described elsewhere in this
1ssue). What this enables us to do is figure out
exactly what each player should hit against
both right-handed and left-handed pitching
All we have to dois take ali his hit numbers and
add them up, and the total tells us what his card
is programmed to have him hit, You must
remember that in most cases his average will be
lower than that programmed because there
will be instances where he will not bat as a
result of the pitcher rolling an out

We feel that the accuracy of the game is
amazing, as after playing almost three full
seasons we have determined that most players
are performing exactly as they should For
example, Mickey Mantle is the designated
hitter on the 1971 Yankees (barrowed from the
SUPERSTAR game). Over his real life career
he averaged a home run every 15.12 at-bats. In
our game he is averaging a home run every
15.12 at-bats. In 1970 Carl Yastrzemski hit in
real life 40 home runs. We plaved two seasons
based on the 1970 season and Yaz hit 39 and 40
home runs in those two years. His real life
slugging average in 1970 was 592—in our
game jt was 591

The one area where we think the game lacks
realism is concerning bases on balls. There are
far too few walks in relation to the number of
strikeouts, We feel that players who walk a lot
should have walks on the hitting performance
card For example, Mickey Mantle was third in
lifetime walks and used to average 100 walks a
season. His lifetime walk to strikeout ratio was
one to one, In the game he strikes out twice as
much as he walks because there are no walks on
his card His strikeout ratio is correct, but his
walk ratio 1s too low. This holds true for many
other players,

All other rules {including trading deadlines,
etc) have been adopted by our league. T hope
that other leagues and players find this
information useful

FACTORY
OUTLET

Whenever in the Baltimore area feel free Lo
drop in at our design offices at 900 St. Paul Street.
As a convenience to those who visit our Town
House design offices, a wide selection of the latest
ganmes wee wvallable far sale 1o the public ay full
relall {3y a0 discounty ven here . the half-
price table discontinued as of April 30.) Games,
only will be for sale, No parts or 1ssues of The
General: they must be ordered by mail. Please
bring your checkbook or be prepared to make
ennct change, Sturdey visorsareinyvated LSRN
bor Pl test niew gitkes oo dimply play thelr favare
games in the 1GB gameroom

Hours: Man-Fri: 9 A M, 10 5 P M.

Sat: 10 AM w05 P M.




The Genesis of
Football Strategy

by Thomas N. Shaw, Designer

In the first of aseries, the author focuses on He history
behind the developmend of Ve game that in 1967 Sports
Mustrated called " the best football game ever invented”

The author has been employed by The Avalon Hill Game
Company stnce August 1960, and is riow their executive

vice presnlent

It is Fail of 1959

A long and successful season with the
Wildwood A.A is highlighted by a trip to
Zanesville, Ohio, where all championship
semi-pro teams go to do battle. As representa-
tives of the city of Baltimore, we traverse to the
not-too-distant midwest city with visions of
capturing anational sandlot championship, Alas,
we finish 16th in a field of 16

Returning aboard the B & O Baseball
Special, our private railcar courtesy of the
Chamber of Commerce, I have many moments
to reflect upon the glorious season just past. In
fact, [have 16 hours That's how lang it takes to
do the 300+ miles by a rather circuitous route
as, normally, there is no rail passenger service
through Zanesville,

Seated 16 hours against the back of a
corduroy upholstered seat of a rail car boasting
Lincolnesque graffiti is more than enough time
tor the mental processes to wander astray, Iy
Fosters the iwea of the malris game system, to
be uied later in the strategy secies of sports
games eventualiy published by Avalon Hill Of
more immediate note, however, it fosters the
nation that L could alsa be of heip to a club that
has decided, righton the train, to stay together
as a team 1n a flag football league

That year, our ball lubk had  enjoved
tremendous esprit de corps. Similarin makeup
te this year's Cinderella team, the Baltimore
Orioles, we had won several leagues without
the benefit of any stars. Each game featured a
differen) fiem
itsulf, saw

and with sucdess feeding op
our unheralded club of ousfits and
castotts rompine through 1939 02 one-
reEn b terror. Shades of the old Mets
The mere suggestion that we would not
emerge equally triumphant in football was
dirmissed .‘.*l'IInl‘.ll'llu:-!F'|I|'||-.i.'\;',.||m.r- wie had
dismissed ou debacle at Za
Bealdes

yEar

nesville as el lag
elting to Zangavill

B e iny the first place
was the challenge, everything thereaftor was
A bl fag

But flag football—that was the new toy in
town T had been introduced to it first while
defending my country as an army sports editor
during the Korean conflict And now, it was the
new sport spreading across the country as a
supposedly less hazardous form of tackle
foothall

] knew it to be organized mayhem when
played by army personnel To tackle a runner,
then, you had to grab a handkerchief that was
looped around the pants belt of the ballcarrier
Because some ballcarriers, risking a penalty,
resorted to tying their handkerchiefs an, it was
not uncommen to have to pin one to the
pround (n order to ger the flag .off, pants,
underivesr and all

Butin 1959, a degree of sophistication had
been added. The handkerchief was replaced by
a plastic strip approximately 24 long and 37
wide held to a plastic belt by a suction cup. Still.
many continued to enjuy the thrill of pinning a
ballcarrier to the ground to remove flag, pants,
underwear and all.

So, full of pep and ginger, | tried out for the
team. Was that dumb!

As i sterling lefthielder, | was known for
having great hands, That made me a natarsl for
Hanker in the madition of thi greal Jimmy. Ore
ek Calt Famel However cMtching one or fwi
PsEES A4 game in A sport that was dominantly g
runming game, I wasn't overly thiilled with ITHY
contribution as the seazop progressed. Besidee
teouldn't seem to remember the plays. In truth,
the plava L eouldnt remembor wess those that
required me to block & linebacker That's
oecause | weighed 155 s0aking wet

Lt ma preface my next staterment by saving
that the we arirtg of vguipmment, helmets, or any
padding was-nit allowed. Still, it was legal jo
thren every kind of block imbagitable with the
exception that you couldn’t leave the ground

Fiying blocks were verboten. Suffice it to say,
my headaches and shoulder sprains were a
game-to-game ongoing thing. Midway in the
season, I had another decision to make,
Thinking to myself, how do | go about getting
out of this and still retain the respect of my
teammates? [ came up with the idea that could
be of greater value on the defensive platoon

One must question the sanity of a decision
of this nature, which proves hat tot all collene
educated people are intellgent. This was my
dumbest decision BV

The decislon made, and lauded by our coach
because [ did smart things in baseball, | became
1st-string right corner back

My recollection of the remainder of that
season gets fuzzy, In fact, | don't even
remember ever grabbing a flag, AllTknow is, I
got  blacker and bluer as the weeks
progressed—and recall playing in the champi
enships with a cast covering my right wristand
WeaTIA abowl 20 povingds ofshiding pads hidden
under fwo pairs aof pants (legal of course)
Anything to survive!

The season finally over, and thankful to be
v, | swore 1 would never play apain. But
what's a fellow, who loves the sport, Lo dot

He invents a board game, that's what he do!

Aol bevause [ was based on thestrategies |
emiploved as a defensive buck, which no other
football board pames up to this time had
featured, [ thought | had something really
unusual and unigue geing for me. The story
has gone around that it only took me about 20
minutes to design. Well, sir, that’s not far from
wrong. But it did take about three months and
over 100 test games to perfect

CONTINUED PAGE 20
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Subscribe to LL—S

If you're tired of sitting on the bench
watching the big guys play, then you need
ALL-STAR REPLAY, the brand-new sports
game quarterly from The Avalon Hill Game
Company. Reading ALL-STAR REPLAY ,will
give you new insights into all the nuances and
fine paints of Sports lllustrated games—the
most entertaining and playable games on the
market today. And voull also learn a lot about
the sports themselves!

Each colorful, 36-page issue of ALL-STAR
REPLAY is hulging with expert articles and
illustrations covering everything you should
know about yowr game, Tips on strategy,
statistical comparisons, club news, celebrated
replays, designer notes and suggestions, rule
updates and explanations, reader ads—theyTe
all here, in the first truly professional sports
gaming magazine to appear!

In addition to the many excellent regular
offerings of ALL-STAR REPLAY, Special
Feature issues wili give you the chance to
replay some of the legendary classics of sports
history—with complete rules, charts, team
data, and an in-depth study of the game itsell,
fully adapting the mil game to your 51 game!

The game’s just beginning, and it's all in
ALL-STAR REPLAY. Just $5.00 forone year or
$9.00 for two brings you a full subscripticn
And each comes with a coupon good towards
the purchase of any of Avalon Hill's more than
70 adult strategy games

S50 get off the bench, and inte the game
Those guys may fook big, but they can't roll dice

any better than you. And theydon’t subscribe to
ALL-5TAR REPLAY

LL-STAR
& REPLAY

THE SPORTS GAME DIGEST

et into_the Game.

Regular Features Include:

THE DUGOUT—League and club news,
tournaments, special competitions, new game
announcements, much more

SPECIAL READER CONTESTS--Pit your
playing expertise against the best brain teasers
our expert staff can devise. Many prizes
include games, subscriptions; who knows?
Every 1ssue has a contest, and every contest has
at least one winner

HEAD TO HEAD—Find new oppeonents with
your free ad in ALL-STARREPLAY, or sell and
buy games and parts from other readers. A
great way to get in touch with fellow gamers
{winning not guaranteed!.

NEW TEAMS AND PLAYERS—Special rules
to add to your 51 sports games, Greats of the
past, rated to fit right into your current game.
PLUS MUCH MORE—Which we could have
put in here if we'd used smaller type.

SUBSCRIBE NOW, AND
RECEIVE OUR CHARTER
ISSUE FREE!

Mail
cou

Enclosed is

on toda

Read all about these fine Sports Nlustrated
games in ALL-STAR REPLAY:

Go For The Green
Track Meet

Speed Circuit

Win, Place & Show
Challings Foothall
Challpngse Lol

Baseball Strategy
Football Strategy
Baskethall Strategy
Paydict (o Fogthalll
Colbege Football
Superstar Faseball

this

MName ~
my check or
money order for Stroat Aut
$5.00 one year
$9.00 2 years City
Please put me on
your subscriber State &l

list instantly!
Mail to:
Make all checks
payable to The
Avalon Hill Game Co

Subscription Dept.

ALL-STAR REPLAY

The Avalen Hill Game Company
4517 Harford Road

Baltimore, Md. 21214
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FOOTBALL STRATEGY,
CONTINUED FROM P. 18

The initial problem was getting final scores
to approach the real-life norms Having Colt
season tickets at the time, [ was able to plot
every play The problem, however, was how to
get two players to call these plays in like
manner over a board game

Wegarding the  design of your FOOTBALL
STRATEGY gumw | have eniclosad a copy of & paper
pubtitished for our fosthall league which uses your game.
The statis!ics we hiave compiled D fonr full pears of astg
FOOTBALL STRATEQY are indevd a tribice to Hie
acaracl of Hiis game’s dz*s;gn We haoe Er.rjuyni' hours
and years of enjoyment fhawks fo tus game and hope, ta
sharing the following stalistics with you, you in lurn will
feel @ special pride in yonr design of this fine game " —
Griry Pisarski —Pigskin Foothall Leagne

As in the real game, the play with the
greatest gains should also pose the greatest
risks Fine! But how do you motivate people
into calling such plays with the intent of
catching him at it. Here is where the designer’s
decision can make or break a game For
instance, if there are foo many variables, the
game becomes a rather boring guessing game
which could more easily be served by simply
rolling dice. On the other hand, if the variables
are too few (such as was the casein the criginal
Baseball Strategy), the game becames ta unreal-
istic as a form far simulating the real life
counterpart S0, a compromise had to be
reached, The final matrix of 20 plays agatnst 10
basic defenses seemed to me, and to the many
playtesters who concurred, to be the matif
where variables were kept at a workable
minimum while retaining the exact flavor of
the real game

It is no secret that 1 patterned the offense
matrix after lohnny Unitas” play-calling, who
was slightly ahead of his time, (va QB in his right
mind Hevio levg wifi 3nd ard | — Mt is, unhl Llnitas
proted 1! 1o be i dveastating strategl, psychologically and
atheriise,)

The final matrix, then, was one which gave
both offensive and defensive player a high
percentage of “predictable calls”, defined as
those which you are nearly positive vour
opponent will make based upon pattern recall.
This nuance 1s the heart and core of the game’s
success

Thy best pootball gaee coer invenled 15 Foalhall
Strategy, an fonesi-to-Prbe challenge to the man whe
knows he wondd lave bren 7 greet pro quarterback ifonly
fe bied had Hie chanee Kads like i1 oo, 1 15 not an action
game but one designed o test the ability of opposing
players fo oulthink ar autquess each other “-Sports
Mustrated, Deventher 11, 1501

[t has been gratitving to me to witness the
many spin-offs in later designs by other game
publishers. Most of these “knockoffs,” as an
imitation is called, took the basic matrix system
and expanded on the number of variables in
arder to avoid copyright infringement, Their
doing so, however, simply tagged themselves
to the board game graveyard for that very
reason

On the other hand, some correspandents
have castigated Fonthall Siraiepy because the
same set results cccur every time in speafic
combinations of Offense plays against Defen-
sive calls. Yet this very principle 1s what makes
the game the strategy game it was originally
intended to be

QFf course, Football Strategy is not the only
game in town. There are many games that take
the matrix principle a lot further with success,
especially games like Sports lllustrated’s Pay-
dirt, and College Football. These pames were

designed with a different consumer market in
mind--one who revels in replaying (stmulat-
ing) games that feature the real-life players.
Called “Stat” games, they do just that—they
are designed to capture the exact gains and
losses of their real-life counterparts

Fagtbli Strateqy was not designed for this
purpose It was designed to be a kind of chess
game, where Jdecisions of the participants
determine the final outcome. [n a game of this
nature, the particlpants’ game sense and ability
to out-think opponents is the key to success

Mext lssue—will wo ko the nltky pritly of
tne matrix charl jiself .
way it is

why il was set up the
howy ¥Ou can uee (| 1o .l».l-.'.l.'l.'.mr: m
short, i s cumdiscover the many subtletles
ind mances that allow certain propanents of
the game te contimually win all the Hine

Head to Head

If you're looking For opponents in any of our
12 sports games, we suggest you fill out the
coupon below and send it in 1o us lwith your
subscriphion, iF you'te nol already @ subserib-
er) In yvour ad be sure to give your name and
address, and mention the games you're inter-
ested 10 plasing In addition, |f vou wish o
adviertise discontinued or cyrrent Falimes - and
comperients publiliod by Aoalon FIHL, you mmay yee
the same coupon, .

OPPONENT WANTED

1. Want-ads will be accepted 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
accompanied by a token 25¢ fee.

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

4. So that as many ads can be printed as
possible within our limited space, we request
you lo use the following abbrevialions in
wording your ad. Likewise with State abbrevi-
ations:

Baseball Sirategy-BB ST, Basketball Strategy-BK ST,
Chalienge Football=-CHAL FT, Challenge Golf-CHAL GF,
Coliege Football=-COLL FT, Football Sirategy=FT ST, Go lor
the Green-GFG, $peed Clrculi-5C, Suparstar Bascball-5B.
Track Meet-TM, Win, Place & Show-WPS.

Name

Address

City

State Zip

ALL-STAR REPLAY



ce) FOOTBALL STRATEGY
d y ALL-STAR REPLAY Magazine’s first contest centers around Avalon Hill’s

most popular sports game, FOOTBALL STRATEGY.

4 /
!

LTy o)

The first 100 entrants to send in a play that results in a touchdown will receive a full one-year subscription to

ALL-STAR REPLAY- FREE. Or, if you've already subscribed, an extra FREE year will be tacked onto your
subscription.

HOW TO ENTER

Just complete the GAME PLAN (or a facsimile) and mail it to ALL-STARREPLAY CONTEST, The Avalon Hill
Game Company, 4517 Harford Road, Baltimore, MD 21214

DEADLINE FOR ENTRIES: cventer 25, 1077

Anyone can enter (no subscription is necessary] bul only one submission per entrant is allowed. Entries must be
postmarked no later than November 23, 1977, with allowances made for distant entrants.

- = wmom - . . .
£6c Now, as the hulking forms of stellar linebackers S5am Rough, Steve Bonebreaker, and Big Daddy Lipsplitter leer
Eé% at you in disdain, get your GAME PLAN ready!
Ema s BB B EEFAEEREES NS T SRR TR B T O R SRR AE A A B S R e
5 S é * EﬁME PLAN Nate You may submit anly one entry for this contest *
>a = * *
%’T g OFFENSIVE PLAY AVALON HILL USE ONLY *
2gc * (select by number) DEFENSE  LINE OF SCRIMMAGE *
233‘5 * (o 3 G
iR B = . *
EES - T .
e3 E » *
-2 W £ N = .
2. B I .
egs @ E o T I I——————— e ¥
%g :@E * - ?'i *
Lidg : L city ______ — —————— State_Zip — =
E = Q [ 3
SRR ",‘*,‘;4.4;;;s;;#;:&¥¥¥-¥4444#:4;4:4:4¥¥44¥¥444#:;44444:444#44;
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BASKETBALL STRATEGY
Draft Pool

Out in sunny California there’s 2 group of dedicated gamers known to the world as OOFS
They seem to play just about everything, including an incredibly complex version of
FOOTBALL STRATEGY that requires'a 20-page rules book to explain, as well as numerous
charts. jim Reilly, cne of the driving forces of QQOPS, has sent us their BASKETBALL
STRATEGY draft pool, in which they have rated all of the players in the NBA. We must
confess that there is a little confusion about whether this is this year’s pool or last year’s, but
thought those of you who enjoy the game would like it either way

16 Cleamans Jim 4
17 DiGregornie, Erme I
18 Dudley, Charles 3
18 Flynn, Mike 1

17 Lanier Bob
18 Marhn, Larue
18 Moore, Olto

GUARDS CENTERS

& NAME DORPF . NAME DORPFT
1 Allen Lucius 12132 ! Abdul-Jabbar Karszem 43722-
2 Archibaid Nale 13133 E Awtrey, Dennis 3
3 Barnelt, Jim 22112 © Boerwinkle, Tom 2 N
4 Beard, Bulch 33023 4 Brown, Roger 1 N
5 Benbow Lean 3T EE & Burleson, Tom 2 -
& Bibby Henry v e & GCalchings, Harvey 2 N
7 Bing Dave 12132 *  Cowens Dave 4 *
8 Brokaw, Gary 221 23 2 Eakrng, Jim 1 -
9 Brown, Fred £ 3 Fda 9 Els, Lercy 1 -
0 Buse, Don 1 10 Elmore, Len 2 =
11 Carr Auslin 2 11 Fox Jim 1 =
t2  Carter, Fred 2 12 MHughes, Kim 3 -
13 Charles Ken ’, 13 Jeohnson, George 3 M
74 Chenier Phit d ] 14 Kelley, Rich 1 -
16 Clark, Archie 21 15 Kunnert, Kevin |

18 Lacey, Sam b -

20 Frazier, Walt 2 20 Paultz, Billy =
21 Free, Lloyd L1 21 Ray, Clillerg L 3
22  Freeman Don 21222 22 Roberson, Rick -
23  Gale Mike 42 23 Schlueler, Dale

24 Gilliam, Herm i 24  8milh Elmore 2 =
25 Goodrich, Gale ! 25 Thurmond, Nate &£ -
26  Guokas, Man A1y 22 26 Walk, Naal 1 -
27 Haskins, Clem e O B 27 Walton, Bill 4 -

3
23
36
15
as
15
36
14
24
15
34
as
16
26
a5
15
35
16

415
34
36
15
25
35
25
25
26
DR,

S MITOM = b PR3 S PIRY 2 A R) o ) — o ) —
R =) = s b)) = = = NN OMN =N =W =0k
| .

28 Henderson, Tom 41133 28  Webster, Marvin
28 Hollins Lionel ¥ 2
A Johnson, Charlie 3
31 Jores, Jimmy

FORWARD-CENTERS

(]
4

22 NAME DOREFT
32 Jones, Steve J 1@ 1 Adams, Alvan 13452 -
33 Karl, George 2 3 2 ; & -
1 Keller Bilt -] - 2 Ard, Jim 118512
e St' b g [l R 3 Bantom, Mike 12412
= Maﬂlz huP szl i 4 Bassell Tim 21419 -
aravich, ate LR W 5 Behagen Aon 125192
37 McClain, Ted 1A 5 8 J 3
38 McElroy Jim I 3 rewer Jim 43 1_2_
39 Memi D Pl - 7  Chones, Jim 32432 -
i Memmﬁea hean el 3 Daws, Dwight 21412-
- ME”QE k __ig e LA 9 Dietrick, Coby 33493-
i Money é‘c T 10 Erving, Julius ™" 334p2:
e Cal”, e 2.2 11 Gianelll, John zagf2-
i N"’I’p V‘L EII s 12 Gray, Lecnard 3az3y2-
e Ne SIO“‘ MO:'S peh iy 13 Hawes Sieve T2@W12;
o NEW g ée‘ ; il 14 Hawkins Connie 118 -
OIag oo oF ke 15  Haynes, Elvin 4 3 1
47 Oleynick, Frank I {id 16 H RS 3
48 Peirie Geoff 12123 R il
hoie o 1 L bt 17 Heard, Gar 3181
&Sk I s 18 Hillman. Darnell Igspa
5¢  Riley, Pat 11113 2 5
51 Scatt, Gharlie 222l b =R 2 Ak
) Sﬁ:s'.}amesl A 5 g 20 Jones, Bobby 43413
: i e 21 Jones, Dwighl 2 &
53 Simpson, Ralph 3232 g
h P 22 Kozelko, Tem 12211
%4 Smith, Phil &3 73 3
55 Smith, Rand 1227 23 lee, Clyde 21842
i 0 ok 24  Mayes, Clyde 32411
56  Snyder Dick .| 33
it Fiok 5 25 McAdoo, Bob 23518
& S? S, K'C ¥ § el 26 MeNeill, Larry P EETE
eiyh WSt 5 = 27 Meriwsather Joe T &
89 Taylor, Brian 83127 K 3
-4 28  Owens, Tam rEd R
60 Towe Monte 11 AE e
1 r 29  Patterson Steve TT 4R
61 Van Lier, Norm 4123 i =
30 Pondexler, Cliff 1 B-12
62 Walker, Foals 11232 3
65 Walker, Ji A 31 Robinson Len 2412
o LAY boe 1 32 Acbisch, Dave 111
64 Watts, Slick i 1 5
- e 33 Rowe, Curlis 4 2423
65 Weiss, Boh B I
34  Shumate, John 1 1
g6 Westphal, Paul 2 e
35 Silas, Paul 4 ?
67 White, Jo Jo 1F133 . A ¥ 5
X i 38 Sojourner Mike s
g8 White, Audy P12y 2
Yot 37 Tomjanovich, Rudy 2 2
69 Wilarrs, Chogk 23132 38 Unseld, Wes X )
70 Willams, Gus gE1EE ) )

39 Warner, Carnell Z
40 Washinglon, Kermit E

5 = ' May also play guard

71 Willamson, Johp I |
72  Wilson, Bap
73  Winlers Bnan
74 Wohl, Dave

(=l a0 Ry I3 LU O IS Y

£

O DU bLor =

FORWARDS
NAME DORPFT

Adams, Don L1311 E

Barry Rick 123319
Beck Byran 1
Bristaw Allan I
Brown John 3
Bryant, Joe |
Calhoun Corky 3
Ceoleman, E C 2
Dandridge Bob a
Dickey, Derrik 3
Drew. John 1
Eberhand, Al 2
Erickson, Keith .
Ford Don £
1
1

b Bl

]

A

Es

1

= L) mh
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Garrett, Rewland
Gerard, Gus
Granl Travis 1
Gross Bob 1
Jackson, Phil
James Aaron
Johnson, John
Johnson, Mickey
Johnson Qllie
Jones, Rich
Jordan, Charles
Kenon, Larry
Kubearski Steve
Love, Bab

Marin, Jack
McGinnis, George
MeMillan Jim
Meyers, Dave
Mix, Steve

Neal Lloyd
Nelson, Don
Norwood, Willie
Clberding Mark
Perry, Curlis
Foner, Howard
Restani, Kevin
Riley, Ron
Riordan, Mike
Robinzine Bill
Roundfield, Dan
Russell, Campy !
Russell, Cazzie !
Seals, Bruce
Skinner, Talvin
Smith, Binga

Terry, Chuck
Trapp., George
Wealherspoon, Nick
Wicks, Sidney
Wilkes, Jamaal
Willoughby, Bill
Wingo, Hartharne
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GUARD-FORWARDS
NAME DORPF

Bradley, Bill
Bridgeman, Junior
Coallins, Doug
Ferd Chris
Gervin, George
Gibbs, Dick
Hansen, Glenn
Havlicek, John
Hawlhorne, Nale
Hudson, Lou
Knight Billy
Laskowski, John
MeDonard, Glenn
Ratletf, Eg
Skinner, Al
Steele Larry
Terry, Claude
Thompson, David
Van Arsdale, Dick
Van Arsdale, Tom
Wedman, Scotl
Williams Nate
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CREATING A SPORTSLEAGUE. ...
AN ALTERNATIVEREALITY

By Mark ]. Maticek

Okay. You've just gone out and plunked
down $9 95 for the most realistic simulation of
a particular sport that you can find. You play a
few games and say, “Yes, this is a fine game
alright,” and you're left with kind of an
unfulfilled feeling The reason is that because
of the nature of sports themselves, an 1solated
game here and there ig virtually meaningless
Thi great playoft game or the entertaining all-
star encounter do not reflect the seasonal
struggle with injuries, fatigue, marale and
team depth. Those are the standards: that
champonship teams and seasonsare measaTed
l!\_.‘ The Lt"y' wiord there iz rean

Go the natural response [at least formysell)
is ta consider forming a league Let the gamer
beware at this point. Forming and ad-
it SEErING & spOrts league even for recreation
le an invilved and time consuming affair, bul
the satisfaction derived is well worth the
eEfort. Having arrived ot this point, the next
step Is to determine the structure and sl
stance of the league to be Formed. Howmany
teams will it have? How many games shall we
play? Do [ want the league o simulate front
office activity or shall it be restricted to the
actual game ilself?

[n part, those guestions will to a certam
point  be anpwered by the membership m
volved, Avalable fime and outside activifies
will restrict scheduling and front office detail-
inge, The avellabitity of members will restrict
thie pumber of teams (although there are ways
around this) But enough theorizing, lets get
down to Forming a league

['ve just boucght one ol Avalon Hills X
STRATEGY gamen (it really. doesn’t- matter
which onel. | know of eleven other gamers in
miv ares who are Interested in that particutar
sport and are reliable. (Dont underestimate
that guality, There s nothing worse than
getting * of the way through the season an i
having hall the membership drop oot for @k
of intereat. It dustrove the whole reaion ysro
are forming this league in the first place.] We
feams: in two or thred
This-is porely @ matler of
the degres o

will have el

divisional formats

persomndl  preferenee ans

emphasts you (ntend o pulon the playotfs: For
thie sake of this discussion, Dwill arrange oar
league into three d-team divisions. At this
point, the scheduling st b comsidered
Again, the available time w ill to 4 éertain extent
dictate the length of the schedule. The
particular spurt being cimulated will also be
taken tto sccount: A [ d-18 game schedule for
a feague built around FOOTBALLSTRATEGY

e st about pertect However, that same

Lottty ook =0 hedule for BASEBALL STRATEGY

would fend o be insefFicient ti bring out those

aualivies | talked about carlier, such a= pitching
depth, injuries eic Fortunately, you can play
almaost three BB 5T games in the time you can
play one FT 5T. Voila! you have an instant
salution by just tripling the number of games.
The BASKETBALL STRATEGY game would
throw a monkey wrench into that reasoning
however as it is a very tiring game of about the
24 i playing FLMOITHALIL
STRATEGY. For a leasus hased on BASKET-
BALL STRATEGY some vompromises would
be in order

My World Baseball Leagfue ks noww 1y acly bor
scheduiling (1 will pee BASEBALL STRATELGY

for the pemainder of this discussion), 1 haee

length of

decided 1o play a 50-game schedule with each

team playng teams in thieir same division o

times and teams in othor divisions 4 times We
will have the division winners and a wild card
peam meet in the first round of the playobks
best of 5 series] and the winners of thatround
meetine in a best of seven champonship seres
son, right 7 Wail &

S lers met going with the se
minute!

I} you start right now you will be depriving
ot league of a number of things. The first is
competitive realism. With the BB ST game, you
have bwo identical teams playing each other.
That & fine for a thesretical exercise on
basebal] strategy
simulation of the way things are in the real

bat certainly mot & realistic

world, Mo real sporte Teague has thal kind of
balance. You will have to devise some system ol

Perhaps  you can

differentiating  teams.
designate team A to be the € hicago Cubs and
e albal thelr averagesand ERA's From the last
seagan. O you can pick out 300 players from
the majors and, using their averages, drabt a
fictioes league with fictitious teams 1 favior the

latter approach becatse it takes care of the

THE SPORTS GAME DIGEST

second point 1 feel should be made: scope and
color Any league that does not have these two
qualities willtend to wither because of alack of
personal identification with their teams on the
part of the membership. Yet these two qualities
are most often neglected by the leagues I have
come in contact with

Scope— the area defined by one’s activity
or subject. Within the context of our World
Baseball League that can encompass such
things as front office maneuverings {trades),
bringing up players from the minors {using the
farmat given in the rules of BB ST}, running
the finances of a big league team Few people
realize just how much the given finances of a
franchise influence the quality of play of the
team on the field If the franchise has been
drawing poorly, plays in a decrepit stadium or
arena andfor resides in an apathetic sports area,
it will have little cash flow to pay a 346 hitter
what he thinks he’s worth or provide the
resources necessary to maintain a vibrant and
active scouting service and minor league
svstem, insuring a steady flow of talent to the
parent club. These things all influence the
performance of the team before it ever takes
the Field. To provide scope for the league
rispuires 4 Anancial system of sorts, Establish
arbitrary standards such as- Each tieket will sell
for Five dollars. If a team 1s playing 600 ball, it
will draw 75% of capacity If it is playing 500
ball, it will draw 50% of capacity and soon This
will give you 4 place to start for fguring
incime. TV and radio revene provide much of

LL]!

the Income of profe sports teams today

Assipn values for  that | Cooreseipns amdd
parking can be calculated. In fact you can getas
detailed as you feel necessary. Then start
assigning values for your expenses. In the
expenses you can assign values for things such
as stadium rentals, minor league expenditures,
fron! affice costs and the mast overriding
i the overpaid

CNPENSE (N todavs  world

athlets plaver salarles. You  can estaplish

jeague minimum salares and take it From

thore. 1 participate noa lensue where the
plavers even have apents The other members
ol the leapue bargsin with me before the

All i

these steps are cerbainly not necesiary for the

spason =taris for fhed clients” fees

leaguae activity Lo be realisticorm amimgiul, but

they cartainly should be added in some degree

to give that league scope

CONTINUED NEXT PAGE
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Color— to give adistinctive character to So
you've got your twelve teams. Team A, Team
B, etc. Now you can use real teams or make up
your own. [ again prefer the latter for this
reason: if you use the Chicage Cubs as your
team, you tend to be locked into certain
features of that team that channel yaur
Flexibility within the discussion of scope For
instance, the Cubs play in Wrigley Field with a
set capacity. They have traditionally drawn
well despite some hapless teams No matter
what you doon the field, you can be guaranteed
a certain attendance if you intend to be
realistic. It has certain connotations built in to
it just because everyone has heard of the Chica-
go Cubs. Why not create an alternative reality?
Propose that your sports league is in competi-
tion with organized baseball, competing for
talent and revenue With the vastness of the
United States, it certainly is not stretching
reality too far tasay that there are possibly a lot
of areas left that could support a major league
franchise of some sort. How about a World
Baseball League with franchises such as the
Miami Sharks, New Orleans Bourbons,
Phoenix Scorpions, Des Moines Chickens and
Salt Lake City Cougars. It certainly gives the
teams some individuality and can pravide the
players with more personal identification
After all, they will have to research available
stadiums, the town's history, if any, of support-
ing major league franchises, available TV and
radio stations etc. It tends tocreate a feeling of,
*This is really my team, [ planned it and now 1
run it “ [ believe that it provides realimpetus to
competition, once the first ball is pitched
Having the players design their uniforms, logo,
team colors and mascat are other ways to
enhance the “color” of the league. You don't
have to be an artist to sketch a rough idea of
what you want, The mainimage is in your mind
anyway, and that’s the whole idea.

The one final concept that ties all of these
previous ideas together and gives it some
meaning in the league roncept is continuity
For the league and thus the game to take on a
personality, it is necessary for it to be in
operation for a few seasons Trends such as:
Jimmy Doe’s teams always have good pitching
but no defense. That centerfielder for the
Chickens has averaged 25 HR's over the past
three seasons, he's got to demand a big contract
this year and so on This continuity contributes
to the enjoyment of the game by allowing
comparison of seasonal statistics and providing
a basis for game and rules modifications which
reflect the philosophies of the members

Allin all, the league is for you Make it what
you have the time and resources for The
league format and its attendant scope and color
will provide you with more than your $9 95
worth of enjoyment. [t will make a good sports
simulation even more realistic and the time
spent playing it more meaningful.
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16 WHEELER DESIGN
CONTEST

Yes o Avalon Hhll has jeined the ranks al such
corparale glants us Meldonalds, Zenith, and RCA
with the aeguisition of ot very own fleet oi tractor
frazlers  Would sou beliese a tleet al one?
Fvery hody stans sameplace and our st rig will be
mithing leng distance hauls tor raw materials and
major wholesale deliveries along the Fast Coasl
And to make ourHeeCT instantly recognizable we'ne
looking lot o distunetive jogo design so vau citnspet
it oon the tighway, I Mcelonalds can have the
Golden Arches, then Avalen Hili can have the
wpolden hexes ar whaleser Seriously i vou
laney yoursell o praphics genius or even just lughly
mmagimatine vou cun win soursell a TIFETIME
subseription o the AM-Sear Replay by submittinga
destn tar our new teel Address all entries o the
atrt of A Frie Dottt o head truck drives

WIN INSTANT FAME!
EARN EXTRA CASH!
GET FREE GAMES!

All in your spare time at home . .

That's right, folks. All you have todois send in a terrific article for us to print in ALL-STAR
REPLAY, Almost every article appearing in this issue is written by a reader like yourself. If
you've got some great ideas for improvements to a game, new strategies, or whatever, then
why not send your idea in to us?

Every article accepted for publication will entitle its author to reimbursement at the rate of
$5 00 per running 10" column, or 150% of that amount in Avalon Hill products, Articles should
be typed double-spaced on white paper, and include self-addressed stamped envelopes {with
sufficient postage) should you desire them returned. We obviously can’t print everything, but
if you're as good a writer as you think you are, then you'll soon be famous

Send all article submissions to:

Editor

ALL-5TAR REPLAY

The Avalon Hill Game Co.

4517 Harford Rd,

Baltimare, MD 21214

The Elusive Coupon

ALL-STAR REPLAY
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SQUAD
LEADER

Russtan, American, and German forces engage
in blondy streel lights, descend on enemy held
villages. take key hills, or cross open ficlds in the
yuintessence of intantry combat, This s SQUAD
LEADER— a game ulihzing every aspect of
infancry warlare [tom strect Tighting in Stalingrad
to armored advances across snow-cavered roads in
the Ardennes. SQUALD LEADER 15 not just a
game il is a system enabling the player who has
mastered it Lo replay virtually any battahon level
action of WW 11 in Furope

Borrowing heavily [rom miniatures rules, noted
game designer John Hill has designed an ingenious
new pamc syslern which approaches the effects of
simultaneous movemenl within an elaborate 8
phase player turn. Developer Don Greenwood has
streamlined the system [or the utmost in playability
in what otherwise would be an extremely com-
plicated game

SQUAL LEADER uulizes Programmed In-
struction Lo introduce cach of its 12 scenarios
gradually so the plaver need read only a fraction of
the overall rules 1o get started Once Lhe player leels
comfortable with the game syslem he can go on lo
other scenarios, adding more complexity as he goes

The units are 10 man squads, 4-5 man crews and
individual leader counters. They have a large
assoriment of support weapons, including various
types of machine guns, lametirowers, demaolition
charges, smoke. panserfausts, bazookas. radios,
anti-lank guns and an assortment of vehicles and
AFVs  Each turn simulales the passage ol twa
minures. Each larze %™ hex equals 40 meters of
aclual terrain,

leaders play & major role in the pame by
directing fire, rallying broken units, and generally
enhancing the performances of their troops. The
underlying theme ol SQUAD LEADER is onc
hinged on morale. The player whe can utilize his
leaders mnst elfectively 1o direct fire on the
opposition while keeping his own forces under cover
& oul ol enemy [lire lancs will usually be the winner,
Usualll because nothing is ever 100% certain in
SQUAD LEADER.I is possible. although highly
untikely, that a single leader could best three enemy
squads in close combart or that a sguad withow anti-
Llank weapons could knock out o tank. Inone of our
playlest games a single German heavy machinegun
crew praclically wiped oul singlehandedly, at long
range. an ¢ntire Russian batlalion advancing across
open terrain_ In another, a squad in moderate cover
withstood the entire lirepower {including armor) of
a reinforced company for 3 turns! As in combat,
nething is certain and while repulsing 4 Russian
human wave atlack your machinegun may jam or
your squad may decide it’s safer in the rear, The
unpredictable nature of all units under fire is both
the blessing and the bane of SQUAD LEADER
commanders

in the advanced scenarios, the game expands to
incorporate Offboard Artillery. night rules. barbed
wire, entrenchments, minefields. bunkers, multi-
level buildings. rubble, (ire, river crossings, snow.
roadblocks, martar, ete. Yet the biggest option is the
very open-ended nature ol the game itsell, Complete
Design Your Own and Campaign Game systems
have been included 1o allow players an infinite
variety ol individual scenarios and extended cam-
paigns

SQUAD LEADER comes boxed complete with
lour 87 x 22" interchangeable [ull color isomorphic
beards, 716 wwo-sided counters, 36 pp. rulebook.
scenario cards. two Quick Reference Data Cards,
and two dice
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SQUAD LEALREKR is available only by mail SQUAD LEADER s not [or he umnitiated —rated
Itom Avalon Hill lor $12.00 plus pestage. Marvland Tournament Level IV on the Avalon Hill complexi-

residents add 5% state sales tax. WARNING: v scale
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VICTORY IN
THE PACIFIC

December 7. 1941 In Pearl Harbor, the United
States fleet lies burning, and the overwhelming
(leels of the Imperial Japanese Navy are sweeping
forward all across the Pacific. This is the start of the
mosl mammoth naval war in history —the three
vears ([rom December 1941 to late 1944)—when the
largest navies in the world collided across the
greatest ocean in the world-—the Pacific. From the
time when Japanese sirength was overwhelming 1o
the poinl when the mushraoming United States
Navy surpassed the mighty Japanese fleets, it wasa
war of cautious maneuvering and carefully planned
strategies—for even at their weakest, both sides
always had the power to desiroy.

VICTORY IN THE PACIFIC is a strategic
game ol the naval war in the Pacific during World
War 11 [1 35 a simple game on the stralegic level, in
which ships and units are assigned to areas where
they will fight, atiempting to cause cnemy casualties
and gain control there; cambat resolution is
abstract, based on a simple conlrontabon of
opposing ships in the same area, like Avalon Hill's
popular WAR AT SEA game. However, in the
Pacific the ocean is large and the fleets are
enormous, and the rising deadliness of air power
casts a shadow over the fleets that sail the
seas . land-based air {leets are present, and marine
divisions to invade and capture island bases. The
result is a subtle test of strategic skill, in which the
players must use ships, planes and marines to
capture ports, bases and sea areas thar lead to the
heart ol the enemy’s war effort.

The game includes a counter [or every capital
ship that fought in the Pacific during the crucial first
threc years —each battleship, battlecruiser. tleet
carrier and heavy cruiser has its own counter, as well
as some of rthe [ront-line light cruisers. The
Japanese, United States, Brilish, Aunstralian and
Dutch navies are al! represented. The land-based air
fleets that fought are also present. from the United
States’5th Air Force thatsurvived the Philippinesto
lash back at Guadalcanal 1o the Japanese 25th Air
Flotilla that opposed it; each air [leet has its own
counter, There are even marine divisions thatinvade
islands. and garrison counters that hold them.

Air strikes, gunnery duels, “night aclions”,
invasions. island air bases and submarines are all in
the game. You must choose and develop the winning
stralegy—whether to [ight (or India, for Australia,
ar for the Pacific 1sland chains. or whether to lighta
chimactic battle at Midway and the Hawaiian
[slands!

But heware! The Japanese [leet 1s overwhelming
at the stari—but the United States is building the
most mammoth. powerlul navy in the history ol the
warld. . [l 1s three years of skillful attacks. defense
and counteratlacks by both sides thal will determine
the final winner of FICTORY IN THE PACIFIC,

Game comes complete with Tull color 22" x 28"
mapboard. over 200 two-sided [ull color counters of
varying sizes and shapes, 8 pp, rule hooklet, two
Order of Battle Charts, and four dice. Not just
ancther WAR AT SEA VICTORY IN THE
PACIFIC adds sophistication and  simulation
missing in ils sister game while maintaining the
{ormer’s ease of play. Plaving time 2-3 hours.

VICTORY IN THE PACIFIC is available for
$9 plus postage from Avaion Hill, Maryland
residents please add 5% state sales tax
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GETTYSBURG
77T EDITION

T'he booming of over two bundied cannon il
the atr as both armies prepare for the Confederale
vnslaupght Picketts’ rngged  Virginians are 10
spearhead this fmal dvive to break the strang Union
posiion on Cemeteny Ridge, south ol the Litle
town ol Getrvshurg Success means the probable
caplure ol Baltimore and Washington awnd final
victory Loy the  Conlederacy Deleat  will

mein - owe'll let Bistory Iinish the story
GEPTYSBURG has been IH months in the
making. Great care hay been taken that all

information presented in 1he pame s the most
aceurate available from prumary sources. The order
of battle and appearance has been checked and
rechecked; the mapboard piepared from detniled
surveys of the battlefield: and the game system
designed so that you assume tie same prohlems and
[ace Lhe same decisions that confranted RE. [ee
George A, Meade, and thoir beld commanders

GETTYSBURG has been divided into three
mutually cxclusive games, vach of different com-
plexities and play lengchs, inovder to give the player
the gamie he wants 1o play, no macter what his level
ol expertise. As g result, cach of the three games 15
speeilically designed lor a partctlar audience. One
game systen has not been needlessly modiiiad to it
several levels o complexaty

The Basic game s rated Introductory and s
cacellent as o starter game (or newconwers (o
warganing, The Conlederate army is compesesd ol
25 unit counters and the Union army i 27 counters
strong, represeatng all the infanory, cavaliy and
artillery divisions aad  brigades which actuath
lought. Fact turn ol play cquaies two hours of real
time, Combut resulis between lighting units are
tesolvedd by strength difference. Combal can be
modilied by the type of attack and delense
Tormations selected. Play is [ast and furious as the
Union plaver tries to stave ofl the Confederate
onslaught in 1ume to bring his greater rein-
loreements into play

The Intermediate pame is reminseent ol the
classic attack  counteratiack (vpe of game that
Avalon Hill popularieed in the carly and mud-
sixties, The basic unit for all arnies 1s the brigade
Each army has approxumately 60 to 80 brigades
within its command. [asses are taken by steps. A
brigade which loses a step also loses its abiliny to
attach for the rest ofibe dayv. A fieres day of hehting
can lind both armics exhausted and no longer ahle
to atlack withoul proper rest. Surategic movement
permils units (o reach the sime positions on the
hattleticld  as  thew  historic counterparts, yel
prevents mass Hanking movements which dragged
catlier versions ol GETTYSBERG Into a “whao can
form the longer battleline” svndrome

Ihe Advanced Game has it all, All importan
aspects of Cvil War factics e seproduced 1o play
Brigades enn form battbelines and columns - of
different lengihs depending upon their strenph

Comihanders dre rated as o their ubility 1o
coordinate attacks and contral units in movement
as well us thew own personal leadership. Both
armcs Mkl tike core (0o motmntain sufficient BUPTHIT
for their front fines, otherwise they may, find their
whaole line m jeopardy due o a suceessiul assault
Cithnon composing h battery are divided into
thiee types; napoleon, rifled aod howl e, and ratisd
according: to runge and (frepawer. Esch infantry
and Givaley brigade hasan e Kperience level rating s
abihity 1o give and recetve an attack. Turns ean viLry
rom 20 minute periods during an attack to an hour
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Coumer dinsirations yetual siz

or longer during periods of inactivity. There are
many “what1l” variants which can be employed 1o
keep the other side guessing as to the strength and
me el arrival of your anny. A special "what il has
heen created (o allow you (o return Stonewall
Lnctkson ro command, and see il he could baye RIVET
the Confederate army the impetys for viciory

GETTYSBURG 15 packaged with g 227 x 28"
multi-colared mapboard of the hatteficld. mul-
ticolored  counters representing every  brigade,

battalion and hatery involved in the barttle,
overprimted with colorful badgs und suies (petunl-
Iy itsed by the umits in batile) for quick sorting und
identification, plus rules and charts 1o set up und
relighl the greatest battle of the North Ametican
continent

GETTYSRURG b now available (or S10 plus
postage charges from Avalon’ Hill. Maryiind
residents please add 5% stale sales tax,




RAIL BARON

Ruthless, cutthroal competition. . .You musi
get your products to market. crossing and recross-
ing the continent [ram major ity Lo major city. The
rewards are great—but the fines are enaormous. if
vou use a rail line that an opponent owns Can you
survive the ruthless competition and build yourselfa
raal eppine thit will squetoe Your eompelitors out?
1 the give and take af Tines and payoffs, can vou
ke the miones this entitles vou o beeotmes BALL
BARON?

Formerly relerred to as BOXCARS in this
magazine, ihis is the game which has been the
subject ol mare playtesting than any AH 1itle of
recent vintdge. Since we discovered this little gem
last sumrer, it has been the source of an average of
threg 7 FM - Midmight gaming sessions noweek
AFTER werse ull punehed out foe the diy, This
game: ot plaved heeause [0 wils enjoyed—nil
hieiuse iU was yone’s assignment, 11 wisn't long
hiefore. the Shturday afternoon [GH sesslong were
alsn dminpted by mulrisplover pames of BOX-
CARS, This zame hos made previous lads such as
OO EN SHIPY & JTRON MEN and
KINGMAKER ook trivial by gomparnison, A
simple geme ob luck b A glance, itevolves intan
amazing o of strulegy fosr-those deep inta the
game system.

RAIL BARON is a friendly, family game for 3-6
players, The game i simple 1o learn bl there an
siphile stewtegies invalved —n perfecl game lar thtt
beginner aad For e cunning strwtegist. The game
e porirves the 28 majir il lines m the Lnited
Siutes, Iam the tiny Richmand, Froderickshurg
und Potamec to the mighty Southern Pacifie. Each
player mioves s ke Cran Gty to ciry, collecting
maney aod buying ruil lines as he goes and paving
{ines whencver b tses ol line aniethe plaver i
bought. 11 vou do not think. yom are gomg fast
eroigh, you can even buy 4 hetter lodamaotive an
gnpreds, af a SUPERCHEFR!

Title enrds {showing the loges ol the 28 il
lines): money, locomative cards; movement, origin
and destination tokens and a 167 x 337 full color
map of the United States rail net all come with the
game. along with charts for selecting your next
destination and determining your payofl.

RAIL BARON is an excellent game for clubs,
beginners, nON-Wargamers, and anyone who likes
good competition and a lot of fun. For 3-6 players;
playing lime 3-5 hours.

RAJL BARON selis for $10 plus pusiage and is
available direct from Avalon Hill. Maryland
residents please add 50t stale sales tax
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WIN, PLACE
& SHOW

Wiy, PLACE & SHOW, another of the after
hours {avorites of the design stalf, 15 another
resurreeted . redeveloped 3M game which, together
with SPEELD CIRCUTT, tormed the best 1-2 entry
in thie 36 line. This unigue game ol thoroughbred
racing olfers something for everyone, as cach plaver
simultancously plays the role of owner, jockev, and
even the handicapper in the stands

Belore cach race there's an auction, in which
players campele lor ownership ol the horses
themselves. Then 1's post time and during the race
they serve as their own jockevs, making split-secend
decistons  an position, passing, sprinling, ewe
Ingemus order of movement mnovations by the
designer gives every horse a genuine chanee to make
it Lo the winner's eircle, although cach has ven
different capakilities. Some are {ast starters, others
are mudders, and the [avorites wend to tun
consistently well on both last and <low tracks

Cach six race cardincludes 5 and 6 {urlong and
IV mile races with a lield of & indnadually rated
horses and appropriate posted odds. Post position
running strength, speed, endurance, and jockey
classilication all play a patt in determining which
horse is the best bet althe posted odds. You'll want a
veteran jockey Il you've gol a fast starler on the
outside rail but that extra weight allowance for an
Apprentice jockey often makes the dilference oo

[he real fun comes m the betting, where cach
plaver tries to pick the top three Gmshers and then
lavs down his $1.000 1o $3.000 wagers {or better ot
worse (o pund And there's even a Dally Double

Wi,
Pl &% Shuma

r:r.r-n“n

where plavers pick the winners of the lirst two of a
six race slale Lor really big pavofls. The game even
acludes special rules for Party and Fund Raisers
versions guaranieed (o liven up any pay,

Crame comes complete with 1ull color 24™ x 227
mapboard, six plastic horses, six racing programs

rating 36 ditlerent horses, betting shp pad. rules,
money and two dice. For 3-6 plavers: playing time;
204 hours, WEN, PLACE & SHOW is available by
mail from the Avalon Hill Game Co. for $10 plus
postage. Maryland residents please add 3% state
sales tax

SPEED
CIRCUIT

SPELED CIRCET 15 out new release of the 3M
game featuring Grand Irix racing ou thice
championship  cowses  Monsa, Menaco. and
Watkins Glen, We've ndicd up the rules a bit, and
added wfew caomponents, but basically it's the sume
2ame

15 Lhat prior (o the gome evervhody secretly designs
Iris own rucer (0 the speey he thinks are best fareach
individual course (or, in the aliernative version.
designg aowe cir lor the whole circuin Since WInnng
the gime cotiils hiving the best total record un all
three, wou've gt to he able to wmearporate the
demands of ¢ach course Ao vour er

Acceleralion, deceleration, starting speed. max-
unum speed, and all-important ability 1o sustain
engine and brake wear are all decided by the player
Each course will lavor certain charseteristics 1o the
excluston ol others, so there 15 4 constant trade-oll
m ihe roeers desiion, os (1 b Impossible 1o huild
everything into iy severely limudd conlines

Another big plus in SPELD CIROUIT is that
exeept for veryrare oecurences (such as whether or
nol 4 spinoul beeomes U eravh, or an-engine Bums
out from heing overtaxed) dice are 1otally uhsemn
Lrom the . wimi

In SPEED CIRCUIT all races are decided
totally as o result of Lhe plivers” skill (or the lick
thavonl: vour've gol o know what vou're dising? in
destgming and handling their machines )

Fpecding up for straightaways, slowimg down
tar curvew (or uiking chances by aor slowing down |

slipaticamimg, pushimg . the engine wahove ity sale
fimil

these are ol tactical decisions each driver has

One of the big atiractions of SPEED CTRCUIT

o monke Mistukes can be comtly,

WS i ged
maove can lead 1o spinouts.

bummed out brakes or
engines, o crash. SPEED
CIRCUIT comes complete with i full colpr 327 x
=< maghaard. six metal cars, Performance Log
Pad rulebook, and die.

T

SPEED CIRCUIT w a gime for 2-6 plavers. and
1 sure 1o be popular with both casmal o nd dedicnted

aimers wlike. Now availahile

Price is S10. Marviand residents add 5% sales
lax.




Inexpensive Games
that make Great Xmas Gifts

Get your Xmas shopping over with.

. .early! Here are Avalon

Hill’s suggestions for the gift-giving season. Selected here is a
cross-section of games whose quality belies their low prices.

Gamettes

These pocket-size games feature quick-
play concepts without sacrificing
strategy; perfect travel companions!

FOIL; challenging game ol words and wits! FOIL pits
player agamst player—and time—in a shmulating
game ol words and wits Unlike other word games,
FOIL challenges your skill in unscrambling words as
well as your ability 1o form words The infinile variety
of words and lelter combmalions make an gver-
chianging, ever-challenging gane of mentil Stimula-
lion foi all. Average playing time: 1 hoor, for £ 164
ptayers, adulls and children . g4

YENTURE: high advenlure w The world of linance
and hig business where budding lycoons wheel 1
deal and often become inyoleed 1A proxy fights Lo
g conral ol key forporations Ergh playen
manipulates pigantic conglomerates; vast holdings
and millons af dollars: The objgct & 0 build 3
fivancial empire which will score highest as & profif
maker Al game's #nd, playars: profits-are totaled
wealthiest player wino—the ofbees arg merely muii-
milllonaines! Vanluee | tor 2 10§ playess: [eens and
adults %4

EVADE: 2 players allempt 1o outmaneuver and
autbluff one another. each secrelly designates lwo ol
his six pawns as Evaders, “magnetizing” lhem for
pasy identificalion. Players must skilully manguver
their pawns across ihe board. bluffing when neces-

sary lo keep lhe Evaders denlilies secret so lhey
won't be frozen by the opponent Firsl player to
successtully maneuver one of his lwo Evaders into
his oppanent 5 slarling row wins! %4

SLEUTH: [asciraling detective game in which
players call upon their powers of deduclion and logic
lo discaver the identity of the missing gem Could 1t
be the pearl clusler? The blue opal? The diamond
solitaire? Through stralegic guestioning, each player
gathers his bits of information, then skilfully welds
Ihem |1'.I|]E‘“|I‘T to Tacm [he chies which 'ﬁ|H| |;II|".|'I|JP the
solltion 1o ke mysiory. Clever guestiommg. skillfyl
deductions—combined  with some plain  old-
lashioned luck-—will make SLEUTH an absorbing
game for 3 to 7 players %4

Puzzlers

Intriguing puzzle games to test the skill
and try the patience of yvoung and old
alike. Hours of fun and enjoyment in
the home, office, between classes oron a
trip!

» M)

-z

HECTIX: lhe sensatignal three-way, three-
dimensinnal puzze. Thiobject? First, (o take itaparn
Then, put the three Bits and nine Praces back togather
again! Ongd you know Ihe secrei—amaze yoor
triends then frostiate tham By letiing them try 2
while you sit back and feel superior! %5

FRANTLE: It you Hked "Ihstant Insaiity, you |l lova
Frattin. Only difterence is you should have about S
ninds because you got 1o fake the wooden blocks
ppast and put them back logather agam—wilhoul
puadything orumbling in your hand like drigd dough
But o can be done—an Mol could do i inan hade, 1
should only lake you about 60 minutes g5

STAC-TAC-TOE: align 1hree of your pegs in a row
horizontally, vertically ar diaganaily The fun begins
when you move stacks of pegs to canfuse. surprise
and hepefully defeat your apponent. Family fun
anyume, anywheare For 2 players or teams $4

Family Fun

. . with emphasis placed on decision-
making rather than pure luck. For
games designed to be enjoyed by ail
members of the family on an even
competitive level . . . turn to next page!
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TRIPPPLES: based on a ‘feedback svslem so
unigue 11s one of therare games granted a palent by
lhe US Patent Qffice Game 15 one whereby each
player s move mnlluences thal of his apponent Each
ble has anows thal point to lhree direclions These
arrows determine the only three directions inwhich a
playercar move Eachplayer s lokenis a transparent
piece which allows viaw al the arrow-liles over waich
it moves When playei-A moves onto an ariow-lile
lhe arrow-direclions teil his opponent, Player-B
where he musl move Thus. Player-B has anly three
oplions open (o fim He therefore will select the
aption that will farce Playes-A, in his next turn, to
mave in a direction that prevenls Flayer-A trom
getling closer Lo his home base Winner is the player
who reaches his home base iwsl, Irom a slarting
square al the oppasite end of the board upon which
thie G tles are plasad orendom fasian, |n Eurape,
[ Trippetles orage hassegln Setterpet & head stan
now for the U S champianships $4.50

DELUXE TRIPPPLES: same as reqular Trippples
exrebbsmenl® pohahed Sl bl maple arro tilas
rElase plasue soes n adaitin, s wission comes
with b guidebook “Thioey ol Trippples desaned 1o
jlue o SR compet v edge ngaded Torine coming
CREmpatghi pe E TA]

BARRIER: anniher difluren! corcept in logic Ouject
B0 cress thea  hareees” inlo oppansnl’s fgrritoey
diung sz wih cunsingand sk, il by chance, Game
gannal B rade ooadleld by perfeet stratagies
gftering a [itatime of iy for 2 olayers. ages Band up

%6

We will enclose a Gift Card FREE. If orderin
state “Gift Card Requested”

TOTALLY: i sumbss game [hal plis playirs against
gach ather att a time bmit. Excellant bland of luck
slrategy  and frustration in a game that puts Ihe
element of chailenge back inta family entertainment
Gieat liltle parly game. loo Forug to 4 players, ages
12 and up %6

aw - L

BALI—combines 1he intrigue and challenge of cards
and word games A card deck is shuifled and the 1op 7
letter-cards are deall face up and arranged in a
horizontal row This lorms the basis for 7 columns on
which 1o huild words Each letter-card is marked with
ils point value Vowels have no value; consonants
range from 110 5. To score. you simply add up the
values of the letlers and mulliply by the number of
cards in the ward Players may boild on their own 7
columns, or gven on their apponent s 7 columns, thus
creating a bit ol inter-player sirategy. The beauty of
this game is thal it is never over unhi the last minute:
B-person who is way bahied in scara may be Skilllul
grouGh to play avery card in his deck, Thus ha has
Bafine" Wis game-and his score im ilplad, (Mol an
aasy hing to accomplish, however), BALL IS 4 gl
2.3 and d-player game. An evan greater sofitais
gamal o L s engugh inter-player aotian Lo kaep
fhe game challenging from A sfralegy standpoini
right down to the very tast play, Here's s qamethais
ogan developiog o quiet aull fer 20 vears, now
availabte ar the fiest 1me an & massmarks) basis.

$3
Battle Games

Ideal for getting a triend started in the
art of wargaming!

TACTICS 1 thegqame (hatsianed tall he very st
commertcial batlle gams ever prodecad and sl a

giftee.

classic Now redesigned lo introduce newcamers lo
the laslest growing hobby today No military
experience or knowledge necessary, |ust some
camman sense and a liltle bit of brains. Who knows

Yo mighl have besn a graal general of only you
had been given the shance. Here vou get that chanaa

a chance tc command chesspieces represenling
modern divisians of infantry armor, airbarne, ang
special units acrass agiant 22" x 28" {ull-color errain
mapboard of two nations in conflict Begin a Idetime
ol pleasure with TACTICS || $6

WAR AT SEA; anolher excellent startar game for
Warld War 11 naval battle buffs. A simplitisd area
movamant-systam simulates the stralegic naval war
withau! complicating play, Gama includas capital
ships of the Briveh Garman, and talan navies. U8
Adlantic: flaet, and Hassian Baltic Heet plus naval
Hetachments of the LuMtwatte and RAF, Hitre 5 4
pame rapidly becoming the favorite at warpams
tosrsaments and natianal carvanliens because of its
guick-play realism. Paying tme (ust 1 hour, Fa
ages 12 & up b6

AFRIKA KORPS: On a mapboard of Norih Africa
44" x 14" YOU can re-creale Fizld Marshail Rommel's
daring explails at Bengast, Tobruch, El Alamein and
points in between The game s a real lesl of lactical
a41 The classic prabiems ol mobility &nd Iogisics
are Taithlully facraated in theshistorical replay, Each
lurn is lwo weeks: Rommel launches his drive
easlward from Agheila March 31, 1941—Y0U take
over inagame ol desert warfare that can stretch for
lhousands of miles and 19 months Where books and
novels fall shart, the game delivers %o

“To Play an Avalon Hill

Game is a Challenge; to

Give one, a Subtle

Compliment!”

g by mail, simply
along with name and address of




Oldies but Goodies

Cited for design-brilliance, the following games head the list
of more than 70 games in the entire Avalon Hill stable. Their
awards speak for themselves!

Best Jootball gume voer tnvented,” Sports
Hlustrated 1961

FOOTBALL STRATEGY: From a pure skill stand-
poinl, lhis game has got to be raled tops Back in
December 11, 1961, il was called, ' the best football
gamg ever invented ' by Sperts Nlustrated s Shop-
walk column, setting the maodel Tor SI's own designs
(o came laler (shown elsewhere in this folder) Thisis
head Lo head competition al its keenesl IUs think and
double-think, strategy and counter strategy i a
game based on lhe style ol lhe Johnny Unilas-led
Baltimare Golls Here the offensive player selects a
play — ane he thinks is appropriate for Lhe silualion
— from 20 possibilities given Defensive player atthe
same time, chposes one of 10 possible defense
palterns — Lhe one he thinks best to Lhrow against
the oftense play his opponanl is likely ta call Success
or failure of Lhe play 1s delermined by cress-checking
the offense and defense called on ihe matrix-style
Ptay Chart that eliminates the luck element entirely
Truly “an hongst-to-Pete chalienge to the man
who knows he would have been a greal pro
quarlerback il onty he had had Lhe chance =

$10

“Tops in s category,” Chicago Today
Magazine 1971

THE STOCK MARKET GAME: gami [t shows
whal 1I's all aboul—realistically concsely and
graphically Here. players place s By and sell
orders simullaneousty just as it's dong (0 real ife
Theri-are no dice, no Chance cards o Spinners
YOUR decisions along, detérming hiw much you
profil (or lose) A Z4-page Invesiins Gt crmes
wilh each game-set explaming. |0 layman s ferms.
whal the stock market is all pbout Seiected by
Chicago Today Magazine as an outstandig product
{or the times. For 2 or morn playiars ages 10 and

LR $10

“Crentes! mdoor board game invented e
centiry, . Games & Puzzles Magazine
1973

DIPLOMACY: for 7 or fewer players i which gach
represents lhe Great Powers thal ovelshadowed
Europe belore World War | Ne one 15 powerlul
gnough to stand by lmself, each must gain the
cooperalion of fus nerghbors tiusl and ‘reach-
ey lhen aie Lrhe ealerlaining ingredients ol this
umigue game of nlernational intrigue Games &
Puzzles Magazine claims 1ts surely Lhe grealesl
indoot board game invented this cenlury  You musl
regotiale  outwit oul-lalk make alliances (and
break aliiances) io win It's stralegy wilhout dice—
nehing ieft to luck alone

511
Best protesional waveene. ORIGING )
1975
Besi ge of al! rnes. Campaign Maga-
zine 1977

THIRD REICH: This stralegic level game of WWIl in
Eurape embodies abl ol the action saull Hind dnou
piher gamas separgtely—only on a larger scale, as
all the glements of wailarg (land, Sea &0 0 come
into play. Slrategic bombing. submarine warlare,
naval supremacy, armeored encirclements, and
gverruns ail play 2 parl in this game of lightning
warfare which places you in command with Rommel
in Africa: Zhukaoy at Stalingrad, Guderian in France:
and Fisenhower n Normandy., Game includes 3
sepnarins and 4 Campaign Game. 560 unt counters
regrgsenting the armed lorces o) Axis; Allied. and
neutisd powess and ol iggest gandboard ever

$10

CResi profesonal wavgame,” ORIGINS 11
1976

Oulstaidngg Crentrotty e Caming, ™ Strate-
gists Club 1977

KINGMAKER: 2 lo 6 player wargame based on Lhe
Wars of lhe Roses An cver-mght sensation
England Involves Machiavellian strategy and good
old-lashioned head-chapping (o crown your guy &ing
of England You get 90 Event Caids (Plague. Piracy
Revoits elc) 72 Crown Cards, heauliful full-color
mapboard of 15th century England histoncal
documentatior and rutes Lo re-creale the great age of
chivalry A fun-illed game of rulhless desice
passion, double-cross  bloodshed and murder—
everything, in lact that really made life worthwile
back then $10

“Best professionai strategic gome, - ORIGINS
Il 1977

RUSSIAN CAMPAIGN: a double-impulse move-
menl system reahstically recreates the GE(mar
blitzenieg. large breakthroughs and mass enciicie-
merts possibie Just asinreal lde Game conlans Axis
corps-level (orces featuring superior mobility aug-
men:ed by streng Lultwafie support Russia counlers
will a lew histodical Licks up its sleeve, Play thistine
new game ang find out who should have won

$9

You name it; weve
probably got a game on it

Next page—vignettes describing games
on just about every subject gameable!
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ACQUIRE: high adventure in the warld of linance!
The exciling new game o' hotel investment 1ts main
object 15 lo become Lhe wealthies! player by forming
holel chains {lo oet free stock. shrewdly buying the
nghl stock at Lthe right e merging chains (to get
cashi and expanding the chamns 0 which you have
cantrolling nteresl {lo increase then valuel Aver-
age playing ime per game 1houwr 15minutes 1or21o
6 players pre-leen through adult $10

ALEXANDER THE GREAT: The conqueror ol the
knowit warld, pits 1he nvincible phalana against a
Persian host many imes his number in ong ol
antiguities greates! balties—Arbeta, 331 8.0 Empha-
51815 on morali. Game leatures 3 727 x 287 Wil color
mapboard. convenient 30 minule playing bme, and 80
two-sided counlers (for hall {osses) Units include
miantry. phalane. mercenares, afchees, cavalry
chariots, horse srchers. aod steghamts You'll see
chariots and glephants wredk havot everywlhigre
xcepl versus e phalard—isel virtually immine
o all but surrounded atlacks &0

BASEBALL STRATEGY: comparion game (6
awartd-winnming Feolball Strategy. It s Tt mog
imitaled game on the market Game contamsno dice
spinners, or chance elemenis whalever YOUR
Oecisions alone gelermne (e owlcome of -svary
gamg. No cumbeisome -stalistics - and charis 1o
memorize. each ballplayer on alwo-leam rgsler of 25
players kas individual capatilities which YOU musl
maximize wilh skiltful offensive delensive, and
pilching calls Its ail up to you manager Actually
you play the parls of manager hitler catcher even
frant oflice general manager in Ihe most realstic all-
skl basebal! game ever invenleg $10

BASKETBALL STRATEGY: The award winning
malrix concepl s used once again as player
mteraction conbiols the movement of Lhe ball and
together with strategy and lineup decisions form the
basis lor ancther all-skill game Two different
cotored dice are used 1o delermine shal success:
praviging wirlually hund-eds of possible cutcomes
Each coach selects a lineup from his team ol 12
mdiyidually rated players choosing nis sguad withan
ey toward thar rabounding, shooting, hall handimg
and defensivi atnlitiss The Adyancied Game ineludes
provisions lor drifing college  stars. forming
leggues. plus 10 individunily rated plavars The
most realishic basheiball game of skl an the market
loday $10

BATTLE OF THE BULGE: Design resealch iutren-
licaled by Generai McAu'lfe. known for his legend-
ary reply of “nuts” during s heroic sland at
Bastogne No lexthook picsents s controveisial
apisedn 10 as ey Ught a8 playing 1te game. Each
Luen & 12 nows of historical ime game hegis
lhecamber 16 1944 Alled plaves his 75 playing
[imcEs Of redinent and bogad anits Geman playes
et COR s way across the 28" & 28" mapbaard to (he
Mesese v with 68 Regiments by Decprter 30, 1544
Truly achallenge for both S and Geeman players.
[t must play agosessively lo win Twd games
an ircluding loarbamen play b real battle e
nuts 54

CAESAR—Epic Baltle of Alesiar 51 BT fwy
paraitil lines oFawesametart | Gations sier 25 thilles
lang encirtle thistown of Alesia Ten Raman logions
man Ihi defenses. (nside the fown over 80 000 Gaul
FRucen 16 despesalion by a wlemih of SIRE
Outiide—i Galle releving toree o quarter mitlon
Sirong. Jufins Caesat, oulnumbered B 1o 1 % now
preparing 1o man e walls ol s tchical denet in
Iwn-gay Datth withpst egual in the hstory ol
wirfaE—are YOU equdl o 1he 1asH £i2

THE COLLECTOR: an gxciting auction gamd in
which players compele Ins valuable collsctions, A
the budding goes up. players attempl 1o gutd (or
oilblutil each other  without giving jway i
strategy. Objoch in winning = (o b2 the ficst 1o eolleel
complete seis of rare llems thus play remains 29
lever miich gach and every time rare objels & arl
Come 1o the “auction bleck =~ Antigue colléctors and

auctinn-nounge can share ggually in the jovs ol &
pame that comes prefty close toothe ceal Thing
Phaying time 45 minutesin this ioeal game Ior 2 105
players. adults and young alike 510

CHALLENGE BRIDGE: a new dimension in duplt-
cate bridge! Uswald Jacoby says CHALLENGE
BRIDGE 15 lhe hest way To) four players at home to
impteve Lhen skills bidgdng and playing  tourna-
manl nands—and malching Lhe resulls agamst the
expells who bid and played the same hands in
American Conlract Bridge League tournamenls
Unique computer-carg  oeal syslem sorts hands
automatically anc quickly 1t s ke having a duplicate
tournamenl i your hving room but you only
reed four players $17

D-Day: D-Day 15 @ mosl lailhiul reproduction of the
WWII mvasion © slated officers al Camberly British
Mihtary Academy The 28°x 22" mapboarc ol Eurape
delails Ihe seven nvasion site possibilities open ta
Bisenhower YOU-—as Alliee Commander - may elecl
to land al Normandy ot any of 1he other six you lhink
wele beller suited Play is or divisional scale Allied
player can land only those divisions actually
avallable during that particular week {each lurn s a
week) ineal hle To win, Allied player must gel at
iziest 10 divisions across France into Germany by the
Slth week %9

FACTS IN FIVE: the Stimulating game of knowledge
that pits nlayers against each olher—and time Brisk
compelition reveals players abilibes (or guick recall
of facls Final 1esults of memory searching can lead
6 many &-sgurited Qucussion dnd even & laugh of
two Facts In Five is absorbing a5 a salitabie game
and. 453 parly gama. (t's loads-of Tun! Special rules
pormit childeen o compete with aulis. Average
playing time 1 houe far any number of players
aduits: and chitdren, Bost selling M game! S10

FEUDAL: [ne gamao of siege.and conguast Th el
Ing medieval sar game, combines military sir alpgy
with Chess kg moves 4% the @armies of two feudal
l'-JI'II;JE baltta 1o the degth. Eaoh army is secrelly de
Moy, making eviry game ditferent and challeng-
ing  The rough and mountainols terrain can 2id o)
hamier attemprs 1o thwarl the sngmy or lay siege [d
Iheirir cagile Average playing time 1 hour, Tor 2 1o B
players, leens through adults %10

GO [he legendaly, Dngntal game of skl Enjoyed a5
the " gami for retined intelleciuals, 5o i o challeng-
ey Qe (il boasts-an Orienlal orfigin [fom 2356 B.C
in comparison, if Chess s a duel, GO is an entire war
Military 10 nature. 1t involves Lhe elements of
siraleqy. dofending. SeiZing, securing terridory and
caplure Playersconcanlimiaonsacuring the aremigst
detendatde larritory with @ minmum nomber of
skallluily pliced stones. Unigue to GO is handicap
pkay Ihat erahles plojers of unoven skill 1@ com
pete inlensely witnout changing Lhe essential charac-
el ol the game $17

GO FOR THE GREEN: §i has selecled 18 super
holes from such super courses as Merion. Olymple,
Ballusrol. Seminale. Winged Foot, Augesta. (ak
mont, and Pebble Beach . and turned them infg
golters ‘dream Gourse mhat your whols lamily will
en|ey playing, The palerful course layou accuralely
fEpICIS gach great hole 10-scale—the foos tairwavs,
fpughs. trape bees. waler harards, gresnsevery
thimg: The game s sasy-to-play system lels Yl fuce
i goll situation imaginable 35 you drive
Chup and pull wour way aound our super
courge From tee 1o green vou make 3l the dacksnhs
You limeup each shot Gheck your distant
SHECE Your tlut  then ettty Whother vourea
galter or mon-galler. you'll ajoy playieg this great

gAME. €1

LUFTWAFFE: The Allied bombity of Germany
laward fatter divys o! Warld War il The Mustangs. B.
175, Messerschmints, Focke-Wulls again take fo the
dit in his re-crealion of the greatect aerial drama
ever. Allpd player secrally plots his Sirategy on the

Target Sheet  Groman playir must gusss iy Inpacal
means what g Dpponent's strategy will beand stage

P

his tighter planes accordingly, 1f German player holds
Off lung enough. he gets the use of the |6t wonder
wipors Bl might have timed the tide of e war
Ubject of ihe pame- to bomb industrial Compless
and paralyre German produsiion 10

MIDWAY: Admeral McClusky —hara of e battie—
Has recheated for Avalos Hill the trus=ituation of D500
June 3 1942 when Amencans were far out-numbered
by Japanese forces How then did the Americans
wirt? You fing out only by plasiog thegamu. The gama
Nas counters far each indryidual Mrceadt Carrier gnd
Batlleship, plus Dive Bombers. Torpedo Bombers
and Fightars Durlng the search portion af glay. each
playar methodcally  plots the: snomy's location
which i Unknown al gamas's starl Ooge located
planes are senl to sink each other's Carriers Unigus
combat table resalves plane 3 plang. and plane vs
ship attacks registically. Gam ingludis mariscoinl
al Admiral McCloskey's exclusivn eyewitness ac
count %9

DUTDOOR SURVIVAL: An educational experence
unfo itself. Game inchedes a M-page handbook of
sulvival technlgues, ancreasing players Knirwledoe
ol waads lare lar when it may be nesded in raal ite 1n
the game players are prtied againsl the wilderness
A el otk e ske who sinok! expai” st petting
ainss 4 8 w2 maphoard reprssentmg Typical
wilderness terrain. Gaine containe S ditierent noenal-
s Qe et ua Hingg bn st vival expertise prest iog 210
4 players espeoiglly umjoyable §5 A solibmre
qame %10

PANZERBLITZ: The campaign in Russia reduced to
Company and Plaloon level fighting. Players re-
create the 12 most important engagements in this
World War Il theatre, drawing lrgops from the 352
units included in the set. Game comes with Lhree
fatparale mapboards that yoo |min i varying
combinations depending upon which batthe vou have
decided to re-create; Kursk, Nikopol Bridoenoad
Battle of Minsk Vyazma Retiel of Kiev, and six
olhers Troops arrive exactly as did their real-life
counterparts Only YOU direct Lheir action from this
pomt on $10

POINT OF LAW: an exciting game of involvement,
logic and ¢ecisien-making. You are the judge and
jucy! Wil you declare Lhe “Feral Financier” a public
nuisance? Canthe Mixed-Up Marriage” be annutled?
Was he "Midnight Murder really murder? Many
interesting and engrossing discussions—and an
Becasional lawgh of twi— Sl as players use lagic
v iniuitinn i reachimo i decistons. Features 100
aclual couvrlroom dramas and decisions from gut of
e past Average playing ine: @ howrs-a nighly
Enlertmrung gams for any number of players, adults
antl leens &0

RICHTHOFEN'S WAR: The Red Baron was the last
ol a galtant and chivalrousbregd, and this same
myslique and charisma has been built into |he desigr
ol the game Here each player i1s in complele contral
oloneairplane, over 63 different WWI combat aircraft
1o choose from, [ogfighting, lrench-straling. bomb
ing- pholoregonnaissancy billogn-busting. it's all
here in @ game thal, os & llving piography of
Richihaten, 1elis it like i was bettér than any hook
could aver do £10

STARSHIP TROOPERS: A step into e Fuluiy!
Baded on Robert Hemlein's classic anlence Fictior
novel s game portrays the individual Mobl e
Infantry (roopers of [he 231 CEMIUY ey action o glksn
plandis against a race ol Imtelligent hive-sgpiders--
the Bugs: All thie aciion of the bosk is hars with
Sarship Troopins sIking trom space oo batlle 51t
batile. as the story builds owards the  ullimate
climax—the Invasian of Klendathy, the Hugs famie
pranet! With counters and maphoard and rules: gl
Qeared 1o bring 10 ifd the Mavor and Tlair of the niyel
you find yoursell immersed in e 4chon with anly
your skl o keep you frem a quick end fwo centuries
fram niw €10




TRACK MEET: is like len games in ong!ll challenges
yau to pit seven of the world s grealesi alhleles (each
an oulslanding Qlympic compeliler or former World
Record holder) against each other inthe ten evenis of
the Decathlon From the USA—BIill Toomey. Rafer
Johnson, Bob Mathias, Mill Campbell and the
legendary Jim Thorpe: from Russia—Vastly Kuznet-
sav; [rom Taiwan--C K Yang You take over for each
athlele You assess his strengths and weaknesses—
and lhose af his opponen!s, and devise his slrategy
for winming Your abity (o gel the mast aut of your
decathlete (or team of decathletes) will spell the
dilference belween viclory and defeat See if youcan
break the world record in this greal game lhal's as
much fun played solilaire as head to head $10

TWIXT: Ingenious strategy game for two! A stmulat-
ing hoard game witk the fascinating chess-like
sirategy of move and countermove Eachplayer lries
1o connect s borders wilh an uninterrupted chain al
linked pegs belore his nval can da the same Two
versions permit either two or four to play Average
playing time per game 30 minutes Considered 2nd
best 3M game al all img %10

WOODEN SHIPS & IRON MEN: Relive the glorious
battle of John Paul Jones' Bonhomme Richard wilh
HMS Serapis or Oliver Hazard Perry s victory in the
Ballle of Lake Ene 27 individual historical scenarios
recreate all the classic naval baitles of 1776-1815
including Trafalgar and Baltle ol the Nile A design
yourawn formula allows players to “buy” Lheir own
ships from the hundreds provided ACampaign Game
link-up ol 5 scenarios enables players to fight a week
long series ol engagements, or a 20 minule single
ship duel depending on the scenario chosen Game
includes multi-player (ules: and novel CRT syslem
that realistically recreates brpadsides. grappling
boarding and melee $9

Replacement Parts

Mail Order Only

Not readily available in stares, these
pames should be ordered direct from

Avalon Hill to insure you're getting
them!

ANZIO: Very papular among hard-core wargamers
While the feast understood theatre of WWII, was most
important in determining Limetable for D-Day
Brigade, regimental and divisional units are included;
over 300 representing Wehrmacht, Luftwafle, Ger-
man 55, French, Brilish, Polish, Canadian, Indian,
U5, and Italian troops. Each turn s approximately
one week Game incorparates unique step-reduction
system. Several scenarios. ulilizing only & portion of
the units, can be re-enacted for quick games (under 2
hours) This Tournament level game re-creates the
May 1944 situaticn code-named “Diadem %o

CAESARS LEGIONS: A study in contrast of the
ancient weorld's most vaunted milifary unit. A two-
player sirategic game dealing with Rome on the Rhine
frontier for a period of raughly 100 years during the
height of the jegion’'s power Play calls lor widely
diverging tactics between the capabilities of the
legicn and their barbarizn adversaries. As such, itis
a good simulation where 1he initialive can shift from
side to side Design inpovations include the partial
elimination, multiple combat system, siege eguip-
meni and tactics hidden movement, ambushes, and
tribal mobilization %9

CHANCELLORSVILLE: The batlle that should have
ended the Civil War two years earlier Why didn't it?
You gel a 22" x 28" full-color mapboard of the famous
Fredericksburg area, site of four hisloric batties
Over 100 unit couniers represent the divisions,
brigades. regiments. batteries, forlresses, pontoon
hridpes, dhi assault-boats | & game that challanges
v best tactical sengas Dacidetor yoursell how 1he

great campaign should have been handled Could
you as Leeand oul-numbered 210 1, escape? Was he
indeed as brilliant as history relates? Many historical
gueslions are answered during play af this unusual
civil war battle game 59

FRANCE 40: [t is May 10, 1940—aver 5 million men
are poised for what many consider to be a replay of
WarldWarl TheGerman and Allied armies are evenly
malched. Yet twenly days laler the Allies are beaten
in one o! the nuickest and most decisive campaigns
ever foughl. How did it happen? You find aut in the
game which includes counters representing nearly
300 infantry and motorized divisicns some 7 000
tanks over 4.400 combal aircraft plus 33,000 pieces
of field artillery A variety of “hislory-reversal”
scenarigs even things up—you lake il from there,

$10

JUTLAND: The grealest sea campaign al all time,
marking the tasl general aclion between modern
battleships Game includes replicas ol the British
Grand Fleet (45 baltleships) and the German High
Seas Fleet (27 batlleships) Each replica contzains
authentic deckplan profiles Game itseli has no
traditional playing board Instead you lay out all
ships an the lioor and maneuver them around in
miniature-like aclion Each ship is realistically rated
according to speed, armament, and fire-power of
1heir real-life counterparts Another long-standing
favorile among miniatures buifs.  gg

STALINGRAD: The perennial favorite al wargame
canventions An authentic re-creation of Germany's
WWIl camgaign in Bussia. Game has 90 mililary units,
each unit is a Gorps al infantry. armar, or cavalry
German player has the greater challenge just as in
real lile. He launches his campaign on the Polish
border in June 1941, and has until May 1943 to
capture Leningrad Moscow and Stalingrad Each
turnis ane monlh of historical time_Played ona22” x
28" mapboard of Russia. weather and supply are
major factors of “Operation Barbarossa " o

Avalon Hill maintains a service department to sell
individual parts. Write and ask for The Parts List.

As g general tuld of (hime, &l fules manuals cost $2.00; all Dig-gul counters
caal 5100 par sheel; mapboards 5150 por seclion: cards such as TRC's and
CATs cog! 50C, and pads cost 51,00, Ficlured hereie mscellanaous equipment
fhal bs sy popular wiin the wargamer, (Add proper posiago charges o prices
shown—see postage chart on Order Envelope).

T-shirt—for one-armed wargamers Celuxe version comes with two arms, day-
glo printing en fronl AH logo an back. Great il you got ta intimidate your |
oppenent to win $5.00—specily size Small. Medium. Large, X-large |

Hex Sheet—22" x 24" Panzerblitz size hexes and 22" x 28" D-Day size hexes i g TR
deal for dagigning youl own mapshests Comas wilh AH grid numbers pricted
ar G, white index card slock-sant you rolled up ina 1ube o ey pig creasing
Specily size §1.00 each $3.00 for 4 $7.00 for 12

Wargamer's Gulde 10 Panzorblitz-36-page manual gnock full o hetaful ints
on wlay, with diagrims, and examples gleaned fram e best of all such
martarial ever printad, plus new stull preparad jost for the Guide $3.00

Folding Mapboards—8" x 22" and 14" x 22" overali. Far those who can’t stand
to play on mapsheets that curl, crease, wrinkle, bubble. and pop; mouni them
on boards with the same stiffness and protective backing sheet as regilar AH
gameboards. Specify size, $1.50 each $7.00 for 6 §12.00 for 12

Troop Counters—'2" and %" &izas. Printed on offset siock Lhat accepts most
all coloring mediums with littli ar fo spreading Comes inwhite, only, and die-
cut for punching out. Specify e $1.00 each $3.50 for 6 $6.50 far 12

Plastic Storage Trays wiih Lid—for troop couniers you've got o keep
separated Great far regucing set-up lime; to keep better track ol 1.huusands of
units for many games: or simply to protect agamnst the ravages of time, vacuum
cleaners. and housenoid pets. 16 campariments each lray—48 par set. Avail. in
J-tray sels only $3.25 per sel

Hex Pad—(not shown) 8" x 10°. use in a variety ol ways—play-by-mail,
drawing up strategy. recording troop pasitions lor future reference, you name
it! About 30 sheets per pad, printed both sides. One side centains hexes prinled
D-Day size, (216 hexes). reverse side contains hexes greatly reduced {1,584
hexes) printed in utilitarian blue. $1.00 per Pad

Paniérﬂﬁll

Credit Card Purchases

We will bill to your VISA (Bankamericard), Master Charge,
or American Express card. Be sure to include Account
Number and Expiration Date!
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That’s what we've done with our bi-monthly wargaming magazine—
gathering the greatest assortment of wargaming expertise ever
assembled between the covers of a gaming journal. Now, after 13
years of publication. The General has come of age, offering features
found nowhere else in any similar publication or magazine. And
since it carries no advertising, its present 36-page format compares to
approximately 60 pages of any other similar journal.

Every bi-monthly issue is jammed full of
professional articles on tactics and strategy
of Avalon Hill games! Read in-depth history
articles on the battles, campaigns, and
background events involved in Avalon Hill
games, Learn about behind-the-scenes de-
velopments in the world of game design. In
short, get all there is to know about AH
gaming in one magazine. The General is to
gaming what TV Guide is to television. Every
issue of the General offers:

The Series Replay—each issue contains a
completely illustrated move-by-move game
between expert players. A neutral 3rd party
comments on the.guality of play and the
validity of each player's commentary and
strategy. The Series Replay puts wargaming
reviews on a par wlthe numerous replays
of the Fischer-Spasky chess matches. There
is no better way to pick up winning habits
than a comprehensive study of the General’s
Series Replay matches.

Design Analysis—a regular feature written
only by professional game designers which
goes into detail on just why specific games
were designed a particular way. All of the
professional game designer’s tricks are laid
open in this column.

The Historical Lead—each issue highlights
one game in particular. The lead article is
always an historical study of the event in
question with either a strategic study or

variation of the related game as a tie-in. Such
in-depth material has proven very popular.
Contests—in each issue, testing your tactical
ability for which we give away over $140
warth of games and merchandise.

New Games—are unveiled well before the
genertal public is informed; giving subscrib-
ers obvious priority in obtaining the litest
new games.

Product Reviews—help vou decide whether
that game you intend to buy is really for you.

“Okay what’s all this going to cost me?”
might be your response at this point.
“Practically nothing” might be our answer.
Here's why!

You get 6 1ssues for $7.50. But each issue
contdins a postage-paid coupon that elimi-
nates the entire cost of postage reguired
when vou order games by mail, If you order
games at six different times during the vear,
and each time, the postage charge happens to
be $1.40, you have saved 4 total of $8.40,
That's more than the subscription cost you in
thie Hrst place

Clearly, The General is where it’s at—the
focal point of the hobby and your key to
maximum enjoyment of wargaming

One year subscription—$7.50
Two year subscription—$12.00
Back issue—%1.50

THE AVALON HILL GAME COMPANY
4517 Hartord Road e Baltimore, MD. 21214 & (301) 254-5300




