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The resu’ts to the guiz from the last 1ssue
are in, and the winner is —Mike Qsypcnuk of
Egmonton, in Alberta, Canada. As you may
recall, we asked you to name the oldest item in
the AH Refrigerator, and Mike guessed ice
How couid | disagree? Please write to me Mike.
and tell me what your guess is forthe prize, The
original first prize was a 100 Ib. glock of ice,
Ut singe you hive i Canada you probably get
all the ice you want anyway

I've been asked by cur R&D staff tme) 1o
ask you if you could state exactly which game
1t s you are asking about when you write in
with a question. We now have three baseball
games and at least four football games, and
sometimes things get a bttle confusing

in this issue there is an ad for the 1978
Team Charts for PAYDIRT, which are now
availabie for $10.00 plus 10% postage. Those
of you whe have the oid game might be in-
terested to know that shortly we will be offer-
ing for sale the updated version of the game,
which will be in the new bookcase format and
sell for $15 Q0. The gameboard wil have the
new timing system and priority charts an it,
and the box will include the 1978 team charts
Frem now on we hope 1o sell the current teams
in the box as much as possible, assuming we
can correctly estimarte how many we will have
D pFING Bach vear

More sales info: we have for sale an item
called the “Sports Jingle Book’*, whigh con-
tains several hundred rhyming riddles and their
answers from the world of spores, 1t's just one
dallar, and you might want to tack it on to any
order you make. We also have back issues of
ASR still available, including Vol, 1 #s 2 and 3,
and Vol Il #1 —each $2.00,

Englishreaders might want to take a logk at
& publication entitled ""Punt & Pass’’, publish-
ed by the noterious Perfidicus Aibion Football
Strategy League. Although dealing essentially
with league matters and games played, there is
also quite a bit of information about football in
its pages Write for details to: Alan Watson, 38
Hummersknott Avenue, Darlington, Co
Durham,

Special congratulations to Jim Reoubal for
winning the FOOTBALL STRATEGY cham-
pionship at CRIGINS this past June. Jim
dafeated Avalon Hill's Don Greenwood, last
year’'s winner, by just two paints, in a game
decided by a ‘ast minute fleld geal. Jim is a
member of the durable International Footbali
League of Milwaukee, a group that appears 1o
be the nation’s (indeed, the warld’s!) oldest
FOOTBALL STRATEGY league, now gainginta
their fifteenth year ar so.

Ever since ASR first went into praduction |
have been meaning to have some sort of feed-
back system tao find aut a little mare about gur

s

G

readers. Since subscriptions keep climbing fn-
teresting Statistic Depr. —at one time my
refatives totafled more than 7% of the reader-
sfiup) it seems a reasonable assumption to say
that most subscribers like the magazine, And
my relatives certainly like it—every one af
them has asked me to sign them up far another
year, and some even offered to pay for it
themselves this time. But | would like to hear
more from the readers, if only to give me a bet-
teridea of what will make you keepreading the
magazine

As an example, just recently 1 received a
rather long letter from David Sampson of
Wheaton, il { had a nice chat with Mr. Samp-
san at GenCon in Wisconsin about sports
gamas, and his letter was full of interesting
comments, both pro and con,

Ta begin with, he suggested that we
repack PAYDIRT in the same bookcase format
now enjoyed by BOWLBOUND. As | have
already mentioned, that is being dane. He also
asked why we couldn’t put back the plastic
gameboards that used to be in the S foothall
games. This /s a simple matter of economics.
The price of plastic, which s tied to the price of
oil, is skyrocketing, and we do not feel that
most of our gamers really want to spend
several doltars more when cardboard is quite
adequate.

He also had the very good suggestion of
replacing the pawns in our football game with
offensive and defensive cards such as are used
in FODTBALL STRATEGY. This is anidea that |
would like to explore further

There were a number of additional ideas
and suggestions, all of which | found most in-
teresting, The point1'm trying to make (besides
attempting to fill 16 * of space on the editorial
page! is that Decause we, are essentially, a
service arganization, it is to your benefit as a
subscriber and as a game buyer 10 let us know
what you like and what you don't like Right
now All-Star Repiay is based enutrely upon
what / like, and although | have a high regard
for my own opinion, it weuld be foalish indeed
ta imagine that just because | Iike something
everyone else daes, tao

Sa why not drop me a line, or maybe even
send a letter for our moribund “’Letters to the
Editor” column. if yvou don't I'm gaing to have
to start writing letters under pseudonymns,
and you can imagine what that will be like!

ALL-STAR REPLAY



Key Kalls that Kaused Kryin

by Thomas N. Shaw

In this, Part Three of what started st as a ote-
part thesis an FOOTBALL STRATEGY, the
author laments on a few of his great indecisions
whick cost him key games (parts One and Two
appeared in ASR Vol 1 #1 and k2, respectively).
You, the reader, are now the beneficiary of Fhese
gems of wisdom gleaned from the trials and
tribulations (read “'mistakes”) of the game's
designer himself. By the way, we wish fo quash
right here any malicious vumors that Mr. Shaw
might have lost a key game at ORIGINS 79 to an
ENGLISHMAN; that's only a rumor, and as you
kriow our policy here at ASR is fo never print if
until we have proof.

It is an axiom among the fraternity of
FOOTBALL STRATEGY fanatics that
one stays with his first call. How often
have we chastised ourselves when we
have mentally switched our calls only to
find our original thoughts were the better
call.

Noi s, say 1. The wisdom of my second
thoughts has far outweighed that which
seems to pop up impetuously. Admittedly,
staying with a first call has occasionally
proved rewarding, but in the final analy-
sis, a few extra seconds of thought before
committing oneself has proved to be the
best approach.

I will even go so far as to admit that a
few such impetuous “intuitive” calls have
been my undoing; one such call actually
costing me the championshipat ORIGINS
'78. And against my chief adversary down
through the ages, Don Greenwood (AH
Vice-President in charge of New Products and
editor of THE GENERAL, a magazine that
doest 't deal with sports games and vefuses 1o accept
RAIL BARON articles) (p.s. we also refuse ta
arcept RAIL BARON articles, so please don't send
any), of all people.

First and Goal on the Ten

In head to head games, Greenwood has
the edge over me. He's beaten me for one
Super Bowl and one ORIGINS champion-

ship, as opposed to my 1977 ORIGINS
championship and a meaningless league
win over this highly respected opponent
(Greentoood actually holds fioo league Super Bowl
wins and fwo ORIGINS championships),

So what's an underdog to do? He has to
get cute once in a while. “Careful cute,”
I must add, because I was confident [ had
doped out all the angles of Greenwood’s
arsenal of tricks

It is now late in the fourth quarter of
the ORIGINS championship game. Trail-
ing by three points, L have mustered along
drive and find myself with first and goal
on Greenwood’s ten yard line. With under
two minutes remaining, Greenwood’s
defense has got to be one whereby he
concedes the field goal rather than give up
a TD. The entire gallery watching are
aware of this.

“Aha! Let's go for the TD and wrap up the win
right now, rather than go into overtime,” [
chortle to myself. But I've only got three
downs in which to accomplish this,
leaving the fourth down for the field goal
attempt

I immediately call Play #12. Don's
defense is D—No gain. Two downs to go—
and still ten yards away. What will Don'’s
second doton defense be? There's a chance that ke'll
come back with the obvious D, but my obvious
call of Play #10 then brings me to the five
yard line, from which point my chances of
scoring a touchdown are greatly im-
proved. Perfuaps (again double-thinking to
myself), he will go for a defense that keeps me back
af least to the seven. And from the seven, it is
highly improbable that 1 could score a TD
unless, of course, I go for Play #11 on third
down, which offers me the risk of losing
the ball on an interception at C, thus
throwing away the safety valve of atleast
tying on a field goal.

What has he narmally done in the past under
similar circumstances? | wondered. F—that's
what he'll call. Ar this point, it's a great
call—the only offensive plays now good
against F are risky. Plays #2 and #4 do get
me very close, but if I've guessed wrong
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and he has C or H, I'm back to a second
zone for kicking and my chances of a
“good” field goal are reduced to 67%.

Yes, that's it! I'll stake my world-wide
reputation (Charles Vasey, will you please
confirm this? Ed.J that he'll throw out an F.
So why not Play 867 It's instant touch-
down against F. And since he knows that
no one in his right mind would call Play #6
on second down, least of all the conserva-
tive author . . .

WE INTERRUPT THIS SENTENCE TO
TAKE YOU DIRECTLY TO THEFOQOT-
BALL STRATEGY TOURNAMENT AT
GENCON X, HIGH ATOP THE WIS-
CONSIN DAIRYLANDS, AND TO
PROVIDE DRAMATIC COUNTER-
POISE FOR THE INEVITABLE LET-
DOWN THAT WILL BE REVEALED
WHEN MR. SHAW DISCOVERS THAT
SOMETIMES BEING IN ONE’S RIGHT
MIND 1S A DEFINITE ADVANTAGE.

Gencon XI—Stopped at the One

Then there was GenCon, and another
FOOTBALL STRATEGY “championship
of the world.” Actually, this was mickey
mouse as anything after ORIGINS is anti-
climactic. Besides, there were only 33
participants. And though the schedule of
events at this convention {in Kenosha,
Wisconsin) was sufficiently confusing to
preclude Mr. Greenwood from finding his
way to the right room at the right time,
thus missing the event altogether, anoth-
er spirited run for the gonfalon by the
author fell short—this time by a mere
one yard!

Having struggled into the finals in a
series of cardiac arrests, it was my
misfortune to be seated across the table
from the world’s only known psychic who
enjoys FOOTBALL STRATEGY. Too bad
the people from the Guinness Book of
World Records weren't watching. 'm sure
I would qualify for the record in turnovers
due to Fumbles and interceptions. I was




even caught with an [ against my oppo-
nent’s call of Play #16. For a 50 vard TDD,
no less!

Still, T was only seven points behind
when i started hitting. From my own two
yard line, we managed to dumb-luck
down to his one. Now there 15 only time
for one last play. What will he call . . . A,
B or C? Immediately Play #10 comes to
mind, as [ remember my mistakes of a
manth earlier at ORIGINS Still, this is a
different situation. Play #10 is good
against two of the three optimum defense
cails, which to the exponent of the double-
think spells C as my guess for his choice
And in this case, why not go with Play #17
Especially since he might choose defenses
other than the above in which case I've
succeeded. In Ffact, Play #1 was given
careful consideration—before [ imapetu-
ously blurted out my intuitive first choice,
Play #10.

But back to ORIGINS. And that dumb
call of Play #6. The point of it all is that
this call wasn't the one that really did me
in. It was the call before that—Piay #12
which 1 “intuitively” called on first
down--and for no gain. That was the
stupid call. Had [ taken a few seconds to
evaluate the pros and cons, I would have
realized that there were other offensive
plays better designed to get me what  was
looking for. If I had made a few yards on
this first down, I wouldn’t have been in a
position to have to call Play #6 in the first
place

“What the hell were you looking for

MRS

with Play #12?" you might ask. The
answer: instant TD on G, [ might
respond. More realistically, 1 was looking
for a blitz, either C or H. And since A is a
very unlikely defense at this point, you
must agree that there were better offen-
sive calls available for gains from C and H.
But since they could mean instant touch-
down on Play #3, Greenwood’s only
smart defense at this point—especially if
his strategy is to concede the tield goal—is
D or F, neither of which gains a yard for
Play #12. Anyone who doesn’t call Play

#10 in this situation doesn’t deserve to
win. And I didn't!

DALLAS 19, BALTIMORE 17

F'own the Colts franchise in the Avalon
Hill Football Strategy League. We're in
our fifth year. Competition improves
each year, and early in the 1978 campaign
I found myself struggling to break .500.

My opponent on this particular day
was Dallas’ Carl Slutter, himself a peren-
nial league winner and Super Bowl champ
of a year past, with an all-time .714 won-
lost percentage. Again, I'm the underdog.
Curiously enough I found myself actual-
ly leading Dallas by one point with but
four minutes remaining, Furthermore,
I've got him on his own three yard line
with fourth and plenty.

Now ['ve got to preface this with an
axiom that's known far and wide ameng
league members: Tom Shaw always
throws out & and B in a situation like this,
Always. Never anything else. A or B! No
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1t's Not All Glamor: Shown kere is AH Playtest Coordinator Westover Searles I hard at work
@n our new acgiisitian, Statis-Pro Hocce Housed in a secret location deep in the Catoctin
Movntans the AH Experimental Station s the sanrce of dozens of brilliant designs every year

known evidence has come to light that
dictates otherwise. Dallas’ player, Carl
Slutter, knows this tao. And as a charter
member of the league, he boasts a lofty
54-21 record on more than just lucky
guesses. Surely, he would be thinking to
himself, Shaw knows that [ know ke calls only A or
B at a time like this so maybe this is the time Shaw
siwitches off. Maybe this is nof the fime to call the
obvions—Play #17.

Precisely why I did not switch off, and
threw out B. On the other hand, Slutter
might have conjectured, Shaw is probaoly
thinking that [ am thinking he knows he normally
fhyows out A or B and will not take the
chance on Play #17. I'll take the chance.

Bingo! Now he’s not only out of
trouble, but has the ball at midfield and
marching. 5till, I couldn’t stop him and at
the two-minute mark he has first and goal
at the ten. A field goal wins it. He's
certainly not going to risk losing the ball
so he has to play it safe,

On tirst down, he's held tono gain. On
second down, presumably guessing me to
blitz, he calls Play #3 and loses two yards
to my G call. Great! He's now on the 12,
with only a 67% chance of kicking
successfully. The all-important third
down call fails me, however, and he gains
his two yards back. Unfortunately he rolls
a five which, had he been on the 12, would
have cost him the game. To add insult to
injury he rolls a five, not once, but twice,
eating up two of my three timeouts. On
the third try, he succeeds and with but
fifteen seconds remaining opts for the
onsides kick, albeit unsuccessfully. Still,
there’s no way I could move into field goal
range except on a penalty against the
defense which, naturally, is avoided by
Slutter’s game-ending call of E.

Requiem

I've explained what I've done wrong.
Suffice it to say, I'm not going to talk too
much about what Idoright. If [do, and my
once and future opponents find out, what
I've done right will turn out to be wrang,
Oh yes—that call [ thaught was right at
GenCon also turned out to be wrong.
That fellow 1 was playing (who has ESP)
made one H of a call.

And so, dear reader, as the sun sinks slowly in
the West (closely follawed by the UL.S. dollar} we
corne fo the conclusion of another episode in the
never-ending story of the Naked City. Will Tom
Shaw return for a fourth stirving chapter of Hhe
FOOTBALL STRATEGY CHRONICLES, or
will he vanish forever from the pages of
ASR, doomed to ever wander and recount
the stories of his epic losses? Tune into the
next issue to find the surprising answer!

ALL-STAR REPLAY




one in the Dark

That Never Ending Quest For
A Late Night BOWL BOUND Opponent

by Jim Higgins

After two years in law school | have
found that S.1. College Football (BOWL
BOUND) has the potential of being
extremely hazardous to one’s academic
pursuits during exam time. This is
especially true in December. As the fall
semester winds down to a climax in the
form of a handful of do or die exams, so
too does the college football season wind
down to its climax—a handful of do or die
bowl games, So each night last December
as [ attempted to immerse myself into the
likes of Evidence, Property, Family Law or
Labor Law, | would, at some point, catch a
glimpse of my battered BOWL BOUND
game on the shelf. (It was strategically

placed between my dictionary and my
notebook paper} The sight of BOWL
BOUND, coupled with the knowledge
that #1 Penn State would soon be meeting
#2 Alabama in the Sugar Bowl, more
often than not led to the inevitable result
of '69 Penn State meeting ‘66 Alabama on
my desktop gridiron under the lights.
Thus is the student’s dilemma: study-
ing alone, late at night, a sudden craving
for a “guick game”, and no opponent in
sight. And I dare say that this dilemma is
not the student’s alone—at some point in
every gamer's hfe the urgent calling to the
gameboard mandates solitaire play. My
system of solitaire BOWL BOUND

THE SPORTS GAME DIGEST

{which is adaptable to Papdirt!) is the
subject of this article.

My initial solitaire system was some-
what rudimentary. If ‘68 Georgia were
facing 66 Georgia Tech (always an
interesting game), | would play offensive-
ly for each team and throw a die to come
up with the corresponding formation for
the defensive team. So a die result of 1 =
A,2=B_..6=F Though this led tosome
interesting results, it was too unrealistic,
Running a 3rd and 1 Line Plunge againsta
roll of 5 (E, Long Pass Prevent) somehow
just didn’t make it.

But this was easily cured by the use of
an index card. By listing different downs




S

and situations, and then assigning ap-
propriate defensive possibilities for the
die roll, the results became maore realistic.
To briefly illustrate this, 3rd down looked
as follows:

Down To Go Die Roll
1 72 3 45 &
ard fisa than & B B B_;‘D' cCCbD
ard befueen 4 and 7 A C CEDDE
ard greafer than 7 DDET E EECE

* Denutes a rerot: 1,23 result is the
first defense 4.5,0 the second

This was a good system which kept me
happy until 1 encountered Coach Dice,
(All-Star Replay., Vol. I, No. 3) For those
readers who do not have this issue, (God
torgive you), Coacli Dice was an article in
which Scott Enk described a solitaire
system much like the one above, with one
major change: one should make up a chart
for defensive and offensive plays. Thus,
the dice controls one team both offensive-
ty and defensively. This allows you to play
one team both ways against the other,
which is directed solely by the die rolls
Aside from a little help in deciding
whether not to punt, try a field goal,
accept a penalty, etc., Coach Dice is able to
run his own squad against yours. Though
we have never met, lam eternally grateful
to Mr. Enk for my enlightenment on this
approach to solitaire play (For a more
detailed analysis of suggestions for soli-
taire play, [ highly recommend the Coack
Dice article.)

But summoning Coach Dice into my
study on those late December nights was
not the final answer. For under the above
system every college team which Coach
Dice guides has the same gameplan, no
matter what team it is or what team it
taces, But this too is unrealistic. Every
college tearm in BOWL BOUND should
not be “coached” with the same gameplan.
This observation led to Coach Dice’s
retirement from my gameboard. He was
replaced by a similar but much younger
and more innovative protege, Coach
Adaptadie. The latter's gameplan varies
with each game.

For example, Adaptadie has a more
running oriented offense with ‘69 Texas
of ‘oF USC than maost other teams, most
notably ‘61 Mississippi or 63 Wisconsin
And defensively, if Adaptadie is facing ‘65
Navy or ‘66 Purdue he will concentrate on
stopping the rollouts and bootlegs of
Staubach and Griese more so than if, say.
42 Missouri were his opponent. He will
blitz more when at the helm of ‘66 Notre
Lhame than when he squires ‘©9 Missour

His gameplans must reflect all of this. A
gameplan will depend on 1) which team
Adaptadie coaches and 2} which team he
faces. This approach takes a bit longer to
set up in that it involves a different
gameplan for each game, but it is well
worth it. The realism is much greater as
Adaptadie is able to get the most out of
the particular team he is guiding, both
offensively and defensively.

An example gameplan might do well at
this point. The game is “The Game of the
Century™ ‘69 Texas vs. '69 Arkansas.
Adaptadie is coaching the Longhorns. (It
is more challenging to give Adaptadie the
better of the two teams, unless you have
had a long day or feel like coaching a
particular team.) Adaptadie has a power-
ful pround game and will rarely throw the
ball. Offensively plays 1 through 5,
especially the option (5), will all be used,
with an occastonal bootleg (8) or dropback
pass (9) thrown in to keep Arkansas onits
toes. The screen (8) is weak and will never
be thrown; and the sprintout (7) has
disastrous poteatial, so will enly occur as
the result of an option play. The Arkansas
defense is not particularly overwhelming
(as is that of 69 LSU or ‘66 Michigan
State} and is particularly vulnerable to a
bootleg, so Adaptadie can go with an
offensive gameplan basically concentrat-
ed on his own weapons. Defensively,
Adaptadie must contain a very balanced
Arkansas attack, which can be expected to
include the use of every play at some point
in the game, with the possible exception
of the option. The screen pass has
particularly devastating potential. Texas
has a strong defense though, and can vary
defenses with the situation. The blitz (F}
however, is not overly powerful and will
be used sparingly. Adaptadie’s gameplan
is as follows:

INSERT A (Offensive Gamepian Card}

INSERT B (Defensive Gameplan Card)

INSERT C (Key Card}

In replaying the ‘69 Texas-Arkansas
battle, try the above gameplan. Adaptadie
is indeed a formidable opponent. You may
tind that you like this gameplan or you
may wish to atter it (some claim that [ use
short yardage defenses too much, but |
usually concentrate on stapping an vppo-
nent’s ground game) by substituting
different plays, making it simpler, or
making it more complex (i.e., adding 1st
and goal)

In making up a gameplan for any
matchup, one should remember three
rules:

1. Select plays appropriate for the
particular down and situation. For exam-

-

ple. for 3rd and greater than 7 a line
plunge (1) is a bad possibility offensively
and a short yardage defense (B or C) is a
defensive no-no.

2. Vary the plays in each situation so
as to keep Adaptadie’s opponent (your-
self) off balance, if not honest. So 3rd and
greater than 7 should be all 95 offensively
or all Es {Long Pass Prevent) defensively.

3. The cardinal rule: Be cognizant of
the offensive and defensive strengths and
weaknesses of Adaptadie’s particular
team, and be equally cognizant of the
offensive and defensive strengths and
weaknesses of his opponent’s (your)
particular team.

After you have used this system [or
awhile vou may wish to add some extra
twists to make Adaptadie an even better
opponent. You may wish to add an
offensive 4th and medium situation. The
kicking game (e.g., field goals) in BOWL
BOUND are not particularly strong,
especially outside the 20 yardline. So
going for 4th and 3 between an oppo-
nent’s 20 and 30 yardlines is not so bad a
gamble in some situations. (One should
notice that I did insert a defensive 4th and
medium situation in Adaptadie’s above
sample gameplan because I generally do
“go for it” in this situation.)

A rule banning 9s and Es inside the 10
yardline is also a good variation. If you
convert all 95 to 4/7/8 (die rolls of 1,2 = 4;
3,4=7; 56 =8)and all Es to A/D) then this
rule is effectuated, But do not go with a
blanket rule; in deciding which plays to
convert the 9s and Es to consider the two
teams you are dealing with.

If Adaptadie is winning late in the
game you may wish to alter his gameplan
to eat up the clock and prevent the big play
score. This can be done in two ways. Either
treat each offensive play as 1stand 10 and
each defensive play as 3rd and greater
than 7 or substitute running plays for
passing plays (ie, all 75 and 8s become
1/2; all 9s become 3) and substitute
prevent defenses for short yardage de-
fenses (i.e., all Bs become D and all Cs
become E}. But again, when doing this,
organize the variant gameplan with the
two particular teams at hand in mind.

Conversely, if Adaptadie is losing late
in a game his gameplan can likewise be
altered. Offensively, passing plays can be
substituted for running plays or each can
be trested as if il were 3rd and greater
than 7. Defensively this situation is
harder to accommodate but can be made
possible by using a “ball hawking option”.
This entails a double roll for each play. Ina
given situation, roll once to determine
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Adaptadie’s normal defense. Then do a
second roll, IF 1,2 or 3 comes up, use the
normal defense cbtained on the first roll;
if 4,5 or 6 comes up, use defense F. This is
a definite gamble, but it makes some
losses possible

Other variations are also possible. For
example, if Adaptadie is winning or losing
by a wide margin at the half or at the
beginning of the 4th quarter, you may
wish to rewrite his whole gameplan for
the remainder of the game. Thisz is
somewhat extreme, but I did use it once in
a rematch of ‘66 Notre Dame vs. 66
Michigan State, Nutre Dame {coached by
yours truly), by virtue of three Michigan
State fumbles, was winning 27-0 at the
half. 1t seemed foolish to have Adaptadie
use his initial ball control gameplan in the
second half, so [ threw the whole thing
out, | am too embarrassed ro reveal who
won that game, Such a variation might be
implemented when there is, say, a 20
point margin going into the finai quarter
And if the score evens out, Adaptadie can
go back to his original gameplan,

In using variations there is oneule to
follow: Be unuform. If you vary a game-

use the “ball hawking opticn” on some
plays and not on others, then you are
merely plaving against yourself and not
Adaptadie

Adaptadie’s gameplan, being tailored
to the game at hand, produces maximal
realism though it only takes about ten
minutes to draw up. You merely compare
the team charts and try to come up with
the attack that Chuck Fairbanks would
have used were he guiding his ‘67 Sooners
against your 70 Mebraska sguad {in
Lincoln, of course). By using this simple
technique you cansimulate thal opponent
that could have been. 50 go ahead. Coach
‘69 Missourl (a wide upen team) against
Paterna’s ‘69 Nittany Lionsand trv to fare
better than the Wildcats did in that
memorable Orange Bowl of January I,
1970. Or lead ‘67 USC against Woody
Hayes" ‘68 Buckeyes, the that
dethroned the Trojans as national cham-
pions. All of this, and more, is possible
with Adaptadie, even though in reality
you may be alone, late at night, while Joe
Paterno, Woody Hayes and Josh Burack
imy neighborhood opponent) are all off
somewhere else, probably fast asleep

Team

plan then do so consistently. For if you
INSERT A OFFENSE
Down To Go Die Roll 1 2 3 4 5 6

1st less than 11 1 2 & 5 5 glo*
1st greater than 10 3 4 3 B g 2
2nd less than 10 1 2 3 4 5 5
2nd greater than 3 3is” 4 5 5 9 9
ard less than 4 1 2 2 3 3 &
ard from 4-7 ) 3 3 5 5 8
3rd greater than 7 E) 5 8 9 9 9
4th less than 3" 1 2 2 3 3/5* 5
ath {omg™** 8 9 3 ] g 9

INSERT B DEFENSE

Down To Go Die Roll 1 2 a 4 5 [

1st less fhan 17 A B (G (D E
sk grealer than 10 A C D D E E
2nd fess than 10 A A B C D E
2nd greier Hoan & A & D B E E
3rd Tesn Srer A B B BiC® c C
ard fram 4-7 A = D D AJET E
3rd grealer {han 7 D £ E g 2 F
4th less than 3 B B B B C C
4th from 3-7 A CID* D D E E
4th greater than 7 E E E E E F

INSERT C KEY

¢ Denotes reroll; 1,2,3 = 1st play; 4,56 = 2nd, play
** In some situations, such as 4th and goal from the 1, Adaptadie may wish ta go for 4th and short. You

muswt help him with this docislon. Be easenalis

*r+ When trailing at the end of a game jorat theclise of thedst hal () Adapradie may have to go fisr 4th and 2,
dth and 15, ete. Agaln, be rasmable in helping him make the decision
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Speed Circuit, Cont'd.

the gap asimuch de possible on the first lap.
Aster the initial lap, 1 let my car position
dictate mry-pace. | use what | call the "5
space rule’ to deciche my skeategy, b T'm
more than 5+ spaces ahead of the pack |
have a healthy lead and may slacken my
pace to preserve the car. On the otherhand,
it behind, my target becomes staying within
5 upaces of the leader to avoid overceming
an Impéselble margin later onl A few other
tipd dre (o always take advantage of
slipstreaming and bonus cormvering spued
whenever possibrle. Keep spme wears in
reserve for the last lap sprint and enly take’
chances during the final run to the finish
line

Alternative Formulae

One last advantage of Speed Circuit is
the tact that vou can race different classes
of cars against each other to avoid the
monotory  of always using Formula |
TaceErs, You may in fact be intercsted Lo see
what the various relative lap speeds, tech-
nigques and handicap race results would be
between various classes. I should point out
that many of today’s Grand Prix stars
began driving in these lesser formula classes
and that they are often used for preliminary
sprint events at many Grand Prix meetings,

I've given you the transformation of
several car class capabilities to Speed Cir-
cuit specifications in the accompanying
table. In reality formula super vee and.for-
mula 3 use 1600cc engines pumping oul
about 18¢ hp. The next level of racing is
formula 2 and (U.S.) formula atlantic
which are very similar using 2 litre capacity
engines of about 250 hp. The stock Block 5
litre, formula S000 and CanArmn cars have
aboul the same horsepower rating (500} as
formula 1 but suffer from being overweight
performance wise. For real diversity, one
can even pult Indianapolis (USAC Cham-
pionship) cars on road race tracks as they
occasionally run these courses. Their
2600cc turtbocharged engines put out the
highest power currently available at 850 hp.
The only reason these beasts canmot beal
Grand Prix cars at their own garme is
because of “turbolag’ in decelerating and
tire size and wing restrictians which limit
cornering ability.

I hope to provide you in the future with
specs for classic Grand Prix seazons pas)
pow that there also exists interest in anbigue
car racing and history.




THE LAST BATTLE

1968-69 NBA Championship
Boston Celtics vs. Los Angeles Lakers

The war between Wilt Chamberlain
and Bill Russell over basketball suprema-
cy began on November 7, 1959. The place
was Boston Garden, home of the world
champion Celtics. A cellout crowd
watched the two giants warm-up on
opposite ends of the wooden battiefield,
Wilt laughed and joked with fans as he ran
through his inventory of dunks and shots.
Bill remained quiet and pensive during his
practice. Suddenly the game began.
Russell won the jumpball and his team
scored. When Philadelphia came down
court they predictably fed the ball to Wilt,
Wilt turned and took a one-handed jump
shot for an automatic two points. But
wait! Launched like a Titan Missile Bill
Russell soared above the crowd to swat
Wilt’s shot off target. The first shot
Chamberlain took was blocked by Russeli.

Wilt outscored Bill Russell that night,
but Boston outscored Philadelphia. That
same pattern would be repeated over the
next ten vyears with Russell winning
championships and Chamberlain winning
statistical titles. Whenever they met
basketball fans would awe at the intensity
of their contests. It was more than
basketball, more than athletics, it was a
test of wills. Wilt was winning these
battles, but losing the wars.

There was one championship for Wilt
however, It came in 1966-67, the first
vear that Russell coached the Celtics.
That was also the year basketball experts
felt the Boston dynasty had finally ended.
Boston no longer had Cousy, Sharman,
Heinsohn or Ramsey, But they still had
Bill Russell

They also had their “old guard” of Sam
lones, Bailey Howell, Satch Sanders and
John Havlicek. All of these players were
well into their 30%s except for Havlicek.
who was 28. They were old men playing a
young man’s game,

by Ken Close

Wos Usiscled and folvy Havlieel fight tor the rebound

Ever with an aging line-up Boston was
able to bounce back to a championship in
1968. That year they finished second to
Chamberlain’s Champion 76&%rs but
defeated them in the playoffs 4 games to
3. To do this the Celtics had to win the last
three games straight—two of them in
Philadelphia. Boston had reestablished
their supremacy, and it seemed like an
excellent time for several Celtics to retire.

As the 1968-69 season began the
World Champion Celtics were hardly
even considered to be contenders. Most
experts predicted the next champs to
come from either New York or Los
Angeles. Los Angeles was especially
favored after they acquired Wilt Cham-
berlain during the summer. Wilt joined
two other superstars, Jerry West and

Elgin Baylor, to make the Lakers a team of
tremendous potential.

That potential was not fully realized
that season. West lost time to injuries, and
Wilt had difficulty fitting into L.A.’s game
plan. The personal conflicts between
coach Butch Van Breda Koltf and his
new center further hindered the Lakers
throughout the season. Even with these
problems they still won the Western
Division with a record of 55 wins and 27
losses.

Meanwhile the Boston Celtics were
overpowered by the much improved
teams of the FEastern Conference
Boston’s record of 48 wins and 34 losses
put them in fourth place behind
Baltimore, Philadeiphia and New York.
Obviously the Celtic dynasty was over,
but someone forgot to tell Russell and
company.,

They began the playoffs with renewed
vigor and energy, trouncing the 76er’s in
five games. Then came the N.Y. Knicks, a
super team that had just eliminated the
Baltimore Bullets in four straight games.
The Celtics astounded the basketball
world by defeating the Knicks in six brutal
games. Two of these games were decided
by just one point.

Qut West the Lakers breezed by San
Francisco and Atlanta to advance into the
championship round of play. They were
heavily favored to say the least. L.A.
averaged 112 ppg. and gave up 108 PPE.
that season. Their forward Bill Hewitt
made-the “All Rookie Teamn", Guard Jerry
West made the “All Defensive Taam”, the
"All Star Team" and averaged 26 [2yelt]
despite missing 21 games to injury. Elgin
Baylor also made the cosches’ “All Star
Team”, and was the 8th best scorer in the

league, Chamberlain led the leapue in
rebounds,

Boston’s best scorer was Havlicel who
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was only 14th in the league. Butin Boston
the name of the game was defense, and
that is what won them champianships.
Russell, Sanders and Havlicek each made
the “All Defensive Team”, while Boston
held their opponents to only 105 ppg. that
seasolt.

The first championship game was
playedin L.A. It was a well-played, intense
game which the Lakers won 120 to 118.
Jerry West led his team to that first
victory by scoring 53 points. The second
game also went to the Lakers, 118 to 112.

The Celtics, having lost their first two
games, returped to Boston, Celtic fans
had given up hope for another champion-
ship but still appreciated their team
having gotten into the finals. Havlicek
scored 38 points to help them win their
third game of the series. The fourth game
was rather sloppy, With 15 seconds to go
L A. led 88 to 87. Sam Jones took a shot
and missed. Chamberlain slapped the
rebound away and Baylor retrieved it but
stepped out of bounds, With 7 seconds left
Boston inbounded the ball to Sam Jones
who tripped and threw up a prayer
(hoping Russell could tip it in}. Unknown
to Jones, Russell had benched himself to
put in a better foul shooter. This was
irrelevant, however, when Jones’ shot hit
the front of the rim and bounced in.

Tied at two games apiece, the teams
returned to L.A. for the fifth game. That
game was a blow-out. The Lakers easily
won 117 to 104. It appeared that Boston
had finally run out of steam.

Back in Baston for game six the Lakers
could not win the championship. Jerry
West was suffering from a pulled ham-
string muscle as the Celtics won 99 to 90.
Throughout each of these six games
Russell and Chamberlain battled for
control of the boards. Wilt was winning,
and could apparently lead his team to their
tirst championship if he won his final
battle against Russell.

Thousands of multi-colored balloons
hung from the ceiling in the L.A. Forum
during game seven. They would be
released the moment the game ended—in
a Laker victory. The Celtics were not
intimidated, and jumped to an early lead
At one point their defense had stopped
everyone but Chamberlain and West, and
they led by 17 points. Wilt was trying
desperately to win, to avoid another
defeat at the hands of Russell. With five
minutes to go the Lakers were steadily
chipping away at the Celtic lead. Wilt had
18 points and had just pulled in his 27th
rebound when he injured his knee and
was helped from the floor. After a few
minutes rest and some local anesthetic he

Bifl Russell shoots cver Wit Chansderfam o then havly contesied fmal meetng

told coach Van Breda Kolff that he was
ready to return. At this point the Celtics
only had a three point lead, and according
to Wilt his coach said “We don’t need you.”
Boston hung on to win 108 to 106. This
was their 11th NBA Championship in 13
years, and the sixth time that the Lakers
had lost a championship to Boston, It was
also the last time Russell and Chamber-
lain would ever play against each other.

Suprisingly, Russell and Chamberlain

had been friends throughout their decade
of athletic conflict. This friendship flat-
tened after their last game when Russzell
accused Wilt of “copping out”. According
to Bill Russell any injury short of a broken
leg or back isn’t a good enough reason to
leave a championship game. With a
philosophy like that it is easy to under-
stand how the Celtics won their last
champicnship under Russell, They were
simply too proud to lose.

1968-69
THE BOSTON CELTICS vs. THE LOS ANGELES LAKERS

Pos, Name DEF OFF REE BH KT
@ Bifl Russeli 4 P ] ™ 1
E Badly Howell 3 = ] 2 24

F-G John Haviieesx 4 3 o d 3 3
G Sam lakes 2 ) ! 3 a
G Em Bryumt 3 AT Bl E )
C Rich Joknson 7 1 4 L 1

C-F Jezm Burnes 2 3= 51 1 2
F Satsh Sanders 4 ¥ F | H 2
F Don Nefsor: b 3 3 2, 2
G Larry Suglried 3 AL8 4 3
G Do Chiney o 1 24 2 1
G Mal Grulam 2] 1 2 2 2
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Pos N DB ED A RPE N BEE ST
(& Wilt Chawerlniz 4 a &) 2 1
F-C Mel Counrs . k-l I i
B Eigin Baylor 3 3 ar 3 2
G Tervy West 4 3 bL a 3
G Jehnay Egan 3 2 gl 3 a
e Bilt Hemtr 24 = 5 2 i
L4 Tom Hawn s = By S 2 1
5 Jay Carty 2] | 3 1 2]
G-t Keeth Ericrsun 3 2 2 2 2
G Frogdw Crasolgrd 3 2 1 2 1
G Chiy Aiderson 2 z 1 2 1




ZONE DEFENSES IN
BASKETBALL STRATEGY

by Don Greenwood

When 1 designed BASKETBALL
STRATEGY back in 1973 I was strictly an
NBA fan who looked upon college basket-
ball as the minor leagues of the pros.
Since then the departure of West,
Chamberlain, Russell, DeBusschere,
Bradley, Robertson and others of theirera
and the arrival of the multi-million dollar
contracts with their attendendant“Idon‘t
care who 1 play for as long as | get paid”
attitude has dampened my enthusiasm for
the pro game somewhat. That, accom-
panied by all the hooplamania that
descends on this area every winter in the
torm of ACC {Atlantic Coast Conference
for those of you so unfortunate as to have
to watch ather brands of college basket-
ball) action caused a2 switching of my
allegiance to the college ranks.

The rules existing in BASKETBALL
STRATEGY for the college variation are
cursory at best and it is the intent of this
article to offer further rules variations so
as to better simulate the exciting nature
of college basketbali

The basics of adapting BASKETBALL
STRATEGY to the college game are
simple enough To accommodate the 20
minute half of the college game merely
start the ctock at the 10 minutes remain-
ing point and run the clock down twice for
cach half Ignore the 24 second clock
altogether. [ts elimination makes possible
the introduction of an entirely new
element of strategy into the game . . _that
of the stall or freeze, or if you're a
Carolina Tarheel, Dean Smith's 4 corner
offense

There are no special foul rules for the
last two minutes of play in a college half
corresponding to the rules the pros use to
heighten the suspense by prolonging the
last two minutes of each quarter. College
coaches are entitled to only § timeouts per
game instead of the prostandard of 7 {less

consideration for TV, you understand),
but are not restricted to when they may
call them—some coaches prefercing to
save all 5 until the hectic final seconds of a
game. Similarly, the penalty situation for
non-shooting fouls does not occur until
the 7th foul committed in a half. This
reversal of numbers makes it very easy to
keep track of these important con-
siderations using the game’s original
equipment—merely  keep  track of
timeouts remaining on the old TEAM
FOUL track and record personal fouls on
the TIMEQOUTS REMAINING track.
Remember that in the college game
Offensive Fouls are charged as Team
Personals and that all Offensive Fouls and
Passing Fouls after the team has reached
the foul limit for the half are awarded 1
and I status wherein the first shot has to
be made to earn the bonus shot. As in the
pro game, college overtimes last an
additional 5 minures

There is where the similarity ends,
however. The absence of a shot clack, the
increased importance of foul shooting and
ball handling, make the college version of
BASKETBALL STRATECGY every bit
more exciting than the pro game as the
difference in their real life models_ A very
important element in this interaction of
new variables is the zone defense.

ZONE DEFENSE

Zones have been outlawed in the NBA
where the emphasis is on fan appreciation
of a“run and gun”style of play In college,
where the rules don't force teams inta this
sytle of play, the zone plays an integral
role. It is employed to protect key plavers
in toul trouble, force a team to shoot from
the outside, to cut down the effectiveness
oF an opposing big man, or simply as a
change of pace defense to puzele the

opposition. All of these roles can be
realized by using the following rules.

A zone defense can be declared by the
defensive player only immediately follow-
ing a timeout or afler the first pass of the
opponent’s passession in which he brings
the ball upcourt. Zone defenses are never
i effect during the first pass of a
possession unless it is immediately after
a timeout.

A defender mayleave a zone defense to
revert to man-to-man at any time affer a
Passing Matrix resolution, but he may
move into a zone only at the times just
specified.

The Team Defensive Rating is still in
effect but when employing a zone defense
there are certain madifications. Against a
zone defense all guarded shots in zones A,
B. C. or D receive an additional -2
maodification to the white die in addition
to the normal TDR modification. There is
no additional affect for guarded shots in
zones E, F, or G. Furthermare, all open
shots or pick & roll plays are considered
guarded shats instead unless the passer
can roll & number which i 2 lower than
the rombined balthandhng rating of the
passing and receiving players.

All passes into zones E or T against a
zone defense which result in a PA, OB, or
turnover result can be changed to an
Open Shot if the passer rolls less than his
ball handling rating with one die.

All passes into zone G against a zone
defense which result in a guarded shat or
turnover result can be changed to an
Open Shot if the passer rolls fess fhan or
equal to his balthandling rating

While utilizing a zone defense the
defender does not assess fouls
automatically to the defensive counter-

Cont'd. p. 23
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THE LONELIER THE BETTER

or

A NEW RECIPE
FOR SOLITAIRE:

Mixing A Little Paydirt Into Football Strategy

The following article presents a slick
method of selecting the defensive plays of
Football Strategy without upsetting lhe
delicately  bhalanced matrix system the
designer put into His extremely popular
table game, plus an offensive play-selecting
technigque which gives the quarterback the
responstbility  of calling all the plays
regardless of down or yardage circum-
stance.

PART I: DEFENSE.

Football Strategy has a good solitaire
version that calls for the lone player to
choose the offensive plays for both sides
and then select the defensive team's plays at
random from the flip cards. To one set of
ten cards you add the D,EF and H cards
from the second set. One drawback to this
method is that you must shuffle the cards
after each play.

One way you can reduce your shuffle
time is to make a flip deck consisting of 140
cards marked thusly:

D-E-F-H 20 cards each
A-B-C-G-I-] 10 cards each

You can make as many sets as you think
you'll need so long as each set consists of 14
cards and that there are two D's, two E's,
two F's and two H's in each set, and cone
each of the six remajning defenses. 140
cards will be sufficient to let you play an en-
tire half before re-shuffling the deck.

Or, you can do away with the shuttle
altogether, and instead of cards you can use
a dice roll that will produce the same
results.

Analyzing Paydirt Dice
In order to duplicate the Football
Strategy defense card result with a dice roll,
it is necessary to choose the right type of
dice. You must have the same probability
of selecting a particular defensive play by

THE SPORTS GAME DIGEST
el el —

by Bob Norgard

rolling dice as you would by choosing a
card at random. It is also essential to know
how to read the dice and to ascertain what
each dice roll result is worth

The S1 Paydirt dice which, oddly
enough, are the same cubes which produce
the offensive results in Avalon Hill's foot-
ball games, are perfectly suited to the
matchup we propose because they are a
rare breed that produce a wide range of roll
values as shown in Figure One.

Dice Dice

Roll Value Roll Value
10 2 25 12
11 5§ 26 8
12 4 27 &
13 5 28 4
14 & 29 2
15 & 30 6
16 4 31 9
17 3 32 12
18 2 33 15
19 1 34 18
20 [ 35 18
21 6 36 12
22 8 37 g
23 ie 38 &
24 12 30 3

Figure One

The numbers in the dice roll column are
determined as follows: The number on the
black die is read as the first digit of the
number, and the sum of both white dice is
read as the second digit.

The numbers in the “Value” column
represent the number of times the corre-
sponding dice roll results are likely to hap-
pen. | call them “Value” numbers because
they tell what each dice roll is worth in rela-
tion to the others. Example: You are twice
as likely to roll a 32 as a 15, and the chances
of rolling a 34 are six times greater than roll-
ing a 17.

Defense Cards vs. Defense Dice

The total defense card values is 14 for
solitaire, while the total of all dice roll
values is 216, into which we are aboul to
squeeze ten defensive plays, each requiring
a precise percentage of play-calling pro-
bability.

With cards, the chances are two in four-
teen, or 14.285 percent, that either a D,E,F
or H defense card will appear. You are
twice as likely to draw one of these as you
are an A,B,C,G,l or |, each of which is like-
ly to appear once in fourteen attempts, or
7.142 percent.

A little simple arithmetic permits us to
match the card values with dice roll values.
14.285 percent of 216 = 30.855, which can
be rounded out to 31 dice roll valyes, 7.142
percent of 216 = 15.426, or, roll values of
15 or 16.

A Chart In The Making

Adding roll values in Figure One, we
assign four dice roll numbers with roll
values totalling 31 to Defense D. In the case
of defenses E,F and H, we found three roll
numbers for each, as illustrated in Figure
Two.

Dice
Roll Roll
Def. Value Percentage Numbers

D 31 14.351 10, 13, 24, 25
! 31 14.351 2 00 132
F 31 14.351 16, 35, 37
H 31 14.351 20, 32, 33

Figure Two

Splitting Fractions

Six defensive calls and 92 dice roll values
remain, since we've assigned 124 of our
total roll values to defense plays D,E,F and

Continued on Page 13
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EARN UP TO $1000

In Your Spare Time at Home—
Domg Neat Stuff for All-Star Replay

THE PEA

FACTORY
OUTLET

Whenever 1n the Baltimare area feel (ree (o
dropin at our design offices at 900 SU Paul Streel
As g convenicnee 1o these who visit our Town
House design oflices, a wide selection of the Latest
games are available for sale to the public at {ull
retail (sorry. na discotuts eiven here ., the hall-
price table disconunued as ol April 3¢,) Games,
only will be lor sale, No parts or issues of The
General: they must be ordered by mail. Please
bring your checkbook or be prepared to make
exact change. Saturday visitors are invited to stay
Lo playiest new titles or simply play their favorite
games n the 1GB gamerocom

Haurs: Tues-Fri: 9 A M to 5 P.M

Sar: 10 A M. 10 5 P.M.

x
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No, we don't want vou to stuff envelopes for us—that's the editors job, What we
A want is people whocan write good articles about anv of the almost-twenty Avalon
Hill/&ports Nustrated games Uneluding Stane Pro gunies)

M rules vou'd like to see articles about great teams of the [rash [For which we
pften print team or plaver cards right in the magazine), iInformation about leagues
and much more can be fourd in each Full-color guarterly issue. Recent issues have
included such bonus inserts as: complete plaver cards for 1970 NBA Championship
for SP Basketball, full-calor team chart for 1940 Stanford Indians {the first team to
use the T) for our BOWLBOUND game, new tracks for our SPEED CIRCUIT game,
and complete ST Baseball ratings for the 1912 World Series Teams.

Now, about that thousand dollars. At our current rate of $5.00 per running 10~

column of copy, or $15.00 2 page, that would be . . let's see now - . . that would be

about 37% pages of tvped, double-spaced copy. You can do that in no time
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1978 PAYDIRT CHARTS
NOW AVAILABLE!

Ah, yes—1978. The Steelers do it again. The Giantsdon't do it again, Seat-

tle surprises and the Raiders roll aver, For the first time in the three years since
we began to update the PAYDIRT charis, we are oftering them before the
season begins, so you can play yvour season along with the real one

To order, just send your check or monev order for $10.00 plus $1.00

postage to our Marts Department (see above ad for address), Be sure to specity

TAYDIRT 1978 Team Charts’

NOW AVAILABLE: 197870 NBA Basketball Cards. Just $10.00 plus 10%
postage. Every player in NBA who contributed significantly is on his own card
this year.

-u*til!ttt******t*ittttt***il*

GALLERY

PAYEMRT Is the mostexciting gportsgame |
have ever played. FOOTBALL STRATEGY is
great to see how good vou are as a coach or
quarterback of a team that really does not exist,
but PAYDIRT lets you do the same thing with a
real team, Can I call plays better thap Billy
Kilmer? Can I set the detense better than
Gearge Alien? PAYDIRT allows you to do this

PAYDIRT has one major flaw The same
Flaw that all Avalon Hill games, excepl the
STATIS-PRO line. have; you need an appo-
nent. Ceach Dice is OK for awhile, but this is
leaving too much to luck. Coach Mrs, is QK far
awhile too, but line plunges an fourth and 20 at
your oivn 2vard line or quick Kicking an Flest
and goal is nol the way the game is meant 10 be
played I've even tried Caach Junior; but Ifind it
hard to play a game in five minutes which is
about the length of a small childs attention
span. If you live in the country how do you find
an opponent, let alone get into a league?

Volume 1 number 2 of ALL-5TAR REPLAY
carried my ad to form a league, Inever received
anyaniwers live 1oo far away from any Lirge
cifigs, | check all the adds |n ASRE esch issui
hoping to find a league to min or an opponen
nearsbhy. Ne buck, toi far away.

fust when had given upafever getting into
0 PAYDIRT League along came Volume [T,
Number 1 of ASR. The article by Mr. Charles
Vasey has given me new hope If he could not
only find enough interested people in a country
where football is not king and a way to play the
game without it costing a fortune maybe there
is hope for me. Since long distance phone calls
are much mare expensive here than in England
the phone must be ruled our, The only other
weary lett s to play by mall Since PAYDIRT waa
not meant tabe a play by mall game sompthing
must beé done tiallow For mad play  Howabout
a contest to see if anyane can come up with a
way to play this wanderful game against
someane whao is over 50 miles away.

I dont know shint T hate werse. Létting my
FAYDIET game sit and colleet dust becarse |
can’t find a good opponent, or trying to play
against someone or something that really
knows nothing aboul football.

I know there must be many many people
wha feel the same way about PAYDIRT s
eome on felliws can’t you Find a way i hélp us.

You have a great game and | am really very
goodiat 1 think, lust imagine what YEHIT
FOOTBALL STRATEGY Leaguiewinld be [k
iFyou lived in a town with a pepalation of 919,
Tt would make it hard to find 2 good opponent. [
sure hope you can help, because it's lonesome
without a good friend (PAYDIRT LEAGUE)

Sincerely,

Jerome R Daily

Rt 2z Box 19

Grove Street

Stephens City, VA 22655
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"NO-NAME”, Cont'd. from p. 11

H. Ninety-lwo divided by six equals
15.333. A fraction left over. The difference
between 15 and 16 in dice roll values is less
than one-half of one percent. Vive la dif-
ference! Here we applied a little strategy,
giving C and G the 16's, and roll values of
15 to the extremes, ABl and | ... the
former permitting those terrifying long pass
completions and the latter producing a
rewarding fumble on a punt return. (See
Figure Three).

Dice
Rell Roll
Def. Value Percentage Numbers
C 16 7.407 14, 18, 22
G 16 7.407 23, 30
A iS5 6.944 11, 21, 27
B i5 6.944 15, 19, 26
1 15 6.944 17, 28, 29, 38
J 15 6.944 36, 39

Figure Three

The new Football Strategy Defensive
Play Selection Chart for solitaire is now
ready to play with. We have given the dice
the same play-calling percentages as the
cards against any of the twenty offensive
plays and the punt. I suggest that you make
a copy and keep it in your game box when
it’s not in use. Although the chart is design-
ed for solitaire play, some day when you
have your back to the wall against a real
opponent—like when you're dug in on your
three-yard line and only six ahead with a
minute to play and you can't decide on a
defensive play to send in—why not surprise
him? Give the Paydirt dice a roll and see
what happens.

Now that you have the formula, you
can make the Paydirt Dice do almost
anything you want them to in the way of
making probability charts. 1 know from
reading your articles int All Star Replay that
there are many of you who like to add new
twists to your AH/SI games. It Is essential
that you know beforehand the results you
desire the dice to give you. Feed your chart
accurate information based on actual per-
formance, Like a sophisticated computer,
the Paydirt dice will faithfully reproduce
the numbers you put into your chart with
only a few minor variations,

PART II: OFFENSE.

The other drawback to the original
solitaire version is the necessity of calling
the offense plays for both sides. This can be
remedied by creating an imaginary oppo-
nent who is capable of calling both offen-

sive and defensive plays, with a little help
from the Paydirt dice and the necessary
charts, which you will find at the conclu-
sion of this article,

Here 15 an NFL-type quarterback who is
ready to play at all times, one who calls his
own plays and doesnt demand a huge
salary. According to the scouting report he
is likely to pass fifty percent of the time. He
has some favorite plays, but it would be
useless to name them because of his un-
predictability.

This worthy (but as yet unnamed) oppo-
nent is no dummy when it comes to play
selection. His plan of attack is based on
dividing the field into five zones, as shown
in the diagram:

NO-NAME'S GAME PLAN

Behind his 30-yard line, you won't find
him taking toc many chances with plays
that involve the risk of a fumble or a pass
interception, although he could hit you
with the long bomb or razzle dazzle when
you least expect it,

He gets more aggressive in Zone 2 when
the ball is resting between his 30 and
4¢-yard lines. But in Zone 3, from the fifty
to your 21, he is positively outrageous,
freely using his entire attack,

Qutrageous yes, but honest. Religiously
he obeys the Football Strategy rules that
have been handed down to all of us, ban-
ning the use of plays 17 through 20 inside
your 21, and plays 13 through 20 when he’s
on or inside your ten.

To keep him honest, however, it is
necessary that you refer to the proper zone
on the Offense Play chart after you roll his
dice for him, That's another thing. After
selecting your own offensive play, you will
be expected to roll the dice and refer to the
new Defense Play chart to determine his
counter.

There will be other times when he will
look to you for help, such as deciding
whether to punt or try for a field goal when
his team is around your 20 or 25 where the
odds are even for a successful kick.
Remember to roll the dice to get the defense
call on all punts,

If his team is behind late in the game and
the ball is resting on his side of midfield,
please waive the field position rule and refer
to Zone 3 in the chart for his offensive play
selections until he has moved the ball to
your 20-yard line,

When No-Name is behind with time run-
ning out, let him try the on-sides kickoff,
even if he has only a ghost of a chance to
win. And when things get really desperate,
he'll go far the first down or TD on fourth

THE SPORTS GAME DIGEST

and long.

As you can see, his game plan is based
on two important fundamentals: 1. Vertical
field position—that is, the position of the
ball relative to the defensive teamn's goal line
and 2. Surprise. He has the entire Football
Strategy arsenal at his command on every
dice roll. True, he may do something
foolish occasionally when he’s deep in the
hole. Like a third down and twenty situa-
tion. Whatsizname could possibly call a
bonehead play (like #8) that hasn't a
snowball’s chance of picking up the first
down. But if you give him an H, he gets fif-
teen big ones, taking some of the pressure
off his kicking team with improved Field
position. Besides, if he were perfect, the
odds would all be in his favor, Believe me,
he's a formidable foe just as he is.

What's In a Name?

Now as for a name for this mysterious
solitaire opponent, many have come lo
mind (including some unprintable ones
following his lopsided drubbing of my
eleven during a playtesting session} and
several had to be discarded for one reason
or another. Stanley, for example, could
prompt some facetious innuendos about his
ethnic background. Ditto for a name like
Fritz. “How about Meathead'?” someone
asks. “Could be,” says 1. However, there
are a couple of monickers that in my opin-
ion come nearest to being aesthetically
perfect: SOL (no puns please) for Solitaire,
and SID (short for Sports [llustrated Dice).
I even tried to utilize an abbreviation of
Avalon Hill, but those initials only recalled
those times in the dentists chair when I
heard those immortal words: ‘“Now open
wide and say . .. AHHHHHH."

[And so, dear readers, [ leave it up to
vou. Perhaps you can come up with a
suitable name for this all-pro quarterback
for Football Strategy Solitaire. I'm sure the
editor would welcome your suggestions. ]

In conclusion, here are three solitaire
games in one. Call the offense plays for
both sides if you wish. But for those times
when you want the next best thing to a real
live opponent, put the new Paydirt-style of-
fensive play charts into action. In either
case, you have the means of selecting
defense plays at random by rolling the
Paydirt dice instead of choosing cards. A
third way is to let whatsizname do ALL the
play calling for both sides. Some solitaire
games in which the dice make the decisions
may be a passive experience but the Paydirt

Contd. p. 14
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type solitaire game will be an exciting diver-
sion To use the immortal words of those
swashbuckling heroes ot Alexandre Dumas’
classic tale THE THREE MUSKETEERS, it's
“ALL tor fun and fun for all!”
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by Ed Sawyer

1. WEATHER CONDITIONS:

A. VERY BAD (lots ot rain & mud or lots of
snow, blizzard conditions)

Effects:

RUN—minus 2 to all gains
PASS—minus 5 to all gains
KICK-OFF RETURNS—minus 10
gains

PUNT RETURNS—minus 5 to all gains

B. BAD {light rain, drizzle or snow flurries,
cold & icy)

Effects:

RUN—minus 1 te all gains

FASS—minus 3 to all gains

KICK-OFF RETURNS —minus 5 to all gains
PUNT RETURNS—minus 2 to all gains

C. GOOD to EXCELLENT —no changes

to all

2. WIND CONDITIONS:

A HIGH WINDS

Effects:

MED & LONG PASSES-—completions
only: #'s 1 thru 20 are all incomplete against
the wind

KO, & PUNTS—minus 10 against & plus
10 with

FIELD-GOAL ATTS, —minus 10 against &
plus 3 with

B. LIGHT WINDS

Effects:

K.O. & PUNTS—~minus 5 against & plus 5
with

FIELD-GOAL ATTS, —minus
nothing with the wind

C. GOOD to EXCELLENT—no changes
To determine WEATHER & WIND condi-
tions, roll two conventional dice (once for

weather & once for wind) using chart
below:

5 against;

WEATHER WIND
21 A HC 21A 8y C
3B N B o C

4B 0B 4B B
51C 1A 99C 1D A
o 1A & C 1A
71 C 7B

Wind conditions can change rather quickly;
using the chart below, roll to see if the wind
conditions have worsened (W), improved
(I}, or remained unchanged (1]} for the sec-
ond half:

21 1]
3w au
W 100 [
sy 1) W
& L 127 W

71U
NOTE: all #'s, results etc . in parenthesis
still take priority ALSO; these weather &
wind conditions can be used anytime,
depending on the game, where it's supposed
to be played, and simply when the user
wants to use It

ALL-STAR REPLAY



Tuning Up For Victory:
Setting Up Car Performance

Specs In SPEED CIRCUIT

Suggested Speed Circuit Car Specifications
For Alternative Formulae

by Dr. Rich Oksas

Speed Circuit Mechanics

There is no doubt in my mind that
Speed Circuit is the ultimate simulation
game in relation to automobile road racing.
Victory depends on three important fac-
tors: the nature of the simulated circuit,
selection of appropriate car performance
capabilities and driving skill & luck. While
the latter variable relates to player ex-
perience and ability, driving technique
alone will seldom overcome handicaps in-
curred by an initial improper selection of
performarnce specifications.

A winning Speed Circuit contestant
must first overcome the notion of an “ideal
car” design that will be equally well suited
for all tracks. The car set-up that insures
quick lap times for twisty, slow speed
tracks will see you left behind on high speed
circuits. Conversely, a “Hat out” car will
never be able to reach its top speed poten-
tial (or will loose its brakes trying) on
slower courses. Therefore just as in real life,
race car mechanics carefully select various
gear ratio settings, tire types and wing ad-
justments to meet the needs of each race
entered. The successful Speed Circuit
player will also be required to “tweak” or
fine tune his car to any given track.

Using the 5 performance point rule of
the basic game we are faced with the dilem-
ma of “dialing in” proper start speed, ac-
celeration, deceleration, top speed and
wear unit specifications, Generally | prefer
to keep 2 or 3 of these factors the same so
that I will be familiar with the cars basic
handling characteristics on any given day.
Which ones you select should be based on
your own driving style philosophy. Per-
sonally, because I recognize the fact that
races are seldom won in the first 100 yards,
I elect to choose a 40 mph start speed in all
instances. {If an unplanned pit stop or
spinout oceurs 1 compensate by taking a
chance to up my start speed). Also I prefer

THE SPORTS GAME DIGEST

Total
Name of Performance
Car Class Points
F5V or Formufa 3 2
Forrula 2 or Atlantic 3
F/5000 or CAN AM 4
Indianapolis (USAC) Cars 4
Typical Formula I 5

Grand Prix Car

to pass another car under acceleration on
the main straight and believe that passing
under braking is risky at best. Therefore I
usually opt for acceleration and decelera-
tion rates of 60 & 40 mph respectively.
Whatever your own style of driving is,
maintenance of a few performance factors
during the course of a grand prix season will
make your car more predictable to drive
and prevent hassles & confusion regarding
your car's capabilities. If you have an en-
tirely new car each time, you'll waste con-
centration on preventing over extending
yourself rather than keeping an eye on the
opposition.

This leaves two variables, top speed and
wear factors, which 1 deem to be critical in
turning optimal lap times. These are
carefully selected to suit each individual
track and are based on my ability to size up
the course before even turning a wheel on
it. Essentially the course must be rated as
being slow, medium or fast in overall lap
speed. This inturn is determined by the
Jength of straights and number of comers
encountered. For a slow track le.g.
Monacao), I prefer handling to top speed so [
use top speed of 140 mph and 6 wears. An
intermediate track like Watkins Glen would
find settings of 160 mph and 5 wears, The
blistering pace of Monza on the other hand
dictates 180 mph and 4 wears be used.

OK this may work fine for the three
original tracks contained in the Speed Cir-
cuit game, but what about new ones you
may encounter {or design)? One way to
determine if a track is slow or fast is to look

Start Start Top  Wear
Speed Acceleration Deceleration Speed Units
49 4G 40 140 4
40 40 40 160 5
60 40 40 180 4
40 60 20 18D 3
40 a0 40 180 &

up the actual lap speeds achieved by real
Grand Prix cars. If the track has an actual
lap speed of less than 100 mph it is slow,
100 to 125 mph medium and 125+ mph
fast. If this information is unavailable to
you or the course is entirely new, I use an
alternate method. I lock at the total number
of spaces per lap and the number of corners
on it. The number of corners will tell you
the importance to be placed on wear units.
Similarly, dividing the lap distance in
spaces {remember each space = 20 mph) by
the number of corners will give you the
average straightaway length to choose your
top speed setting. If still in doubt you can
start by expending a single performance
peint for each spec or use an intermediate
setting and adjust accordingly during prac-
tice and qualifying. Never decide on alter-
ing performance specs as you line up on the
starting grid or else you incur the risk of out
foxing yourself.

Driving Strategy

Now I'm behind the wheel of a well-
tuned car. Performance specs can no longer
be an excuse for a poor showing., How do [
get the most out of my vehicle? My own
driving technique is quite simple, At the
start and through the first corners [ try to
pass as many cars as possible, nothing is
more annoying then getting left behind in
traffic. As the cars get sorted out and if I'm
fortunate enough to have the lead I'll open

Contd. p. 7




16

by Jared Juhnson

The right play at the bridge rable dogsn’t
always turn out to be the winning one

Put yvourselt in the place of the tourna-
ment plavers who reached six spades on
Hand A atter an opening heart preempl by
Wesr. Looking at all tour hands, the con-
tract is cold but at the lable it vou play it
correctly (the way that gives vou the
highest probability of making your conrract
when you don’t know how the cards lie),
vou will go down,

West leads the ace of hearts and you win
the secund trick iwhether a heart continua-
tion ar a shift). Since West preempted, it
anybody ic short i spades it him, s0 vou
cash the ace of spades i1 dummy and West
drops the jack, Now vou iead a smali spade
off dummy. East plays low and what de
vou do? Remember, vou're not looking at
all four hands,

The law of restricted choice savs vou
must tinesse East for the queen of spades by
plaving the nine when Last plays low

In essence, vou must decide whether
West started with specilicelly queen-jack
doubleton of spades. or with just the jack
singleton, In this situation iWest dropping
one ot the missing honors on the first trick
it is lwice as likely that West started with a
sagleton honor ihen with gueen-lack

Hence the name, restricted choice [t is
more likely fand this can be mathematicaliv
proven! that West dropped the jack because
his choice was restricted tthat's the anly
spade he hadi than that he plaved the ack
vecause he had a chowce brom queen-jack
doubleron.

Actually, the odds are roughly rwo o
one in favor of the Hnesse even without
knowing anything about the distribution of
the East-West cards. The tact that Wesl

preempted (ot of kearts in his hand and
theretore iess room for spades) makes it
likely he started with a
singieton. Once the yack drops, the odds are
probably at least three to ane in favor af
linessing Easl for the queen

This can be a spmewhal cormplicated
subject and thie play often ssems eounter
infuitive when the preblem arises at the
table (you can almost see that other honor
in the West hand ready to drop), but
tolivwing the rule and tinessing Eazt for the
ather missing honor is the correct play,

evely  mare

Too bad. On thie hand, the correct play
loses, The snart plavers get a bad score and
the players playing (or the drop get an
undeserved bonus.

Suppese on Hand A you were West,
watching South go down when ke applied
this strange thing called the "law of
restricted choice.” (75% of the patrs who
bid the slam played it “correctly” and went
down.| Now as West, you find yourself in
six hearts on Hand B,

The auction was uncontested and vou
win North's lead of the four of diamginds

ALL-STAR REPLAY



sour jack, Six hearts is no problem but
an overtrick would be nice and worth its
weight in gold at tournament play.

You cash the king of hearts, North play
small and South drops the jack. Hmmm,
You've seen this before, haven't you? Wh
is vour play (without seeing all four hands)?

Once  ag North for the
other missing trump honor is the correct
r hand
time it

and a

play when 1 lead small from v
and North play

works! You have just made 13 tri

low, only th

{Although
irmament bid
ly three declarers made

almosl all of the |
the heart slam,
the overtrick )
logical - is at work here
which musl be overcome, On the secand
hand, it seems less ann
tion less embarr: 5
sly eveing your play ot the hand}
the ace and not have hearts split,

7/ing (not to men-
when partne

suspicic
to play
than it is ta play the ten and lose to « queen

vou could havr but playing the

THE SPORTS GAME DIGEST
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by Jim Trunzo

Every true sports fan has at one time or
another wandered, analyzed, and argued
about certain “dream” situations. Could
Jimmy Brown, the great Cleveland run-
ning back, have dented Pittsburgh’s “Steel
Curtain”? If Nolan Ryan pitched against
Sandy Koufax would strikeout records
have fallen? Could Bill Russell have
stopped Kareem Abdul Jabbar's sky hook
often enaugh to win a key game? Being
sports enthusiasts, my brother and [ were
no exceptions to this phenomenon, only
our classic confrontations usually ran
along the lines of how Muhammad Al
wouid have fared against Rocky Marciano
or could the scientific boxing skill of
Benny Leonard have overcome the awe-
some power of Roberta Duran? While a
variety of game companies did an excel-
lent job making many of the above
situations come true, we just couldn’t find
a satisfactory simulation to solve the
numerous fistic encounters that the twa
of us conjured up——so we designed cur
own game, TITLE BOUT.

TITLE BOUT is the cumulative cesult
of several years of research and two
complete game revisions, and we feel it
can easily be called the ultimate in boxing
simulation. From a rather humble bepin-
ning when the game consisted of 60
heavyweights, three simple charts, and a
fast action deck, TITLE BOUT has grown
intoa game comprising aver 400 fighters,
well defined charts that cover ail aspects
of the fight game {ranging from fouls and
cuts to the variable scoring that some-
times produce controversial decisions],
and a playing board to facilitate the action
of the fight and add the visual element of
ring movement. In addition, even though
the game has changed drastically in its

years of growth, it has retained the very
reasonable playving time with which it
began. A 10 round fight that goes the
distance using basic rules plays in about
30 minutes; the same bout employing all
the advanced options including the use of
strategy takes closer to 45 minutes to
play, including set-up time.

Although obviously biased, we truly
feel that T'TLE BOUT captures the flavor
of the fight game. We aimed for that
delicate target between playability and
realism and are confident that we hit the
mark. The game contains all the Ffine
points that enter into a fight: cuts and
their location, accumulated punishment,
atter affects of a knockdown, and the
human factor in scoring. These ars just a
few of the areas that decide the eventual
outcame of each match up in actuality and
In TITLE BOUT. Yet due to the make-up
of the individual plaver cards, the gasy to
use charts, and the fast action deck, these
factors come into play in the natural flow
of action, lending beautiful simplicity to
the game

The fighter cards themselves are quite
an achievement., Using extensively re-
searched data supplied by the ex perl taff
of THE RING magazine and applying
these to our own formulas, the tighters
provide a highly accurate and reallstic
portrayal of their skills. Reproducing the
fighters was a difficult and deljcate task
due to the lack of a broad basis for
camparison and the subjective nature of
the sport, A Fighter's. main statistic. his
record, is often unreliable due to many
varied factors that affect it quality of
ppponente being a case In point. “Offlcial”
ratings are often questionable, sometimes
political, and occasionally absurd Ratinga
fighter in his prime might have heen e
answer except for the Fact that his prime
might have been 2 fighes] The Firal
approach taken was 1o view Fighter's
entire career (up to his lasy fight before
our deadline in the cage of Hghters still

active} and take into consideration all of
the countless variables that come into
play during his time in the ring, Rating a
Fighter in this fashion provided the added
bonus of keeping fighters from different
eras in proper perspective. For example, a
fighter ranked number 6 in 1979 might
not have been in rated among the top 20 in
1945. Rule changes also affected records
and statistics and TITLE BOUT reflects
all transitive aspects of the sport, thereby
making replays between fighters of
different eras reasonably accurate.

Each individual fighter, rated in over
20 categories, is unigque. A fighter’s
punches are rated not only for how well
they are thrown, but also for the frequen-
¢y with which they are thrown. Endur-
ance, ability to absorb punishment, cut
frequency, power and killer instinct are
just a few of the factors that come
tagether to form the total picture of each
of the over 400 fighters in the game. Also,
TITLE BOUT firmly adheres to the ald
boxine  truism  that “Styles make the
fight"; therefore, each fighter is rated on
his ability to fight -either a boker or a
slugger and allows for stylez to play the
role they should in the game. In sdditivn
to the above, complete biographies appear
on the back of each old timpers card, and all
fighers have their recard provided, thus
giving you not only the statistical infor-
mation that you might wish to know but
also a complete history of the great sport
of boxing.

While the reproduction of the plaver
cards is crucial to the success of any sports
simulation, these are only as effective as
the method used to incorporate them into
play. TITLEBOUT probably would never
havee come about if it weren't for the
advent of the raridom number syvstem
used In conjunction with the Fast action
deck as opposed to the use of dice. The
method of play was the biggest problem
we encountered when we began WK
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on a boxing game. Rolling dice turn by
turn proved unrealistic and too methodi-
calasdid letting one fighter keeprolling as
long as he was landing punches. The use
of the fast action deck in which cne
reading is taken from each card proved to
be the answer to our problem. It not only
provided us with a method of play but
evolved into the timing system for each
round of action. The deck is made up of 80
cards with each round consisting of 40
cards. Shuffle the deck, half it, and you
have two rounds ready to use

TITLE BOUT is played by repeating
three or four basic steps: 1) each fighter
has control factor, so the first stepis to see
if he isincontrol 2) next, if the fighter is in
control, check to see what action took
place—was he moving, clinching, landing
or missing with a punch 3) finally, does
the fighter stay in control? A fourth step
is necessary if a punch is landed to gage
the effectiveness and damage it carried
with it (cuts, staggers, knockdowns,
knockouts, etc.). Admittedly, thisis alittle
oversimplified, but not by much.

While TITLE BOUT is excellent for
solitaire play, both the basic and advanced
versions can be used if you wish to go
head to head with your best friend ar vour

John L. Sullivan, the first of the heavyweight gloved
champions and the last of the bare-knuckle champions,
shown here menacing a tailor who had neglected o dry-
clean his shirts on time. Incidentally, of the 29 men who
have held the heavyweight championship since 1888, no
fewer (no more, either} than 13 have had first names
beginning with [,

worst enemy (and without any blood ar
bruises!). The advanced strategy rules
were designed with 2 players in mind,
although again they can be used by the
solitaire player. In an introductory article
such as this, it would be folly to gointo the
many varied combinations and the result-
ing affects of these strategies Suffice to
say that by using them, you as the
fighter's manager have a definite affect an
the fight's cutcome. Consider the various
strategies: fighting inside, fighting out-
side offensively, fighting outside defen-
sively, covering up, going for the knock-
out. If for example, a weak punching but
accurate, fast moving Fghter was
matched up against a slow, wild swinging
but devastating puncher, your use of the
above options could be the difference in
the fight. If you send him inside to slug it
out, you are possibly committing suicide
and will probably lose the fight. If, on the
other hand, you can stay outside and
nullify your opponent’s punching power,
you may win the fight easily. However,
the number of times you can use strate-
gies in a bout is limited, so you must use
them wisely and be able to outguess your
opponent.

As a parting word, we would like to

address ourselves to the questions con-
cerning revision. Nothing is more annoy-
ing than buving a sports game, enjoving
it, and finding out that it remains
stagnant and becomes out of date, TITLE
BOUT will issue a completely new set of
contemparary fighters each year. New
fighters will be added, fighters already
included will be revised, and others may
be dropped, depending on their activeness
and performance in the ring. In addition,
updates and old time tighters not included
in the game will appear in issues of ALL-
STAR REPLAY to supplement the nonac-
tive fighters already included in the game.

TITLE BOUT is an exciting, accurate
simulation. From the sudden knockouts
to the grueling 15 rounders, from the
champions to the young hopefuls and trial
horses, from the thrilling upsets to the
infuriating split decisions, TITLE BOUT
captures the flavor, realism, and drama of
the fight game. You make the matchups;
you crown the champions, You run a
tourney or have your favorite take on all
comers. TITLE BOUT truly places over
100 years of boxing history into your
hands

A PEEK AT PUGILISM:
A Short History of Boxing

still by Jim Trunzo

Using the human fist to inflict demage
dates back to man's very beginning. Nat
equipped with fang, horn, or claws, man
must have relied on the clenched hand from
the moment he realized he could make a
fist. Inflicting darage with the fists for
sport (boxing) took a little longer to evolve,
however. The first evidence of the sport of
boxing was found in Egyptian hieroglyphics
dated approximately 4000 B.C, The soldiers
of Pharaohs most likely wrapped their
hands with leather strips or cloth to protect
the bones in the hand from being brolen,
Research has uncovered Egyptian murals
depicting hand-to-hand combat in square
or rectangular or round aremas, and the
Greek historian Herodofus makes mention
of the games the Greeks absorbed from the
Egyptians where man fought man with his

THE SPORTS GAME DIGEST

fists for prizes such as animals, cloaks, or
skins,

Boxing spread from Egypt and Ethiopia
to the island of Crete and then to Greece.
The Greeks began to refine the sport in-
troducing more sophisticated gloves and
training. Since the fist was used at that time
like a club or hammer, the ancient Greek
gloves extended up the arm, sometimes as
far as the elbow. The gloves were made of
leather and rubbed with animmal fat to keep
them in good condition. Amazing as it may
seem. during the golden age of Greece,
fighters worked ouf on both the light and
heavy bags during training in much the
sante fashion as a Larry Holmes or Roberto
Duran do today. The punching bags were
made of leather and the heavy bags of can-
vas filled with fig seeds and sand The
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Greeks, in addition to gloves also wore (if
50 desired by the combatant) a leather
headguard called an amphotide to protect
the forehead from being cut and to protect
the ears, Even mouthpieces were used,
although they were made of leather not
rubber aqs today'’s are

The similarities between Greek boxing
and boxing teday are fascinating and so are
the differenices. There were o time limits or
rest periods, for example. Fighters fought
until there was a knockout or ane or both
fighters were so exhausted they were unable
to stand, Another peculiar rule allowed the
fighters to draw Iots for the privilege of tak-
ing free punches at one another, If after a
long period of fighting both were too tired
to continue in a regular fashion

Boxing became one of the main events in
the Olymipic games established around 1250
B.C. The official costume was complete
nudity except for the gloves worn by the
contestants. Participants were expected to
train 10 months in advance and no one con-
victed of a crime or considered impure by
Greele standards could compete. Women,
possibly due fto the uniform mentionad
above, were not allowed to attend the
garites. This eventually changed. Unfor-
tunately, so did boxing as one of the ancient
sports,

fust as the Greeks before them started to
refine baxing as a sport, the Romans refined
a more brutal aspect of ancient pugilism,
the loaded cestus. The Greeks called the
gloves used They also

they “cestus”.
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developed the murmex or “limb piercers”,
bronze spurlike weapons that strapped
around the cestus. The Greeks forbade their
use in any way. However, these were made
to order for conquering Romans for use in
their gladitorinl contests. The normal cestus
was used for purely athletic competitions
which were passe during the height of the
Roman ermpire. The Romans reduced box-
ing to a contest where the man who landed
the first punch was usually the winner. The
loser was dead.

For a long time, the loaded cestus held
sway but late in the life of the Rowman
civilization Marcus Aurelius banned all
forms of bloodshed for entertainment pur-
poses and boxing returned to its prior posi-
tion as a contest of strength and skill. But
like the Roman Empire boxing began to
decline and almost vanished for 1200 years.

For twelve hundred years boxing was
seldom heard of, It was a period of dictator-
ships—no freedoms of any kind for the
masses. It was a period of wars and bloody
conquests and civil strife. Eventually, with
the dawning of the 18th century boxing
armong other things began to make a come-
back. In England, especially, the manly art
of self defense became an acceptable prac-
tice. John Broughton, called the father of
modern boxing, is considered by English
historians as a very important figure in their
history. It was felt that during this time
England needed a form of character
building and boxing fit the bill. From this
point on, boxing made huge strides towards
becoming a fullfledged sport,

The modern “Golden Age” of boxing is
oftent dated as 1880 to 1949, The late 1800's
heralded the bare-knuckle era of boxing.
Great bare-knuckle fighters like Tom
Molineaux, Tom Cribk, Tom Sayers, and
the famous John L. Sullivan made fist
fighting as popular as fencing. Sullivan, in
fact, was the last of the bare-knuckle
fighters and ane of the first to wear gloves.

The padded-glove era officially began
with James . Corbett. Not only was he the
first man to win a title wearing padded
gloves, but his style placed an emphasis on
skill and boxing expertise as opposed fo hit-
ting power and an overwhelming offense as
exemplified by the hard hitting, weak
defense style of John L. Sullivan

Boxing has had, since the 1900's, many
"golden” ages and just as many declines. It
has survived the influence of the under-
world and both the monopoly followed by
the abandoning by television to the current
revival brought on by the United States suc-
cess in the recent Olympics. During its
roller coaster history, boxing has produced
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far toa many great fighters to begin to name
here, but suffice to say if is a proud sport
with a proud history and one that will con-
tinue to survive as long as there is a "next
Louis” or “next Marciano” or “next Ali” fo
craw! through the ropes.

Here's a list of interesting firsts:

First time the mandatory eight count was
used—March 13, 1961 (Patterson vs
Johansson) in a title fight.

First televised bout in the U.S5.—1938

First televised bout from Madison Square
Garden—April 4, 1941 {Lou Nova vs Max
Baer)

First fight film-for public viewing—Bob
Fitzsimmons vs Jim Corbett,

First rubber mouthpieces—1902
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No article on boxing would be complete
without some mention of Muhammad Al

THE GREAT
WHITE HOPES

“White Hope”. What does it mean?
Where did the term originate? Who were
the White Hopes? Are they, like some
vanished species, extinct? The answers to
these questions and others like them com-
bined to form the continuing story of one of
boxing’s most interesting era‘s.

Actually the true White Hope era spann-
ed the years 1908-1915. These dates coin-
cide with the winning and the losing of the
heavyweight crown by Jack Johnson. On
December 26, 1908 Jack Johnson became
the first black man ever to win the
heavyweight crown. After having avoided
Johnson for almost two years, heavyweight
champion Tommy Burns accepted a match
to be held in Sydney, Australia against the
6 ft., 205 lb, Negro. Fourteen rounds after
the beginning of the championship bout,
the Australian police brought a halt to the
beating Burns was absorbing, and Jack
Johnson was the champion. The White
Hope era had begun.

All over the country, angry whites tried
to create a bogus white champion by stag-
ing tournaments in the hopes of turning up
a contender-legitimate or not. Men like
Luther McCarty (probably the best of the
original White Hopes), Gunboat Smith, Ar-
thur Pelky, and even future light-
heavyweight king, Georges Carpentier
claimed the title White Hope Champion.

Most of the major White Hopes fought
each other at least once and usually several
times. Carl Morris, who was the first White
Hope, fought Jess Willard to a 10 round no
decision, knocked Arthur Pelky out in 5
rounds, and was in turn KO'd by Luther
McCarty in 6. McCarty won a White Hope
tournament in 1913 and added knockouts
over Fireman Jim Flynn and Al Palzer
{another tournament winner), before losing
by a knockout to Art Pelkey! It became in
effect a confinuing circle first one White
Hope winning impressively only to be stop-
ped shortly thereafter by still another White
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Hope who then rematched a former White
Hope, and on and on.

Only four men who were considered to
be among the White Hope group actually
faced the target of all this controversy, Jack
Johnson, Johnson met with Frank Moran
and defeated him in 20 rounds, stopped
Firerman Jim Flynn in nine, destroyed Jim
Jeffries in 15, and finally lost in the 26th
round to Jess Willard, in a fight which has
been an object of controversy ever since,

Nobody saw the punch that Hoored
Johnson in that fight, and everyone present
saw that though tremendously out of
shape, the 37 year-old champion had been
giving what Howard Cosell calls a “boxing
lesson” to the “Pottaxatomie Giant" for
most of the fight. When Jack did sink to the
canvas, he lay there on the canvas, seem-
ingly shielding his eyes from the sun as he
waited for the referee to count him out.

Later Johnson was to claim that he had
purposely thrown the fight, in exchange for
a deal which enabled him to return to
America with his white wife from England
free from prosecution on some extremely
tenuous morals charges. Photos of the fight
seemn to substantiate his claim, since he
seemed lo be outboxing Wilard through-
out,

Johnson's defeat at the hands of Willard
ended the true White Hope era, but the
term itself has endured throughout boxing
history up to and including the present day.
In the last ten vears the term has lost,
thankfully, its bitter racist tones and for the
maost part is used to highlight a contending
white fighter in the heavyweight division, a
division that has been almost devoid of
topflight white contenders since the retire-
ment of Rocky Marciano.

Two recent White Hopes come to mind.
Jerry Quarry was a top contender during
the reigns of Muhammad Ali and Joe
Frazier. A rugged, hard-hitting heavy,
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Jack Jofmnson just prior ta his fight with Jim Jeffries. who was brought out of retirement to
give Jack what for. Jack doesn’t look very worried, does he? He knocked leffries out

Quarry never quite made it due to his
susceptibility to cuts that led to the stop-
ping of many of his fights, Quarry lacked
the size of the current true heavyweight.

One of the latest Great White Hopes was
{note the “was”) Duane Bobick, Fed a
steady diet of faded veterans or outclassed
journeymen, Bobick built up an impressive
record leading to a match with perennial
contender Ken Norton, who proceeded to
destroy Duane in the first round, Hitting
the comeback trail, Bobick regained his
confidence with a string of knockouts,
again over no-names. Travelling to South
Africa, he went against a relatively
unknown boxer by the name of Kallie
Knoetze who derailed his comeback by
stopping him in the third round, taking him
out with the same type of punch used by
Norton, a loping overhand right,

To Bobick's credit, he vowed (o try
again ta reach the top. New handlers, new
training methods, and a new winning streak
led to a new opportunity when Duane sign-
ed to fight highly ranked John Tate. Unfor-
tunately for Bobick his new start produced
the same old result—a devastating Ffirst
round knockout loss. So ended the
possibility of Duane Bobick becoming a

challenger for the heavyweight crown.

We have attempted, briefly, to provide
you with some of the highlights of the
White Hope era. There was, of course,
much more to it than can be covered here.
Perhaps the best way to relive this era
would be to study the records of the White
Hopes as they are printed below, then to

cut out the fighters included in this issue of
ASR and find your own champion to throw
into the ring against the great Jack Johnson
(note that included with these fighters is the
modern heavyweight John Tate, who is an
up and coming black fighter; definitely not
a White Hope).
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Basketball Strategy, Cont'd.

part of the shooter or pass receiver
Instead the Random Foul system describ-
ed on Page 14 of the rules is invoked with
one very important change. On a die roll
of 6 the foul is not given to the defensive
counterpart but rather to any defensive
player of the defender’s choice

THE FOUR CORNERS

With the elimination of the 24 second
clock a team with a lead may find it useful
to invoke a “stall” offense. A stall offense
can be declared only on the second pass of
a plaver’s possession after he has brought
the ball upcourt. Players may announce a
Stall Offense only if their team is either
ahead or tied and currently has possession
of the ball in their zone G. The advantage
of being in astall affense is that the passer
can turn any turnover result an the
passing matrix inte a PASS AGAIN result
if the recipient of the pass can roll equal te or
fower than his ballhandling rating with one
die. Once a stall offense has been declared
it can not be changed until possession is
lost or a timeout is called. After a stall is
declared the ball must return to zone G at
least once every four passes or a DB
turnover result automatically occurs
following the 4th straight non-zone G
pass. This turnover can not be changed to
a Pass Again result

INTENTIONAL FOULS

The defensive player may always elect
to refuse to play the Passing Matrix and
give an intentional passing foul to the
Offensive player of his choice, Such fouls
are automatically two shot fouls however

*

Got A Complaint?

Our Customer Service Department will deal swiftly and decisively with all com-

plaints, so don't hesitate to write them whenever you havea problem. One little word.

of caution, however—if your problem is with the rules of a particular game, you must
send a self-addressed stamped envelope, It you don’t, we will not answer your ques-
tion and our jovial representative (pictured above) may call on you,

Wi S i s afterar mie Snneaene Gangepedin .‘.;ul' e s oty o g
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Your Own

CHARACTERS:

Another Approach to
“Baseball Strategy” League Play

by Rodman King

There are basically two types of
basebali games on the market today: the
simulation versions which accurately
represent the abilities of past and present
baseball players and types based totally on
skill where a player can actively take part
in all aspects of the game. Of these,
“Baseball Strategy” is the premier gamein
which a person plays the role of a catcher
calling the pitches, a batter trying to hit,
and a manager determining the batting
order and substitutions. From the basic
game, a group of players can branch out
and form league play where “Baseball
Strategy” is at its best

There are two major approaches to
league play and both are unrealistic to an
extent. The first method, in which the
statistics of real baseball players are used,
misses one major point. the players will
not perform zccording to their abilities
because the skill of the person plaving the
game is the major determining force
True, the better a plaver is in real life, the
more selection of pitches or swings he will
have available to him. But, it is the actual
person calling the pitches or swings that
determines the welfare of a player in
league play. If you want to use the abilities
of real players, buy ane of those statistical
games—nothing will come closer to them
since Baseball Strategy is not too effective
in this aspect. The second approach to
league play, using the players provided, is
equally ridiculous. Having a league with
carbon-copy players in every position
takes the variety out of baseball. After all,
noe team is going to have exactly the same
talent equally distributed

And here is where a promising third
approach comes in. This system, while not
altering the basic abilities of the teams in
Baseball Strategy, redistributes them,
making some teams strong in a few areas
and average in others. Allthat is needed to
enter this new, exciting world of unique
league play are three percentage dice of

different colors which can be obtained at
any hobby store.

What you will be doing is rolling for
characters that will be on your team, By
examining the fielder and pitcher charts,
one can see the abilities of the standard
team expressed as percentages. Theoreti-
cally, by rolling the dice, one should come
up with a team equivalent to the basic one
But because of the subtleties in randomi-
zation, one will end up with a unique team
featuring strengths and weaknesses. And
here is the real challenge: can vou, as
playerimanager, magnify your strengths
and reduce your weaknesses to hecome a
league contender?

The main grouping of the fielder chart
is by the “hitting range”, Because the
batting average of a playver determines
which columns of the hitting chart he can
use, a simplified “hitting range” is used
instead. Hitting range 1, is for batters
under 200; 2, for batters .25¢ and under;
3, far batters 300 and under; and 4. for
batters above 300 The hitting range is
given in two numbers, one reflecting the
left-handed range and the ather the right-

handed. So, 31" indicates a player with a
hitting range of 3 left-handed and 4 right-
handed. Other than the hitting range
notation, the other figures referring to
fielding ability and speed are the same.

Roll for your character by using the
dice. Designate one color for the hun-
dreds digit, another for the tens digit, and
the last for the ones digit. By looking up
the composite number on the chart, you
have the abilities of one of the players. For
example, a result of 492 is a right-handed
excellent fielder, hitting range of 3/2, and
runs fast. Roll for each fielding position
twice, except for first base, writing the
resuits down on an index card.

Next, roll for your pitchers. Roll five
times for your starters (some will result in
2nd line pitchers which double as relievers
and five times for your relief pitchers.

Now you have a 25-player major
league team! If you want to add some life
to your characters, give them names and
numbers. After each team has rolled, you
are ready to start league play.

Because some teams may have glaring
weaknesses, they could trade with others
On a 2-for-1 trade, a player sending two
away would spin the dice again to bring
his roster up to the maximum

After one season of play, the real fun
begins. Using the guidelines of Baseball
Strategy, adjust the hitting ranges of the
baseball players and the rating of the
pitchers on your index cards which will
show the progress of vour players’
careers. A good player beginning the
season with a weak team can now bring
his squad up to par with his abilities.
Conversely, the player with less ability
will find his talent slowly eroding away. In
spring training, a player has the option of
adding up to three new players on the
team. First, he indicates the number
trving out for a position. Roll for the three
prospective players. They can either be
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signed or cut. The only limitation is that
they cannot be a % Power hitter or an Ace
pitcher, After all, superstars are not created
overpight] Another idea is to make up a
chart for the college draft featuring players
with lesser abilities. Roll for a pool of two
or three hundred and draft them.

FIELDER’S CHART

Hitting
# Range # Fielding Speed
0 1 s
3 F
8 2 s
1/2" 17 F
30 3 5
44 F
[T 1 ]
69 F
75 2 s
211 B4 F
97 3 5
111 F
132 1 5
134 F
136 2 5
212" 140 F
147 3 S
154 F
165 1 g
167 F
169 2 5
22 173 F
150 3 S
188 F
199 1 S5
208 F
221 2 S
2{3" 243 F
276 3 S
312 F
365 1 ]
374 F
g7 2 S
32 409 F
442 3 5
478 F
532 1 S
534 F
536 2 5
2/4* 540 F
POWER 547 i 5
554 F
365 1 S
567 F
569 i 5
4{2 573 F
POWER 580 3 S
588 £
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Because rolling for characters is much
more flexible than the other methods,
there is no limit to the possibilities which
can be applied to this method. Hopefully,
this system using characters will increase
your enjoyment from Baseball Strategy.

Hitting
B Range 4 Fielding Speed Power?
599 1
601
a03 2
&07
pl4 3
621
632 1
634 -
636 2
313 840
POWER 647 3
654
666 1
670
675 F
680
688 2 S
697
710 F
723
743 3 S
757
779 F
a01
832 1 S
Bls
843 F
844
854 2 5
863
876 F
589
o909 3 5
923
945 F
66

3f3*
POWER

v mnT T W

3i4*

413

L Z 2 Z L ZLZ AL ALT X2 LT XD A2 LZ LT |

*Left-handed player. If spinning for 2nd or 3rd
base, player must be right-handed—change
the hitting range to reflect this.

BOWLBOUND 79 EDITION

There is one little error on the new cards for
BOWLBOLUIND, The Ohio State (1954 Dlafun-
sive Chart needs correction on Defense “E" at
Play #5. All fve hoses here bave been printed
red, but they should have been printed green.

PITCHER’S CHART

n

31
62
76
89
152
214
241
267
314
360
380

400
447
493
513
533
626
719
759
799
B6%
939
969

26
51
62
73
150
226
259
291
329
367
384

200
438
476
493
549
624
738
787
836
893
250
973

STARTERS
Hitting

Hand  Status RangeiSpeed
Left Ace 19
2!

1st 1

2

2nd 1

2

Right Ace 1/
z

1st 1

z

2nd 1

2

RELIEVERS
Hitting

Hund  Status Range/Speed
Left Ace 1/
2

1st 1

2

2nd 1

2

Right Ace 1/
2

Is 1!

2

2nd 1

2
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A Look at the

by Mark J. Maticek

Indy. 1 can think of no other city name
that evokes such a singular image. The
annual Memorial Day weekend classic
truly is the “Greatest Spectacle in Motor
Racing”

Upwards of 350,000 people cram into
the Famed brickyard on race day; adding to
the 100,000 or so that attended the
gualifying weekends previously.

Certainly no other auto race is steeped
with as much tradition, corny sentiment,
bizarre maze of autocratic rules or
endowed with as much prestige and
money. A driver whe wins Indy is
guaranteed a certain immortality as well
as a million dellar income for the next
twelve months. The stakes are anormous.
Se are the risks,

Horrific accidents etched in film are
familiar to most racing fans. There was
the multiple car accident at the start of the
1966 race which eliminated one third of
the field before the first lap was over
Then on national television, we saw Salt
Walther crash and burn a few years ago
Even this vear's event didn’t escape a
possible tragedy as Danny Ongais suf-
fered a tremendous spin at over 185 mph
during practice. Luckily, Ongais was not
seriously hurt. Because the rewards are so
great, men push themselves and their
machinery to the limit. As many have
found out however, life at the limitcan be
very precarious,

Photo by R, L. Coggins

The tremendous riches invalved have
caused a power struggle to develop.
CART  (Championship Aute Racing
Teams) is a group of team owners and
promoters who broke away from USAC
at the beginning of this season over a
dispute on rules and purses for the 1979
season, When CART sought to enter this
year’s 500, USAC rejected the entries of
six of the top teams. CART retaliated by
going to court and getting an order
insuring their entries would be accepted,
As of thiswriting, CART had won and the
500 appeared to settling down to the
business of racing cars

Although the power struggle for
control of champ car racing is far from
resolved, the whole battle over CART's
appearance in the race emphasizes just
how important the Indy 500 is to the
motor racing fraternity in particular and
fans in general Millions of dollars of
sponsorship monev was on the line for
teams that might be left out of the race
The exposure and publicity the race
generates is the primary reason corpora-
tions are willing to lay out the tremen-
dous sums of money.

Rest assured, Indy will g0 on no matter
whowins. The event is almost bigger than
life. Memorial Day would just not be the
same without Jim Nabors singing “Back
Home Again in Indiana”, the sound of
“"Gentlemen, start your engines” and the

release of the balloons before the race

This then is the background for Avalon
Hill's newest racing game: USAC Auto
Racing

THE GAME

I've alwavs loved auto racing. The only
thing I've loved more than driving racing
cars land mvy wife) is playing, buying and
inventing racing games. I must own
nearly every racing game ever made
except, until recently, Statis Pro’s USAC
Auto Racing Game.

By the time 1 learned of USAC’
existence, the game was out of print.
Thanks to the purchase of the Statis-Pro
line of games by AH, my collection is now
complete.

Since USAC is new to the readers of
All-Star Replay, a short synopsis of the
game isinorder. USAC is to Speed Circuit
what Major League is to Baseball Strate-
gy, L.e, a simulation based on statistical
performance rather than a player in-
volved pure strategy game. All movement
is governed by die rolls matched against
the proper columun on the driver/specifica-
tion cards. Drivers have the option of one
of three “modes”; normal, charge or
backoff. Cars will move faster under the
charge mode than they will under the
normal mode. However, drivers run a
greater risk of “trouble” under the charge
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mode. [f a trouble resullis obtained on the
first die roll, a second die roll determines
what the trouble will be It can range from
losing power (a reduction in the number
of squares a car can meve) to crashing or
blowing an engine. When under the
backoff maode, drivers sacrifice speed for
safety since there is a reduced chance of
obtaining a trouble result in this mode

Choosing the right mode then is where
most of the strategy in USAC lies
Leadfoots will lead more laps than others
but statistically wall finish Fewer races
Plodders will finish most of the time but
don’t look for them in the Lop five, The
secret to winning then is knowing when
and how often to charge (easier said than
done},

Rules for timing and qualifying are
included and this can be a mini-game in
itself. The timing system allows for cars
to ranked to the nearest 0.1 mph. Pit
stops, yellow caution lights and passing
through rules round out this fine simula-
tion

One great advantage to Statis-Pre
games is their excellent solitaire playabili-
ty. So it 15 with USAC, Let the buver be
forewarned though, this is not a short
gzame. Like the race it simulates, USAC s
an endurance contest that rewards pa-
tience and shrewd planning and penalizes
impulsiveness. A full 500 mile race {24
game laps) with all 32 cars can take some
time to complete although there are rules
provisions for shorter races with fewer
cars.

Keep Your Games “Current”

ENHANCE YOUR ENJOYMENT WITH UPDATED
MATERIAL AVAILABLE FROM AVALON HILL'S
MAIL-ORDER-ONLY DEPARTMENT:

XTRA ROSTER CARDS (BLAMKS) aiims yiu o
Fay -EASERALL STAATEGY Using ‘malie l=agie
placears Yow g8 two 2 5-plaver Fomsr Cand Sets. All
you Rl o oo [ wrild Sn players names, and [hair
affense dedensive Blits from rdhl ool o Tha ool
newspapar. NOTINcludiod with 1he game. v avaitatis
by MAIL ORDER DMLY =eppraily

BOWL BOUND: An' nddiiigrial set ok 20 mare il tima
draal colls=gs eams. irclideny more raticnzl chiem-
piotE: = pow avalsbic-gz Toam Set il

SUPERSTAR BASEBALL: 45 more supsratar
Player Cards wil b= avaitabis Octobet T8 thig gloup
rhace Up-od graate ol todey oS B wharm are sho-ms
legr the Hll af Fame &=k or Supersiars of Todey Sat

NBA BASKETBALL: tach vear, approximalefy May
incividua! Player Cards are avalable representing
cvery plaver ol every NBA team updaled by statislics
ol the seagon just ended

CRITIQUE AND
MODIFICATIONS

USAC is the best simulation (as
opposed to game) available on Indy racing
It comes nicely boxed in Avalon Hills
typical bookcase format and has a mount-
ed board with 33 driver cards complete
with full color pictures. The driver cards
wiil be updated every season to reflect the
previous season’s performance

The game can be improved upon from
its current form

First, in graphics. The 33 plastic cars
included in the game are all blue. Now you
can imagine what a 24 lap race with 32
cars all the same color will do to voureyes
after a couple of hours. Get vour paints
cut and go to town. Your optemetrist will
be grateful

Second, in rules, The current pit stop
rules require a driver to make at least 3
stops In a 300 mile race with the enly
restrictions being that pit slops may not
be taken on the first or tinal laps of the
race

Unfortunately, this rule was made for

playability not realism. Pit stops should be
spaced out as refueling requirements
dictate they are in the real race. At the
expense of plavability, add the following
optioenal rule:

All drwers are aliowed 225 Xs of fuel as
authned in the previous ophonal rule. When Hae
driver’s fuel tally sieet has 225 X's nexi bo his
aeme, that dviver has wsed wp all e fucl Yor S
race. He may ao lorger miove and lis cav s romooed
from (he board

L5

STATIS PRO PLAYING AIDS: Each year, ap-
proximatey February, ndiwvidual updated Player
Cards-ire svallabie reprasaring evary player drom
both- mapor leatibes 1o ha Stals Pro Major Leagui
Basebal! Geme

Wa adlgo offer Blank Team Envelopes sothat you
can slore these Player Cards by leam,

Part of the beauty ol baseball as a nobby is
walching Lhe performances of each player on the
team that you are guiding We have Player Stat
Record Sheels ihal enable you o keep track of player
cala You will see al a glance how cach player 1S
gomg whith ongs are going good and which ones
are slumping Sheets are good lof batters and/or
pitchers

VEL

FUEL REQUIREMENTS

Lising a separate sheet of paper o vecord the fuel
level of cacit car, vk an X next fo Hhe driver's
name for each ture ke moves in fhe backoff made,
KX each tme he moves in Hhe normal mode and
XXX each time he maves inHhe charge made, When
there are 60 X5 behind i dviver's name, he iz onbof
tuel and may move only 5 squares por furn untif he
pils tooretuel, AN pil siops are handled o e
normal mawner. Drivers must sl make 3 stops
but they are noio governed by refvelling require
ments. This e npadilition fo any pit stops made for
mechanical vepair althongh wowe the two bypes of
stops may be combined b the driver wishes
However, Hie driver must aneunce to all the other
players that he is also refuelling, He must thew voll
Botce for pit stop tengtl s per narmal pitstop rinles,

Since the mid-70s when the energy
crisis hit the U.S,, USAC has tightened up
the allotment of fuel to each team for the
race, Drivers can no longer just crank up
the turbocharging boost at their whim
Like all of us now, Indy drivers are
concerned with mypg. To reflect this fuel
allotment rule, add this option:

FUEL ALLOTMENT

All drivers ave allowed 2285 Xs of buel as
outlined 1 the previous optionad rile When the
driver fuel Lally sheet frais 225 X next fo has mome,
Hhat driver has wsed wp all his fuol for the race, He
ey ae leager moveand s car is removed (rom the
boarid

These optional rules will add consider-
able bookkeeping to the game but the
price in realism will be worth it

e

o
=

Keeping complels accounts of eacn gama that
you play is nalf the fun of major league tabre top
basenali and that 1s why we seli many Ihousands of
Scoresheels cach season Fans el us that we have
the ezsiest o use baseball scoresheet around and
there | reom lor eecr of the classificalions needed to
g've yau a guick refererce wrile playing games

PAYDIRTI Each yoar aoprosrmately Ooiober, Sang
nw Updated Team Charts ors-svalanls bassa on
comgleti. simphcs oF 1ne previous NFL saason

CONBULT THE PARTS LIST FOR CURRENT PRICES
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QUARTER
HORSE RACING

PURE SPEED COMES TO WIN, PLACE & SH OW

Many avid horse racing fans have
claimed that the most exciting of all horse
races are the lightning-like two-furlong
dashes of the Quarter Horse. There are
eight furlongs in a mile and two furlongs
equal one-guarter of a mile—thus the
namesake of the Quarter Horse. In races
that are over in slightly more than twenty
seconds, the horses blast out of the
starting gate and run at full speed for a
quarter of a mile—the finishes are almost
always very close and the photo finish
camera is often needed te determine the
victor

Whether or not Quarter Horse racing
is the most exciting is debatable, but one
thing is certain—the first racehorses in
America were Quarter Horses, The first
official Quarter Horse race took place in
Enrico County, Virginia, in 1674, From
these early beginnings (Quarter Horses
enjoyed immense popularity, faded to
near oblivion, then rose to prominence in
the West first as valuable cow ponies and
finallv, again, as excellent race horses
Now this exciting sport can be enjoved in
the exciting tradition of the WIN, PLACE
& SHOW thoroughbred horse races

The basic rules of WIN, PLACE &
SHOW apply with only slight modifica-
tions as indicated in the "Quarter Horse
Racing Rules” insert

From the first recorded Quarter Horse
race in 1674, large purses and large
plantations became the stakes by 1690
The convenient aspect of these races was
that a field or village street {such as Race
Street in Philadelphia) served as the site,
Unfortunately, by 1764 stamina came to
be favared over speed and the Quarter
Horse race gave way to the grueling four
mile heats that were the focal point of
American racing until the Civil War, The
Quarter Horse moved to the frontier with
the pioneers and was indispensable in
helping the settlers tame the “Wild West.”
Cuarter Horse racing began taking place
in an informal way in the Southwest,

by Patrick M. Premo

Midwest, and West for many years until
the early 1900s when “Modern Day
Quarter racing” was born

In 194¢ the official record-keeping
body of the Quarter Horse was founded —
the American Quarter Horse
Association—and the great champions of
the Quarter Racing Werld began to
emerge. The 1940s were difficult times,
however, to say the least. Track condi-
tions were not the best, training was
haphazard, and race tracks were few and
widely scattered at that. The first World
Champion Quarter Running Horse, Clab-
ber, was known as the “Iron Horse” due to
his versatility and stamina. From cow
pony in the morning to rodeo horse in the
afternoon to race horse in the evening,
Clabber’s schedule was never dull. In fact,
he once raced inand won three 440 vard (14
mile} races in the same day!

After Clabber, the Quarter racing
world was dominated by great racing
mares until the 1950s. Shue Fly, with her
dazcling come-from-behind bursts of
speed, was World Champion Quarter
Running Horse in 1942, 1943, and 1944
The Heet Queenie was World Champion
in 1945 and then along came the mare that
many said was better than Shue Fly (some
claim she was the best sprinter ever)—
Miss Princess. In actuality, she was a
thoroughbred named Woven Web and her
sire, Bold Venture, had won the Kentucky
Derby in 1936. Miss Princess never lost an
official Quarter Horse race and was
named World Champion in 1946, 1947,
and 1948. Maddon’s Bright Eves was
another talented mare who was World
Champion in 1949 and 1951; in the latter
vear she shared the honors with still
another mare, Monita, who defeated
Maddon’s Bright Eyes in her last race

From 1955 until 1957, there was one
Quarter Horse whe stood above all the
rest—the immortal Go Man Go. He was
the first two year old to be honored as
World Champion. He repeated as a three

and four year old and thus duplicated
Shue Fly and Miss Princess’ feats as a
three-time champ. Since that time, no
other Quarter Horse has ever been
honored more than twice. Mean and
sullen most of the time, Go Man Go could
certainly run. He retired holding the
world record for 440 yards. He has also
proven himself to be a great sire of
Quarter Horse champions.,

A gallery of great champions followed
in the wake of Go Man Go—Jet Deck,
Kaweah Bar, Cee Bar Deck, Laico Bird,
Easy Jet, Charger Bar, Mr. Jet Moore,
Truckle Feature, Tiny’s Gay, Easy Date,
and Dash For Cash. But these speed
demons were not the only Quarter Horse
headliners to succeed Go Man Go.In 1959
an event took place that was to change the
face of Quarter Horse racing forever; it
was also destined to bring the sport to the
nation’s attention in a dramatic fashion—
the first running of the All-American
Futurity. When Galobar won the inaugu-
ral running in 1959 and brought home
$64,000 of the $130,000 putse, no one
outside the Quarter Horse industry paid
much attention, but by 1968 the purse
had grown to over $600,000. Then in
1972 the purse topped $1,000,000 and the
winner received over %$336,000-the
“World’s Richest Horse Race” and the
warld of Quarter Horse racing had truly
come of age! No other horse race—
thoroughbred or harness—could even
come close to such a purse, The site of the
All-American Futurity, Ruidoso Downs,
New Mexico, has now become synony-
mous with Labor Day and the World's
Richest Horse Race, The remainder of
this article will focus on two of the great
Quarter Horse stars noted above and
their memorable meeting in the 1974 All-
American Futurity.

When Tiny’s Gay was purchased for
$3,000 in 1973, no one could have guessed
that he would retire after one season of
racing with earnings in excess of
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$440,000. In his initial outings at age two,
the records began to fall, Race after race
after race, he left the field behind and set
record after record after record. He
qualified for the All-American Futurity
and was ready for the race with an
unblemished record of 12 victories in 12
starts. Could any horse defeat this blazing
speed merchant?

There were two horses that many
thought had a chance—LEasy Six and Easy
Date, Both were sired by Easy Jet, the
1969 All-American Futurity winner.
Eillies had won past Futurities and Easy
Date was coming into the race strong,.

The race was all that it had been built
up to be. Tiny’s Gay shot to the lead as he
usually did; he fought off David Capribut
when Easy Date came storming up to
challenge, he failed to hold her off by a
short nose. Race number 13 had proven to
be Tiny’s Gay's undoing; X-rays later
showed, however, that he had fractureda
splint bone in the race. The gallant colt’s
racing days were over, but his perform-
ance for the year nevertheless earned him
the World Champion title. Easy Date
went on to race as a three year old and
became the first Quarter Horse to earn
over $300,000 in each of two cansecutive
seasons. Upon retiring at age four, she
had won nearly $850,000 and became the
world’s leading money-winning Quarter
Horse of all-time—a record she still holds.

A summary of the records of these two
Quarter Horse greats as well as the race
card For their exciting All-American
Futurity follows this article.

In closing, a comment as to which is the
fastest race horse—the Thoroughbred or

—

the Quarter Horse—is in order, It is an
issue that will probably never be settled to
everyone’s satisfaction, but on August 4,
1947, it was settled.

At Hollywood Park, California, a
match race at one-quarter of a mile was
staged between Fair Truckle, champion
Thoroughbred sprinter, and Barbara B,
Quarter Horse record holder for the Y4
mile at that time. Fair Truckle burst from
the gate first, but within ten yards
Barbara B caught him and began to pull
away—the race was aver, Barbara B won
by two lengths at the wire. As far as
Quarter Horse people were concerned,
the American Quarter Horse was indeed
the World’s Fastest Horse!

* ok ok ok ok A *

TINY'S GAY (only raced one year) $444,720
Year Age  Starls  Won Second Thivd  Unplaced
1974 2 3 12 1 o 0

EASY DATE $849,709

1974 2 13 12 1 0 0
1975 3 14 10 3 0 1
1976 4 2 0 0 0 2
Totals 29 22 4 o 3

UARTER HORSE
ACING RULES

15. QUARTER HORSE RACING
15.1 The Start. All quarter horse races
start at the 114 mile “start” blocks, but the
horses will cross the Finish Line anly
once—thus running 14 of a mile.
15.2 Bonrus Number. For guarter horses,
the bonus number adds only ONE space to
the Runmng Strength.
15.3 Changing Lanes. Each quarter horse

THE SPORTS GAME DIGEST

remains in his own lane during this short
sprint—no lane changes are needed nor
permitted, There is, of course, no advan-
tage to landing on a passing space.

15.4 Jockeys. The “veteran” and “appren-
tice” classifications apply to quarter horse
jockeys, but the only advantage is at the
Finish. Since there are no lane changes
necessary in quarter horse races, the
advantage to the “veteran” in that area is
of no value. Due to the short duration of
quarter horse races, there are NO space
advantages awarded to the “apprentice”
either.

15.5 Ovrder of Finish. In the event of ties at
the Finish, a “veteran” would always
defeat an “apprentice,” as indicated in the
original rules; consider the margin of
victory in this case to be a “neck.”
However, if two or more “veterans” {or
two or more “apprentices”) are tied, the
original rule stipulation of the “last to
arrive is the winner” will be disregarded in
quarter horse races. Instead, the follow-
ing rules apply:

a. The horse with the highest total
Running Strength wins, “by a head.”

b. If the total Running Strengths of
two or more horses are identical, then the
horse with the highest Running Strength
number in the last block (whether that
last block was utilized in the race or not),
wins, “by a nose.”

c. If the numbers in the last Running
Strength block are also identical, then a
photo could not separate the horses and
they are still tied—in a DEAD HEAT for
that position.

(For the WPS prograni for
this race, see page 31.)

phato courlesy Amencan Quarter Horse Association
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ANYBODY WANT A PIECE
OF THE ACTION?

by Lee Enderlin

When a group of inveterate gamblers
gets together a strange social phenome-
non begins .. the search for “action”.
When each member is suffering from a
lack of funds {a not uncommen occur-
rence) a substitute for the real thing is
reguired, “Win, Place, and Show™ (or
“"Horse Race Strategy”) fits the bill nicely.
Unfortunately, the game does not provide
enough action for those of us who like to
throw our money away. There are only
four types of bets allowed in the rules: the
three mentioned in the title and Daily
Double betting. Qur group of horseplastic
fanciers incorporated the third race extra
betting described by R .M. Frawley in Ail-
Star Replay Vol, 1, NO. 4 and then added its
own action to fulfill its relentless search

This type of pari-mutuel wagering is
based on dog racing, the type of gambling
with which we are most familiar. Tt is
called QUINIELA (kwin-el -la} and takes
three forms: straight quiniela, boxing,
and wheeling. A quiniela wager is betting
on the first two finishers in either order,
Thus if you bet on 3-6 to win and place,
they can come in either 3-6 or 6-3 and you
collect. The quiniela tote board for W,P&S5
is on the following table. It gives the odds
only for $1,000, so multiply by the
appropriate figure for $2,000 to %$5,000
wagers. Note there is only one listing for
each possible combination. Remember: an
X-Y bet is the same as a Y-X bet It is
merely customary to name the lower post
position first, then the higher number,
Unlike exacta betting, the odds of a
quiniela do not change if the horse with
the higher odds finishes ahead of the
horse with the lower odds.

BOXING

A quiniela box is a three way bet, [f two
of the three horses bet come in first and
second (again in either order), one col-
lects. For instance, a 4-5-6 box pays off on
the following combinations:

4-5 5-6 4-6
5-4 6-5 6-4

A box is actually three separate bets. In
our example, it would be the same as
betting these three straight quinielas: 4-5,
4-6, 5-6. Therefore, a box costs a mini-
mum of $3,000 in game money and goes
in multiples of $3,000 to a maximum of
$15,000. However, the payoffs are settled
only on a $1,000 to $5,000 basis since only
one of the three bets came in.

Let’s run through a quiniela box from
start to finish to see how it warks. In race
5, we bet $9,000 on the 4-5-6 combina-
tion. &-5 is the winning combo. 5-6 pays
$6,500 on a $1,000 bet. Our payoff is
$19.500 {96,500 x 3) If we had bet $3,000,
the payoff would have been $6,500; for a
%$6,000 wager, $13,000; at $12,000, we
would collect $26,000; and at $15,000,
we'd get $32,500,

WHEELING

A quiniela wheel is an extension of the
box. Choose one harse towin or place and
then combine it with every other horse in
the race. Sounds like you can’tlose, right?
Let’s “Wheel the 3" in the second race. We
are now betting the following combina-
tions:

3-3 34 36 2-3 5-3
3-2 35 1-3 4-3 6-3

This is a five way bet so the amount
one wagers runs from $5,000 to $25,000
in $5,000 multiples. But again, since only
one of the combos can payoff, we can only
collect on a $1,000 to $5,000 basis.
Assume we wager $20,000 in our exam-
ple. 3-6 comes in and we collect $20,000. If
only 3-5 had come in. . . (lhad to say that;
gambling is full of “if only’s . .. ).

I once made the monumental gaff of
wheeling the 3 in the fourth race for
$25,000. Checking out the chart, the best I

could do was collect $20,000, a net loss of
$5,000. That's as close to a sure thing as
I've ever seen. [ never said gamblers were
smart. If they were, they wouldnt gam-
ble.

Adding guiniela wagering is simple and
creates more exciternent in the game.
Boxing and wheeling are a bit of chrome
that might be classified as optional rules.
If you are unfamiliar with these wagers, it
won't take much practice to learn them
completely. One nice thing is that these
added wagers do not increase game time
much because of the strictly timed betting
interval.

One final note . . , with all these added
attractions, we found it wise to increase
the original cash from $50,000 to
$75,000.

Now, is anyone available for that next
junket to Vegas?

The Payoff

$1,000 BET PAYS

RACE RACE RACE RACE RACE RACE
1 2 3 4 5 6
1-2 5000 7,500 5,000 5000 6,000 6,500
1-3 10,500 6,000 6,000 4,000 2,500 7,500
I1-4 4,000 3,000 11,500 5000 3,000 4,500
1-5 7,00012,500 5,500 5,500 4,000 5,000
1-6 8,000 4,000 11,500 4,500 4,500 4,500

-3 9,500 8,500 3,000 3,000 6,500 9,000
4 3,000 5500 #,500 4,000 7,000 6,000
-5 6,000 15,500 2,500 4,500 8,000 6,500
6 7000 6500 8,500 3,500 B,500 6,000

3-4 8,500 4,500 3,000 3,000 3,500 7,000
3-3 11,500 13,500 3,500 3,500 4,500 7,500
3-6 12,500 5,000 9,500 4,000 5,000 7,000

4-5 5,000 11,000 9,000 4,500 5,000 4,500
4-6 6,000 2,500 15,000 3,500 5,500 4,000

S-6 9,000 11,500 92,000 4,000 6,500 4,500

ALL-STAR REPLAY



_Y:m WL ;.-.Hnrumpy s cosipor of won iy, bie
i wou Ao yor mis! e i befere Hie dicke Rebagl

“have just one question, Why did you have
to wail wntil we got ali of the way down fo

the botton: again before vow reafized you'd

lost your kews?

THE SPORTS GAME DIGEST

3-2

ODDS
201

oDDs

4-1

J Waood

T. Lipham

£ Knight

Cnibcul. photocopy. trace, oF merorze,

31



32

ADVANCED RULES FOR

- = iy -

by Dr. Rich Oksas

The main change in the Avalon Hill edi-
tion of USAC Auto Racing from its Statis-
Pro predecessor is driver selection af speed
levels on each turn, Unlike the original
where players used a single standard speed
chart and threw the dice to decide the race,
drivers now must elect how fast they're
willing to go with full knowledge that extra
speed means extra risk. [ should mention
that this new aspect mimics the real use of
manual variable turbo-baost controls
which UUSAC drivers have had in their cars
since about 1975,

If the USAC game is to achieve even
more realism, [ would however suggest 4
additionral rules from my knowledge of real
[ndianapolis car racing, These simple
modifications will add further 1o driver
strategy and excitement,

START SPEED

At the begmning of the race and after
each subseguent pit stop, Indy cars are
heavily ladened with a full tank of fuel. As
such the driver must go through the gears to
return to race speed, This being the case one
can require the same in the USAC game so
that in either situation the first 3 sequential
player hurns commence at back off, nermal
and charge speed it so selected. (The same

USAC AUTO RACING
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could apply also after a spinout if you do
desire)

DRAFTING

One way for a slower car to keep up
with a faster foe is to ride immediately
behind it to decrease aerodynamic drag. In
the USAC game, a rule can be applied with
the option to take the same space allocation
as the front car by drafting it {accepting its
roll of the dice and game movement prior to
vour rofl) at any time for as long as one so
wishes. What will prevent a Janet Gutherie
from finishing directly behind an A ], Foyt
by tollowing in his draft for an entire race?
Pit stops will automatically force the end of
a drafting situation Also the use of another
rule that if the front car spins or crashes the
drafting car automatically crashes will pre-
vent the overuse of this game option. Draft-
ing technique can also be applied through
the corners.

SHIFTING GEARS

Another suggestion, tied in closely with
rule one, is that when a driver elects to in-
crease speed, he can only increase by poing
up one speed level per player turn (thus
forcing him to plan ahead). In a slowing
down maneuver however, one can drop
from charge to back off speed without go-
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ing through the average range on any given
turn.

MAXIMUM CORNER SPEEDS

Perhaps the most interesting optional
rule is the placement of a maximum speed
limit of the normal speed level while enter-
ing any corner during & USAC race. The
penalty of an automatic spin out {(without a
vellow caution flag situation) on the first
sguare of the corner being entered and loss
of the next player turn will be incurred by
“leadfoots” who have gone roo fast, As far
as the use of the charge speed level, it can be
used by a car legving the last corner leading
onto either of the two long straightaways of
the game board.

QUALIFYING WAIVER

All these optional rules (start speed,
gear changes, maximum cornering speed)
can be waived when a car 1akes its qualify-
ing attempt. This simulates the fact that
Indy cars usual lap 10 to 15 mph faster dur-
ing time trials than they do during the race
itself as they are diated in to “go for broke”
in this instance.

The use of any or all of these rules will
require the players to execute more judge-
ment {therefore requiring more driver skill)
without substantially increasing the length
of game time spent once you master them.

ALL-STAR REPLAY
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Swallows Choke on Flies—

Change Name for New

Image

{(Baltimare, MI2)—After last year's em-

barrassing near loss to traditional rivals
SPI from New York, the AH Swallows

have now changed their name and become
the Bush Whackers

The Whackers play their only regular
season game on June 25th, when they
meet SPI at the annual classic in Chester,
Pennsylvania

Bush Whackers Still Undefeated
Edge N.Y. Rivals 12-5 in Thrilling Contest

{Chester, PA)—The Avalon Hill Bush
Whackers, plaving in the second annual
ORIGINS softball contest, narrowly
defeated SPI by a score of 12-5. In a game
that began and ended in the wee hours of
the morning (long before most ORIGINS
attendees and the umpires were awake),
the Bush Whackers showed the effects of
new head coach Wes Cpates’ innovative
system of “benign neglect” in their victo-

ry.

Put briefly, the Benign Neglect System
(BNS) of instruction requires the mini-
mum of pre-game practice, and puts
stress upon totally avoiding all forms of
preparation for the athletic endeavor. In
the case of the Bush Whackers, this meant
avoiding all practice, except for one half-
hour stint the day prior to the game to
familiarize the team with the rules of play
and the various items of equipment used
in softball.

o
X s
3

.

Bush Whackers unveiled new uniforms to go along with their new name.

THE SPORTS GAME DIGEST

The game had to be called at the end of the 8th inining
when the tume Lmit expired on the renled equnpment

Professor Coates also recommends
consuming vast quantities of beer prior to
and during the contest, and the absence of
this beverage on the AH bench {which
same attributed to sabotage—see below)
was blamed in large part on the three S5P]
unearned runs and two earned runs that
were scored.

Rumors of Sabotage Mar
Friendly Contest

Spokesmen for both teams vehement-
ly denied rumors of sabotape at the AH
bench, but there are a few questions
which, in the interests of justice, should
be raised. To wit:

1. Wiy did Tom Shaw's shoe suddenly fall
apart in the middle of the game, after almost twenfy
years of feithful service?

2 What caused fhe official scoring pen fo run
out of ink just as the Bush Whackers began fo
extend their lead in the fifth inning?

3. Where did the 8 cases of beer that Coack
Coates brought to the game disappear to (at least one
of which was for the team)?

4. Who put the trousers in Mrs. Murphy's
chotwder?

But enough allegations and counter-
allegations. The game was enjoyed by all,
and plans are already afoot for next year's
game at the University of Delaware in
Newark, Delaware.
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HEAD TO HEAD

iFWU re leokir ng tor opponentsm any of our
12 sporte games, we sugeest vou Al cut the
coupon Hehm and send il in to us lwith you
subscription, 3f youre not alveady a subserib-
er) In your ad be sure to give your name and
address, and mention the games vou're inter-
ested in playing In addition, if you wish to
advertise distontinued or Lurrcnt games and
compuonents pabisied Iy Awalon Hill, vou may use
the same coupon

OPPONENT WANTED

1. Wanl-ads will be accepted only when
printed on this form.

2. For Sale, Trade, or Wanled-lo-buy ads
will be accepled only for Avalon Hill/Sporls
Hlustrated gamtes, and only when they are
accompanied by a token 25¢ fee.

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

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

Basaball Strategy = BB ST, Basketball Strategy =
BK ST, Challenge Football = CHAL FT, Challenge
Golf = CHAL GF, College Football {Bowlbound) =
COLL FT, Football Strategy == FT ST, Go for the
Green = GFG, Paydid = PD, Hegalta = REG,
Speed Circuit = SC, Major League Baseball =

© MILE, NEA Basketball = NBA, Superstar Baseball
= SUP, Title Boul = KO Track Meet = TM, USAC =
USAC, Win, Place & Show = WP5S.

Name

Address

City

State Zip
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|
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|
|
|
|
|
!
!
|
|
|
|
|
|
|
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|
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I
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—
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Opponents wanted: | have BB ST, FT ST,
and early editions of WPS and SB. Can learn
other games quickly. Also interesled in
league play. Michael E. Brown, 138 Hackett
Ave. Bg. Attleborc. MA 02703

Lookmg for opponents tor COLL FT in Hart-
ford/New Haven Area. Could be talked into
WPS also, dim Higgins, Jr, 15 Arkay Dr., Hig-
ganum, CT 06441

Central New York Sports Leagues h:urrrurhc,,
Stlatis Pro preferably. Adults Contaot: Steve
Pultorak. 41 Grover St, E. Syracuse, NY
1305? (315 ) 437- 4652

playing but arent crazy about doing the.
statistics, | will compile your stats and type
them up neatly. Ten paseball games for ane
tearn $1.00. Five per team far all other
sports $1.00. For mare information, write
Jackie Reber, 916 Scattergocd St
Philadelphia, PA 12124

lam interested in joining a BB ST League (or
MLB} in the Portland OR Area. Send infor-
mation to: Joey Dudman, 3529 SE Aex St
Poriland OR 87202,

Nead an opponent or league to join for MLE.
Guy Miller, 20131 Sunny Shores Dr.. Hum-
ble, TX 77338 (711) 852-3415.

Interested in joining BB, BK or rFT ST Ieague
or some ather type of league, Alsc fif, Lee
Bardwell, 162 Homestead Blvd . Miil Valley,
CA 94941

Wam to start \eagues W|th FT ST PD SP
BB, 8B or TM in San Antonio area Bobby
Wiilt, 13607 Cariton Oaks, San Anteonio, TX
78232, (512) 494-1372.

Cpponents wanted for 5C, MLB, SUP, WPS.
Also wish 1¢c se!l SUP (used seldoem, has
new superstar cards: $10 00, PD {new mint
cond} 87.50. Stephen Knight, 77 Ashbury
Ter. San Francisco, CA 92117, 665-6283

‘57 AL, '50 AL, '64 NL, 71 thru '78 AL&NL
MLB. 74 thru '78 NBA and ‘75 and 76 SP
ABA_'72USAC;'69and 7051 PROFT, old SI
COLL FT, and old 51 GOLF_All items in fair-
good condition, Jim Egan, 591 Artene Dr.,

Watscnville, CA 95078

Members wanted for special one-time only
league to replay round-ine-world sailing
race using Regatta. Game will have 37
players and 25 mapboards, and will be
ptayed in conjunction with AH Bismarck
game, Write AG. Halberstadt, 3003 N.
Charles, Baltimore. MD 21218

Weather Service—Want to know what the
weather 1s on game day? Call special
numeer courtesy of ASR Customer Service
Division: 936-1212

Lookmg for opponents for any any AH sf sports
games {(prefer over 25). Please call or write
Paul Reeves, 5360 Delmar Road, Cliftan
Heights, PA 19018, {215} £23-8728
Wanted: Detatl information on how to con-
duct a draft for pbm leagues in Basketball
and Hockey. Richard Smith, 1764 Dayton
Ave,, St Paul, MN 55104

MLE! Players—I| am playing 1978 Boston
Red Sox schedule in MLB. If you want to
know how the Bosox cor any particular
player is doing please contact me for infor-
mation. | want tc hear about your MLB
ieagues too! Rob Trippetti, 627 Serrill Drive,
Hatbeoro, Pennsyivania 19040,

TO BUY

Wanted to buy MLB 1977 Piayer Cards in
good condition, Also, any edition of PD.
Sean Milliner, P.O. Box 73, Durbin, WV
26264 Sl
Looking for 69 and 70 Paydirt Charis, Will
pay good price. Excellent conditon only!
Also ASR Vol. |, No. 1. Shayne Johnson,
4505 Windy Hill Rd., Decatur, AL 35603.

Trade or sell: BB ST $8 00. Trade for FT ST ST
or COLL FT. Also want information on
league for FT ST in South AL or North FL.
Joel Thomas, 108 Broadview Dr., Eufaula,
AL 36027, o

To Buy: old {pre 77-78) NBA player card sets;
stale condition and price. Terry Dotson,
1531 Waukesha, Helena. MT 59601

Wanted 1o buy in good condition SP NBA
and/or GFG. Will be willing to trade TM,
CHAL FT, or Acquire. Gontact Ken A,
Sorensen, 189 Michaeljohn Or., Park Ridge,
IL 60068 (312) 823-2076. =

Trace or sell BK ST, CHAL GF, PD, WPS, SC
and many 3M games. Also AH war games
Want S| All Time All Star Qutdoor Survival
and others Millard Wells, 426 Orchard Park,
Rockford, IL 61103.

For Sa Sale or Trade: 1972 SP BB Cards, 1978
SP BB Cards, 1974-1975 SP BK Cards, Coll
FT and SC. Would like TM's Golf or 1971 SI
BB game. Send offer to or cali: John Chiu,
11596 Semincle Circle, Northridge, CA
91326 (213) 368-1126

Want to buy 69, 70 PD Charts and first issue
of ASR, Shayne Johnson. 4505 Windy Hiil
Rd,, Decatur, AL 35603.
Want to Buy: Statis-Pro Major League
Baseball and NBA Basketball Games. Also
wani any past seasons that you have for
these games. Name your price. Write to:
Kurt Conlan, 2325 W. Pensacola St., Apt.
212, Tallahasee, FL 32304.

Wanted: back editions of Statis-Pro
Baseball and Basketball, James Fish, P.O
Box 9611, San Jose, Calif. 95117.

ALL-STAR REPLAY



VILLE MARIE BASEBALL LEAGUL

Founded — 1972
Teams— 12 or more {Nationa' Leaguel
Trues—53 .00 for plaver cards and league megazine
Active Members—Me
Activilies —Drat: —Season—Clayofls —World Series
tAgainst Yankst—All decisions will be made pv ol
mermnbers —Every 1979 Playver +Minor Leaguers are used
in any upgraded Superstar B3
Membership Requirements--Must own Superstar BB
and Jive within Metro—Moentreal —Laval —T.ongueul
Mus! complete season
Conlact -

Joe Germair

198 Cote-5L. Antoine

Westmeund, Quebc

Canada, Hay-2]2

(314 932-9329

Ville Marie Baseball League

CONTINENTAL
BASEBALL
LEAGUE

Founded--1971

Teams —Twelve

Active Members—Only two as of now Ten openings
Dues—No dues as of nowe Possibly $10 000 Y1 n near
fuiure

Activities—Currently we are undergoing expansion
and reorganization. We will be using Avaler
Basehall Straregy. We will be using real players carecr
records for rabngs Al players shall be bio upon with
the hypothesis that the CHL s a compenter to the
Amernican and Nalional Leages tas the World Football
League was bo the NFLIL A 30 game <chedule will be
played  Extensive  hinancial transactions  crades,
minor leagues and plavafis are part ol this league
Membership Requirements—Orly that the member
be dedicated enovgh ta play the games to the season s
conclusion, The member should live 1n 2 25 mule
radivs of Milwaukes County

Contact-—
Mark J. Maticek
1725 §. 84th St
West Allis, W1 53214
1-414-476-2227

CONTINENTAL BASEBALL LEAGUE

Mail League U.S. A,

Founded —Recently, tor serious sporls gamers
Dues—None, but possible in the uture
Activities—Crganized mail league in following sports
Stats and teatures are in newsletlers sent oul every
manth
Membership Requirements—Not much experience need-
ed Mo ege imit Honesty ard promptoess very impor-
tant
Active Members—5, (some in a lew sports)
Contact-—

Matis Gottlieb

15367-49 St

Brooklyn, NY 11219
MLUSA Baseball League—Uses Apba game with 10
teams. Dratt league tormat. Teams retain players from
vuar to year Plans to expand in future vears
MLUSA Basketball League— Uses Statis-Pro Basketball
with 10 teams in draft league
MLUSA Herseracing League —-Uses Win, Tace & Show,
unigue format. Henesty very important
WMLUSA Golf Association—Lllses Go for the Green,
amigue format. Honesty very important

Mail League U5 A

THE VICTORY OF MUSCLE OVIR MIND

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 anad te run
for you—free! The anly requirements are that
you adhere to the format given below, and that
you are involved in any of the Sports llustra-
ted!/Avalon Hill lire of sports games That's fair
enough, isn’t it?

Ta make 1t inta the next issue, just send in
your ad today, giving the following informa-
tion

Founded:

Teams:

Active members:
Dues:

Activities:

Membership requirements:

Cantact;

THE SPORTS GAME DIGEST

B o I I s

Delaware Valley Strategy
Football League (DVSFL}

Founded — To be tormed Scptember 1979
Teams—Minimum b; Maximura 28
Active Members—One: need a minimum of 5 more
charter members to Kick-Ofl this League
Dues— Yes —amoun! to be determined
Activities—For football enthusiasts te complete a
scheclule of 12 to 16 games (depending en membership
tedaly ona ome night per week basis ) playotts and Jeagae
Super Bowl using Al s Football Strategy Game
Membership Requirements— Adulls only (21 vrs, or
oldery. Living i Piladelpha and or its suburbs and
5 W New Jersey
Contact —

DVSHL

6148 Reacn St

Philadelnhia. A 19111

Delaware Valley Stralegy Fontball League (DVSFL}

SAN FRANCISCO GAME CLUB
Founded — 1979
Teams —Depending upon game
Dues--To be determined it any!
Active Members 1 warking tor 2 w0 6 mare
Activities—Slatis-I're. Baseball Wir, Place & Show,
possibly Speed Circuiz. Interesied in 507 Basketbail and
Fouvsbal! Strategy . but do nat awn them vet
Membership Requirements—embers should live m or
acar San Francisco and be prefesably under 18 vears of
agr
Contact—

Stephen Knight

77 Ashbury Ter

Sarm Fraposco. £A 94117

boa-G283

San Francisco Game Club

when e opf

Frteer amn eredgbivtan] Al maspigaliond Doy




Now Awvailable!
TITLE BOUT

The Game of Championship Boxing

HURRICANE JACKSON—.

i
||||||

1950-1953 HE&\_}\_/\_:!.-.:\-‘_n_l-;IS{S)

Joe Louis

STATUS: Possibly the all-time best
heavyweight champion from 1937-
1349

RECORD: 58 wins / 3 lpsses

0 diaws / 54 KO

"The Bruown Bomber" 1834-1950
Louis, called the periect fighiing
machine. rufed the héavyweight
division tor a record 11 straight years
and defended his title 25 times, alsc a
record. before retiring as undoefeated
heavyweight champion, Joe lost 1o
Erzard Charles and Rocky Marciano
when he atternpted a comeback but
by then he was a shell of his former
saif Lowis probably had more pure
killer :nstinct than any alher fighter
He was the best himsher of them all
arce he had bhis opponent hurt
Louis during his career, faced eight
other champions Floored B times
during his career, and by some less
than great fighlers, Louis always got
up and took his revenge

With the vastly renewed popularity of championship boxing, what could
be a better choice than TITLE BOUT, the brand new Sports Illustrated game
that puts you right in the ring with the greatest boxers of today and the past.

Open the sturdy game box, and inside you'll find a colorful mounted play-
ing board and individual boxer cards for over 400 boxers in seven different
weight classes, from the hard-hitting heavyweights right down to the feisty
featherweights. Each fighter in TITLE BOUT is rated for his performance in
over 25 ditferent categorjes, such as killer instinct, knockout ability, en-
durance, defense and much more.

The basic rules to TITLE BOUT, while covering the entire range of
possibilities in boxing, are quite simple, and can be learned in a matter of
minutes. The unique structure of the game allows you to play the game
solitaire and have just as exciting a match as if you were facing another player.
Special optional rules allow for various strategies such as the cover-up,
fighting inside, fighting outside, and going for the knockout. Different fighters
can use these strategies with different frequencies, depending upon their
historical use of them. There's also an option for ring position, which allows
for the position of the fighters in the ring to affect the outcome of the bout, ,

Scoring in TITLE BOUT is done just like it is in real life, with “refs” that
vote on each round according to the points that each of the fighters have
scored. Different scoring systems are provided so you can have your fighters
go by the rules of any of the major systems used in the world today.

TITLE BOUT is a great game for just playing, matching your favorite
against your friend’s. But it’s also great to test history. What would have hap-
pened if Rocky Marciano had met John L. Sullivan? Or if “Gentleman Jim”
Corbett had been in the same ring with Muhammad Ali7 In TITLE BOUT vou
can find out for yourself, as all of the great old-time fighters are here, along
with the boxing stars of today. And since we will be updating the modern
boxers every year, you'll always be able to put in any new stars that appear
aver the years.

“The ultimate boxing game” is now available—TITLE BOUT.

TITLE BOUT is available directly from the Avalon Hill Game Co. for
$15.00 plus 10% postage. Send vour check or money order to our Parts
Department at 4517 Harford Rd., Baltimore, Maryland 21214.



STATIS-PRQ

MAJOR LEAGLUE BASEBALL

Rick LANGFORD
Throws: RIGHT Sac: BB EQ CD1

PE-2-7  SR-12 RR-5
1Bf: 11 K: 24-33
1B7. 12-14 W 34-36
1B8: 15-18 PB: 37
189: 21-23 WP 38
BK: Out:  41-88

Batting Card: 10
Starts/Relief: 24/13

1978 Oakland Athletics

©The Avalon Hill Game Co

BILLY WELLS—5(8)

JIM COFFEY—6(B/5)
White Hope Era Heavyweignt

CFB/S: B/8
HP/K): 9/8
KDR 1; 3
KDR 2: 1 END: 80
KOR: 4 DEF: +4
Fi: 3 FO: 1 CU: 2 KO: 2
ACTION

|

|

|

|

| CD/CH: 5/6
|

|

|

|

: Punches Landed:
|

|

|

|

|

|

|

[

|

[

TKO: 2
AGG: B

1-39
40-61
B62-67

Punches Missed:

Clinching:
Ring Movement: 68-78

Foul Rating: (A)

HITTING VALUE 3 2
1-5 6-13
14-18 19-35
36-42 43-58
59-62 B3-73
75-80

Jab:

Heolk:

Cross:

Combination;
Uppercut: 74

In Corner/On Ropes: 0O

AVALON HILL/TITLE BOUT 1972

GUNBOAT SMITH--7{B/S)

— . T — e — I — e — S — —

FRANK MORAN-—5(B/S)
White Hope Era Heavyweight

CFB/S: 8/8
HP/KI: 6/4
KDR 1: 5
KDR 2: 1
KOR: 5

ACTION
Punches Landed:
Punches Missed:

Clinching:

Ring Movemenlt: 70-78
Foul Rating: (A}
HITTING VALUE 3

Jah: 1-3

Hook: 19-23

Cross: 39-42

Combination: 59-60
Uppercut: 74

1-38
39-62
63-69

In Corner/On Aopes: 2

CO/CH:
TKO:
AGG:
END:
DEF:
Fl: 2 FO: 2 CU: 2 KO:

5/5

3

o

95
Even
2

2
4-18
24-38
43-58
51-73
75-80

AVALON HILL/TITLE BOUT 1979

GHARLEY WEINERT—6(B}

AL PALZER—4(B}

White Hope Era Heavyweight

CFB/S: 7/7 CQ/CH:

HP/KL: 6/4 TKO:

KDR 1: 5 AGG:

KDR 2: 1 END:

KOR: 8 DEF:

Fl: 2 FQ:3 CU:- 3 KO:
ACTION

Punches Landed: 1-38
Punches Missed: 39-60
Clinching: 61-68
Ring Movement; 69-78
Foul Rating: (A}
HITTING VALUE 3
Jab:
Hook:
Cross:
Combination:
Uppercut:
In Corner/On Ropes: 1

3/4
2

7
75
+4
0

2
1-20
21-30
31-51
52-68
69-80

AVALON HILL/TITLE BOUT 1979

JIM FLYNN—6(B/5)

AVALCN HILL/TITLE BOUT 1979 AVALCN HILL/TITLE BOUT 1979 AVALON HILL/TITLE BOUT 1979 AVALCON HILL/TITLE BOUT 197¢

I ] I
I | I
White Hope Era Heavywaight F ll White Hope Era Heavyweight ll White Hope Era Heavywsight
CFB/S: 8/8 CO/CH: 5/5 | CFB/S: &/8 CQ/CH: 5/4 | CFB/S: 877 CQ/CH: 6/3 | CFB/5: 8/8 CO/CH: 5/7
HP/KI: 5/3 TKO: 3 | HP/KI: 7/6 TKQ: 2 | HP/KI: 5/2 TKO: 2 | HP/KI: 7/5 TKO: 3
KDR 1: 7 Aﬁg: B ' KDR 1: 2 AGG: B | Kgﬂ 1 (25 lgﬁ(;: go [ :g: 1 g éﬁﬁ: gs
KDR 2: 3 END: B85 KDR 2: 1 END: 85 KDR 2: D: 2 D:
KOR: 8 DEF: -2 | KOR: 1 DEF: -2 | KOR: § DEE; Even | KOR: 8 DEF; +4
Fi: 1 FO: 3 CU: 3 KO: 0 | FI: 2 FO:2 CU: 2 KO: 2 [ FIi: 1 FQ:3 CU: 3 KO: 0 | F: 3 FO:2 CU: 1 KQ: 2
ACTION ACTION ACTION ACTION
Punches Landed: 1-40 } Punches Landed: 1-40 | Punches Landed: 1-37 ! Punches Landed: 1-39
Punches Missed: 41-2; : Punches Missed: 41-61 t Puncho::s Missed: 38-60 : Punch%s McI:‘sed: gg—sz
Clinching: 62- Clinching: 62-66 linching: &1-67 linching: 53-69
Ring Movement: 69-78 | Ring Movement: 67-78 | Ring Movemenl: 63-78 | Ring Movement: 70-78
Foul Rating: {A) I Foul Raling: (A) | Foul Rating:; (A) I Foul Rating: {B)
HITTING VALUE 2 H HITTING VALUE 3 2 HITTING VALUE 3 2 HITTING VALUE 3 2
Jab: 2;—33 | Jab: 1-11 1221 | Jab; 1-16 | Jab: 1-4 5-2;
Hook: & Hook: 22-25 26-4Q Hook: 17-32 Hook: 22-27 28-3
Cross: 40-45 I Croas: 41-45 46-60 ll' Cross: 33-48 Il Cross: 33-40 41-48
Combination: 46-60 Combinatlon: §1-65 66-72 Combination: 49-64 Combination: 49-51 52-70
Uppercut: g1-80 | Uppercut: 73-74 7580 | Uppercut: 6580 | Uppercul: 71-72 73-B0
in Corner/On Ropes: 1 | In Corner/On Ropes: 2 | In Corner/On Ropes: 1 | In Corner/On Ropes: 2
| | |
| | |

LUTHER MC CARTY—B(B/S) JOHN TATE-7(S) ARTHUR PELKEY—4(B/S} CARL MORRIS—6(8/S)

In Corner/On Ropes: 2 in Corner/On Ropes:. 2 in Cofmer/On Ropes: 2 In Corner/On Ropes: 2

AVALON HILL/TITLE BOUT 1978 AVALON HILL/TITLE BOUT 1973 AVALON HILL/TITLE BOUT 1979 AVALON HILL/TITLE BOUT 1979

i | |
White Hope Era Heavyweight : Heavywaight |r' White Hope Era Heavyweight r White Hope Era Heavywsight
CFB/S: 8/9 CO/CH: 5/6 | CFB/S: 9/9 CO/CH: 5/ | CFB/S: 7/7 CO/CH: 5/3 | CFB/S: 7/8 CO/CH: 5/4
HP/KI: 9/8 TKO: 2 I HP/KI: 8/7 TKO: 2 J HP/KIY: 7/7 TKG: 3 | HP/KI); 7/7 TKO: 2
KDR 1: 1 AGG: 9 { KDR 1: 3 AGG: 8 I KDR 1: 6 AGG: 5 l KDR 1: 3 AGG: 7
KDR 2: 1 END: 95 KDR 2: 1 END: 30 KDR 2: 2 END: 80 KDR 2: 1 END:; 95
KOR: 2 DEF: +2 | KOR: 1 DEF: +2 | KOR: 8 DEF: +3 | KOR: 4 DEF: -2
Fi: 3 FO:A::Tcl:gl:uz KCO: 3 |I Fl: 2 FOiAECT?g;«]1 KQ: 2 ] Fl: 2 FD:A%:T?g;dQ KQ: 1 : Fh 2 FO;EC‘:TCIS;‘B KD: 1
Punches Landed: 1-38 | Punches Landed: 1-39 Punches Landed: 1-36 Punches Landed: 1-37
Punches Missed. 30-61 | Punches Missed: 40-62 ] Punches Missed: 37-63 | Punches Missed: 38-60
Clinching: 62-69 Clinching: 63-71 Ctinching: §4-71 | Clinching: 61-67
Ring Movement: 70-78 : Ring Movement: 72-78 | Ring Movemenl: 72-78 | Ring Movement: £3-78
Faoul Rating: (A) Foul Rating: (A) Foul Rating: (A) Foul Rating: (A)
HITTING YALUE 3 2 | HITTING VALUE 3 2 | HITTING VALUE 3 2 : HITTING VALUE 3 2
Jab: 15 8-16 Jab: 15 B-12 '| Jab: 1-3 4-18 Jab: 1-7
Hook: 17-25 26-40 F Hook: 13-18 19-32 l Hook: 19-24 25-38 ' Hook: B8-20 21-35
Cross: 41-44 45-48 Cross: 33-38 37-51 Cross: 39-43 44-52 | Cross: 36-38 39-51
Combination: 49-52 53-60 | Combination: 52-57 58-70 | Combination; 53-57 58-69 Combination: 52-55 56-67
Uppercut: 61-72 ¥3-80 | Uppercut: 71-74 75-80 I Uppercut: 70-72 73-80 |i Uppercut: 68-71 72-80
| | i
[ | |
i ! !

THE GREAT WHITE HOPES—Here they are, ladies and gentlemen. One after another they were hurled into the ring,
and one after another they were hurled right out again. These cards are all additions {o your TITLE BOUT game. Note
that John Tate is not a White Hope. We gave you a new card to reflect his improvement since the boxers were initially
rated. Rick Langford isn't even a boxer, so we strongly recommend you not put him into the ring with Jack Johnson.
His card was inadvertently left out of some MAJOR LEAGUE games, so here i is.



JIM COFFEY—6(B/S)

STATIS-PRO White Hope Era Heavyweight
MAJOR LEAGUE BASEBALL
. CFB/S: 8/8 CO/CH: 5/6
Rick LANGFORD HP/KI: 9/6 TKO: 2
Throws: RIGHT Sac: BB E0 CD1 KDR 1: 3 AGG: 8
KDR 2: 1 END: 80
PB-2-7 SR-12 RR-5 KOR: 4 DEF: +4
FI: 3 FO: 1 CU: 2 KO: 2
ACTION
1Bf: 11 K: 24-33 Punches Landed: 1-39
1B7: 12-14 wW: 34-36 Punches Missed: 40-61
1B8: 15-18 PB: 37 Clinching: 62-67
1B9: 21-23 WP: 38 Ring Movement: 68-78
BK: Out:  41-88 Foul Rating: (A)
HITTING VALUE 3 2
Batting Card: 10 Jab: 1-5 6-13
Starts/Relief: 24/13 Hook: 14-18 19-35
Cross: 36-42 43-58
1978 Osakiand Athletics Combination: 59-62 63-73
Uppercut: 74 75-80

©The Avalon Hill Game Co. In Corner/On Ropes: 0

AVALON HILL/TITLE BOUT 1979

BILLY WELLS—5(B)

GUNBOAT SMITH—7(B/S)
White Hope Era Heavyweight

CFB/S: 8/8 CO/CH: 5/5 CFB/S: 8/8 CO/CH: 5/4
HP/KI: 5/3 TKO: 3 HP/KI: 7/6 TKO: 2
KDR 1: 7 AGG: 8 KDR 1: 2 AGG: 8
KDR 2: 3 END: 85 KDR 2; 1 END: 95
KOR: 8 DEF: +2 KOR: 1 DEF: -2
Fl: 1 FO: 3 CU: 3 KO: 0 F. 2 FO: 2 CU: 2 KO: 2
ACTION ACTION
Punches Landed: 1-40 Punches Landed: 1-40
Punches Missed: 41-61 Punches Missed: 41-61
Clinching: 62-68 Clinching: 62-66
Ring Movement: £69-78 Ring Movement: 67-78
Fou! Rating: (A) Foul Rating: (A)
HITTING VALUE 3 2 HITTING VALUE 3 2
Jab: 1-25 Jab: 1-11 12-21
Hook: 26-39 Hook: 22-25 26-40
Cross: 40-45 Cross: 41-45 46-60
Combination: 46-60 Combination: 61-65 66-72
Uppercut: 61-80 Uppercut: 73-74 75-80

In Corner/On Ropes: 1 In Corner/On Ropes: 2

AVALON HILL/TITLE BOUT 1979

LUTHER MC CARTY—8(B/S) JOHN TATE—7(S)

In Corner/On Ropes: 2 In Corner/On Ropes: 2

AVALON HILL/TITLE BOUT 1979 AVALON HILL/TITLE BOUT 1979

I
White Hope Era Heavyweight : Heavyweight
CFB/S: 8/9 CO/CH: 5/6 | CFB/S: 9/9 CO/CH: 5/4
HP/KI: 9/8 TKO: 2 | HP/KI: 8/7 TKO: 2
KDR 1: 1 AGG: 9 KDR 1: 3 AGG: 8
KDR 2: 1 END: 95 | KDR 2: 1 END: 90
KOR: 2 DEF: +2 | KOR: 3 DEF: +2
FI: 3 FO: 1 CU: 2 KO: 3 l FI: 2 FO: 2 CU: 1 KO: 2
ACTION ACTION
Punches Landed: 1-38 | Punches Landed: 1-39
Punches Missed: 39-61 | Punches Missed: 40-62
Clinching: 62-69 Clinching: 63-71
Ring Movement: 70-78 : Ring Movement: 72-78
Foul Rating: (A) Foul Rating: (A)
HITTING VALUE 3 2 | HITTING VALUE 3 2
Jab: 1-5 6-16 | Jab: 1-5  6-12
Hook: 17-25 26-40 I Hook: 13-18 19-32
Cross: 41-44 45-48 Cross: 33-36 37-51
Combination: 49-52 53-60 ] Combination: 52-57 58-70
Uppercut: 61-72 73-80 | Uppercut: 71-74 75-80
|
|
I

FRANK MORAN-—5(B/S)
White Hope Era Heavyweight

CFB/S: 8/8 CO/CH: 5/5
HP/KI: 6/4 TKO: 3
KDR 1: 5 AGG: 7
KDR 2: 1 END: 95
KOR: 5 DEF: Even
FIl: 2 FO: 2 CU: 2 KO: 2
ACTION

Punches Landed: 1-38
Punches Missed: 39-62
Clinching: 63-69
Ring Movement: 70-78
Foul Rating: (A)
HITTING VALUE 3 2
Jab: 1-3  4-18
Hook: 19-23 24-38
Cross: 39-42 43-58
Combination: 59-60 61-73
Uppercut: 74 75-80
In Corner/On Ropes: 2

AVALON HILL/TITLE BOUT 1979

CHARLEY WEINERT—6(B)
White Hope Era Heavyweight

CFB/S: 8/7

HP/KI: 5/2

KDR 1: 3

KDR 2: 2 END: 80
KOR: 5 DEF: Even

FIl: 1 FO:3 CU: 3 KO: 0

ACTION
Punches Landed: 1-37

CO/CH:
TKO:
AGG: 6

6/3
2

AL PALZER-4(B)
White Hope Era Heavyweight

CFB/S: 7/7
HP/KI: 6/4
KDR 1: 5
KDR 2: 1 END: 75
KOR: 8 DEF: +4
FI: 2 FO:3 CU: 3 KO:0
ACTION
Punches Landed:
Punches Missed: 39-60

CO/CH: 3/4
TKO: 2
AGG: 7

1-38

Ring Movement: 69-78
Foul Rating: (A)
HITTING VALUE 3 2

Jab:
Hook:
Cross:
Combination:
Uppercut:
In Corner/On Ropes: 1

1-20
21-30
31-51
52-68
69-80

AVALON HILL/TITLE BOUT 1979
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JIM FLYNN—6(B/S)
White Hope Era Heavyweight

CFB/S: 8/8
HP/KI: 7/5
KDR 1: 5
KDR 2: 2 END: 85
KOR: 6 DEF: +4
FI: 3 FO:2 CU: 1 KO: 2
ACTION
Punches Landed:

CO/CH: 5/7
TKO: 3
AGG: 8

1-39

Punches Missed: 38-60
Clinching: 61-67
Ring Movement: 69-78
Foul Rating: (A)
HITTING VALUE 3
Jab:
Hook:
Cross:
Combination:
Uppercut:

2
1-16
17-32
33-48
49-64
65-80

Clinching:

Ring Movement:
Foul Rating:
HITTING VALUE
Jab:

Hook:

Cross:
Combination:
Uppercut:

40-62

63-69

70-78

)

3 2
1-4 521
22-27 28-32
33-40 41-48
49-51 52-70
71-72 73-80

in Corner/On Ropes: 1

AVALON HILL/TITLE BOUT 1979

ARTHUR PELKEY—4(B/S)

In Corner/On Ropes: 2
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CARL MORRIS—6(B/S)

White Hope Era Heavywei

CFB/S: 7/7

HP/KI: 7/7
KDR 1: 6

KDR 2: 2 END:

KOR: 8 DEF:

FI: 2 FO: 2 CU: 2 KO:

ACTION

Punches Landed:

Punches Missed:

Clinching:

Ring Movement: 72-78
Foul Rating: (A)
HITTING VALUE 3
Jab: 1-3

Hook: 19-24

Cross: 39-43

Combination: 53-57

Uppercut: 70-72

CO/CH:
TKO:
AGG:

1-36
37-63
64-71

ght

5/3
3

5
80
+3
9

2
4-18
25-38
44-52
58-69
73-80

White Hope Era Heavyweight

CFB/S: 7/8
HP/KI: 7/7
KDR 1: 3
KDR 2: 1
KOR: 4

CO/CH:

5/4
TKO: 2
AGG: 7
END: 95
DEF: -2

Fl: 2 FO: 2 CU: 3 KO: 1

ACTION
Punches Landed:

Clinching:

Ring Movement:
Foul Rating:
HITTING VALUE
Jab:

Hook:

Cross:
Combination:
Uppercut:

1-37

38-60

61-67

68-78

(A)

3 2
1-7

8-20 21-35

36-38 39-51

52-55 56-67

68-71 72-80

In Corner/On Ropes: 2

AVALON HILL/TITLE BOUT 1979
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THE GREAT WHITE HOPES—Here they are, ladies and gentlemen. One after another they were hurled into the ring,
and one after another they were hurled right out again. These cards are all additions to your TITLE BOUT game. Note
that John Tate is not a White Hope. We gave you a new card to reflect his improvement since the boxers were initially
rated. Rick Langford isn’t even a boxer, so we strongly recommend you not put him into the ring with Jack Johnson.
His card was inadvertently left out of some MAJOR LEAGUE games, so here it is.



