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ALL-STAR
B EPLAY

ALL-STAR REPLAY is a publication of The
Avalon Hill Camn Company devisted excluvivily o
thie apnlveiz and diszussion of Alalon Hill's Sports
Hivserated |ine of sports gamve Artliles dealimg with
sparts in generai are published from time to time, but
only as they relate to the subject of the sports games

ALL-STAR REPLAY is published four times a
vear, with mailings made at or near the end of March,
June, September and December All editorial and
general mail should be sent to The Avalon Hill Game
Company. 4517 Harford Road, Baltimore, Maryland
21304 One-yvar subucr|phicir are $5.000 teeo-yara
subsarigrtionn ane 3000 Send checks or mimey orders
onby. The Avalos Hill Game Contpany cannist be
responsible for cash lest in transit, All subscriptions
sent via bulk permit Airmail and Ffirst class delivery
must be pre-arranged with the subscripticn depart-
ment at addibonal cost. Address changes must be
submitted to the subscription department six weeks
i advande to guarantee delivery. Mo paid adveriislng
af amy type 3 accepted m ALL-STAR REPLAY
Information of use 1o subecribers. et tisdyng oof e
Sports Wesirated pames and equipment. news ol
game leagues and clubs, and “games wanted” ads are
desired and will be printed free of charge

ALL-STAR REPLAY welcomes articles from
subscribers far consideration for publication. Articles
should be type-written, double-spaced, and well-
witbben. The wditor reskrves the right to correct e
grammat and hopaless spelling. Thete s oo Jimid 1o
wiord lenglh. Accompanyving eranples and dugramy
shnshd by caplloned aml neatly done i bick or red
ink. Photos should have caption and credit line
written o back, Relegted articles asd phates will be
returmed whenevar poasible. Try 1o Ptk yopr mame an
everything yau submit

EDITOR: Bruce C Miiligan
Other Editor: Joseph Balkoskci

GRAPHICS: Are you kidding?

CONTRIBUTING EDITORS. Mark Maticek, Jim Trun-
zo, Francis Wyman Tyler, James C  Gordon, Bob
Norgard. Jared Johnsan, Ken Close, Patrick M. Premo,
and lots more.

NON-CONTRIBUTING EDITORS, Jim Skinner. Gore
Vidal, John Updike, Chare, Vinny Tire Iron” Schiussner
and all the gang gt the South Side Pub

Ta faclitate correspondence, we suggest that all
envelopes to ALL-STAR REPLAY be marked in the
luwer left-hand corner as follows:

Purchases of ALL-STAR REPLAY, subscriptions:
Gertrude Zombro

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

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

Mote: ALl questionn will be snawerid onli 1§ scoom:
priad by o siamped) selladd remol mvidope. Omniy
dquesfions regarding rules clasificabions (not sparts
|1I.-\.I|rl':.- I T |.|r-'|“h Hhting ¥l ean be answered

Articles for publication, ketiees to the editor, regueses
for brochures, resdee ads, clib rmws, ot BC
Milligan, Editorial Dept.

Complaint Dept: Ron Lz Porte

IT YOU CHANGE YOUR ADDRESS please notify
Gerirude Zombro in our Subscription Dept. as soon
as possible. Please state your old and new address.

HE DUGOUT

The first order of business in this issue is to
announce a new arrival here at Avalon Hill in
the form of Joe Balkoski, who has signed on as
the “‘other'’ sparts editor here, replacing the
rmissing Francis Wyman Tyler. | asked Joe to
write a capsule biography of himself, which |
present here in toto!

Joe Balkoski is a fanatical sofiball player
disguised as a writer who spends Saturdays
between March and November siiding, diving,
falling, and tripping on diamonds all aver the
Northeast. He was the first male graduate of
Vassar College to major in softball and he led
his dormitory 1o three straight championships
in the Seven Sisters Division of the Green
Grass League

For five and one-half years, he worked as a
writer and game designer for Simulations
Publications, inc., spending most of his time
fantasizing about pitching at Shea Stadium in
the World Series. His athietic claim to fame
during this period was being hit in the throat by
a wicked bad hop during the classic first con-
frontatian between SPI and Avalon Hilf at Ann
Arbor, Michigan, in 1978. Joe lost his voice for
19 months after this bad bounce, but after it
returned, he dectared his intention to pursue
free agency.

After failing to sign with another other club,
Joe was picked up on waivers by Avalon Hill.
where he will naw serve as the “‘other editor””
for Ail-Star Replay. "I'm glad to be back in the
majors (sic) again, "' Joe says, *‘And i think that
we '] be going all the way this year.’"

How about that, ladies and gentlemen? Did
we pick a winner or what?

Attention Leagues: In the past several
months we have written to all leagues that
placed advertisements in this magazine, with a
view toward listing a directary of all of them,
either in ASR or elsewhere If you were not
contacted, orif yau did not yet respand, please
write to me telling me, in general, how your
league has been doing since it was farmed, and
anything eise you think might be of interest
We will have a complete report in our next
issue

Speaking of the next issue, by the issue
fallowing this one at the very latest, this will
definitely become a bi-manthly magazine,
which means that you might even get four
copiesin a year. However long it takes ta reach
you, the subscription rates will go up slightly to
account for the two extra issues, to the tune of
$7 .80 for one year (six issues) or §12.00 for
two years {12 issues). There will be mare an
this in our next issue.

t would like to take this apportunity (and fill
this space) ta thank Mr_ David LeSueur for his
excellent system far rating pitchers in Statis-

Pro Major League Baseball, which he has
graciously permitted us to adapt for actual use
in the game. Although Jim Barnes, the game’s
designer, had been working on a similac
system, Mr. LeSueur's appealed to Jim mare
than his own (now that’s modesty for youl) so
there it is. We believe the new system now
gives the most accurate representation of
pitcher abilities passible, and think that those
of you who have purchased the new MLE cards
will agree

And that brings us to a bit of an embarrass-
ment. We did not include a fringe player chart
with this year's edition of the MLB player
cards, because most{and morethan in the past
by a considerable degree) of the players were
now on individual cards. But since we have
received guite a bit of criticism for not in-
cluding, even if anly on a sheet, every player
wha threw a pitch or swung a bat, rest assured
that next year and in all future years we will
return to our policy of including every player,

Speaking of thanking people, | would also
fike to thank Mr. John Houston for the ex-
cellent illustration and caption he sent us for
this issue. Some of youmay find it a bit rocaco,
but [ really enjoyed it. If any of you fancy
vourselves artists or photographers, we
welcome all contributions and will of course
return them whether we use them ar not

ALL-STAR REPLAY




POORAY BORU!

by Mark |. Maticek

While big leaguers in Florida and
Arizona prepare to break camp and head
inta the major league wars for 1981,
halfway around the wuorld, the same scene
is being replayed in the land of the rising
sun; Japan. However, as most of the
Americans who have played baseball in
Japan will tell you, the similanity ends
there. Since Japan's first protessional team,
the Yomiuri (Tokyo} Giants, was formed in
1934, the far eastern version of Abner
Doubleday’s game has taken con a definite
oriental twist

There are twe major leagues in Japan,
The “'senior circuit” is the Central League,
tounded 1n 1936, The “junior circuit” is the
Pacitic League, started in 1950. With the
formation of the Pacific League in 1930,
there began a fall ritual familiar Lo all
baseball fans, the [apan Series, which is
every bit as popular in Japan as our own
World Series is in this country,

The teams in these two leagues take
their names from the companies that own
them. For example, the Nippon Ham
Fighters are owned by a Tokyo based pork
products firm. The Taiye Whales belong to
the Yokchama Taiyo Fishery Co. These
companies use the teams as an advertising
promotion and a tax write-oft,

The rise of Japanese baseball was
fostered in part by the frequent visits of
American major league all-star teams.
Starting in the 20s, such American greats as
Lou Gehrig, Babe Ruth, Al Simmons, Lefty
(O'Doul, Rabbit Maranville and Frankie
Frisch demonstrated their considerable
skills before enthusiastic crowds. World
War [1 interrupted these taurs, but the Cen-
tral League continued play until 1944 when
American B-29's made further play risky at
best. American teams resumed these tours
after the war and they have continued
to this day with the 1978 wisit of the
Cincinnati Reds.

On the surface, Japanese baseball
organizalion appears similar to our own;
two leagues, a world series etc, However, if
you visited Korakuen Stadium in Tokyo on

a warm july evening, the game vou would
watch might appear (excuse me, 1 can't
resist:} inscrutable. Oh, the terminology is
somewhat similar; on the “baseboru” team
is a “pichah” who tries to get batters
“outo”. Hitters try to get on base by a
“hitta”, laving down a “banto” or hitting a
long “homu ran”. The concession stands of-
fer hot dogs as well as barbecued squid for
$2.30. The diamond itself is configured the
same except for the skin infields prevalent
in Japan. A maie cheerleader on top of the
dugout waving the team flag will urge you
on to cheer tor the home team. Nothing out
of the ordinary really. You might wince a
little when you see that the baliplayers
don't yell at the numpires. If they dispute a
call they just punch the ump in the ribs and
oltten the player is allowed to play the next
game,

No, it is in the subtle things that only a
real fan would notice the vast difference
between the game we know and its Oriental
counterpart, In training, strategy and
philosophy the Japanese game radically
departs [rom its American cousin

The players arrive at the bailpark at
1:00 pm ftor a 6:00 pm game. Players
undergo 40 minutes of running followed by
45 minutes of calisthenics. This warmup is
followed by three hours of batting and
fielding practice. Most Americans who
have played in Japan say that they are
almost too tired to play the game after the
pregame workouts, This intense training
seems to be counter productive o an extent
since a lot of the players seem to run out of
steam at the end of the season. While a lot
of Japanese players as well complain about
the long worlouts, most of the players and
managers believe that these workouts foster
excellent conditioning and the sense of team
togetherness or “wa” necessary for a win-
ning attitude.

A Japanese manger’s tactics differ con-
siderably from his American counterpart as
well. Because of “kontochi” or tradition and
the oriental respect for the elderly, a

THE SPORTS GAME DIGEST

seniority system plays a large part jn dic-
tating the starting lineup. Veteran players
will often get starting roles even though a
superiar younger player might be available
to the manager. The Japanese approach to
the game also dictates doing everything
possible to get the First run of the game. To
the amazement of American players and
coaches, this approach goes as far as order-
ing the cleanup man to bunt if necessary to
advance runners, The Japanese feel that by
scoring the first run they can demoralize the
apposition. This reckless abandon does pot
extend to all phases of the game however.
In the words of one American player, “This
is the nation that produced kamikaze pilots
and some of the most fearless soldiers in the
world .. and yel outfielders seem to be
afraid to get lao close to a bleacher wall to
bring in a long fly ball.” Japanese players
ordinarily will not do things that are ex-
pected of American big leaguers such as
dive for a ball. block the plate, take out the
secand baseman on a double play or brush
back a hitter who is crowding the plate.

Other diferenoes in the fapaness game
are beyond the control of the players and
manajers. Because af their phvsical stature,
the Japaness don't hive many powir hitters
or pitchers'who can really “bring it on" For
power, the lapanese rely on foreigrers (read
Apnericans) or  Cgaijins” F:,‘EJ'J feam s
allowed two gaijing who are meilly ex-
major leaguers ending their carcers of
career AAA nlayers whe never had a de-
conlk shot ab the iy lsamioes In this eodrtry,

Thu Japaness weperience with gaifins kas
boen mined, Some Amerlcans like out
Fielder George ‘Altman, piteher Joi Birain,
first  bazemian Kent Hadley and second
baseman Johnny. Sipin have hed dong and
suctesiiu] careers in the Orient. thees like
pitcher Clyde Wiight and Hest bassman Joe
Pepitone have proved confroversial, e
barressing anil disruptive to the “wa” al
thilr teams.

Pepitone wae signed Lo a fat comtract in
1973 with tho Yakurto Abtoms and alter
playing in oy o few games, said he hurt
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Sadaharu Oh
YOMIURL GIANTS

his ankle. He was seen dancing in a night
club shortly after this but still refused to
play with his injury. Finally leaving the
team and returning home to the States,
Pepitone blasted the Japanese version of the
game to the American press. Eventually,
word of what he said reached Japan and the
Japanese were deeply offended by these in-
sulting remarks,

Clyde Wright, pitching for the Giants,
was once yanked from a game on national
television. Wright lost control, pushing
aside the coach on the mound, and stormed
into the dugout throwing the ball against
the wall. He proceeded into the clubhouse
where he ripped off his uniform, shredded it
and threw it into the team bath.

These antics offend the Oriental sen-
sibilities and as such, the owners are much
more careful in screening potential gaijins
before signing them, Japanese management
has also laid down a set of rules for the
gaijins, among them;

—obey the manager, do not criticize his strategy

—do not severely tease your teammates

—Take care of your unifarm (or the Wright rule}

—do not scream or vell in the dugout or destroy
objects in the clubhouse.

Let me say however that Pepitone and
Wright have been the exception. Many fine
American players are enjoying great success
in Japan. 1980 saw ex-Yankee Roy White
and ex-Cub Steve Ontiveros join Wayne
Garrett, Lee Stanton, Felix Millan, Leon Lee
and Teony Solaita in Japan.
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Tomio Tashiro
TAIYOQ WHALES

Finally, no article on Japanese baseball
would be complete without mention of the
Japanese Babe Ruth, Sadaharu Oh, first
lraseman of the Yomiur: Giants. As of this
writing, Oh had announced his retirement
after 22 seasons, all with the Giants. Oh has
hit almost 900 homeruns and is the un-
disputed leader in that category in Japanese
baseball history. He led the Central League
in homers for I3 consecutive vears,
1962-74, averaging 46 a season in a 130
game schedule. Most Americans whe have
plaved against Oh have said he is truly one
of the great hitters of all time, in any coun-
try. Oh possesses preat reflexes, power and
dedication. He is also a true gentleman and
sportsman and he is in no small way partly
responsible for the rise of Japanese baseball,
in much the same way Babe Ruth packed
American stadiums in the 1920's after the
Black Sox world series scandal of 1919
Ruth is highly regarded in Japan and is in
fact enshrined in their hall of fame, much as
Oh will be shortly, In all ways, Sadaharu
Oh is a worthy successor to the Babe as the
contemporary Sultan of Swat.

NOTES ON PLAYER
CARD INSERT:

The 1978 Centrai League race was a
very close one involving four of the six
teams, The two teams represented on the
cards, Yomiuri Giants and Taiyo Whales,
are traditional rivals and were involved in
the four way pennant race. Included on the
team cards are Sadaharu Oh, who hit 300

with 39 HR, Iszo Harimeto who played his
last season in 1978 and is the lifetime
batting champion of Japan and Yoshikazu
Takagi who at 29 is in the prime of his
career ardl cne of the new stars of Japan.
The Yakult Swallows eventually won the
Central League pennant of 1978 and went
on to beat the Hankyu Braves in seven
games in the Japanese series. The (Giants
finished second 65-49-16 three pames
behind while the Whales hinished fourth,
64-57-9, 7% games back., The Giants also
played nine games against the touring Cin-
cinnati Reds that fall and won only one
game, They hit only .216 against the .290
the Reds posted. If you own the 1978 Major
League player card set, you could play the
Reds against the Giants if you want to but
don't expect the results to simulate history
because the Giants' cards are computed
against Japanese apponents and not nor-
malized against the 1978 American leagues
One last note, notice the SAC ratings of the
Japanese teams which reflect the Japanese
style of baseball as was mentioned in the ar-
ticlke. The Japanese use most of their
pitchers in both the starting and relief roles
30 feel free to use them in any manner you
choose

CENTRAL LEAGUE

Team City
Yakult Swilous Tk

Yoarifurt Giants Tirkynr
Topo Carp Hirethima
Taiyo Whales Tokdhama
Chunichi Oragons Rliiya
Fantafii. Trgpses Dhaich
PACIFIC LEAGUE

Team City
Harnkyuw Bruses Nishipomiya
Kintelsn Buftaloes Oraka
Lotte Orions Kawasakl
Nippoin Bt Fighters Tuokvo

Saihn Lions Tokororawa

Nanhai Haurks Osaka
Bibliography
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For this ssue’s insert we have provided you
with cards for the 1978 Yomiuri Giants and
the Taiye Whales for use with our Major
Leagiie Baseball gnme
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The ULTIMATE Paydirt! Solitaire System

fand by cracky, it had better be the last!)

by John Houston

I recently purchased a Paydirt! game
but unfortunately I haven’t been able to
find an opponent as often as [ would like.
The solitaire version suggested in the rules
left a fot to be desired, so out of desperation
I developed solitaire play selection charts
wich are similar to and as easy to use as the
Paydirt! team charts. Ideally, a separate
play selection chart should be made up for
each team in order to maintain each team’s
individuality and character.

ARRIVING AT STATISTICS

Figuring out a team'’s success at making
X amount of yards using a particular play
requires determining the number of ways
{out of a total of 216 possible ways the
offensive dice can land} which will produce
a gain equal to or better than X amount of
yards for that play on the Paydirt! team
chart (The number of ways each of the
numbers 10-39 can occur are shown in Fig.
3A). Once the number of ways X amount of
yards or more can occur is known, the
number is then divided by 216 to give you
the percent of success for making that
amount of yardage using the particular play
in question. For example, if on a particular
offensive play 8 yards or more would occur
on numbers 10, 15, 18, 19, 20, 38, and 39,
the total number of ways 8 yards or more
could occur would be 24. 24 divided by 216
is approximately 11%, The easiest way to
arrive at all of the statistics for the yardages
shown on the Team Stats chart is to first
determine the number of ways 1 yard or
more can occur on a certain play, then
deduct from that number the number of
times 1 yard only can occur, the remainder
being the number of times 2 yards or more
can occur, and so on.

FILLING OUT PLAY
SELECTION CHARTS

Two regular dice of different colors {i.e.
red and white) are used to determine the
play called by the solitaire opponent. The

top figures on the offensive and defensive
play selection charts are for the red die and
the numbers directly below them are for the
white die. When filling out the offensive
chart the best play should be placed in col-
umns with wider dice result ranges, and
plays with less chance of success are placed
in columns with narrower dice result
ranges, the combined range of which would
depend upon each play’s percent of success
for the yardage needed. Plays with little
chance of success for a certain amount of
yardage need not be represented at all, but
it is a good idea to include a reasonable
variety of plays on most of the down and
yardage situations in order to keep you, the
solitaire player, honest on defense.

The defenisive play selection chart is set
up the same as the offense, except no
calculations are needed as the effectiveness
of a defensive formation in a given situation
can easily be seen by looking at the defen-
sive results on the Paydirt! team chart.
Depending on the team, some situations
may only require one defense, while on
others you may want to include one which
is better overall against the run, one better
overall against the pass, and one which is
equally good (or bad) against either. In this
way your solitaire opponent will be able to
gamble a little on defense, or choose to play
it safe with a middle-of-the-road defense. If
you are a devout football fan and know
which teams like to play it safe or be con-
servative, and which teams like to gamble,
you can reflect these characteristics in your
play selection charts.

Once completed, the play selection
charts are read in the same manner as the
Paydirt! team charts, cross-checking the
proper down and yardage situation with
the proper dice result column, the intersect-
ing square being the play or defensive for-
mation called by your opponent. for yard-
ages not shown on a particular down, refer
to the next highest yardage column for that
down.

THE SPORTS GAME DIGEST

Some squares in the down and yardage
columns are separated by a diagonal line.
These are used to designate that a certain
play or defensive formation be used only if
there is 1 yard to go for the first down,
otherwise the play or defensive formation
shown in the bottom of the square is to be
used.

SPECIAL RULES AND PLAYS

FOR SOLITAIRE PAYDIRT!

Offense: The Quarterback Sneak (Q}) and
Razzle Dazzle (R} are both explained in the
advanced rules of Paydirt! The Audible (A)
allows your solitaire opponent to call the
best play against the defense you have set.
(Obviously you must always select your
play or defense before rolling the dice to
determine your opponents call.} The special
advantage of the Audible is allowed for
your oppenent since you can easily scan
your solitaire opponent’s play selection
chart and get a fairly good idea of which
plays are most fikely to be called, and can
set your defense accordingly. When the roll
of the dice indicates that an Audible is to be
called, this requires you to try your best to
burn your own team on that particular
play. (How fun.)

Defense: The solitaire version of the
Wild Card defense (W) works the same way
as the Audible does on offense, and for the
same reason. When the roll of the dice in-
dicate a defensive call of (W), this requires
you to place your opponent’s teamn in the
defensive formation that will have the best
chance of stopping or minimizing the effec-
tiveness of the offensive play you have
selected. If the Quarterback Sneak is the of-
fensive play and the defensive call is (W),
your opponent is allowed to use the Short
Yardage Defense(B) instead of the usual
white box. If (W) is the call against {R), use
the best Def. for final play chosen.

Some defenses will work well for certain
teams on most parts of the field in a par-
ticular down and yardage situation, but as
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the ball moves closer to a defender’s goal
line, or as the score and time remaining
might dictate, the possibility of other
defenses being used for the same down and
yardage situation will have to be reflected
in the defensive play selection charts. To
accomplish this, fill out the chart so that the
defense or defenses needed in most cases for
a certain down and yardage situation will
be called, then, using different colored pens
or pencils, circle the defenses that you feel
should be changed and make a note at the
bottam of the defensive chart explaining
when these circled defenses are to be chang-
ed and which defenses are to be substituted.
An example of this notation is shown at the
bottom of the defensive chart in Fig. 1B.

TWO-MINUTE DRILL (Fig. 2A)

The Two-Minute Drill chart is filled out
and read in the same manner as the offen-
sive play selection chart, but should be
limited only to those plays which have the
highest percentage of success for obtaining
the yardage needed. You may also want to
consider those plays which end out of
bounds most often, provided they have a
reasonable percentage of success for the
desired vyardage. The Average Yardage
Table (Fig. 2B} can be used as a quick
reference to the proper yardage column to
use on the Two Minute Drill Chart, as
determined by the number of plays your
opponent can run in the time remaining and

10-2 20-4 30-6
11-3 21-6 31-9
12-4 22-8 32-12
13-5 23-10 33-15
14-6 24-12 34-18
15-6 25-12 35-18
16-4 26-8 36-12
17-3 27-6 37-9
18-2 28-4 38-6
19-1 29-2 39-3
(A)

PAYDIRT! NOTE
Basic Rule 11 E i should not be applicable for
Play #5 (Screen Pass),
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the distance to the goal line or field goal
position, whichever is needed. The Two-
Minute Drill chart may also be used in
situations when your opponent would be
playing catch-up football,

SPECIAL SITUATIONS

In situations when your opponent
would normally be trying to run out the
clock, use the 3rd/4th down and 2 yards to
go column for your opponent’s 1st and 2nd
down plays. On 3rd down you can either
use the normal 3rd down yardage column
for the vardage needed, or stay with a
predominantly running play column,
depending on score, time remaining, risk of
interception, actual necessity of picking up
the first down, etc.

In some 3rd and long situations teams
will often try for field goal position instead
of trying to pick up the first down. An ex-
ample of a chart that can be filled cut to
reflect this type of play calling is shown in
Fig. 3B. If the roll of the die indicates your
opponent will try for field goal pesition in-
stead of the first down yardage, your oppo-
nent's play call should be taken from a
down & vardage column which consists
mainly of running plays. It is a good idea to
decide which column you should refer to on
the regular play selection chart in such a
situation and mark it accordingly when fill-
ing it out.

The chart in Fig. 3C is an example of a

SR R S I R R I I A I B O A RV v Vv

EARN UP TO $1000

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

No, we don’t want you to stuff envelopes for us—that’s the editor’s job. What we
do want is people who can write good articles about any of the almost-twenty Avalon
HilltSports INustrated games {(including Statis-Pro games!).

New rules you'd like to see, articles about great teams of the past (for which we
often print team or player cards right in the magazine), information about leagues,
and much more can be found in each full-color quarterly issue. Recent issues have
included such bonus inserts as: complete player cards for 1970 NBA Championship
for SP Basketball, full-color 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 SP 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 a page, that would be . .
about 378 pages of typed, double-spaced copy. You can do that in no time.
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type of chart which might be used to deter-
mine when your opponent will attempt an
onside kick. As with the other charts, this is
only a basic outline and you will probably
want to make some modifications to suite
your needs. Any way is fine as long as the
end result shows an increasing chance of the
onside kick as the score and time remaining
would dictate.

IN CONCLUSION

For those of you who are willing to take
the time to prepare one of these play selec-
tion charts tor each team, I'm sure you will
find that they provide realistic play calling
on both offense and defense, as well as
reflecting the different strengths (and
weaknesses if you choose) of each of the
teams. You may of course opt to malke just
a few charts, each reflecting a basic strength
in a certain area, rather than making one
for each team. It all depends on how par-
ticular you are about your games. Then
too, if the good people at Avalon Hill
would make similar solitaire play selection
charts (filled out of course) available as
aptions, since they already have the
necessary statistics for making them, then
we wouldn't have to go through all of this
trouble in order to enjoy a realistic game of
Paydirt! Maybe someday they will, but
until then, get out your calculators.

let’s see now . . . that would be

= *i***t*tt*******tt****n****t*
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Inside 15 use 7 for 8.

Use 3rd & 2 for ball control to run out clock. (1st & 2nd down only)
Q = QB Sneak R = Razzle Dazzle A = Audible (Best play against Def. called.)
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THE LEGEND OF “‘BIG RED"

by Patrick M, Premo

He was a superhorse and many called him the
"Horse of the Century.” At age two he only had
one second and that the result of some bad racing
fuck, Two of his major victories at age two were
the Hopeful Stakes at Saratoga and the Futurity
at Belmont. At age three, however, he clearly
demonstrated his dominance and his superiority
over others on the track by winning such races as
the Preakness and the Belmont (the latter by an
enormous number of lengths) and by setting five
track records. His last race, which was in
Canada, he won with ease. He was then retired
to stud and did not race at age four—to the
chagrin of many racing fans. All in all, he ran in
21 races aver Hwo years

Of caurse, you know who this great horse is?
Secretariat you say? You're wrong, but you're
also right! The above facts pertain not only to
Secretariat but also ta Man o' War! Both were
known affectionately as "Big Red” and bath were
dominating horses of their time. This article
focusses on the achievements of each and then
features a great race from the career of each. The
races are compatible with WIN, PLACE, &
SHOW and follow the pattern established by Vic
Hasselbiad with the two races he featured in
ASR.

MAN O’ WAR

Foaled in 1917 in Lexington, Kentucky,
this blazing chestnut colt was destined for
immortality. On June 6, 1919, he won his
first race, a six furlong event at Belmont

THE SPORTS GAME DIGEST

Park by six lengths. Five more races in a
row were reeled off before he ran into that
bad bit of racing luck. Carrying high weight
of 130 pounds (something today's two year
olds are no longer asked to do), Man O
War found himself half turned around
when the starter released the barrier (there
were no starting gates in those days). Los-
ing several lengths as a result of this
mishap, he was catching up when he got
boxed in badly. His jockey, Johnny Loftus,
was forced to take him to the far outside
where he put on a tremendous rally and just
failed by a half length to catch Upset (who
only had 115 pounds on his back). The fact
that the race was a short six furlong sprint
didn’t help, either. Man & War had beaten
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AEORRNT RACES

There's nothing funny about elephant racing,

Upset once already and was to beat him in
their next five meetings—in fact, Man
War would never lose another race. He
won three more at age two before retiring
for the season. Thus, in ten races started, he
had won nine with one ill-fated second.
Man O War's owner felt that the
Kentucky Derby was run too early for his
horse and, thus, Man Y War never ran in
the Derby—a race he most assuredly would
have won, His first start of the year was the
Preakness which he won with ease, beating
Upset in the process. Only two horses op-
posed him in the Withers and he again won
easily. Man ' War liked to go to the front
and stay there. In fact, as a three year old,
he went to the front right away in all eleven
races and never let another horse get ahead
of him at any time during the race! In the
Belmont Stakes, only one horse dared op-
pose him and Man O" War trounced him by
20 lengths! In the Stuyvesant Handicap,
Man & War was assigned high weight of
135 pounds, but again only one horse,
Yellow Hand, would challenge and he only
had 103 pounds assigned. Even with 32
more pounds on his back, he won by eight
lengths with ease. Man O War received
perhaps his greatest challenge in the Dwyer
from a horse called John P. Grier {whom
Man O" War had beaten once as a two year
old}. Carrying 18 pounds more than John
P. Grier {again the oniy other horse in the
race), Man O War found himself being
pushed early. He held off his opponent
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again and again until, finally, in the stretch,
lohn P. Grier could sustain his drive no
longer and faltered when Man O" War put
on a burst of speed and drew off to win by
nearly two lengths. "Big Red” won the
Miller Stakes when only two showed up ta
run against him; the same thing happened
again in the Travers when only Upset and
John P. Grier again tried him-—again to no
avail as Man O" War won easily from Upset
who charged by a beaten John P. Grier in
the stretch. In the Lawrence Realization,
only one horse could be found to run
against the champion—Hoodwink. Even
though Man O War's jockey, Clarence
Kummer, tried to hold him back, he won
by over 100 lengths and set a new American
record for 1%ths miles. Only Damask op-
posed him in the Jockey Club Gold Cup and
Man O' War rolled to a 15 length win. He
beat three game opponents easily in the
Potomac Handicap including Paul Jones,
the Kentucky Derby winner that year, by
over 18 lengths!! In this great champion's
last race, he traveled to Canada and took
on Sir Barten {the prior year’s Triple
Crown champion) at 1% miles and won
easily by seven lengths. Eleven starts,
eleven wins, four American records and
one track record were set during his three
year old career, Truly a great champion,
“Big Red” deserved the title of “Horse of the
Century!”

I selected Man ' War's Travers Stakes
as the race for WIN, PLACE & SHOW, but

since only Upset and John P. Grier were
entered, | added three other horses that
Man O War faced during his three year old
year at distances that were close to 1%
miles; Donnacona and King Albert (whom
he deteated handily in the 1%,ths mile
Miller Stakes) and Hoodwink, the 100
length loser in the 1%ths mile Lawrence
Realization

SECRETARIAT

Foaled in 1970 near Richmond, Virginia,
this blazing chestnut colt was also destined
for immortality. On July 4, 1972 he lost his
very first race—finishing fourth as the
result of being bumped sideways and given
a poor ride by an inexperienced jockey. On
July 15 he won his next race by six lengths
and was not to lose again as a two year old.
However, in the Champagne he was dis-
qualified and placed second. Officially, out
of nine starts, he won seven, was second
once, and fourth once. But, regardless of
his two "bad” races, he was voted “Horse of
the Year” as a two year old—an un-
precedented honor.

As a three year old, Secretariat reallv
made his mark and was catapulted into the
eye of the public—and not just the racing
public. He won his Ffirst race at three (the
Bay Shore) and then tied a track record
when he won his second (the Gotham).
Then, for some strange and unaccountable
reason, he finished third in the Wood
Memorial to Angle Light and Sham. As
a result, his image was tarnished and the
Derby was no longer a shoo-in. But “Big
Red” disappointed no cne on Kentucky
Derby day as he roared from dead last and
swept around the field to gain the lead in
the stretch and win easily from such good
horses as Sham and Forego. In the process,
he set a new track record. Again in the
Preakness, Secretariat won easily although
he made his move sooner—a controversy
over his time prevented him from breaking
still another track record. With the Belmont
Stakes, last jewel of the famed Triple
Crawn around the corner, people began to
talk of the first Triple Crown winner since
Citation in 1948—25 years prior. Sham
again came to challenge and many felt that
the 1¥2 miles of the Belmont would stop
Secretariat—after all, Secretariat’s sire,
Bold Ruler, was ineffective at distances
beyond 1% miles. When Secretariat and
Sham went to the lead in a blistering duel, it
looked like the end of a Triple Crown
bid—but, no, Sham weakened and
Secretariat kept up that wicked pace for 1%
miles and won by an astounding 31 lengths
and set 2 world record] Many observers
called that race the most dramatic ever.

ALL-STAR REPLAY




oDDs
3.2

oDDSs
72

DIS PROGRAM

'BONUS
MAN O’ WAR #
Veteran Class: 78
A. Shuttinger Speed: 70

ONUS
JOHNP.GRIER  °%
Veteran Class: 70
E. Ambrose

Speed; 66

KING ALBERT g A
Veteran Class: 68

Speed: 64

C. Borel
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DAT PROGRAM

1973
KENTUCKY DERBY

Churchill Downs, Louisville, KY

PURSE: $198,800 1% miles
1st §155,050 2nd $25,000 3rd $12,500  4th $6,250
65,6/ 8(10(9 (87| 7|7 6
1 SHAM BONUS
oDDS .
Veteran Class: 75
5-2 L. Pincay, Jr, Speed: 68
2 6lel(s|ele|6|6|/8lal6] s
BONUS
0DDS OUR NATIVE #
10-1 Veteran Class: 70
D. Brumfield Speed: 64
10/ 8 (87|77 ({6|5(4]|3 10
3 BONUS
ROYAL AND REGAL #
oDDSs
Veteran Class: 65
30-1 W. Blum Speed: 62
4(6|(7|7]|7|8|8|8|38 8. 5
4 BONUS
L FOREGO #
20.1 | Yeteran Class: 71
P. Anderson Speed: 63
1|/4 (6|7 (10(10|12 (10|10 8 7
5 BONUS
SECRETARIAT #
oDDS
Veteran Class: 78
32 | Ron Turcotte Speed: 70
12(10|10| 8 |6 |6 |4 |4 |3 |3 4
6 BONUS
ooos | SHECKY GREENE #
151 | Veteran Class: 66
L. Adams Speed: 63
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After nearly a month’s rest, Secretariat
went out and won the Arlington Invita-
tional by nine lengths. Could anything beat
him now? In his last five races, he faced
older horses and in his first test he was
beaten by a length by Onion in the Whitney
Stakes at Saratoga. Again the doubters
voiced their opinions. The superhorse
silenced them after he was given over a
month's rest when he took on the best
horses in the country in the first Marlboro
Cup. He crushed Riva Ridge, Cougar i,
and others and again set a world record, for
1%th miles! But then, in the Woodward
Stakes, he lost on a sloppy track to Prove
Out.

Coincidentally, every one of Secretariat’s
three defeats was in a race that started with
the letter “W" —Wood Memarial, Whitney,
and Woodward! He was not to lose again,
however, as he took on the best turf horses
in the land and won the Man O' War Stakes
by five lengths and set still another track
record. Then he went to Canada for his
final race-—the Canadian International
where he again beat a crack turf field by
over six lengths. To no one'’s surprise, “Big
Red” was again named “Horse of the Year.”
In twelve starts, he had won nine, finished
second bwice, and third once—never out of
the money. In the process he had set two
world records, broke two track records,
and tied another. Truly a great champion.
Secretariat deserved the title of “Horse of
the Centuryl”

Secretariat’s Kentucky Derby race has
been selected as the race for WIN, PLACE
& SHOW. However, only the top six of the
original twelve are included in keeping with
the WP&S format.

The lifetime earnings of these two great
horses are found below:

MAN O WAR
Dollars
Year Age Starts Wins 2nds 3rds Unp  Earned
1910 2 10 9 1 0 0 % 83325
1920 3 11 11 0 Q 0 166,140
Totals 21 20 1 0 Q 5 249,465
SECRETARIAT
1972 2 9 7] 1 o 1 8 456,404
1973 3 12 9 2 1 Q 850,404
Totals 1% 3 1 1 $1,316,808

As to which of these two superhorses
was the best is a moot point. Certainly
money earned is no criteria since races
today are worth much more than they were
in the time of Man O War. Nor is races
won necessarily the criteria; better breeding
and just plain more good horses faced
Secretariat than faced Man O’ War. You
will note that in the featured races, each
horse has the same “Class” and “Speed”.
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"Wha is this man, this Scarlet Pimpemel?”

But how does one race MAN O' WAR
against SECRETARIAT or against
DAMASCUS or BUCKPASSER or
GALLANT MAN (the latter three from Vic
Hasselblad's earlier races for ASR)? Obvi-
ously, one could easily draw up his own six
horse program by simply copying the
ratings down from the original cards on
which the six horses were found. But what
about the bonus number? And what about
the odds? Well, these could be left alone;
the odds are only important in paying off
the winners, anyway. And if two horses
had the same bonus number, than both
would move the bonus spaces. However, if
you would like to modify these, the follow-
ing rules may help. Also, it is the opinion of
this writer that the “Odds Payoff Chart”
tound in the original game is too confining.
You will note that “Hoodwink"” in MAN Q'
WAR'’s Travers Stakes js listed at odds of
“100-1"—and why shouldn't he be-—Man
O’ War trounced him by 100 lengths| But
the WP&S odds charts only goes up to
"20-1"-—not very realistic. Therefore, a new
“Odds Payoff Chart” is also included below
for more diversity in odds.

1. NEW ODDS PAYOFF CHART

(see Exhibit A)

1. This new odds chart does nof change
the present WP&S odds chart, it simply
modifies 1t by adding some of the more
common lower odds and by adding odds
over “20-1" for more realism.

2. As indicated, the WIN, PLACE, and
SHOW payofts are on $1,000 bets as in the

original chart.

II. SELECTING BONUS NUMBERS

AND DETERMINING ODDS

1, Whether you decide which horse you
want to be the favorite and then choose the
bonus number or vice versa doesn't really
matter since the two are somewhat related.
The horse with the highest “Class” number
(this number is derived by simply adding
together the running strengths of the horse
for the entire race) is usually considered to
be the favorite. However, in some cases
you may want to select the horse with the
highest “Speed” number (this number is all
the running strengths EXCEPT the last one
added up) as the favorite in hopes that the
pace will be fast. Or, if the CLASS (or
SPEED) ratings are very close (or even idern-
tical) between two {or three} horses, you
may want to assign the best bonus number
to your personal champion, thus making
that horse the favorite.

2. Bonus numbers to be used are, of
course, the eleven numbers possible when
the results of two thrown dice are obtained.
The chart below lists the dice number
(bonus) according to frequency of occur-
rence; that is, the “7" occurs most often, the
“6" and "8 occur next {each with the iden-
tical chance of occurring), etc. The chart
also indicates which odds the dice numbers
might be correlated with. Of course, use
your own discretion and common sense at
all times!

Dice/Borus  Hoerse Applied Comresponding

Number To Odds

% Favorite  1-1, &-5, 7-5, 3-2, 8-5
bor8 Next best  9-5, 2-1, 52, 3-1. 7-2
Sor? Good chanee 4-1, 5-1, 61, 7-1, 8-1

4 ar 10 Otside shot 9-1, 10-1, 15-1, 20-1,
25-1

dorll Slim chance 30-1, 35-1, 40-1, 45-1,
50-1

2or12 Long shot  55-1, 60-1, 65-1, 70-1,

75-1, BO-1, B5-1, 90-1,
95-1, 100-1

3. Once you have assigned the “Bonus
Number” to each of your six horses, you
may want to carefully weigh the “Class”
and “Speed” ratings with the “Bonus” you
have assigned BEFORE assigning odds. For
example, a horse who has a three or four
number advantage when comparing
CLASS/SPEED and has also been assigned
a “7" as bonus might be listed as a "6-5"
favorite while the next horse, who perhaps
has a "6 assigned as bonus, might only be
“3-1". However, if the CLASS/SPEED
ratings are only one or two numbers apart
(or are the same), then the horse assigned
the “7” might only be “8-5" versus a “9-5"
for the horse with the “6” bonus. Again, use
your own common sense and discretion in
correlating the odds with the bonus number
and corresponding CLASS/SPEED ratings.
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EXHIBIT A
$1,000 BET PAYS

1,000
1,000
1,000
1,500
1,000

2,000

2,000

2,000

2,500

2,500

10,000
11,000
16,000
21,000

31,000
36,000 | 14,000
41,000 [ 16,000
18,000
20,000
22,000
24,000
26,000
71,000 | 28,000
76,000 | 30,000
81,000 | 32,0
86,000 | 34,000
91,000 | 36,000 | 19,
96,000 | 38,000 | 20,000
105,000 | 40,000 | 21,000
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FAST AND LOOSE

Adding The Personal Touch To
SPEED CIRCUIT

by Alan R. Moon

I started playing SPEED CIRCUIT when
it was still a 3M game, It was a great game
even then, But it did have one limitation.
After a few races on each of the three
courses, it became very repetitive. AH has
solved that problem by producing fourteen
more tracks; two have appeared in ASR,
two are available separately, and ten are
available in the Accessory Pack.

So the game is now complete, right?
Wrong. There's more. It's time to add the
personal touch. To put the individual driver
in the car instead of a universal one. To let
you decide how you will drive vour car as
well as how you will build it.

The key here is daring, which in games
translates into luck. Some peaple count on
good luck when they play games. Some
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count on bad. This effects their style and
method of play, But SPEED CIRCUIT takes
most of this away from the players by
limiting the amount of “lucky” choices the
player can make. Well, this article puts it in.

The result here is that a direct relation-
ship is established between driver and car.
You will perform best only when you are
pushing your rar and vourself to the
maximum,

This systerm does not automatically
favor daring drivers though. It just gives a
player a clear choice between conservative,
daring, or a middle of the road approach., It
also takes care of several minor problems
with the game,

After a few games, hardly anyone ever
spends a Preparation Point on Start Speed. It

is only good for the start of the race and after
spinouts, and is just not as valuable as an
extra Wear or more Acceleration. This
system makes it a little more rewarding Lo
spend a Point on Start Speed. One, because
it gives you a 40 MPH advantage and twao,
because some drivers (the daring ones} will
be taking more chances and risking more
spinouts so they will want a higher Starl
Speed tor those times when they fail.
Feople rarely spend more than otne Point
on Top Speed either, So, as incentive, when
you spend two Points on Top Speed now
you have a chance to get a Top Speed of 200.

PREPARATION POINT
ALLOCATION

1. A player may still only allocate a total of

ALL-STAR REPLAY



five Points to all catepories, However, it you
select a specification that costs minus Points,
you increase the number of Points you can
spend on the other specifications. For in-
stance, if you take a +2 Die Roll Modilier
which costs —1 PPoint, you can then spend &
Points elsewhere.

2. The Die Rall Moditier is used when con-
sulting the Chance Table, the Increase Top
Speed or Acceleration Table, the Increase
Start Speed Table, and the Test Brakes
Table.

3. When allocating 2 Points to Top Speed,
roll ene die. If the result is '1-3" your Top
Speed is 180, [t the result 1s '3-6" your Top
Speed is 200,

INEROLL
MOHIFIER
+2 ul 1 2
=] 0l It &
WEAK
2 3 4 5 & T u
-2 i a 1 2 3 4

TOPSPEED
140 160 180/ 200

Qo 1 2
START sPEED)

40 80

0 ]

ACCELERATION

2Q 40 60
o] 1 2z

DECELERATION
20 49 a0
(C; | 2

‘Roll Two Dice When Consulting Any Of
The toltowing Tables)

Chance Table
2-7 =CK
8-9 =Spinout
10-12 =Crash
Test Brakes Table
29 =0K
10-12* =Use 1 Wear Or Spinout. All Future
Wear Custs Now [Doubled.
*1t this is Lhe second time you have received
this result. vou crash.

Increase Top Speed/ Acceleration Table
29 =0K
10-12 =Reduce Top Speed And Acceelera-
tion by 20 MPH Immediately And Alter This
Turn's Speed If Necessary.
Increase Start Speed
2.3 =S5Start Speed Increased 40 MI'H
4-8  =Slart Speed [ncreased 20 MIPH
9-12 =5tall. Miss One Turn.
*If youstall three lurns in a row, you are out
ot the race.

The ramificalions of this system will be
cbvious Lo the experienced player, The dar-
ing driver will take a negative Tie Roll
Maditier and take more chances on the
carners by consulting the Chance Table in-
steadl of using Wear. The conservative driver

will take a positive Die Roll Modifer and
more Wear and then try to preserve some
Wear so he never has to consult the Chance
Table, The variations are. of course, almost
endless. What kind of driver are vou?
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Whenever a driver's Tratfic Avoidance
number is exceeded on a speed roll the Traf-
fle ‘table s consulted using the spesd mll
reeilt Note that the table &= a2/ 36 results
2-die table.

TRAFFIC TABLE

11-13 b gumalbda 4 L
14 MT 44 HT
15 M1 45 L
T (NE i LT
12 ot possthile 51 LT
i B 52 Lt
M LT a1 ET
= Aul-ienl Possible 54 E
26 M7 55 Li-dr
M ot pos=ible » ET
e & al 1l
3k M 62 LT
3% il 63 LT
35 LY eed Avellent Posible
e MT & MT
4 MY . ] o
42 B

LT—Light tiafflic—lows § WP
MT—Medium traffic—lows 2 NP
HT—Hoeavy traffic—lose 3P
ACCIDENT POSSIBLE—roll 10 die—1.2:
MT, 3-4: HT. 5-60 ACCIDENT; remove car
from game and treat as a “1” result fmm
trouble table A.

When charging, 1 is subtracted frOm the
TA number, At normal speed the TA
number remains norimal. At back off speed
1 i= added to the TA number. Fmnally, 2
| subtracted from the TA number during
the first turn of the race due to startmg
congestion.

Example: Salt Walther decides to churge
on u given e His TAD maomder
mtadified fo 8 by his charge. Hisdig roll =4,
6 on the colored div and 3 on the white, The
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THE PEANUT GALLERY, cont. fromp. 33

Dear Editor:

T am the head librarian at a very impaor-
tant Ivy Leaguecollege, and I want tolet you
know that I am disgusted b you should
have printed all of thase
clad women in your magazing, T [zl to
understand what microscopic bathing suits
have to do with sp and as the morals of
our gtudents ar
teel tk

OUT 5UDS

a larger ‘‘Peanut Gallery,
clubssgame wanted section, le
wasted space {you must mean the editurial
pagel, articles dealing with Budge (¢} how
the English team is winning at tiddly-winks
(I am overdoing it), but you get my point . | .

—Barl Christiansen

THANKS

. T have most of your sports games and L

lly like your line Buta few of your games
fall under constant flak because there are
nc bones o roll You know which games
they are, but I would like to mention only
one. Title Bout. All T can say is, thanks.
Thanks for putting ou othar solid game.
Thanks, bacause I'm sick of die rolls and ail
of that 8 r*t-o-*a*i" noise, And thanks for
All-Star Beplay, the perfect supplement to
all of iy sports games

I don't care what anyone says, Title Bout is
the best sports game around, and if p ]
need die rolls to get excited aboul a garme
then they should go play I & *.

—dJonn Richar
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THE 1979-80 BOXING YEAR
IN REVIEW

by Jim Trunzo

Although this article is a little bit late
{there was no roam to squeeze it info the last
issue), we are inchuding it anyiay because it
really helps to explain the most recent set of
TITLE BOUT cards.

With the imminent release of the 1979-80
boxer card set for TITLE BOUT due, an arti-
cle dealing with what took place during the
past year seems appropriate. Before getting
into the article itself, afllow me to digress and
comment on the new player card set. The
1979-80 TITLE BOUT player card set con-
sists of approximately 160 current fighters.
Many of these baxers have received a card
for the first time, others have changed
somewhat from last year, and many have
changed drastically. The ratings on the in-
dividual boxer's card reflects his perfor-
mances over the course of 1979. They do not
reflect what has occurred in 1980, Sugar Ray
Lecnard, for example, was not champion
when the ratings were sent to AVALON
HILL. Updates on current fighters will be
made, as before, through ALL-STAR
REPLAY. {A list of updates will either be in-
cluded in this issue or the next and will be no
more than a menth old and thus highly ac-
curate) Also, we will continue the practice of
including new fighters on their own cards in
the magazine as a service to you the gamer.

The end of the year in boxing brought
with it the end {at least temporarily} of the
dominance of Muhammad Ali. His retire-
ment coincided with a revival of the lighter
weight classes and a semi-rejuvenation of
boxing on the whele, Brilliant young fighters
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like Sugar Ray Leonard, Tommy Hearns,
Curtis Parker, and Hilmer Kenty along with
exciting veterans Roberto Duran, Marvin
Hagler, and Danny “Little Red” Lopez stole
the thunder from the heavyweight division
with their furious brand of non-stop
fighting. It couldn’t have happened at a
better time either, since the heavyweight
division was in its sorriest condition since
the inception of boxing! And that was in-
cluding the inactive Ali.

THE HEAVYWEIGHT DIVISION in
1979 was made up of fighters who had either
seen their best days or fighters who were as
yet untested and therefore suspect. Valiant
Kenny MNorton was destroyed by a still
powerful Earnie Shavers and held to a draw
by trail horse Scott LeDoux (who was a
possible opponent for one of the champions,
which tells you quite a story right there!}
Morton wisely retired, Anocther one time
contender, Jimmy Young turned into Jimmy
Fat and dropped out of the ratings. Leon
Spinks couldn’t last a round against some-
one named Gerrie Coetzee, and then he
barely survived another “comeback” against
Alfredo Evangilista and Eddie, the Animal,
Lopez. Ron Lyle was another topnotcher
who found out that he was past his prime,
being stopped by Lynn Ball. The division
was saved, in part, by several new names
and a good solid, if uninspiring, champion.
WBC champ Larry Holmes fought several
exciting fights against Earnie “give me one
more shot” Shavers and showed his heart by
getting off the canvas to stop Mike Weaver.
But even Holmes, according to the critics
slipped some over the course of the year, los-
ing some of his accuracy and getting hit more
and more, John Tate, whe gained Ali's
vacated crown by stopping Gerrie Coetzee

appeared to be a formidable foe for all
heavyweights, and there was talk of a
Holmes-Tate tight to unify the title. {Of
course, the beginning of 1980 changed things
drastically as Tate has since been stopped
twice in a row and Mike Weaver now wears
Tate’s crown). Perhaps, however, the three
maost  exciting new heavies are Gerry
Cooney, Greg Page, and Michael Dokes. All
three are raw talents and Dokes is more a
boxer than a puncher in a division always
noted for its hitters, but Cooney possesses
exciting power and the best left hock since
Joe TFrazier and Page has a tremendous
amount of speed and good power also
Cooney appears to be the most advanced
thus far and although he hates the term, the
newest of boxing’s “White Hopes” . Cooney
destroyed Dine Dennis, dropping him to the
canvas, which is something even George
Foreman failed to do.

THE LICHT HEAVY-WEIGHT DIVI-
SION produced many excellent fights and
fighters in 1979 and parity was the name of
the light-heavy game. The reason the fights
in this division were s¢ often exciting affairs
can be traced to the fact that the fighters in
the division are all very close talent-wise In-
mate James Scott took an unbeaten record
into and out of 1979 and Champions Mat-
thew Franklin (Saad Muhammad} and Mar-
vin Johnson fought some of the most vicious
rounds in ring histary, Franklin, now Saad
Muharmmad, is a power-hitting light-heavy
who fights a full 3 minutes a round and
whose one weakness, the fact that he culs
easily, makes every fight an adventure in
survival. Johnson began the vear as the
WBC champion, having defeated Mate
Parlov for the honors, and ended it, after
losing the WBC title in a war against Saad
Muhammad, by stopping Victor Galindez
for the WBA title! Galindez, who must be
considered one of the finest light-
heavyweights ever, appeared through as the
year came to an end. QOther bright lights in
this division were the aforementioned James
Scott who defeated every top name he could
lure into prison to fight him; Alvaro Lopez, a
longtime campaigner who lost to Scott; and
Eddie Gregory, perhaps the most physically
talented fighter in the division, but one who
seems reluctant to use all of his skills.
Newcomers to watch are young bull Jerry
Martin and Michael Spinks, who dropped
out of sight after a promising start, but who
has resurfaced with new determination. The
division certainly has its share of talent, but
it contained major disappointments, also,
Mike Rossman lost fights he had no business
losing and dropped the light-heavyweight
crown in the process. John Conteh’s once
brilliant skills diminished rapidly in 1979
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also

TIHE MIDDLEWEIGHT DIVISION has
one claim to fame. It 15 the only division that
can boast only one title holder. Hugo Cortro
started out the year as middleweight cham-
pion only to lose the title to Vito Antuotermo,
Antuofermo is a brawling tighter who does
nothing well except win tights. Antuotermo,
though, must live in the shadow of the “un-
crowned” champion, Marvin Hagler. Hagler
and Antuofermo met and Antuofermao re-
tained his crown by being awarded a highly
controversial draw. Hagler, a combination
hoxer/puncher is probably the best in the
division right now, Other fighters of note in
this once glamorous division are Mustapha
Hamsho and Curtis Parker. Parker has been
called a miniature Joe Frazier for his
relentless attack and solid power, Flamsho is
no slouch in the power department. either
A young upcoming middle in need «af
experience 158 Wiltord Scypion, a knockout
artist trying to learn to use some defense.
Scypion met with tragedy in 1979, however,
and his future has a cloud over it. After los-
ing to Scypion, a fighter named Willie
Classen died from injuries. How this will
affect Scypion no one knows. Bennic
Briscoe, longtime top contender, finished
1979 over the hill and smooth boxing Ronnie
Harris jusl seemed to disappear. Harris, an
excellent fighter, was inactive most of 1979
after losing in his one and only shot at the
middleweight crown. Still to contend within
the division are tough Alan Minter and
Marcos Geraldo. (Note: Minter defeated
Antucfermo for the title early this vear and
successfully defended the crown against him
in a rematch},

THE WELTERWEIGHT DIVISION is,
without a doubt, the most exciting division
in boxing today, boasting such stars as Sugar
Ray Leonard, Roberto Duran, Pipino
Cuevas, and Thomas Hearns. A match pair-
ing any combination from among these four
would be a “dream match” in any era. Duran
and Cuevas are both devastating punchers
and Leonard has the fastest hands in all of
boxing as well as an underated punch
Hearns has knacked out all but one of his
opponents {world class fighters, included)
and his tall learn frame provides him with
awesome leverage with which to throw his
punches. Cuevas is a fighter who has
blossomed as a champion after a so-so begin-
ning. He doesn't just beat fighters, he
destrovs them! He broke Harold Weston's
jaw, Angel Espada’s jaw and ended the
career ot several other lesser [ighters. Duran
dominated the lightweights and brings his
arsenal of punches up ta the welterweight
division. Duran ended the career of former
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welterweight great, Carlos Palomino and
wants another crown. Leonard is the new
“Ali". Charismatic and popular, Leonard is
also quite a fighter. Some questicns
remain—how well can he take a punch, how
well does he handle pressure, etc , but no
ane questions his boxing ability. Sugar Ray
earned one half of the welterweight crown
by defealing talented Wiltred Benitez
Cuevas, incidentally, owns the other half of
the title. Thomas "Hit Man” Hearns may be
the best of the bunch, but his size and build
stamp him as a tuture middleweight great
and he may not be fighting as a welterweight
long envugh to get a shot at the crown of
Cuevas or Lecnard. Hearns power is feared
among the welters, Clyde Gray claims that
he hits harder than Cuevas (Gray should
know since he was stopped by both of
them). Another excellent welterweight,
mentioned in passing betore, deserves more
attention, His name is Wilfred Benitez
Benitez has been both the Junior
welterweight champion and the welter-
weight champion and he hasn't even turned
22 years old! That's talent. He defeated
canny greal Antonic Cervantez to become
the youngest champion in boxing history,

winning the junior welterweight crown
Moving up in weight, he won a lopsided
victory over then title-holder Carlos
Palomino to take that crown. Benitez is nota
hard puncher but he may be, next to
Leonard, the best boxer in the game today .
Smooth and Huid, Benitez is accurate with
his punches and untouchable with his
defense, His biggest problems seem to be his
attitude and laziness. A bit of a plavboy,
perhaps he will mature to greatness, He has
the talent, The rest of the divison is made up
of good fighters who suffer in comparison to
the others already discussed. For the time be-
ing, boxers like Randy Shields and Dave
Green will serve as tune up fights for the big
5 in the welterweight division. Many
longtime Familiar names among the welters
passed their peak in 1979, Harold Weston
has taken too much punishiment from the
likes of Palomino, Benitez, and Cuevas.
fohnny Gant never did live up to his poten-
tial nor did Andy Price. Canadian Clyde
Gray simply got old in a hurry.

Cont. on page 32
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A NEW DOUBLE PLAY SYSTEM
FOR MAJOR LEAGUE BASEBALL

y David C, LeSueur

Fielding is one of the mare difficult parts
of baseball to recreate in a tabletop baseball
game. Just about the only meaningful
statistic available is a player's fielding
percentage. And even that may be mis-
leading since some of the best fielders can
commit more errors because of their larger
range in the field. But how do you give
ratings for such subjective things as fielding
range, throwing arm, etc,?

The Statis-Pro game gives each fielder
two fielding ratings (actually outfielders and
catchers have three ratings if you include
their throwing rating). One is based on the
player's fielding percentage and determines
how many errors he will commit. The other
rating—the ‘CI)" rating—is a subjective
evaluation which [ think is supposed to
represent the ability to make great plays and
double plays. Every one has his own opinion
as to the best game design, but my own per-
sonal preference is to eliminate the CD
ratings entirely for the following reasons:

1. T like to avoid as much as possible
ratings which are not based on some
statistics.

2. Since the batter and pitcher cards are
designed to be accurate without such things
as the CD rating, its use can only distort
batting and pitching averages.

3, Itis very difficult to assign CD ratings
tor old seasons where we did not have first-
hand knowledge of the players.

4. The value of a player’s good or bad
tielding (other than errors) is already fac-
tored into the team’s pitchers’ records. (That
is, the pitcher gave up more or fewer hits and
runs during the season because of his team'’s
fielding.) To give individual fielders an addi-
tional rating which turns hits into outs or
vice-versa is giving double credit to the
fielding,

As aresult, lignore CD readings and just
skip to the next card. This creates a problem
because there is now no recognition for
teams or individuals who complete more
double plays than others. However, | have
devised a double-play system which is based
on:

1. The number of double plays a team
completed during the season, and

2. The frequency that the batter grounds
into double plays.

How the System Works

Each team is assigned a double play
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rating, such as 11-64. Each batter is assigned
a double play rating which is added or sub-
tracted to the basic team rating. Let's assume
for this example that the batter is rated -10;
this number is combined with the team
rating to give a double play range of 11-54.
Whenever the result of a ground ball on the
OUT charts says there is a double play, you
draw another fast-action card and look at
the random number. If it is within the ad-
justed double play range {in this example,
11-54), it is a double play. If it is outside the
range, it is only a force out. You ignore the
instructions on the OUT chart which may
say that an OBR A is safe, since a batter’s
speed is factored into the double play range.

Calculating the Team
Double Play Range

Based on the games [ have played, each
team has an average of 1.5 chances per game
for a double play. Thus, if a team averages
.75 double plays per game, its double play
range should be one-half of the full range,
i.e., 11-48. The following table shows the
other possible ratings:

DP RANGE DP PER GAME

11-11 .02
11-12 .05
11-13 .07
11-14 09
1i-15 12
11-1& .14
11-17 16
11-18 19
11-21 .21
11-22 .23
11-23 26
11-24 28
11-25 30
11-26 33
11-27 .35
11-28 38
11-31 .40
11-32 42
11-33 A5
11-34 47
11-35 49
1i-36 52
11-37 54
11-38 .56
11-41 59
11-42 .bl
11-43 63
11-44 K.
11-43 .68
11-46 70
11-47 73
1148 75

11-51 77
11-52 80
11-53 a2
11-54 84
11-55 87
11-56 89
11-57 91
11-58 94
11-61 2%
11-62 98
11-63 1.01
11-64 1.03
11-65 105
11-6& 108
11-67 110
11-68 1.13
11-71 1,15
11-72 117
11-73 120
11-74 122
11-75 124
11-76 1427
11-77 1.29
11-78 1 EL
11-81 1.34
11-82 136
11-83 1.38
11-84 141
11-85 1.43
11-86 145
11-87 143
11-88 150

Calculating the Batter's
Grounded into Double
Play Rating

This rating is added or subtracted from
the tearn double play range. The average of
all the batters should be zero, so that about
one-half of the players have a positive ad-
justment, the other half a negative adjust-
ment. The rating is determined as follows:

1. Calculate the league average for
percentage of outs which were grounded
into double plays:

Double plays
League Rate = (At-bats—hits—strikeouts)
For 1979 in the National League, this rate
was:

At-bats 65,156 Grounded inte double plays
Hits 16,556 1,368
Strikeouts 9,905

League Rate = 1,368 = 035

65,156-16,556-0, 905

2. Caleulate the league average for dou-
ble plays per game: For the 1979 National
League, there were 1,690 double plays in
1,942 games, or .87 per game.

3. Calculate the double play percentage
for the individual batter just as in #1. For ex-
ample, here is the calculation for Dave
Parker in 1979:

At-bats 581

Hits 194

Strikeouts a2

Double Plays B

Parker’s Rating: B = 027
581-193-92

4, Calculate the batter's double play rating
as:

ALL-STAR REPLAY



Rating = League avg, dp per game > 64

1.5 % league DP pct, X (batter DP pet -league DP pet. )
— B7 X 64 | 027-035) = -8
=15x.035

Dave Parker's DF rating of -8 can then be

translated to a base 8 number. Thus, his final

rating would be -10. Here are some sample

ratings of ather 1979 players:

Reggie Smith -16

George Foster 34

Jetf Burroughs 37

Bill Madlock -16

Oscar Gamble  -34

If you don't like the idea of subtracting

numbers in base 8, each rating could be

rounded to the nearest integer ending in

zero, Thus Reggie Smith's rating from above
would be —20, George Foster's would be
+ 30, etc.

For some past seasons, statistics on in-
dividuals grounding into double plays may
not be available. In that case, 1 use the
following rule:

OBR DPRATING

A -20
B -10
C 0
D 10
E 20

I have found this method to be very easy
to use, and it seems to add even more realism

JANTS™

to the results. I have also done some work on
developing defensive double play ratings
based on individuals rather than just the
team. It becomes very complicated, and I
broke several pencils trying to figure that
one out. I'd be happy to hear any comments
or suggestions from anvone.

David C. LeSueur
5162 Glorin Ave.
Encino, Cal. 91436
(213} 9814738

EBIG LEAGUE LEADERS
FAMOUS ELEPHANT BASE-BALLTEAM

MAJOR LEAGUE BASEBALL.:
RATING PLAYERS WHO RARELY WALK

The batter cards in Statis-Pro Major
League Baseball are designed sc that the
batter will have the same number of hits,
walles, and strikeouts as he actually had for
that seasen. The design is very accurate and
very flexible. However, [ have noticed that
the rating system does not handle one
situation —when a player has very few walks
or strikeouts.

To illustrate the problem, consider the
following two players:

OR STRIKE OUT

by David C. LeSueur

PLAYER A PLAYER B

At-bats 1%}l 125
Walks 7 3
Total appearances 128 128
Strikeouts B 7
Hits 30 30
Batting Avg. 248 240

Neither of these players walk or strike out
very much. In fact, by fellowing the rating
instructions for Player A, you'll find his card
will have 19 hits, no strikeouts, and no walks
on it. But Player B walked even less and
struck out even fewer times than Player A,
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and vet he will also have 19 hits, no
strikeouts, and no walks on his card. The
rating system does not differentiate between
these two players, In fact, Player B ends up
batting .248 instead of .240 because he walks
more often than he should.

There is a fairly simple solution to the
problem: allow batting cards to have
negative ratings for strikeouts and walks.
For example, Player B would have a -4
strikeout rating on his card and a 4 walk
ratmng, instead of the usual range. What the
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FIGURING ATTENDANCE FOR
MAJOR-LEAGUE BASEBALL

For statistical accuracy and realistic
baseball action, Avalon Hill's Statis-Pro
Major League Baseball is unsurpassed. MLB
can satisfy even the most fanatical player's
hunger for numbers and results, | know: I
have been caught up in this incredibly de-
tailed game. If sitnple batting averages and
ERS’s aren’t enough, rainouts, injuries and
ejections are incorporated. However, it
occurred to me that one interesting statistic
is not covered in the game: attendance
figures. 1 decided to devise a system for
figuring attendances that would satisfy
almost any method of league play. Part of
the beauty of MLE is the ability of a player to
put together his own team, using batters and
pitchers from the 26 actual major-league
teams. DBecause real attendance figures
would be useless to these “cardboard super-
teams”, my system does not incaorporate
those figures, [t can, however, be used with
the real major-league teams as well,
although an actual recreation of attendance
stats is by no means guaranteed.

Now for the system itself:

I have divided teams into three
categories: Winning, Medium and Losing,
based on standings and winning/losing
streaks. These categories are defined as
follows:

W: Less than 52 GB or a winning streak of
S
M: 5% to 10 GB.
L: More than 10 GB or a losing streak of
S4r=
* Always give standings priority over streaks
if less than 5% or more than 10 GB, but
give streaks priority if between 52 and 10
GB. Example: If a team is 7 GB but has a
5+ game winning streak it would be con-
sidered a winning team, but if it had a 5+

22

by Joey Dudman

losing streak it would be considered a
losing team.

The foltowing chart, figure 1, is used to
determine the row used on Fgure 2.

away
4% M L
A 1 % 3
home M 4 5 [}
L, 7 8 Q

Figure 1

To determine the attendance for each
game a number is obtained fram Hgure 1.
This number is then found on a row in figure
2 and cross-indexed with a roil of two dice to
find a rough attendance figure, Two random
numbers are then drawn to complete the
attendance. Because the thousands are a
more important indication of the crowd, I
have built my system around rough figures,
However, because an even 50,000 crowd
would be a team accountant’s dream, but
would be too rare to consider, [ have used
random numbers to create a mare realistic
figure. After finding a number from figure 2,
go about finding the attendance in the
following manner: The numbers are
thousands. Once a number is found, there
are four zeros in the total number, To fifl out

the attendance figure, pick two random
numbers from the fast action cards and add
them to the rounded figure. Where a 00is en-
countered it means only the most loyal fans
have come to the game, and to find the size
of the crowd simply pick two random
numbers and use these as the attendance. An
example of my system: The league leaders
are playing a team that is eight games back at
home. Figure 1 is consulted and row 2 is in-
dicated. Now figure 2 is consulted. Two dice
are rolled, and a 9 is rolled. Cross-indexing
row 2 with column 9, a 20is found. Now two
random numbers are drawn, say 56 and 33,
There are added to the 20 in place of the
zeros, The tinal atendance is 25,633,

To conclude I will add a few details.
First, early in the season, before the teams
have spread out, the difference between win-
ning and losing teams is less clear. My
system can be adapted to accommodate this,
or a different system could be created until
my system could be incorporated. Perhaps
row 4 could be used until the teams are suffi-
ciently spread out. Secondly, for opening
day use row 2, for all-star and play-off
games use row 1.

dice roll

> 1 - 5 6
1] 50 30 30 20
50 40 10 20 20
54 40 10 10 20
30 40 10 10 20
30 10 10 20
30 10 io 10 20
30 1¢ 10 10 20
30 ag ac 00 10
20 00 ap oo Lo

LT e N
oy
o]

7 B ) 10 11 12
40 20 30 30 50 60
30 20 20 10 40 50
30 20 o 10 40 50
30 20 10 10 40 50
20 20 10 10 30 40
20 20 10 10 i0 30
20 20 10 10 10 30
20 10 00 a0 0o 30
10 00 00 a0 Qo 20

Figure 2
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Revamping Basketball Strategy

by Dennis R. Rose
DEFENSE

This is the area which has been totally
revamped. I have discarded the matrix
system keeping only the terminology (open,
guarded, pass again, turnover), The system
is described below.

In the pro version only man to man
defense is allowed. The chances of an offen-
sive player gaining the opportunity to take
a shot {guarded or open) in a particular
zone, moving the ball to an area of the
court, or turning the ball over is determined
by the quality of the defensive player
guarding him. For example it is very dif-
ficult for an offensive player, e.g., a left
guard, to get the opportunity to shoot in a
particular zone, either by dribbling himself
or taking a pass from a teammate, when he
is being guarded by a defensive player
whose defensive rating is “4”. Conversely it
is easier for that offensive player to get a
shot if he is being guarded by a defensive
player with a rating of “1°.

These chances of obtaining a shot are
affected by the quality of the man handling
the ball, either the dribbler or the passer.
Other options the two “coaches” have
which will affect the chances of obtaining a
shot are:

Offensive coach: setting a pick.

Defensive coach: using the double team.

Setting a Pick

By setting picks the offensive coach has
a greater opportunity to obtain an “open”
shot if the pick works. However, if the pick
does not work he has a greater chance of his
offense bogging down or his offensive
players committing a foul.

Double Teaming

The effect of the double team on the
double teamed player’s shot is now a fune-
tion of the quality of the defensive player.
The double team will also have an effect on
the double teamed player's opportunity to
receive the ball or move on the court once
he has received it. These double team rules

do away with the inequity that now exists
in the game, wherein the defensive coach
gains an advantage by double teaming with
a poor defensive player as the second man,
while not giving the offensive team a similar
advantage on another part of the court. In
the college version the coach has several
options. He can use the man-to-man
defense described above (this is a good
choice if the defensive coach has the players
with the ability to play good defense) or he
has the option to use one of several zone
defenses which are available to him. These
zone defenses are briefly described below.

2-3 Zone: This is the basic zone defense
employed by most college teams.

Collapse: This defense shuts down the
middle while giving up the shot from the
perimeter.

Baseline: This defense as its name im-
plies, guards the baseline while giving up
the outside shot,

Zone Right: This defense guards the
right side of the court while leaving the left
open.

Zone Left: Left is guarded, right is open.

Perimeter Defense; This defense is tough
on the perimeter areas on the court while
being vulnerable in the middle.

Qutside Pressure: This defense is a mini-
press where the offense will have a hard
time bringing the ball upcourt, but once it
has it can move around the baseline with
relative ease,

Press: This is a gamble defense which,
when it works, creates turnovers, when it
doesnt work, however, the offense can
make easy baskets.

When the defensive coach is employing
a zone defense, the offensive team’s chances
of successfully moving the ball around the
court and obtaining the opportunity to
shoot is no longer a function of the par-
ticular man guarding him, but is a function
of the zone itself. The overall strength of
the defensive team, i.e. the sum of the
defense factors, will effect the defensive
team’s ability to play the zone. Other fac-
tors which will affect the offensive player’s
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chances of beating the zone defense are the
quality of the man handling the ball, and
the number of passes the offensive team
makes trying to beat the zone.

I will give a brief description of this
second factor.

For every pass the offensive team makes
towards “A" his chances of obtaining a shot
are increased, This rule is included to
simulate an offensive leam’s ability to
“break-down” the zone by making several
passes. Of course as is the case in real terms,
the more passes you make the greater the
chance of turning the ball over,

Unlike the original version of Basketbail
Strategy, in my modified version you are
only allowed to change your defense during
a timeout that you have called or at the
half. This allows for more realistic
“coaching” decisions pertaining to defense
and does away with the unrealistic chang-
ing of defenses every four seconds. ] have
enclosed a crude prototype of a defense
card along with a description of how the
system works.

FAST BREAKS

Fast breaks after an interception are
now a function of the ability of the defen-
sive man making the interception. Fast
breaks after a detensive rebound are now a
tunction of the rebounder’s ability to start a
fast break and the team’s overall ability to
“move” on the court, The rebounder’s abil-
ity to start a fast break is determined by a
simple formula using his basic attributes.
The team's ability to “move” on the court is
described below.

MOVING ON THE COURT

A player’s ability to obtain a shot in a
zone in which he is not positioned on the
court, ie player in “B” getting a shot in "A”,
is determined by his ability to move on the
court, This ability is also determined by a
simple formula using the player's basic
attributes. The team’s ability is determined
by adding together the individual player’s
tactors,
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INTENTIONAL FOUL

In college basketball a team is often
forced to foul the opposing team in order to
get the ball back. This is simulated in a rule
which utilizes a simple chart which deter-
mines the player's success in fouling his
opponent. The result can range from the
desired one and one foul shot to Jeaving his
man wide open for a high percentage shot,

SUMMARY

With the help of several people—offer-
ing ideas and playtesting the game—I have
designed a defensive system to be used with
Basketball Strategy. This system is highly
playable and extremely realistic. The
modified defensive system along with the
modified fast break and “moving” rules
greatly enhance the remaining excellent
concepts which I have left untouched. The
sports gamers who have played modified
Basketball Strategy have all reached the
conclusion that modified Basketball
Strategy is the best boardgame simulation
of the game of basketball that exists.

CART HERBER S

ENTERS THE LIONS DEN
AT EVENY PENMFORMANCE
AT THE NI&K OF HIS LIFE,
WOU WILL NEYER FONGET

THIS PERFOAMANCE

Yes. it's here—Statis-Pro Circus Strategy, the only game where you get compuler-designed cards representing
every member of the Clyde Bamum. Beetle Bailey, Sandler & Younger Brothers Circus Quer 300 cards in-

cluding clowns, dancing bears, elephants, trainers, danc ing dogs,

high-wire acts, ringleaders, and more . so

save your old Animal Crackers boxes— the Big Top will rise again! Special foreword to the rules by the late Capt

Herbeck.

MODIFIED BASKETBALL STRATEGY

1) The dice are read in the same manner
that they are read to determine the result of
a shot.

2) A roll of the dice will give the result
of a player’s attermnpt to move the ball from
one area of the court to another,

3) After declaring which zone he will
attempt to move the ball to the player rolls
the two dice and consults the chart on the
defense card that represents the defense that
the opposing coach is utilizing. If the
number that is rolled is equal to or lower
than the number in the box which is in the
column for the zone he is attempting to
move to, and greater than the box directly
below it, he obtains the result that cor-
responds with that box on the chart. An ex-
ample would be a player attempting to
move the ball into zone "¢ against the 2-3
zone rolls a 34, looking at the "C-D” col-
umn of the 2-3 zone card he will see that 34
is less than 42, the number in the “guarded
shot” box, and greater than 16, the number
in the “open shot” box, this means the result
of his attempt to move the ball into “'c” is a
guarded shot. If he had rolled a 64 he would
have turned the ball over and would con-
sult the turnover chart which is represented
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on an all-purpose card,

4) The ball handler and team defense
(when the defense is playing a zone)
modifiers will change the numbers on the
chart. [mplementing these changes -has
proven to be a simple step in the games that
have been changed. An average ball
handler going against an average defense
will have no affect on the chart. If the ball
handler or defense is not average the
numbers on the chart are raised or lowered
depending on quality of the ball handler or
defense. For example, if the ball handler is

Explanation of defense system and
prototype card

very good (rated 3) his chances of abtaining
an open or guarded shot will go up while
his chances of turning the ball over, having
it knocked out of bounds, or failing to get
into the zone will go down when he is at-
tempting to move the ball into a zone. This
rule can be used at the player’s option, but
it greatly enhances the realism of the game
while only slightly detracting from
playability.

This system speeds up the play of the
game by eliminating the rather silly need to
make defensive decisions every time the
ball is moved. The defensive coach watches
as the offensive coach tries to dissect his
defense and makes his defensive decisions
based on the success of the offense’s dissec-
tion. This represents a highly realistic
simulation of the decision making process
in basketball.

The percentages that the numbers on the
defense card represent and the various
modifiers which may be employed have
been carefully calculated to accurately
reflect the affect that a particular defense or
the abilities of a particular player will have
on the ability of an offense to move the ball
on the court.
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MAJOR LEAGUE BASEBALL
—HOW TO PLAY for REALISM

by Jim Barnes, Designer

I believe that the beauty of the SPORTS
ILLUSTRATED (Statis-Pro) MAJOR
LEAGUE BASEBALL game is the marriage
between pitcher and batter—a carefully
balanced statistical relationship that, when
used properly, not only brings about
realism in results but offers a game player
the chance to change history.

Only when the ball players are used the
right number of times can this marriage
come about, but most table top managers
are interested in inserting their own input,
in an attempl to improve the team's per-
formance. As an example, a manager might
use a “fringe” player more than he was
utilized in real life—this, of course, means
an alteration in statistics. Is this all bad?
Hardly.

Why replay the previous season as is; to
do so would only result in an actual
REPLAY. The excitement is in the chang-
ing, the switching of pitchers from relief to
starting roles or in the insertion of a new
face in ope of the fielding positions.

The best criteria for realism is to use a
pitcher in no more innings than he worked
in real life but you can use him, as you see
fit, in either a starting or relief role. Batters,
toa, should have no more AB’s than in real
life. This protects the validity of the game
but still leaves room for movement within
the lineup.

THE FAST ACTION CARDS

The deck of cards must be thoroughly
shuffled each and every time, and cards
turned around. In fact, T “flip-flop” cards in
each shuffling and do a very thorough job
of reshuffling. If the cards are left in the
same order, games will trend into either low
or high scoring. The balance is in how the
cards are mated to each other. Keep them
fresh-in sequence.

NEW PITCHING
The pitching change, 1 feel, is for the
better. Qld liners with Statis-Fro (since
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1971) felt that the 2-5 and 2-6 grades were
being hit too much, getting too many
strikeouts and allowing too many walks.
Maybe. Stats should be within 10-20 per-
cent of accuracy,. I felt the pitchers, old
method were satisfactory but if an improve-
ment can be made—why not?

On the computer, the new formula for
creating pitcher cards looks great. The test
is how it will play in real-life or as Nixon
would say, “Will it play in Dubuque”

As a test, [ have been replaying the
season of 1951 Chicago Cubs-—a team com-
posed of primarily 2-6 hutlers. Through the
first 50 games, the team ERA is about 17
percent too low but most of that has been
the result of opponents getting men on and
not coming up with a key hit. Seventeen
times the Cubs have gotten out of bases full
situations without allowing a SINGLE
RUN. What luck!

The pitching change has lowered the
Cub's team batting average by 14 percent,
which is satisfactory, but keep in mind the
seasan is only a third over.

The thing that I like best about the
change is that a 2-6 pitcher is no longer a
guaranteed loser against a good team which
is offering a 2-7, 2-8 or 2-9, In fact, the 2-6
will now get shutouts and have some of
those great performances. But, next time
out, he may get shelled in a hurry.

The 2-6 hurler is one who gives up
about a hit an inning {give or take a few
percentage points) and usually has good
and bad days—in succession. The game
now takes this into account.

In fact, among my 2-6 Cub hurlers,
three are right on course and three others
are "out of their heads.” Cal McLish has the
right won-loss mark and right ERA but his
hits per inning are low. He has been very
lucky, Anaother pitcher at 2-6, Frank Hiller,
is untouchable. He has an ERA of 2.08 as
compared te a 4.84 in 1951 but he always
gets a good start. Bob Rush, another 2-6,
has about the same card as Hiller but is
getting creamed, The luck of the cards,

Chances are, by season’s end the cards
will even out and Rush will wind up as the
better starter.

Overall, the new pitching method has
kept the proper balance between pitcher
and batter but has made a new inkling into
the game—one that [ had been searching
tor.

Too many baseball table games are so
offensively orented that scoring is no
chore—it comes easily and often too fre-
quently. Runs should be hard to produce,
except when a slugger belts one out. You
have to work at getting that runner on first
to home. You steal, hit and run. In the
game—now—you work at getting runs
even against a 2-6. No longer can you sit
back and wait for the long belt.

The batter cards, as a refresher, are so
constructed that if every play was on the
batter card—the hitter would emerge with
an average fifty points higher than in real
life. DPitchers are molded against this
average.

Why was this done? PFitching is
baseball. With it—YOU WIN. Without
it—YOU LOSE

We made the pitchers tougher when on
their own cards by dropping extra base hits
from their cards. These are only on batter
cards. Therefore, the PB factor puts the
play on the pitcher’s card and when he is in
control —he is tough.

The SR (or RR rating} goes a step farther
and says how long the hurler can remain at
his present rating. When his SR or RR is used
up—every play from then on is on the

25




BATTER CARD. Qut goes the pitcher—in
strolls a new one {or rides)

Therefore, the pitcher card has been
made tougher to allow for his real life per-
formance not anly in hits, strikeouts,
walics, etc, but also in ability to finish a
game,

With the new pitching, this works even
better. IMPORTANT CHANGE, NO
LONGER SHOULD YOU USE THE
PITCHING ADVANCEMENT CHART. A
2-6 remains a 2-& even if he has allowed no
runs through eight innings. This chart will
be dropped in tuture printings of the play-
ing board.

The chart was used, previously, because
the only way a 2-6 could get a complete
game was by going through the chart. The
chart was an important part of the game
but is no longer needed. [n fact, using it
with the new method in pitching, will result
too many times in a low hit pitching per-
formance by either a 2-5 or 2-6

HIT AND RUN

This play must be used as it comes
about frequently in baseball and without 1t,
certain players will hit below their
averages. The play accounts for about five
percent of the actual batting average.
Remember the difference between a 320
hitter and a 260 hitter is ONLY SIX PER-
CENT, Not 60 percent as many fans seem
to feel the data suggests,

Remember, too, the average score in a
baseball game is either 5-4, 4-3, or 3-2. Too
many other baseball games achieve this by
getting 11-1 and then a 2-1 or 1-0 contest
You will find that the 5-4, 4-3 games are

more like real life with the “good teams”
getting a lot of one run wins

My Cubs (1951} are averaging 3.8 runs
per game while the opposition is at 4.2 . . .
this is off about 13 percent. Again, the luck
of the Cubs’ pitching has been the dif-
ference. If that luck continues | will certainly
better their real life mark —which wasn't all
that great with 62 w ins and 92 losses.
Through 50 games, Chicago was 11 below
500

FRANKLY SPEAKING

I will be honest with vou. Having
created the baseball, NBA and USAC
game —I always feit that NBA was my
favorite. The games were faster than real
NBA action and were “more exciting,” The
game has a momentum factor built in that I
find hard to explain. The fast action cards
make the zame work exceedingly well
Most of my spare time was spent in replay-
ing NBA games.

Figuring the baseball cards is a chore
and often when 1 was finished, I seldom
ever touched the baseball game, Not that 1
found it boring but I felt that something
was missing, There was an element—in the
pitching—that turned me oft,

With the new pitching change I am
HOOKED. Very hooked. [ intended to just
play 10 or 11 games with the 1951 Cubs but
got so invalved that | ran off 50 games in
less than 1C days. An average of almost 6
per day and each game takes oniy about 23
minutes (! keep track of actual plaving
time, too).

Now, [ feel as comfortable with the
baseball game as with the NBA. And for me

800-638-9292
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that is an accomplishment.

Sure, the baseball pitching might naot be
perfect and maybe a subtle tormula change
might br needed to get it up to 90
percent—but in the present state, [ feel this
is a real baseball game. An encounter with
the realism that is hard to beat.

Other games may play more guickly but
the quickies get very tugh scoring and very
poor performance. They seem to make the
sood players “too good” and the poor
one—"too poor.”

Cames that boast 100 percent accuracy
probably have it but it takes an hour {or
more) to play a single game,

[n creating a baseball game, vou try to
get a pame that plays fast, is fun and is ac-
Trying to accomplish all three
endeavors is difficult. Fast is rot hard to
achieve but it is when you add the other
two elements. Any game must flow to be
fun. And, believe me, the baseball game
sure does,

1 would love to spend more time on this
article but my Cubs are in the midst of a
15-game home stand and the Thillies and
Ashburn. Ennis and Roberts are beckoning

Good luck, fans

curate

James A. Barnes, creator of the SPORTS
ILLUSTRATED MAJOR LEAGUE BASEBALL
GAME, has announced a revision in the pitching
formula— a change which should bring about ten
percent More accuracy.

“| have always felt that the grades 2-8 and
2-5 were being shortchanged, statistically,"
Barnes said. "The bits, walks and strikeouts
were hased on PER INNING data ang this s a
goed bat oftan not reliable measurement.”’

Garme player David C. LeSueur came up with
an alternative method which was detailed in
ALL-STAR REPLAY (Volume I, No. 4, Page 24}
and on his method, Barnes said:

""He has hit the nail on the head. His system
is one that ! was studying prior to the time the
issue came out. His idea is that the pitching
cards should be based on a probability percent. |
was attacking fromn the angle of difference from
the standard hatter. We both are getting the
same result."’

The 12B0 cards {retsiled in 1981) wil
reflect these pitching changes.

In general, grades 2-7, 2-B and 2-9 will see
little change. Perhaps, a number of twa from the
standard method. The big changes are in grades
2.5 and 2-6. Whereas, the old method had
about 85 percent accuracy, the new method will
see about 90 percent accuracy and, for those
who worked many innings, 25 percent
accuracy.

The pitching revision, in the fower grades,
will bring about more accurate relationship be-
tween hits alicwed, strikeouts earned and walks
givern,

If studying the currept cards, the change will
be rnotable anly on the lower pitching grades
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INTRODUCTION

When I first sat down with the concept
for this article I was only looking for a way
to medify WIN, PLACE & SHOW Fast Ver-
sion Rule 12.2 to allow players the oppor-
tunity to purchase the six stables in the game
through the establishment of a fair market
value for each stable and a bidding process.
After producing the data to establish the fair
market value for each stable I realized that
this article will contain the most in depth
analysis of every horse in each race of the
WIN, PLACE & SHOW game yet to be
published in ALL-STAR REPLAY. The
analysis should enable players to bid for
horses and wager on them more intelligently
during the six races of the game.

WIN, PLACE & SHOW Fast Version
Rule 12.2 states, “If there are 6 players omit
the Auction process entirely. Instead each
player in turn, rolls the die once and the
resulting number is the ‘horse’ he will have
for the first race and the ‘stable’ he will have
for the balarnce of the game, If a playerrollsa
number of a horse/stable which has already
been taken he keeps rolling until an available
number is rolled ”

1 had a major concern when [ first read
Rule 12.2 and began to think about it. Does
not Rule 12.2 imply each of the six stables
has an equal chance in sharing all of the
purse money available for the six races?

I didn't think every stable had an equal
chance at the purse money and the analysis
presented in this article proves the point.
Thus, as an option to allowing the random
fate of the die determine which player will
receive a parlicular stable and greatly effect
his chances at the winning purses, as will be
seen later, this article will concern itself with
the establishment of a fair market value cost
for each stable so they may be purchased by

PURCHASING STABLES
in
WIN, PLACE & SHOW

by Kenneth GG. Waido

the players in the game, whether playing the
fast version or the regular game. The pur-
chasing process invalves players submitting
written bids based on the fair market vatue
of each stable in the same manner as bidding
for individual horses in each race. The
player bidding the highest for a particular
stable would receive the stable and thus be
the stable’s jockey in each of the six races.
Tie bids would require an auction, or roll of
the dice, to determine which player would
be able to purchase the stable in question.

It doesn't really matter how many
players are involved in the game since any
stable purchase, like a horse purchase or bet,
is a gamble of money expended (cost/bet}
for anticipated earnings (purses/payoffs). It,
however, might be a good idea when there
are six or less players in the game to use the
concept of Rule 9.5 where one player is nat
allowed to own two stables until all players
in the game own one stable. As an equaliza-
tion factor, no bid for astable could be lower
than the established market value of each
stable. This would prohibit one player from
getting a stable at an extremely low price
simply because all of his competition already
owns a stable and cannot bid. The concept
of Rule 9.5 would also assure that all players
have a chance to be a jockey for at least one
horse during each of the six races. In games
where there are seven or more players, 1
would still recommend individual bidding
for separate horses for each race, again to
assure players will have a chance to be a
jockey for at least some of the races.
However, stables could be sold to the highest
bidder regardless of total stable ownership
—owning, through purchase, of more than
one stable will only decrease that player’s
potential tunds For betting purposes.
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EXPECTED WINNINGS

When playing WIN, PLACE & SHOW
with six players the maximum ameount a
single player can win in purse payoffs is
$58,500 (betting payocffs not considered).
This, of course, assumes a single player's
horses win each of the six races in the game.
The minimum amount is $0, meaning of
course, a single player’s horses never finished
higher than 5th place in any of the six races.
Bids for individual stables can never ap-
proach $58,500, since plavers only start the
garme with $50,000. In fact, the highest bids
may only be slightly over $23,500 which has
been determined as the highest market value
of one of the six stables in the game, as will be
shown later.

The first step in establishing a fair market
value cost figure for purchasing each of the
six stables is to determine what the expected
winnings for each stable are for each race in
the game. The expected winnings for a par-
ticular stable is represented by the expected
winnings by that stable’s horse in each race,
which can be expressed by the following
equation:

EW =P (O} + P3(03) + P3(03) + Py (O))

EW = Expected Winnings
Py = Purse for 1st Place in Race n

where

Py = Purse for 2nd Place in Race n
Py = Purse for 3rd Place in Race n

P, = Purse for 4th Place in Race n
O, = Horse’s Odds (prabability) of
Winning Race n

0O, = Horse's Odds of Finishing
Second in Race n

O3 = Horse's Odds of finishing
Third in Race n

Q4 = Horse's Odds of finishing
Fourth in Race n

n = Number of Race
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A fair market value of each stable in the
game is thus the sum of its Expected Win-
-nings for each of the six races, or the equa-
tion:
MW =5 EW or
.. +EW,
MV = Market Value

The expected winnings of each
horse/stable for each of the six races are
listed in a series of tables presented later. The
methodology used to determine the figures
will now be explained in some detail.

EW; + EW, + EW,

where

KEY TO ANALYSIS

The key to the analysis and methodology
is the Betting Odds as listed in the WIN,
PLACE & SHOW Official Program, It must
be assumed that the Betting Odds listed in
the Official Program are directly related to,
and can be manipulated to, represent that
particular horse's probability of either win-
ning, finishing second, third, or fourth, in a
specific race. The odds listed in the Official
Program actually are the ratio at which win-
ning bets are paid off on horses finishing
first. For example, 3-2 odds mean you will
receive $1,500 for each $1,000 bet on the
winning horse; 2-1 odds mean you will
receive $2,000 for each $1,000 bet on the
winning horse; etc., etc.

The Betting Odds histed in the Official
Program are rot the actual probability of a
particular horse winning the race. As an ex-
ample, look in detail at the betting odds for
the First Race listed in Table [ below. Horse
#1 has betting odds of 6-1. This does nof
mean Horse #1 should be expected to win 1
out of every 6 races. Nor do the betting odds
of Horse #2 listed at 4-1 mean Horse #2
should be expected to win 1 out of every 4
races. To prove this, look at the extention of
that logic for the proposed first place finishes
the betting odds would produce for a least
common denominator of 120 races.

Table |
Proposed First Place

Horse Betting Odds Finishes?
1 &1 120-20

2 4-1 120-30

3 15-1 120- 8

4 3-2 120-8C

5 81 120-15

& 10-1 120-12
120-1657

From the above table it is obvious you
cannot have 165 winners in only 120 races!
In actual horse race track betting, the Betting
Odds of a horse will change with the amount
of money being wagered on the horse. Thisis
not possible with the secret betting tech-
nique used in the WIN, PLACE & SHOW
game, However, it must be assumned the Bet-
ting Odds listed in the Official Program take
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into account the horse's chances of winning
the race including the following variables:
the distance of the race; the post position of
the horse; the running strength (speed and
class) of the horse; the horse’s bonus
number; and the type of jockey riding the
horse.

WINNING PROBABILITY
METHODOLOGY

The first step in determining a fair
market value for each stable is to convert the
Betting Odds listed in the Official Program
to a winning probability. This involves con-
verting the betting odds {BO) to a betting
odds decimal (BOD). This is accomplished
by simply dividing the first betting odds
number into the second. For example, Horse
#1's 6-1 BO converts to a .167 BOD; Horse
#2's4-1 BO convertstoa .250 BOD; etc., etc.
The individual BOD's for each of the six
horses are then totaled for each race. The
total for the First Race is 1.376 as can be seen
in column three of Table IT below,

The next step of the methodology is to
convert each horse’s BOD into a winning
probability decimal (WPD) for that race.
Since there can be only ene winner for each
race the sum total of all horse’s WPTY's must
equal 1 (1.000). To convert each horses
BOD to a WPD simply divide the horse's
BOD by the sum total of all BO['s for all six
horses in a particular race. For Horse #1 in
the First Race the calculation is .167/1.376 =
.121; for Horse #2 it is .250/1.376 = .182;
etc., etc. Thus, Horse #1's probability of
winning the First Race is .121, or12.1%, ap-
proximately 1 wininevery 8,26 or 9races, or
as listed for the ease of discussion and com-
parison in the market value calculation
tables presented later, 121 expected wins in
1,000 races, Horse #2's probability of win-
ning is .182 or 18.2%, or 182 expected wins
in 1,000 races. And se on and so forth.

Table II
First Race
Expected
Betring Wins/1,000
Horse Odds  BOD  WPD  Races
i &1 167 121 1z
2 4-1 250 182 182
3 15-1 De7 049 49
4 3-2 687 485 485
5 8-1 125 021 91
6 10-1 I S
1.376 1.000 1,000

Horses in WIN, FLACE & SHOW not
only win purses for finishing first, but also
for finishing second, third, and fourth. The
next step of the methodology is to determine
how many times a horse can be expected to
finish second when it is not winning. The
methodology used to determine expected
second place finishes is similar to determin-

ing expected winnings and involves using
each horse's BOD, except one, as shown in
Table III.

As an example, from Table Il we know
Horse #1 can be expected to finish first 121
times in 1,000 races, Since Horse #1 in this
tirst step is considered to have won the race it
is obviously eliminated from consideration
for a second place finish. Thus, Horses #2
thru #6 BOD's are added to determine a new
sum total, which is then converied to a new
WPI for each horse, only in this case the
WPD is not actually a winning probability
decimal but a probability for finishing
second while Horse #1 wins.

Table III

First Race, Horse $1 wins 121 fines
Horse BOD WrD Expected 2nd Places

2 250 207 25

3 067 055 7

1 667 552 a7

5 125 103 12

6 100 B3 10
1209 1.000 121

Notice the total number of second places
in Table Il equals the number of times Horse
#1 is expected to win the First Race (121).
Thus, while Horse #1 is winning, Horse #2
can be expected to finish second 25 times,
Horse #3 second 7 times, etc., etc. To deter-
mine each particular horse’s number of ex-
pected second place finishes in a particular
race all combinations of individual horse
winnings must be examined and the totals
added.

The methodology to calculate expected
third place finishes is similar to the above
methodology except two horses, the one
finishing first and the one finishing second,
are eliminated from consideration. We have
seen from Table III that Horse #2 can be ex-
pected to finish second 25 times of Horse #1's
121 expected wins. The number of expected
third place finishes for Horses #3 thru #6 for
that situation is shown in Table [V, Again,
each horse’s BOD is added to achieve a sum
total, then each horse’s BOD is divided by
the sum total to produce a WPD. However,
as in the case earlier, the WPD is not
technically a winning probability but in this
case a probability of finishing third while
Horse #1 wins and Horse # is second.

Table IV

First Race, Horse #1 wins, Horse $2 second 25 times
_Horse BOD  WPD Expected 3rd Places

3 067 o7 2

3 867 696 17

5 125 1% 3
Ty 104 -
959 1.000 23

Again, the total number of third placesin
Table IV equals the number of times Horse
#2 is expected to be second while Horse #1
wins the First Race (25), Thus, while Horse
#1 is winning and Horse #2 is second, Horse
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#3 can be expected to finish third 2 times,
Horse #4 third 17 times, etc., etc. To deter-
mine each horse’s number of expected third
place finishes in a race all combinations of
winning and second place horses had to be
examined and the totals added

The methodelogy to calculate expected
fourth place finishes 15 similar to that of
calculating expected wins, second, and third
place tinishes as just described and need not
be presenled in detail

EXPECTED PLACINGS

Table V lists the expected times (prob-
ability) each of the six horses should finish
first, secand, third, or fourth in 1,000 run-
nings of the First Race. Again. the calcula-
tions were made and presented based on
1,000 races s¢ the reader would not have ta
deal with decimal points or percentage signs
{nor weuld [ have to type them} Tables VI
through X present the expected times each
horse should finish first, second, third, or
fourth in 1,000 runnings of the Second Race
through the Sixth Race respectively. These
are the tables which should help players bid
for horses and wager on lhem more in-
telligently,

Table V—First Race

Horse st 2nl 3rd dth

A Reassuring Note: After cons

iting our exclustve. confidential sources, we are able to tell you that regardiess of the

result of the thoroughired strike in New York the Belmont will De held as uswal this year. However if there are o
frorses avatiabile, o 2lght change Wikl be made @ tie format. with the listed Jorckeys each: representing their owen horse

Ocdids will rernaire unchanged

Table X—5ixth Race

Horse  1st 2nd 3rd 4:h

1 121 169 206 210
Z 182 237 231 178
3 42 74 104 139
4 485 287 142 83
S5 el 129 171 206
5] 72 105 1dé 184

178 180 180 LIl
111 126, 136 158

8¢ 99 14 141
222 209 195 19

178 180 180 182
222 209 195 109

o ke Lt —

Table VI—Second Race
Huorse 15t 2nd 3rdd 4th

1 34 176 220 222
2 &7 92 132 192
8 9 130 175 229
4 447 291 164 86
s 33 43 73 108
3 223 2o} 236 163

Table VII—Third Race

Hotse  1st 2nd 3rd 4th
1 101 122 155 220
2 322 271 205 142
a2 201 213 228 200
4 54 70 94 140
L 268 254 224 158
& 54 70 94 140

Table VIII—Fourth Race

Harse 1st 2nd Ard ALk .
i 105 115 126 153
2 156 Je2 171 180
3 50 223 194 153
9 156 162 171 180
5 126 130 149 64
6 8 202 186 168

Table IX—Fifth Race

. Harse st 2 Jrd il
1 W 265 1 139
Z o a5 10& 144
3 198 200 205 186
4 i73 185 19& 192
5 1 5] 136 160 183
o] 99, 117 141 176

EXPECTED PURSE WINNINGS

The next step of the methodology to
determine a stable’s fair market value is to
translate the expected placings for each
horse listed in each race into a cash value of
that horse tor its stable in that race. To
accomplish this, the number of expected
placings, firsts, seconds, thirds, and fourths,
of a horse were muitiplied by the purse
payoffs for each placing in the race and then
divided by 1,000 (since the cash value was to
be for 1 race and the expected placings were
listed for 1,000 races). The results of these
calculations for each horse for each race are

Table XI—First Race

listed in Tables X1 through XV for the First
Race through Sixth Race respectively, An
example of how these calculations were
made tor Horse #1 in the First Race is as
follows: (121 expected wins) X (55 000
purse far winning) / (1,000) = $603; (169 ex-
pected second places) X ($3.000 purse for
second)/(1,000) = $507; (206 expected
third places) X ($1,500 purse for
third} /{1,000) = %309, (209 expected fourth
places) * (5300 purse for fourth} /(1,000) =
$104.30. Cash value for Horse #1 in the First
Race is $605 + $507 + 3309 + $104.30 =
$1.525.50. This means that Horse #1 has a
cash value to its stable of 51,3525 50, Alsc,
plavers of WIN, PLACE & SHOW should
average bidding approximately 51,500 on
Horse #1 since that amount equals the
statistical average earnings of the horse. Any
bids higher than 51,500 the player is tempt-
ing tate,

Horse  Stable Lst 2nd ard dth Total Value
” Sive 605 507 309 104 5 $ 1,525 30

2 O 210 711 346.5 88.5 2,056.00

3 RR 243 219 156 69.5 682 50

4 GT 2,425 851 210 42,5 3,538 50

5 LL 455 387 252 5 103 1,204.30

5] IF 60 315 219 92 986 00
55,000 $3,000 $1,500 5500 $10,000.00

THE SPORTS GAME DIGEST

Cont. on p. 31
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BRIDGE

by Jared Johnson

Somelimes the experts are too smart for
their own good. Take a look at the
diagrammed hand which came up at a
recent regional tournament in Texas,

At tournament bridge, the same hands
are played over and over again by different
sets of opponents and the results compared.
At most tables where South ended up
declarer in three no-trump on this deal, the
opening spade lead was won with the queen
{South probably heaving a sigh of relief
that'a heart out hadn't destroyed that one
precious entry to dummy), followed by
three rounds of clubs, West winning the
third and returning a spade.

Now declarer could play a heart to the
ace, run the clubs and get back to hand with
the king of diamonds for the hearts, At
most, East-West could take two spades, a
diamond and both minor suit aces. Of
course, South would have to rely on East
holding the ace of diamonds,

Mike Passell of Dallas, one of the top
five tournament bridge players in the coun-
try, was also in three no-trump with the
same lead. At trick two, Passell also played
the queen of clubs, but when West failed to
take his ace, Passell played a heart to the
ace, knocking out the only side entry to the
clubs. When he returned te clubs, West
won the third round and there was no way
back to dummy to cash the clubs. Passell
was down cne.

A dumb play? Not necessarily.

On a different lie of the cards, Passell’s
play would have paid off. He was con-
cerned with getting his heart tricks. If clubs
were two-two, West would be forced to
win the second round and continue spades.
Passell would win the ace of spades, cash
the hearts and 2o to dummy for the clubs,
taking 10 tricks. And Fast's eight played on
the first round of clubs sure locked like the
beginning of a high-low signal, indicating a
doubleton

Failing to cash the ace of hearts before
dislodging the club ace would block the
heart suit, and after cashing the clubs
Passell would have to try to get back to his
hand in diamonds—he didn't know the ace
was onside—risking the loss of two
diamonds, two spades and the ace of clubs
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NORTH
5-542
H-A
152
CK96542
WEST EAST
S5-K 863 51097
HJ 762 H9543
DQo D-A 1073
Clakz-3 -8
SOLTH
SAQ
HKQ108
DvK-:S &5
0110

The contract: Three no-trump by South

So Passell's play could have worked.

Nevertheless, going down in a three no-
trump contract that most declarers made
was costly and contributed to a less-than-
winning score in the event.

“Partner, why didn't you retum a heart
instead of a spade’ We could have set
them!”

‘We would have had this event won if
partner hadn't gone and bid this ridiculous
slam on the next to the last hand.”

“Bridge would be a lot better game if
ornly you didn't need a partner,”’

Remarks like this are common at bridge
tournaments such as this year's Spring
North American Championships in Fresno.
Although the person sitting across the table
is often a convenient scapegoat—the first
rule of bridge is "it's always partner’s
fault” —most expert bridge plavers agree
that the partnership aspect of the game is
one of the things that makes bridge so
fascinating.

In a survey asking bridge plavers to
decide which was most important in the
game, bidding, declarer play or detense,
one player replied, “Bridge is 25 percent
bidding and play and 75 percent partner-
ship trust.”

Bobby Wolff of Dallas and Fred
Hamilton of North Hollvwood, Calif. were
two aof the top players at the Fresne tourna-
ment which attracted thousands of bridge
players from all over the country. Both
have numerous national and international

championship titles to their credit and beth
are part of the team that won the 1970
playoffs to represent the United States in
the World Bridge Team Qlympiad in
Holland this October

So, when anything bad happens at the
bridge table, 1s it alwavs “partner’s fault.”?

“That's absolutely true,” replied Wolff,

Hamilton, assuring that Wolff was just
joking—sort of —added, “We both try to
take some responsibility. When you start
attacking partner you end up with the bad
vibes. We try to save the discussion for
after the game. But we always try to trust
our partner and our teammates. It seems to
work for us.”

Bobby Wolff, who feels that “bridge is
more an endurance game than any other
sport in the long haul.” suggested that you
sometimes need to restrain yourself so your
partner doesn't feel threatened, but you
also have to avoid feeling inferior when you
have made a few mistakes yourself, Part-
ners should try to build each other's ego,
not tear each other down

“In bridge, like every other game, it's
easy to function well when things are going
well for you,” explained Hamilton. “The
key to the game is continuing to play well
without getting discouraged in the face of
adversity "

All vulnerable, East dealer,

ALL-STAR REPLAY



Cont. fromp. 29

Table XII—Second Race

Horse  Stable 1st 2nd ard 4th Total Value
1 [e] 536 440 220 LS 51,307.00
2 S 268 230 132 % 726,00
3 LF 384 325 175 114 5 998 50
4 LL 1,788 7275 164 13 2.722 50
s aT 132 120 73 54 379 00
6 RR 892 657 5 236 815 1,867 00
54,000 $2,500 $7,000 £500 58,000,00
Table XIII—Third Race
Horse Stable Ist 2nd 3rd 4th Total Value
i RR 505 366 2325 110 $1,213.50
Z O 1610 813 075 71 2.801.50
3 SM 1,005 639 342 100 2,086 00
4 LF 270 210 141 70 691,00
5 LL 1,340 762 336 79 2,517.00
6 GT 270 210 14] 70 691 00
5,000 $3,000  $1.500 3500 $10,000.00
Table XIV—Fourth Race
Horse  Stable 1st 2nd 3rd 4th Total Value
i G1 7855 460 3225 153 % 1.723.00
2 RR 1,170 648 427.5 180 2,425 50
3 o 1,875 892 485 155 3,407 00
4 SM 1,170 548 4275 160 2.425 50
5 LE 937.5 544 3728 164 2,018 00
6 LL 1,560 808 465 168 3,001 00
57 500 $4,000 52,500 51,000 $15,000.0C
Table XV —Fifth Race
Horse  Stable 1st 2nd 3rd 4th Total Value
1 1F 4,152 1,855 960 119 § 7.086.00
2z GT 828 595 530 144 % 2,097.0C
3 RE 2,376 1,463 1.025 186 5,050 00
4 o 2,076 1,316 980 192 4,564 00
5 SM 1,360 252 800 183 3,315 00
6 LL 1,168 819 705 176 2,868.00
$12.,000 %7000 $5,000 $1.000 $25,000.00
Table XVI—Sixth Race
Horse  Stable 1st 2nd rd ath Tuotal Value
1 LE 4.450 2,250 1,350 905 $ 8.955.00
Z LL 2,775 1,537.5 1,020 790 6,122 50
3 RR 2,225 1,237.5 855 705 5,022 50
4 (& 5,550 2,6125  1,4625 8§45 10.470.00
5 @ 4,550 2,250 1,350 910 8,960 00
6 SM 5,550 26125  1,4625 845 10,470.00
$25,000 $12,500 §7,300 $5,000 $50,000.00

STABLE MARKET VALUES

As indicated earlier, a fair market value
for each stable is the sum of the expected
winnings from each of its six horses in the six
races. Table XVII presents the fair market
values of each of the six stables by totalling
the values of each of the stable’s respective
horse in each of the six races.

Table XVII—Stable Market Values
Rare Shd 0 KR (|

LF

1 1,52550  2,056.00 689.50  3,538.50
2 72600 1,307.00 1,867.00 379.00
3 208600 280150 121350 691.00
4 2,425.50  3,407.00 242550 1,723.00
5) 3,315.00 4,564 00 5,050.00 2,097.00
[ 10,470.00  8,960.00 5.022.50 10,470.00

1,204.30 86.00
2,722.50 998.50
2,517 00 691 00
300100 201800
2,868,00 7,086 00
6,122.50 B,955.00

20,548.00 23,095.50 16,268 00 18,898.50

THE SPORTS GAME DIGEST

18,455.50 20,734.50

The market values of the stables range
from a high of $23,095.50 for Onwego to a
low of $16,268.00 for Red River, a difference
of $6,827.50 (still want to play the game and
let the die determine which player will get
the Onwego Stable?).

Because the market values for the six
stables in Table XVII are dollar sums which
cannot be achieved by using the money
denominations in the WIN, PLACE &
SHOW game, each stable’s market value
was artificially increased to a dollar
denomination which can be purchased with
game money. Thus, the costs for the stables,
listed from the most expensive to the least ex-
pensive, are as follows:

Onwego $23,500
Lydon Farm $21,000
Shawn Marlk $21,000
Greent Tree $19,000
Lazy L $18,500
Red River $16,500
CONCLUSION

The purpose of this article was to
establish cost figures for each of the six
stables in the WIN, PLACE & SHOW game,
From the above listed prices it is easy to see
why the purchasing of stables is a more
equitable way of playing WIN, PLACE &
SHOW Fast Version Rule 12.2. The adjusted
tigures result in a 57,000 difference between
the Onwego Stable and the Red River
Stable. Purchasing stables works best when
there are exactly six players playing the
game. When there are less than six players,
each player may decide to purchase only one
stable. If this happens, horses of the unpur-
chased stables go onauction before each race
as in the regular game.
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Fistic Scene, cont. fromp. 19

THE LIGHTWEIGHT DIVISION
received new life with the departure of
Roberto Duran. Duran had so dominated
this division that it had become stagnant.
With Duran's abdication, the lightweight
crown was up for grabs and when the
politics, finagling, and what not was over
there were two lightweight champtons—
WBA champion Ernesto Espana, who
defeated Claude Noel in a box-off, and WBC
champion James Watt, who defeated
Alfredo Pitalua for his half of the crown.
The division contains many new exciting
ftaces. Tough Johnny Lira is a brawling
active fighter. Hilmer Kenty blends speed
with power. Aaron Pryor punches like a
middleweight, and younsters like Raberto
Elizondo and Herman Montes show great
promise. Veterans Vilomar Fernandez and
Edwin Viruet still retain their skills but
neither has been very active of late. Another
boxer who can't be ignored in this division is
the former Qlympic Gold medal winner,
Howard Davis. Davis is a very good boxer,
but he appears to be a reluctant warrior,
Davis doesn't seermn to enjoy fighting and
although he now gets by on his great natural
talent, this won't work against top level
fighters, Davis, for all his speed and defense,
appears to have a questionable chin and no
punch to speak of, Lightweight casualties in
1979 included Termite Watkins who just
misses talentwise and Giancarlo Usai is
better off fighting in Europe, especially in his
native ltaly.

THE JUNIOR DIVISIONS by their very
nature are often overlooked, as if they were
the minor leagues of the middle, welter, and
lightweight divisions. This is unfortunate
because there are some standout fighters in
these classifications, especially in the junior
lightweight division. THE JUNIOR
WELTERWEIGHTS boast one of the ali-
time greats, Antonio Cervantes who seems
to get better with age. He is one of the
cleverest fightersin the game today. Esteban
DeJesus may be over the hill, but he is still a
tough test for any up and coming fighter.
Other junior welters have been around for
awhile: Jo Kimpuani, Saoul Mamby, and
Miguel Montilla te name a few. THE
JUNIOR MIDDLEWEIGHTS saw Rocky
Mattioli and Masashi Kudo begin 1979 as
champions and Ayub Kalule and Maurice
Hope end 1979 as champions. Several good
fighters entered the junior middles from
other divisions towards the end of 1979 Pete
Ranzany deserted the welterweight ranks to
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cast his lot with this group, and Tony
Chiaverini also left the welters to fight in the
higher weight class, Fighters who slipped in
1979 among the junior middles included Ed-
die Gazo, Frank Wissenbach, and Miguel
Castellini. Gazo and Castellini have defi-
nitely come to the end of the line. THE
JUNIOR LIGHTWEIGHTS are a powerful
group of fighters. Beginning with the great
Alexis Arguello, the division has knockout
power galore. In addition to Arguello,
fighters like Bazooka Limon, Frankie
Baltazar, and Bobby Chacon are all
legitimate knockout threats. Limon and
Chacon have been on a slight decline but
Baltazar is a deserving title contender.
Chacon has made several successful come-
backs and the former champion is still
dangerous. Arguello, who is the WBC cham-
pion, and Sammy Serrano, who is the WINA
champion dominate the division. Arguello,
nicknamed The Explosive Thinman, is just
that. A dynamite puncher with good boxing
skills, Arguello has swept the division clean
of contenders. Serranoc is the opposite of
Arguello, being a smooth counterpunching
fighter with an excellent defense but little
punching power. The division saw two
perennial contenders lose ground this year,
Longtime contender Alfredo Escalera no
longer can be considered a real threat and
Arturo Leon slipped badly

THE FEATHERWEIGHT DIVISION
earned new attention during 1979 and most
of it was brought about by the exciting per-
formances of the Ute Indian, Danny “Little
Red"” Lopez. Lopez, who gets knocked down
once a fight only to get up and destroy his
opponent, fought a war with contender
Mike Ayala that may have been the fight of
the year. Lopez also defended against several
other lesser known fighters and the results

GLOVES.

were always the same, Lopez winner by a
knockout. (Lopez, early in 1980 was himself
stopped, however, by a young and talented
Mexican Salvador Sanchez}. The other
featherweight champion, Eusebio Pedroza
did not receive the publicity of Lopez but
critics began to give him some grudging
respect as he defeated challenger after
challenger with his methodical but effective
style of boxing. Featherweights like Davy
Kotev and Roberto Castanon faded from the
picturein 1979 but their places were ably filled
by the likes of Salvador Sanchez, Ruben
Castillo, and Rocky Lockridge. Also
fighting as featherweights but in need of ex-
perience are two names to watch in the
future, Juan LaPorte and Carmelo Negron,
The most exciting new featherweight,
however, is a fighter who now owns some-
thing called the super-featherweight or
junior featherweight crown (or something
like that). This fighter's division may be con-
fusing but his talents most certainly aren't.
His name is Wilfrede Gomez, perhaps
pound for pound the best fighter in the game
today. Gomez destroyed bantamweight
legend Carolos Zarate and set a record of 12
straight title defenses won by a knockout.
Gomez brings his lethal fists to the feather-
weight division in search of a new title and
will be gunning for Pedroza or Lopez (now
Sanchez;.

THE BANTAMWEIGHT DIVISION
underwent much change in 1979. Carlos
Zarate lost 2 fights! Unheard of for this great
tighter, whose career now seems in jeopar-
dy. Gomez, in a non-title fight stopped
Zarate and Lupe Pintor, with the aid of a
horrible decision, tock Zarate's crown,
Zarate lost his will to fight and has been inac-
tive since his crown was stolen from him.
Even past his prime, Zarate, who will rank
with the all-time greats, is still a fighter to be
feared. His power isn't what it once was but
it still is more than enough to take out any
fighter in the division. Rumor has it that
Zarate will move up in class in 1980, Pintor,
who received a 15 round decision over
Zarate, shouldn't be looked upon as a
pretender to the throne. Pintor went on to
defend against tough Alberto Sandoval and
stopped him in Pintor's first title defense,
Pintor is a rugged, stone-chinned fighter
with a good punch and plenty of guts. Jorge
Lujan is the bantamweight equivalent of the
featherweight's Pedroza. A workmanlike
champion, Lujan suffers, as does Pedroza,
the fate of being in a division where the other
champion is an exciting explosive puncher.
Thus both fighters, while being good cham-
pions in their own right, fight in the shadow
of awesome names like Gomez, Lopez,
Zarate, and sc on, In the “They come and
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they go”’ department: Alfonso Zamora,
onetime bantamweight knockout king,
went, as did long time pretender Frank
Duarte and Franco Zurlo. Fighters with a
future in the bantam division appear to be
Roberto Rubaldino, Julian Scolis, Jeff
Chandler, and Oscar Muniz. All the fighters
mentioned (Rubaldino, Solis, etc.) fought
often and well in 1979,

THE FLYWEIGHT DIVISION changes
fighters and champions so fast that it is hard
to keep track. Notable loss in 1979 was the
retirement of all-time great champion
Miquel Canto who lost his crown in 1979.
Chan Hee Park, Shoji Oguma, Yoko
Gushiken and Guty Espadas had good years.
Gushiken 1s considered one of the better all
around fighters boxing today. Of course,
only real boxing enthusiasts pay any atten-
tion to the flyweight division, so talent goes
unnoticed. For the same reason, few sports
fans mourned the decline in ability of Betulio
Gonzales, Martin Vargis, Franco Udella,
and Luis Estaba. }f you're interested—a
name to watch—young Joey Olivo, out of
LA.

That completes a capsule rundown on
the 1979-80 boxing year. Boxing appears to
be on the upswing after barely surviving for
a long dormant period of time. Television
has rediscovered the fight game and has
much to do with its recent resurgence, ironic
since it was television, through over
saturation, that helped kill boxing through-
out the 1970’s. Following is a comparison
chart listing the champions at the beginning
of 197¢ and at the end of 1979.

o THpanend decimno f

Eopr siicy Foofeo Momguang fost

Hiprican -Meonssan bark o 1801 tladee b daen o
legitimate contender for the title of "Great White Hop' in
the hoxing world. Now all of that appears to be changing, a
sew "Great White Hop . fron Paws Backout, has arvived
on the scene (shown above dancing out of reach of erie-time
“Great White Hope Onions Oregano)

THE PEANUT

GALLERY

Dear Bruce,

I have been in contact with several
game companies for a few yoears now, and
have felt a certain community atmosphere
with them and their magazines. I am Te-
ferring to, among cthers, APBA I'm com-
missioner of & 18 team mail league, using
that game. Let me tell you, this is the
future You can see this with the AH
wargames I'm not only talking about the
guy living in the country with no competi-
tion, but of big city players like myself
And now with the Statis-Pro line, these are
ideal games for PBM. There are at least 60
mail leagues in APBA Baseball alone. (There
is one with 40 teams!!) Just read The APBA
Journal and you will see what I mean

Much to my dismay, a great many of AH
gamers don't have the faintest idea of how a
maail league works I think you should look
into this,

Getting off this subject, here are some of
my other gripes

I'd ke to see some SERIOUS contests,
like The General Alsc, if you want f{eed-
back, why mnot have those Game
Breakdowns & ratings like The General
does every issue,

ENQUGH IS ENQUGH!!! I've had it with
Speed Circuit & USAC, I thought Mark
Maticek's early articles were all we would
get, but articles on this DUMB game keep
appearing more & more every 1ssus L
WANT A HOCKEY GAME!!I!!!

I hope Jim Barnes other games will be
produced from AH

I'd like to read more about the
Challenge GaInes.

And lastly, PRODUCE ASR MORE
QFTEN!!| Like a bi-monthly, even if this
means no more glossy pages (no problem
there, Ed.}. You could use smaller type, and
have more pages, like The Gensral .. I
seems as If I got ASH twice a year! (thisisan
opticel illusion, Ed.}

well. at least I got that off my chest .

Sincerely yours,
Matis Gottlieb
PRAISE FROM A READER

Now for ASR .. . ABR 18 a great
magazinet!! The pages are made from great
material unlike the plain pulp that are in
other gaming magazines

Name withheld because we fost it

Cont. on page 17

THE SPORTS GAME DIGEST

CORRECTION

If vou are notalready aware of it, vou might
wish to note that the most recent set of Maior
League Baseball player cards (1980) has the
pitcher cards for the Chicago White Sox in-
carrectly labeled “Chicage Cubs,” and vice
versa,

PRO ANGLO-AMERICAN
FOOTBALL LEAGUE

Founded —1978.
Teams—MNew members required for telephone and
postal leagues.
Dues—Deposit or small fee for games. lagazine 40p, or
£ 1.00 per issue,
Activities—The home of the Telephone Football
Strategy League as featured in ASR Vol. 11, No. 4. Postal
Major League Baseball, NBA Basketball, possibly
Pavdirt/Bowlbound
Membership Requirements—None, except for Telephone
League, where UK residence essential
Contact—

Malcolm E. Jones

98 Brook Green

London W6 7BD England
PRO ANGLO-AMERICAN
FOOTBALL LEAGUE

THE SANDUSKY BAY
GAMING COMMISSION

Founded —November, 1979,
Teams—b currently. logldng to expand to 8
Active Members—6&
Dues—To be determined on Trophy prices and on how
many refreshments are consumed each nite, each week
throughout the season.
Activities—League with Playoffs in Football Strategy.
Head-to-Head competition every week. If enough in-
terest, Speed Circuit will be included
Membership Requirements—Age limit 18, must live in
Bay area. Must complete full season, mus have strong
arm and stomach to assure himself of equz! share of the
refreshments
Contact—

Ed Spayd

1107 W. Osborme 5t.

Sandusky, Ohic 44870

(419) 625-6256
THE SANDUSKY BAY GAMING COMMISSION

PLAY-BY-MAIL STATIS-PRO
BASEBALL 1981

Founded —September 1980
Teams—Free draft
Dues—None, other than desire to play 160 games,
Active Members—Four, looking for eight to ten more.
Activities—Play By-Mail Statis Pro Baseball to begin
March or April 81 when new cards are available. Free
drafting of all players, no players or teams have been
established. 160 game schedule with a tried system.
Drafting to be compieted "Before” new cards are
available. 35 men rosters,
Contact—

Mark Kaiser

679 Eastern Road

Dovylestown, OH 44230

or

Matt Eckert

1750 W Romneya

Anahein, CA 92801
PLAY-BY-MAIL STATIS-PRO BASEBALL 1981
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HEAD TO HEADE

TE Vo 't looking Far ootk i any of our
12 spocts gamies, we sgtent vou Gl o the
coupon below and send it in to s (with vour
stibseription, i yiw're nor aiready 2 subscrib-
er). I your ad be sure (6 give vour same and
addreess; snd mention the gamesyod'te infer-
ested in playing: In addition, if you wah te
adul.r‘tlmr dlkmr‘rhued or curmeit aalrnn. and
covn pasnrnbE il e Aalen Hil, vou mav ose

the same voupon.
OPPONENT WANTED

1, Wanl-ads will 'be accepled only when
printed on this form.

2. For Sale; Trade, or Wanled-1o-buy ads
will be accepted only for Avaton Hill/Sports
Illustrated games, and only when they are

od by 2 token 25¢ fee.

3. Im m" wrhorn Iaﬂllired‘ an Iinnq

WoRTE faian
provided and print name, address, and phnm
number (it desired) where provided.

4, So that as many ads can be printed &=
posalble within our lwmwm
you lo use the following abbreviations in
‘wording your zd. Likewise with Stale abbrevi-
alions:

Bagsball Siralegy = BE 57, Baskeiball Strategy —
BK 5T, Challengs Foolball — CHAL FT. Challengs
Goll = CHAL GF Coliegs Foolball (Bowibound) -
COLL FT, Fnoihlll Strolegy = FT 8T, Go lor Ike
Green ~ GFG, Paydin ~ PO, nmm ~ RED.

umunn Place & Show ~ WPS.

Name

Address .

City

State Zip
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HELP! | need {desperately) opponents PTF
for: MLB, BB ST and/or SUP. Will join or
form league! Adults (I am 37) only! Harry R
Piatt, 214 Brook Ave., Passaic, Mew Jersey
07055, (201) 773-8422 after 7 P.M.

want Opponent. | play BBST, FT ST. PD,
MLB, and NBA. John Higgins 10 Longview

MLB Players-—l want to start a F’Iay -By-Mail
League. Also any ather games may be used
Game with biggest response will be used.
Must be honest, officer will be picked.
Game Headguarters will be moved fo
Scottsboro, AL during the summer. Mark
Williams, 23 Rosewocd Lane, Owings Mills,
MD 21117

Wanted opponems for MLB SUP and
USAC, I'm also interested In joining a
league in the Fayetteville Area. Send info
to: Jeftrey Getz, 6309 E. Hampton Ct,
Fayetteville, NC 28304, 868-5034.

Wanted: Am interested in starting a FT 57
League in the Detroit-Metro Area. Would
like at ieast B members {or more) for full
Season Plus Playoffs. Call evenings (313)
292-4207. Willlam L. Sparks, 5r. 6148 Janet
§t., Taylor M, Michigan 48180.

Wanted: oppanents for Play by-Matl MLB
League. League will play 162 games and
keep statistics. Contact me immediately!
Ed J. Coss, 744 Chestershire, Columbus,
Ohio 43204.

Looking for opponents in KO, BB ST and
any other games. Would like to start a club
to play full seasons in all games. Myron
Backhaus, 828 N, 3rd St,, Bismarck, North
Dakota 58501, 223-2905

Play-By-Mail Opportunities: The well-known
Federal teague is accepting applicalions
for basketball and baseball managers tor
the coming seascns. Our method of playing
by mail is simple and enjoyabie. We mail out
monthly newsletters with everything you
need know to play your games, com-
municate with other managers, trade, etc.
Everything has been set out for the
managers clearly and efficiently through
years of experience in such organizing
ventures. Games accepiable for league piay
are; Statis-Pro NBA basketball and baseball.
Apply for basebal! teams as socn as possi-
ble (state top 15 chocices) due to nearing
season! Basketball league starls next
Autumn but reserve your team new to get
the besi choice (send tap 10 chojces). Write
for informmation or a team. Sample news-
letter 75¢, normal information free of
charge. Seif-addrassed, stamped envelope
appreciated if possible. FEDERAL LEAGUE,
Kurt Smeby, 3308 Civic Center, Apartment
B, North Las Vegas, NV 83030.

Interested in joining league for MLB, NBA
All time, All stars, SUP, PD, KO, '71 ar 72
5.1. Baseball, Contact Duane Widner, 961-4A,
Port Hueneme, Calif. 93043, (B05) 487-4512.
Wanted: opponents for MLB in Seattle area
of will join an established league. I'm a con-
scientious stat campiler and honest! Please
write: Jack Lattemann, 314 NE 46th St..
Seattie, WA 98105.

Opponents wanted for: MLB FT ST, BB BB ST
in Montreal Area. Bram MlJIer 4220 De la
Pettrie, Montreal, Quebec H38-1v4, (514)
733-7533.

TO BUY

FREE: 1912 World Series player cards for
SP, MLB; 1955 World Series player cards for
MLE or Stalis-Pro. White Hope ERA
FHeavyweight fighter cards far KO. All are
from All-Star Replay and in mini unused
cond. Jeff Wallingford, 11 Austin Drive,
Sigbury, MA 01776.

For Trade: will trade NBA in excellent condi-
tion for MLB or PD. Alien Mass, 29-10 137th
51, Flusning, NY 11354,

For Sale: complete ratings for MLB, 1955
season. 1 league, $10; both 18, SASE and $1
for info. Will deduct if set purchased. Bill
Carr, 20 Northwest Pass, Ballston Lake, NY
12019

Wanted: SP MLB cards, PD charts, rts, aM WPS
GFG, SC, any war, sports games, materials
or accessories, etc. State condition, price.
Also want info on any leagues; Baseball,
Football are favared, Ron Seamans. R.D. 4,
Box 317-D, Manheim, PA 17545,

For Sale: SUP played 3 times—$8 and SUP
unopened—$10, Due to Christmas foul-up |
have extras. Drop me a line or cail. Eric
lversen, 212 EIm Ave., Swarthmore, Penna.
19081, (215) 543-6161

For Sale: BK ST which was absolutely un-

used! —$8. Gerry Henshaw. 88 Denton Ave.,

East Rockaway, NY 11518

| can make ratings for MLB, All players and
teams from 1879-1978. 10¢ per player or
$2.25 per team. Scott Welch, 140 Bouchelle
Rd., North East, Maryland 21301.

Wanted to Buy: 1971 season (Cpright 1972)
PD Charts, also (Cpright 1973) PD Charts,
{1st edn B & W). Alsoc FT ST old edition
including 3-D scoreboard. Will pay cash or
trade other Team Chart sets. Write: T. R
Nicely, Math Dept, Lynchburg College,
Lynchburg, VA 24501.

Would like to buy '69 PD Charts. Will meel
any reasonable price. Will pay postage. Carl
S. House, 1B57 Engle Ct., Augusia, GA
309086, (404) 793-2082.

Please, somebody, send me '63 PD Charts.
I'm desperate. Will pay up to $50 depending
on condition. Also would like '72 and '75
MLE and '71 and '75 NBA. Shayne Johnson,
4505 Windy Hill Rd., Decatur, Alabama
35603. ) - =
For Sale: PD fair condition $6.00, PO team
charts 1975 and 78, good condition $3.00
each. GFG good condition $6.50. USAC
good condition $7.00 cars painted. USAC
1978 driver cards good condition $3.00. Bob
Kourtakis, 28944 W._ King William,
Farmington Hills, Michigan 48018,
(1-313-553-7483).

For Sale or Trade; 1980 MLB and PD $8.00
each or trade one for SUP. Wayne Siaver,
3004 State St New Castle, Ind. 47362,

For Sale: TN excellent condltlon $8. 50 GFG
fair condition $6.50. Wrile or call Bob
Kourtakis, 28944 W. King William
Farmington Hills, Michigan 48018.

Want to Buy: pre-1978 SP-NBA season sets.
Will pay well. Give cendition and price. Will
sell many sports books, magazines, game
card sets. Send $1.00 for (ist, Terry Doison,
1531 Waukesha, Helena, MT 59601,

ALL-STAR REPLAY



Want to Buy: 72, 73 and 75 MLB player
cards. Statle condition and price of each!
Mike Moats, 5613 Hutson Rd., Kansas City,
Missouri 64151, {B16) 587-8748.

For Sale: Ratings for Warld Series team for
MLB for any year. Also ratings for NBA
finalists any year for NBA game. Price is
$1.00 per team. Write for more details. David
LeSueur, 5162 Gloria Ave., Encino, Calif.
91436, —

To Sell: SP BB great World Series teams of
past. Many teams from 1940’s on. Also non-
series teams and individuals. For complete
price list send 50¢ to: Steve Maraccini, 1856
Alemany Blvd., San Francisco, Calif. 94112.

Far Sale: 1972 Pen Race charts $20.00; 1972
& 1976 Paydirt charts $15.00/both. Also
wan! other Pen Race seasons, original
ATAS, and old MLB seascns. James C.
Gordon, 1221 8. El Camino, #304, 3an
Mateo, CA 94402.

For Sale: 1971 SI Baseball charts and rules,
1971 8l football charts, 1972 PD charts;
$10.00 each. Doug Richardson, 180 Rose
Ct., #1, Campbell, CA 95008. {408) 378-4388.
Wanted to Buy: an Sl All-Time All-Star
Game, or the 16 player stat cards, Send ask-
ing price to: Jack Lattemann, 314 NE. 56th
51., Seattle, WA 98105.

Wanted to Buy: 1960's MLB seasons, 1960's
NBA seasons, 1964 APBA football and any
APBA AFL cards as well as early 1960’s
cards tor face-off Hockey game. Mr. G.
Ferguson, 1483 Pritchard Ave., Winnipeg,
Manitoba, Canada R2X-0HBE.

WINNIPEG TABLE TOP
SPORTS FEDERATION

Founded —1978
Teams—To be drafted
Active Membera—3
Dues—TBA
Activities—Looking for team'’s managers in MLB, NBA,
APBA, FACE-OFE Hockey.
Membership Requirements—Live in or near Winnipeg
Contact—
Mr. G. Ferguson
1483 Pritchard Ave.
Winnipeg, Manitoba
Canada R2X-0H6
WINNIPEG TABLE TOP SPORTS FEDERATION

BOEING EMPLOYEES BASEBALL
LEAGUE (RENTON DIVISION)

Founded—Now forming
Teams—26 {The major leagues)
Active Members—11, want up to 26
Dues—TBA (Most likely none},
Activities—American league & National league
Schedule with play to begin with exhibition games in
March, and the league to start in April 1981, with All-
Star game followed by the playoffs & the World Series.
We will be using Status Pro-Baseball, 1980 team cards.
We will use the actual team rosters. Trades will be allowed.
Membership Requirements—Players should work at
Boeing, the Renton plant. We plan on playing our games
during our lunch hour. Each player should have his or
her own game.,
Contact—

Ron Lenarz

The Boeing Co.

F.O. Box 3707, M/A 74-23

Seattle, Wash. 98124

(206) 237-0511
BOEING EMPLOYEES BASEBALL LEAGUE

I

THE VICTORY OF MUSCLE OVER MIND

NEED NEW MEMBERS
FOR YOUR LEAGUE?

Your free ad in ASR will be seen by thousands!

And some of them can even read. If your
league is looking to expand, or just wants to
replace retired or blackballed members, then you
could hardly do better than to give us your ad to
run on this page—free! The only requirements are
that you adhere to the format given below, and
that your league is involved with one of our
Sports Ulustrated/ Avalon Hill games

To see your ad in the next issue, just send in
your intormation today. Please print or type.

Founded:
Teams:

Active members:
Dues:

Activities:

Membership requirements:

Contact:

THE SPORTS GAME DIGEST

UNITED BASEBALL ASSQOCIATION

Founded—1981.

Teams—Looking for 10.

Active Members—2.

Drues—$10.00 a season, plus $1.00 for tabulation sheets.

Activities—To play 156 games schedule using MLB. Also
we will have Playoffs and World Series. Members will
play 6 games every 10 days for a total of 78 home games
(using play-by-mail system). Approximately every 3
weeks (2 series) a newsletter rontaining stats and stand-
ings will be sent out to the members, Since we have a
home computer one team'’s stats can be compiled in a
matter of minutes, This saves time and assures accuracy
Because of the cormputer we feel that we can have an ex-
cellent league
Membership Requirements—Must own or have access to
MLB. Mo age limits You may live anywhere in the
World. Must be willing to complete season. Honesty and
prompiness very important.
Contact—

United Baseball Association

Pres Glenn

901 Valtey Creek Dr.

Plano, Texas 75075

(214} 596-4958

UNITED BASEBALL ASSOCIATION

UNITED STATES PROFESSIONAL

BASEBALL LEAGUE (U.S.P.B.L.)
Founded —March, 1980,
Teams—é& now, need 4-8 more managers for next season.
Active Members—5,
Dues—53.00 (postage and photocopies)
AcHvities—Each team is composed of players drafted
from all the Major League Teams A supplemental draft
for additional players is held before each season. Players
are maintained from year to year with trading encour-
aged  Each team will play 162 games (81 home). Statistics
are kept for each player on an easy to use stat sheet, We
have a World Series, All-Star Game and individual
awards {(MVP, Cy Young, etc.). There will also be a
trophy awarded to the World Champion
Membership Requirements—Must own Statis-Pro Major
League Baseball and player cards for each season
Players can live anywhere in the U.5 Must be willing to
complete all home games and keep accurate statistics
Responsibility and honesty are crucial
Contact—

United States Professional Baseball League

Ed ]. Coss, Commissioner

744 Chestershire Road

Columbus, Ohio 43204

{614) 276-2736
UNITED 5TATES PROFESSIONAL
BASEBALL LEAGUE (U.5.P.B.L.)

{OW;\ BASKETBALL ASSOCIATION
IBA

Founded—1981
Teams—Wll start drafting when we feel we have
enough,
Dues—When needed, possible
Active Members—1q
Activities—The IBA will begin when we feel we have
enough  Will play a whole season of Statis-Pro Basket-
ball, Trades will be allowed, players can even be bought,
There will be All-Star game, playoffs, and champion-
ship. Also awards like an MVP
Membership Requirements—Must live in area of Clinton,
can be any age, hurry don't be late for the draft.
Contact—

Tim Tack

3013 Pershing, lowa

243-4525

IOWA BASKETBALL ASSOCIATION (IBA)
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Could YOU manage in the higgies?

When you play super-realistic

- Sports llustrated
SRR Games from Avalon Hill,
the seasons never end.

_ e MAJDH LEAGUE gives you that chance!
p—— ’ f Replay a World Series,
= / SRR | B A S EBALL or an entire pennant
/ - race. You get "'stat” cards for every major leaguer;
more than 700 in all. Al players’ on-the-field
performances computer analyzed so they will
s perform in the game as in real life. Unigue
FAST ACTION system eliminates dice and
random chance elements. YOU must make
the right managerial decistons. Qutstanding
solitaire as well as head-to-head game.

Slat Cards
on more than
700 major league

Match up the all-time greats! You make alf the decisions.

COMPUTER Skﬂl.’i-:B 3:;: évins the game! s

Maiur ALL B t tatus Pro
BASEBM.I. STRATEGY Title ou Basketball

Solitalra or head-to-head for Award-winning game based Use actual performance records  Line ups, subs, game strategy

TRS-80% Lavel Il 16K or 32K* on the play-calling genius of  to stage your own classic bouts ... you call it using actual
Tournament, Apple 11 +® 48K.  legendary Johnny Unitas. —round by round. pro player performance statistics.

r-----------------_---------------1

j YES! Send me the games indicated:

[] Malor League ] Computer Major | Cassette §25 [ | Football Title []pre
I Baseball §18 League Baseball [ Disketta $30 Stralegy 314 Bout $1 ? Baaumuiﬁ :h‘ﬁ

D

Basketball D Regatta D

I Go for the D Superstar D Win, Place USAC Auto Speed S0
Green £13 Baseball §14 & Show §14 — Racing 8714 Strategy $14 316 Clrcuit
B14
l Olenclose$ ___ plus 10% for
postage and handing. iMare check or money
I order to The Avalon Hill Game Co.) NAME (PLEASE PWT e FREE!
[18ill my ADDRESS Qrder two or more games and

get America's hottest sports

0O Amexco [ Visa (] Master Charge

w1 g e, e e garnes magazine lor ong year
Ced No I (4 issues) at no extra charge —
il = STATE % 2 §5 value!
T E— e |
In a hurry: Ehargu customaers can SIGMATURE —_—

ASK FOR OPERATOR B
C11 entlose 50¢ for your Sports Games Catalog. Dept. SI1-81 » 4517 Harford Rd., Balto., MD 21214

L X 3§ 5 2 0 03 5 5 8 R 3 B ¥ N OB B N L 0L K _ 1 A N 0 B B R K} |
*For TRS-80 specify 16 or 32K Sports Hlustrated is & frademark of Tima Inc. and has been licensed to the Avalon Hill Game Compgany

call 800-638-9292 (Toll Free) o\ oo pAYABLE TO: Avaton Hill Games Sports llustrated

|



STATIS-PAO
MAJOR LEAGUE BASEBALL

OBR- 5P- HR-
cD- Sac- inj-
1Bf: 388:
1B7: HR:

1BB: K:

1B8: W

2B7: HPB:
2B8: Out:

289 Cht:

(BD Rating- )

1978 TOKYO YOMHURI GIANTS

©The Avalon HIll Game G

STATIS-PRO
MAJOR LEAGUE BASEBALL

Mashahiro YANAGIDA

COF-115 E3 T3

0OBR-C SP-D HR-1
CD-0 Sac-BB  Inj-5
1Bf: 11 3B8: 3132
1B7: 1213 HR:  33-36
1B88; 1415 K: a7-38
1BY: 16-17 W 41-48
2B7: 18-21 HPB:

2B8: 22-25 Cut:  51-88
2B9; 26-28 Cht: LP

{BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Fumiaki KADOTA

Throws: RIGHT Sac: E2

PB-2:5 SR-16 RR-6
1Bl 1113 K: 28-48
1B7: 1416 wW: 5164
188: 17-21 PB: 6566
189: 22.24 We;

BK: 25 Dut: 67-88

Starts/Relief: 17/11
1978 YOKQHAMA TAIYO WHALES

©The Avalan Hili Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Shiro MIYAMOTO

Throws: LEFT Sac: ES

PB-2-6 SA13 RR-6
1Bf: 1113 K- 25-43
1B7: 14-16 W 44.53
tB8: 17-21 PB:  54-55
1B9: 22-24 WP

BEK: Out: 56-88

Siarts/Relief: Bi7
1978 YOKUHAMA TAIYO WHALES

©The Avalon Hill Game Co

— e —————— — —— — —— —— —

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: Sac:
PB- SR- RR-
1Bf: K
1B7: W
1B8: PB:
189: WP
BK:

StartsiRslief:
1978 TOKYQ YOMIURI GIANTS

@The Avalon Hill Game Co.

STATIS-PAD
MAJOR LEAGUE BASEBALL

Kenji AWAGUCHI

OF-BO E3 T2
QOBR-B 5P-D HR-0
CD-0 Sac-CC  Inj-7
1Bf: 1113 3B8:
1B7: 1417 HR: a7-42
188: 18-23 ¥ 43-56
1B9: 24-27 W
2B7: 28-31 HPB:
2B8: 3234 Qut: 57-88
2B9: 35-36 Cht: LP

(BD Rating-0j
1878 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Osamu NOMURA

Throws. RIGHT Sac: E4

PB-2-7 SR-16 AR-8
1Bf 1112 K: 24-33
1B7: 13-15 W 34.37
1BB: 16-18 FB: 38
189: 21-23 we: 41
BK: Out:  42-86

Starts/Relief: 16/8
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Gama Co

STATIS PRO
MAJOR LEAGUE BASEBALL

MASAJI HIRAMATSU

Throws: RIGHT 8ac E10

PB-2-6 SR-15 RR-8
1Bf: 1113 K: 25-36
1B7: 14186 W, 37-44
188: 17-21 PB: 45-46
189: 2224 WP 47
BK: Out: 4888

Starts/Relief: 11111
1978 YOKOHAMA TAIYD WHALES

€The Avalon Hill Game Co

. —— i —— —— — — ——— — ——

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: Bag:
PB- SR- RR-
1Bf: K:
1B7: w:
1B8: PB:
1B WP:
BK: Out:

Starta/Relief:
1678 TOKYO YOMIURI GIANTS

& The Avalon Hill Game Ca

STATIS-PRC
MAJOR LEAGUE BASEBALL
Keljo ASANC
Throws: RIGHT Sac: Et

PB-2-§ SA-13 AR-&
1Bf: 11-13 K: 25.38
1B7: 14-16 W 41-57
1Ba: 1721 PB: 58-61
1B9: 22.24 WP

BK: Out; 6288

Starts/Relief. 8/8
1878 TOKYD YOMIURI GIANTS

©The Avalen HIll Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL
Akio SAITO
Throws RIGHT Sac: E2
PB-2-7 SR-15 RR-T
1Bf: 1113 I 26-38
1B7: 1416 W 41-44
188 17-21 PB: 45
189: 22-24 We:
BK Out:  46-88

Staris/Relief: 14118
1978 YOKOHAMA TAIYO WHALES

@The Avalon Hill Game Go

STATIS-PRO
MAJOR LEAGWE BASEBALL

Shigeyoki TAKAHASHI

Throws: RIGHT Sac: E1

PB-2-7 SH-14 RR-T
1Bf: 1113 K. 26-33
1B7: 14-16 W 35342
1B8: 17-21 PB: 4344
1B9: 22-24 WP: 45
BK: Qut: 4688

Staris/Relief: 15/5
1978 YOKOHAMA TAIYO WHALES

@The Avalon Hill Game Co

—— ——— —— i

STATIS-PRO
MAJOR LEAGUE BASEBALL

OBA- SP- HR-
CD- Sac- In|-
181 3B8:
1B7: HR:

1B8: K

1B9: W

287: HPB:
288 Out:
289: Cht:

(BD Rating- }

1978 TOKYQ YOMIURI GIANTS

©The Avalon HI) Game Co.

STATIS-PRO
MAJGR LEAGUE BASEBALL

OBR- SP- HR-
cD- Sac- Inj-
1Bf: 3B8:
1B7: HR:

1BB: K:

189 wW-

2B7: HPB:
2B8: QOut:

2B9: Cht:

(BD Rating- )

1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL
Micho SATO
Throws: RIGHT Sac: E2

PB-2.5 SR-20 RR-10
1Bf: 1113 K: 28-55
1B7: 1417 W: 56-64
1B&: 18.23 Pe: 65-66
189 24.27 o WP
BK: Out: 6788

Starts/Relief: 14/4
1976 YOKOHAMA TAIYO WHALES

&The Avalon Hill Game Co,

STATIS-PRO
MAJOR LEAGUE BASEBALL

Kenichi WAKABAYASHI

OF-4z E1 T4
OBR-C SP-D HR-0
cD1 Sac-DD  Inj-8
1Bf: 1117 3B8:
1B7; 18-26 HR:
1B8: 27-37 K 47.81
1B9. 38-46 W 82.88
287: HPB:
2B8: Qut:
2B9; Cht: RN

{BD Rating-0)
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co



STATIS-PRO
MAJOR LEAGUE BASEBALL

Tsuneo HORIUCHI
Throws: RKGHT Sac. ES

PB-2-7 SR-1§ AR-B
1Bf: 1113 K: 25-36
187: 1418 W 7-42
1B8: 17-21 PH: 43
1B89: 22-24 WP M
BK: Out: 4588

Starts/Reliel: 24/3
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Hisac NIURA

Throws: LEFT Sac: E3

PB-24 SR-8 RR-2

1Bf: 1112 K: 24-38
187: 1314 W 41-45
188: 1517 PB: 48
1B9: 18-22 WwpP: a7
BK: 23 Qut:  48-88

Starts/Reliel: 4/34
1978 TORYO YOMIUR) GIANTS

@The Avalon Hill Game Co.

STAYIS-PRAO
MAJOR LEAGUE BASEBALL
Isac SHIBATA
OF-125 E2 T3
QBR-A SP-A HR-0
cDA1 Sac-CC  Inj-3
1Bf; 1112 ags: 32
1B7: 1314 HA: 3335
1B8: 1517 K: 36-38
1B8%: 18-21 W 41-54
2B7: 22-24 HPB:
2B8: 2527 QOut:  55.88
2B9; 28-31 Cht: SN

(BD Rating-0)
1978 TOKYO YOMIUR| GIANTS

®The Avalon Kill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Kasumasa KONO

$5-128 E4

OBR-A SP-B HR-0
G0 Sac-AA Inj-2
18f. 1114 JBA:

1B7: 15-18 HR:  36-37
1B8: 21-24 K: 38-42
tB9: 25-28 W 43-47
287 31-32 HPB:

2B8; 33-34 Out:  48-88
2B9: 35 Cht: RN

(BD Rating-0}
1878 TOKYO YOMIURI GIANTS

@ The Avalon Hill Garne Go

STATIS-PRO
MAJOR LEAGUE BASEBALL

Takashi NISHIMOTO

Throws: RIGHT Sac: ES

PB-2.7 SR-12 AR-6
18f 1112 K: 2433
1B87: 1315 W 34-38
1B8: 16-18 PB. 4
1B9: 21-23 WP 4243
BK: Out:  44-88

Starts/Relief: 12113
1978 TOKYO YOMIURI GIANTS

©The Avalon HHl Gama Co,

STATIS-PRO
MAJOR LEAGUE BASEBALL

Isac HARIMOTO

OF-115 E4 T3
QBR-C SP-D HR-2
cD-2 Sac-CC  Inj-5
1Bf: 11-13 388:
1B7: 1416 HR: 32:37
1B8; 17-22 K:
189; 2325 W 36-48
2B7: 26 HPB:
2B8: 27-28 Cut: 5188
2B9: 3t Cht. LP

{BD Rating-1)
1978 TOKYQ YOMIURI GIANTS

©The Avalon Hill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Mitsuo SUMI

Throws: LEFT Sac: ED

PB-2-7 SR-12 AR-4
18t 1112 K: 21-38
1B7: 1314 w: 37.52
188: 1516 PB: 53.54
1B9: 1716 WP: 55
BK: Qut: 58-88

Starts/Relief: 8118
1878 TOKYO YOMIURI GIANTS

®The Avalon Hill Game Co

STATIS-PRO
MAJQR LEAGUE BASEBALL

Johnny SIPIN

2B-116 E3

OBR-B SP-D HR-0
cD-2 Sac-AA  Inj-b
1Bf: 1113 3B8:

1B7: 1417 HR: 3541
1B8: 18-23 K: 42-47
1B9: 24.26 W 48-57
2B7: 27-28 HP&:

2B8: 31.32 Out: 5888
289: 33-34 Cht: RP

{BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avaion Hil{ Gama Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Hajime KATO
Throws: RIGHT Sac: E2

PB-2-7 5R-13 AR-7
1Bf: 1112 K: 2541
1B7: 1315 W: 42.48
1B8: 1618 PB:  51-52
189: 21-23 WP: 53
BK: 24 Out: 5488

Startg/Rellef: 2045
1678 TOKYQ YOMIURI GIANTS

©The Avalon Hili Game Cao

STATIS-PRC
MAJOR LEAGUE BASEBALL

Haruaki HARADA

OFB82 E1 T3

OBR-B SP-D HR-0
CD-0 Sac-DD  inj-7
1Bf: 11 3Bs:

1B7: 1213 HR: 28-34
1B8: 1415 K 35-43
1B9: 1617 W 44-53
2B87: 18-21 HPB:

2B8: 22-24 Qui:  54.88
2B9: 25-27 Cht: LN

(BD Raling-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hil! Game Go

STATIS-PRO
MAJOR LEAGUE BASEBALL

Koji YAMAMOTO

28-20 E2 855 EQ

3B-35 E4

OBR-C Sp.o HR-1
cDo Sac-DD  Inj-7
1Bf; 11-14 3B8: ar-38
1B7: 1521 HR: 41-42
1B6- 22-26 K: 43
189: 27-33 W: 44-45
2B7: HPB:

2B8: 35 Qut; 4788
2B9: 36 Chi: LN

{BD Raling-0)
1678 TOKYO YOMIURI GIANTS

®@The Avalon Hill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Tomoharu FUKUSHIMA

c-82 E3 TB

OBR-C SP.D HR-0
Cha Sac-BB  In)7
1Bf: 31B8:

187: 11 HR: 1617
1B8: 12 K: 18-24
1B%: 13 W 25
2B7: 14 HPB:

2B8: 15 Dut: 26-88
289: Cht: RN

{BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co

—_———— —

— e —— — ————— —— — — — . — I — e et e e o S i T S

STATIS-PRQ
MAJOR LEAGUE BASEBALL

Takashi YOSHIDA

CH4 €1 TA
OBR-C SP-D HR-0
CD-1 Sac-BB  Inj-A
1Bf 388
1B7: 11 HR: 1B
1B8: 12 K:
1B9: W
2B7: 13 HPB:
2B8: 14 Cut: 1788
289: 15 Cht; RN

{BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Ca,

STATIS-PRO
MAJOR LEAGUE BASEBALL

Sadaharu OH

1B-13¢ E1
OBR-C SP-D HR-2
CD-2 Sac-AA  Inj-0
1Bt: 3es:
187: 11-12 HR: 2434
188 1314 K
1B9: 15-16 W, 35-58
287: 17 HPB:
2B8: 18-21 Qut: &61-88
2B89: 22.23 Cht:  LP

{BD Rating-2)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Cao.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Shigeru TAKADA

3B-100 EB

OBR-B SP-C HR-2

CD-0 Sac-AA  Inj-B
1Bf: 11-13 aBa: 34
187: 1417 HR: 3536
1B8: 18-23 K:

1B9: 24-26 W ar-45
2B7: 27-28 HPB:

2B4: 31.32 Cut:  46-88
2BY: 33 Cht: RN

{ED Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co

STATIS-PRQ
MAJOR LEAGUE BASEBALL

Kazuhiro YAMAKURA

C49 E4 TH

OBR-D SP-D HR-0
CD0 Sac-CC  1nj-B
1B 11 aBs:

1B7: 1214 HR: 25-27
188: 1517 K: 28-42
1B89: 18-21 W 43
2B7: 22 HPE:

2B8: 23 Cut:  44-88
289: 24 Cht: RN

{BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalen Hill Game Co



STATIS-PRO
MAJOR LEAGUE BASEBALL

Matayukl NAKATSUKA

OF-124 E1 T3
OBR-B SP-D HR-2
CD-0 Sac-BB  Inj-4
1B1; 1918 3B8: 42
1B7: 18-22 HA:
1B88: 23-27 K:
189; 28-34 W 43-46
2B7: 35 HPB:
288: 368-37 Qut: 4788
2Bg: 41 Cht: LN

(BD Rating-0)
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Ca.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: Sac:
PB- 5R- RR-
1Bt K:
187: W
1Ba: PB:
1B9: WP:
BK: Qut:

Starts/Relief:
1978 YOKOHAMA TAIYO WHALES

@The Avakon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: San
PB- S5R- RR-
18f: K:
1BY: W:
1B8: PB:
1B88: wWhP:
BK: Qut:
Starts/Raliel:

1978 YOKOHAMA TAIYQ WHALES

@7The Avalon Hilt Gama Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: Sac
PB- SR- RAR-
1Bf: K:
1B7: W:
1B8: PB:
1B9: WP:
BK: Out:

Starta/Relief:
1878 YOKOHAMA TAIYQ WHALES

& The Avalan Hill Garne Co

STATIS-PRC
MAJOR LEAGUE BASEBALL

Mitsuo MOTOI

2825 E2 5515 E3

B3 EQ OF18 B2
OBR-A SP-B HRA-1

cD-0 Sac-AA  Inj-8
1Bf: 11-13 3Be:

1B7: 1417 HRA: 36-38
188; 1823 K a1
188: 24-27 W: 42
2B7. 28-21 HPB:

288: 32-33 Qut: 4388
2B9: 34-35 Cht: RN

(BD Rating-0}
1878 YOKOHAMA TAIYQ WHALES

@ The Avalon HIM Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Felix MILLAN

2B-120 E4
OBR-G SP-D HR-2
cD-0 Sac-AA  Inj4
1Bf: 11-14 3p8: 37
187. 1518 HF: 38
1BE: 21-25 K:
1B89: 26-31 W H
2B7: 3233 HPB:
2B8: 34-35 Qut: 4288
2B9: 36 Cht: RN

{BD Ratlng-0)
1978 YOKOHAMA TAIYO WHALES

@The Avalon Hill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Hisaaki FUKUSHIMA

C-118 E4 TH

OBR-D sP-D HR-D
CD-1 Sac-BB  inj-5
1B1: 11 B8 26
1B7: 1213 HR: 27.35
1B8: 14-15 K: 36-43
189: 1617 W 44-48
2B7: 18-21 HPE:

2B88: 2223 Qut: 5148
2B9; 2425 Cht: RP

(BD Rating-0)
1878 YOKOHAMA TAIYO WHALES

©The Avaion Hih Game Co.

STATIS-PRO
MAJOA LEAGUE BASEBALL

OBR- SP- HR-
CD- Sac- Inj-
1Bf: 3B8:
1B7: HR:

1B8; K:

189: w:

287 HPE:
2B8: Cut;
2B9: Cht:

(ED Rating- )

1978 YOKOMAMA TAIY WHALES

®The Avaion Hill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Tomio TASHIRO

3B-126 ES

OBR-C SP-D HR-0
cD-0 Sac-BB  Inj-1
1B8f. 11142 3aBa:

1B7: 1314 HA: 28-36
182 1516 K 3752
1B9: 17-18 W 53-58
287 21-22 HPE:

2B8: 2325 Out: 6188
2B9: 26-27 Cht: AP

(BD Rating-1)
1978 YOKOHAMA TAIYO WHALES

©Tne Avalon HIl Game Cao.

STATIS-FRO
MAJOR LEAGUE BASEBALL

Makoto MATSUBARA

18-129 E2
QOBR-C SP-D HA-2
CD-1 Sac-AA  inj-1
181: 1113 3BE:
1B7: 14-16 HR: 41-44
1B8: 17-22 K
1B9: 23-25 W 45.47
2B7: 28-28 HFB:
2B8: 31-34 Qut:  48-88
2B9; 35-38 Cht:  RP

(BD Rating-0)
1978 YOKOHAMA TAIYO WHALES

@The Avaton Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL
Yashuhiko TSUJI

car €1 TG
OBR-D SP-D HR-0
CD0 Sac-CG  Inj-8
1Bf: 11 3e8:
187 12-13 HR: 2228
188: 1415 K. 27-51
1B9: 1617 w: 52-72
2B7. 18-21 HPB:
2B88: Oul: 7388
2B9: Cht:  RP
{BD Rating-0)

1878 YOKOHAMA TAIYO WHALES

©The Avalon Hill Gams Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

0OBR- SP- HR-
CD- Sac- Inj-
184 3B8:
1B87; HR:

1B&: K.

1B9: W,

2B7: HPE:
2Ba: Out:
2B49: Cht:

(BD Rating- }

1878 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co

STATIS-PRO
MAJOR LEAGUE BASEBALL

Yoshlkazu TAKAGI

OF-126 E4 T2

OBR-C SP-D HR-0
cDa Sac-AA  Inj-3
1Bf; 1113 3B8: 35
1B7: 1416 HR: 36-43
1BAB: 17-21 K M-a7
1B8; 22-24 W: 4857
287 25-26 HPB:

2B8: 27-H Out: 58-88
2B9: 32-34 Cht: LP

(BD Rating-0)
1878 YOKGHAMA TAIYO WHALES

@'The Avalon HIll Game Co,

STATIS-PRO
MAJOR LEAGUE BASEBALL

Keiichl NAGASAKI

OF-128 E3 T3

OBR-A SP-A HR-0
co-2 Sac-AA  Inj-2
iBE 11 3BB8: 26-27
187 12 HR:  26-34
1B86; 13-14 K: 35-42
1B9: 15 W: 43-57
287 1617 HPB:

2B8: 18.22 Out: 58-88
2B8: 23-25 Cht:  LP

{BD Rating-0)
1878 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co

STATIS-FRD
MAJOR LEAGUE BASEBALL

Daisuke YAMASHITA

55-120 E4
OBR-B SPC HR-0
CD-1 Sac-AA  Inj1
1Bf. 1112 3B8: 2627
187: 1314 HR:  28-31
1B8: 1518 K 324
1B9: 17-18 W 4252
2B7: 21-22 HPB:
288; 23-24 Out: 5388
289; 25 cht: RN
{BD Raling-0)

1978 YOKOHAMA TAIYO WHALES

@The Avalon Hill Game Co,

STATIS-PRO
MAJOR LEAGUE BASEBALL

OBR- SP- HR-
CD- Sac- Inj-
1B81: 3B8:
1B7: HR:

1B88: K:

1B9: W:

2B7: HFPB:
2B8; Out:
2B9: Cht:

(BD Rating- )

1878 YOKOHAMA TAIYO WHALES

€The Avalon Hill Game Co



STATIS-PRO
MAJOR LEAGUE BASEBALL

Tsuneo HORIUCHI
Throws: RIGHT Sac: E5

PB-2-7 SR-15 RR-8
1Bf: 11-13 K: 25-36
1B7: 14-16 W: 3742
1B8: 17-21 PB: 43
1B9: 22-24 WP: 44
BK: Out:  45-88

Starts/Relief: 24/3
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Hisao NIURA

Throws: LEFT Sac: E3

PB-2-8 SR-8 RR-2
1Bf: 11-12 K: 24-38
1B7: 13-14 w: 41-45
1B8: 15-17 PB: 46
189: 18-22 WP: 47
BK: 23 Out:  48-88

Starts/Relief: 4/34
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Isao SHIBATA

OF-125 E2 T3

OBR-A SP-A HR-0
CD-1 Sac-CC Inj-3
1Bf: 11-12 3B8: 32
1B7: 13-14 HR: 33-35
1B8: 15-17 K: 36-38
1B9: 18-21 w: 41-54
2B7: 22.24 HPB:

2B8: 25-27 Out:  55-88
2B9: 28-31 Cht: SN

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avaion Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Kasumasa KONO

SS-128 E4

OBR-A sSP-8 HR-0
CD-1 Sac-AA  Inj-2
1Bf: 11-14 3B8:

1B7: 15-18 HR:  36-37
1B8: 21-24 K: 38-42
1B9: 25-28 W: 4347
2B7: 31-32 HPB:

2B8: 33-34 Out:  48-88
2B9: 35 Cht: RN

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Takashi NISHIMOTO

Throws: RIGHT Sac: ES

PB-2-7

1Bf:

1B7: 13-15

1B8:
1B9:
BK:

1112

16-18
2123

SR-12

K:
w:
PB:
WP:
Out:

Starts/Relief: 12/13

RR-5

24-33
34-38
41

42-43
44-88

1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Isao HARIMOTO

OF-115 E4 T3
OBR-C SP-D
CD-2 Sac-CC
1Bf: 11-13 3B8:
187: 14-16 HR:
1B8: 17-22 K:
1B9: 23.25 w:
2B7: 26 HPB:
2B8: 27-28 Out:
2B9: 31 Cht:

(BD Rating-1)

HR-2

Inj-5
3237
38-48

51-88
LP

1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

PB-2-

1Bf:
1B7:
1B8:
1B9:
BK:

STATIS-PRO
MAJOR LEAGUE BASEBALL

Mitsuo SUMI

Throws: LEFT Sac: EQ

7

1112
13-14
15-16
1718

SR-12

K:
W
PB:
WP:
Out:

Starts/Relief. 6/19

RR-4

21-36
37-52
§3-54
55

56-88

1978 TOKYO YOMIURI GIANTS

©The Avaion Hill Game Co.

OBR-
CcD-2

1Bf:
1B7:
1B8:
1B9:
2B7:
2B8:
2B9:

STATIS-PRO
MAJOR LEAGUE BASEBALL

Johnny SIPIN

2B-116 E3

B SP-D

Sac-AA
1113 3B8:
1417 HR:
18-23 K:
24-26 W
27-28 HPB:
31-32 Out:
33-34 Cht:

(BD Rating-0)

HR-0
Inj-5

35-41
42-47
48-57

58-88
RP

1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Hajime KATO

Throws: RIGHT Sac: E2

PB-2-7 SR-13 RR-7
1Bf: 1112 K: 25-41
187: 13-15 W 42-48
1B8: 16-18 PB:  51.52
189: 21-23 WP: 53
BK: 24 Out:  54-88

Starts/Relief: 20/5
1878 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Haruaki HARADA

OF-62 E1 T3
OBR-B SP-D HR-0
CD-0 Sac-DD  Inj-7
18f: 11 3B8:
1B7: 1213 HR:  28-34
1B8: 1415 K: 3543
189: 16-17 W 44-53
2B7: 18-21 HPB:
2B8: 22.24 Out:  54-88
2B9: 25-27 Cht: LN

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avaton Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Koji YAMAMOTO

2B-20 E2 SS-5 EO

3B-35 E4

OBR-C SP-D HR-1
CD-0 Sac-DD  Inj-7
1Bf: 11.14 3B8: 37-38
1B7: 15-21 HR:  41.42
1B8: 22-26 K: 43
1B9: 27-33 W: 44-46
2B7: HPB:

2B8: 35 Out:  47-88
2B9: 36 Cht: LN

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Tomoharu FUKUSHIMA

C82 E3 TB

OBR-C SP-D HR-0
CD-1 Sac-BB  Inj-7
1Bf: 3B8:

1B7: 11 HR:  16-17
1B8: 12 K: 18-24
189: 13 W: 25
2B7: 14 HPB:

2B8: 15 Out:  26-88
2B9: Cht: RN

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Takashi YOSHIDA

C-54 E2 TA
OBR-C SP-D HR-0
CD-1 Sac-BB  Inj-8
1Bf: 3B8:
1B7: 11 HR: 16
1B8: 12 K:
1B9: W:
2B7: 13 HPB:
2B88: 14 Out: 17-88
2B9: 15 Cht: RN

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Sadaharu OH

1B-130 E1
OBR-C SP-D HR-2
CD-2 Sac-AA  Inj-0
1Bf: 3B8:
1B7: 11-12 HR: 24.34
1B8: 13-14 K:
1B9: 15-16 Wi 35-58
2B7: 17 HPB:
2B8: 18-21 Out: 61.88
2B9: 22-23 Cht:  LP

(BD Rating-2)
1978 TOKYO YOMIUR! GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Shigeru TAKADA

38-100 E6
OBR-B SP-C HR-2
CD-0 Sac-AA  Inj-6
1Bf: 11-13 3B8: 34
1B7: 1417 HR:  35-36
1B8: 18-23 K:
1B9: 24-26 W: 37-45
2B7: 27-28 HPB:
2B8: 31-32 Out:  46-88
2B9: 33 Cht: RN

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Kazuhiro YAMAKURA

C-69 E4 TB

OBR-D SP-D HR-0
CD-0 Sac-CC  Inj-8
1Bf: 11 3B8:

1B7: 1214 HR: 2527
1B8: 15-17 K: 28-42
1B9: 18-21 W: 43
2B7: 22 HPB:

2B8: 23 Out:  44-88
289: 24 Cht: RN

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.




STATIS-PRO
MAJOR LEAGUE BASEBALL

Matayuki NAKATSUKA

OF-124 E1 T3
OBR-B SP-D HR-2
CD-0 Sac-BB  Inj-4
1Bf: 11-15 3B8: 42
1B7: 16-22 HR:
1B88: 23-27 K:
1B9: 28-34 w: 43-46
2B7: 35 HPB:
2B8: 36-37 Out:  47-88
2B9: 38-41 Cht: LN

(BD Rating-0)
1978 YOKOHAMA TAIYQO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: Sac:
PB- SR- RR-
1Bf: K:
1B7: W
1B8: PB:
1B9: WP:
BK: Out:

Starts/Relief:
1878 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: Sac:
PB- SR- RR-
1Bf: K:
1B7: w:
1B8: PB:
1B9: WP:
BK: Out:

Starts/Relief:
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: Sac:
PB- SR- RR-
1Bf: K:
1B7: w:
1B8: PB:
1B9: WP:
BK: Out:

Starts/Relief:
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Mitsuo MOTOI

2B-25 E2 §S-15 E3

38-3 EO OF-16 E2
OBR-A SP-B HR-1

CcD-0 Sac-AA  Inj-6
1Bf: 1113 3B8:

1B7: 1417 HR:  36-38
1B8: 18-23 K: a1
189: 24-27 w: 42
2B7: 28-31 HPB:

2B8: 32-33 Out:  43.88
2B9: 34-35 Cht: RN

(BD Rating-0)
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Felix MILLAN

2B-120 E4

OBR-C SP-D HR-2

CD-0 Sac-AA  Inj-4
1Bf. 11-14 3B8: 37
1B7: 1518 HR: 38
188: 21.25 K:

1B9: 26-31 A a1
2B7: 32-33 HPB:

2B8: 34-35 Out: 4288
2B9: 36 Cht: RN
(BD Rating-0)

1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Hisaaki FUKUSHIMA

C-118 E4 TB

OBR-D SP-D HR-0
CD-1 Sac-BB  Inj-5
1Bf: 11 3B8: 26
1B7: 1213 HR: 27-35
1B8: 14-15 K: 36-43
1B9: 16-17 W: 44-48
2B7: 18-21 HPB:

2B8: 22-23 Out: 5188
2B9: 24-25 Cht: RP

(BD Rating-0)
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

OBR- SP- HR-
CD- Sac- Inj-
1Bf: 3B8:
1B7: HR:

1B8: K:

1B9: w:

2B7: HPB:
2B8:; Out:
2B9: Cht:

(ED Rating- )

1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Tomio TASHIRO

3B-129 E5

OBR-C SP-D HR-0
CD-0 Sac-BB  Inj-1
1Bf: 11-12 3B8:

1B7: 13-14 HR: 28-36
188: 15-16 K: 37-52
1B9: 17-18 w: 53-58
2B7: 21-22 HPB:

2B8: 23-25 Out: 6188
2B9: 26-27 Cht: RP

(BD Rating-1)
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Makoto MATSUBARA

1B-129 E2
OBR-C SP-D HR-2
CD-1 Sac-AA  Inj1
1Bf: 1113 3B8:
1B87: 14-16 HR:  41-44
1B8: 17-22 K:
189: 23-25 W: 45-47
2B7: 26-28 HPB:
2B8: 31-34 Out:  48-88
2B9: 35-38 Cht: RP
(BD Rating-0)

1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Yashuhiko TSUJI

C-37 E1 TC

OBR-D SP-D HR-0
CD-0 Sac-CC  Inj-8
1B8f: 11 3B8:

1B7: 1213 HR: 22-26
1B8: 14-15 K: 27-51
189: 16-17 w: 52-72
2B7: 18-21 HPB:

2B8: Out: 7388
2B9: Cht:  RP

(BD Rating-0)
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

OBR- SP- HR-
CD- Sac- Inj-
1Bf: 3B8:
1B7: HR:

1B8: K:

1B9: W:

2B7: HPB:
2B8: Out:
2B9: Cht:

(BD Rating- )

1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Yoshikazu TAKAG!

OF-126 E4 T2

OBR-C SP-D HR-0
CD-0 Sac-AA  Inj-3
iB8f. 1113 3B8: 35
1B7: 1416 HR:  36-43
1B8: 17-21 K: 44-47
1B9: 22-24 W 48-57
2B7: 25-26 HPB:

2B8: 27-31 Out: 58-88
2B9: 32-34 Cht: LP

(BD Rating-0)
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Keiichi NAGASAKI

OF-128 E3 T3
OBR-A SP-A HR-0
CD-2 Sac-AA  Inj-2
1Bf: 11 3B8: 26-27
1B7: 12 HR:  28-34
1B8: 13-14 K: 35-42
1B9: 15 W 43-57
2B7: 16-17 HPB:
2B8: 18-22 Out: 58-88
2B9: 23-25 Cht: LP
(BD Rating-0)

1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Daisuke YAMASHITA

$S-129 E4
OBR-8 SP-C HR-0
CD-1 Sac-AA  Inj-1
1Bf: 11-12 3B8: 26-27
1B7: 13-14 HR:  28-31
188: 15-16 K: 32-41
1B9: 17-18 W 42-52
2B7: 21-22 HPB:
2B8: 23-24 Out: 53-88
2B9: 25 Cht: RN

(BD Rating-0)
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

OBR- SP- HR-
CD- Sac- Inj-
1Bf: 3B8:
1B7: HR:

1B8: K:

1B9: W

2B7: HPB:
288: Out:
2B9: Cht:

(BD Rating- )

1978 YOKOHAMA TAIYO WHALES

©The Avaion Hill Game Co.




STATIS-PRO
MAJOR LEAGUE BASEBALL

OBR- SP- HR-
CD- Sac- Inj-
1Bf: 3B8:

1B7: HR:

1B8: K:

189: w:

2B7: HPB:
2B8: Out:

2B9:; Cht:

(BD Rating- )

1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Mashahiro YANAGIDA

OF-115 E3 T3

OBR-C SP-D HR-1
CD-0 Sac-BB  Inj-5
18f: 11 3B8: 31-32
1B7: 12-13 HR:  33-36
1B8: 14-15 K: 37-38
1B9: 16-17 W: 41-48
2B7: 18-21 HPB:

2B8: 22-25 Out: 51-88
2B9: 26-28 Cht: LP

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Fumiaki KADOTA

Throws: RIGHT Sac: E2

PB-2:5 SR-16 RR-8
1Bf: 11-13 K: 26-48
1B7: 14-16 w: 51-64
1B8: 17-21 PB: 6566
1B9: 22.24 WP:

BK: 25 Out: 67-88

Starts/Relief: 1711
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Shiro MIYAMOTO

Throws: LEFT Sac: E5

PB-2-6 SR-13 RR-6
1Bf: 1113 K: 25-43
1B7: 1416 w: 44-53
1B8: 17-21 PB: 5455
1B9: 22.24 WP:

BK: Out:  56-88

Starts/Relief: 8/7
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: Sac:
PB- SR- RR-
1Bf: K:
1B7: w:
1B8: PB:
1B9: WP:
BK:

Starts/Relief:
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Kenji AWAGUCHI

OF-80 E3 T2
OBR-B SP-D HR-0
CD-0 Sac-CC Inj-7
1Bf: 1113 388:
1B7: 1417 HR: 37-42
1B8: 18-23 K: 43-56
1B9: 24.27 w:
2B7: 28-31 HPB:
2B8: 32-34 Out: 57-88
2B9: 35-36 Cht: LP

(BD Rating-0)
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Osamu NOMURA
Throws: RIGHT Sac: E4

PB-2-7 SR-16 RR-8
1Bf: 11-12 K: 24-33
1B7: 13-15 W 34.37
1B8: 16-18 PB: 38
1B9: 21-23 WP: 41
BK: Out:  42-88

Starts/Relief: 16/8
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

MASAJI HIRAMATSU

Throws: RIGHT Sac: E10

PB-2-6 SR-15 RR-8
1Bf: 11-13 K: 25-36
1B7: 14-16 W: 37-44
1B8: 17-21 PB: 45-46
1B89: 22.24 WP: 47
BK: Out:  48-88

Starts/Relief: 11/11
1978 YOKOHAMA TAIYO WHALES

®The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Throws: Sac:
PB- SR- RR-
1Bf. K:
1B7: w:
1B8: PB:
1B9: WP:
BK: Out:

Starts/Relief:
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL
Keijo ASANO
Throws: RIGHT Sac: E1

PB-2:5 SR-13 RR-6
1Bf: 1113 K: 25-38
1B7: 14-16 w: 4157
1B8: 17-21 PB: 58-61
1B9: 22-24 WP:

BK: Out: 62-88

Starts/Relief: 8/9
1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL
Akio SAITO
Throws: RIGHT Sac: E2

PB-2-7 SR-15 RR-7
1Bf: 1113 K: 25-38
1B7: 1416 W: 41-44
1B8: 17-21 PB: 45
1B9: 22-24 WP
BK: Out:  46-88

Starts/Relief: 14/18
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

Shigeyoki TAKAHASHI

Throws: RIGHT Sac: E1

PB-2-7 SR-14 RR-7
1Bf; 11-13 K: 25-33
1B7: 14-16 wW: 34-42
1B8: 17-21 PB: 4344
1B9: 22-24 WP: 45
BK: Out:  46-88

Starts/Relief: 15/5
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

OBR- SP- HR-
CD- Sac- Inj-
1Bf: 388:
1B7: HR:

1B8: K:

189: W:

2B7: HPB:
2B8: Out:
2B9: Cht:

(BD Rating- )

1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL

OBR- SP- HR-
CD- Sac- Inj-
1Bf: 3B8:
1B7: HR:

1B8: K:

1B9: W

2B7: HPB:
2B8: Out:
2B9: Cht:

(BD Rating- )

1978 TOKYO YOMIURI GIANTS

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL
Micho SATO
Throws: RIGHT Sac: E2

PB-2-5 SR-20 RR-10
1Bf: 1113 K: 28-55
1B7: 14-17 W: 56-64
1B8: 18-23 PB: 65-66
1B9: 2427 . WP
BK: Out: 67-88

Starts/Relief: 14/4
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.

STATIS-PRO
MAJOR LEAGUE BASEBALL
Kenichi WAKABAYASHI
OF-42 E1 T4
OBR-C SP-D HR-0
CD-1 Sac-DD  Inj-8
1Bf: 1117 3B8:
1B7: 18-26 HR:
1B8: 27-37 K: 47-81
1B9: 38-46 W: 82-88
2B7: HPB:
2B8: Out:
2B9: Cht: RN

(BD Rating-0)
1978 YOKOHAMA TAIYO WHALES

©The Avalon Hill Game Co.



