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DUGOUT,

By William T. Hughes

With this year's Wimbledon tournament
recently completed and the U.S. Open just
around the bend, we're pleased to be able
to announce the release of PRO TENNIS —
the most comprehensive and realistic
simulation of court action on the market!
Now you can re-create the “Grand Slam”
events, or run your own tournament, if
you hke. Ratings for 50 men and 50 women
tennis stars are featured, including such
categories as serve and return, volley,
special and clutch shots. There's also plenty
of room for effective use of strategy in the
game so that the top seeds won't always
win. By choaosing to “rush the net”, for ex-
ample, you might be able to emulate Kathy
Jordan's upset of Chris Evert in this year's

Wimbledon. All in all, the “advantage”

will be yours when vou purchase PRO
TENNIS—just $16.

Now that the gridiron exhibition (oops, we
mean “pre-season’’) games have begun, we
want to remind you that the upcoming
third edition of the rules (available by
September) for STATIS-FRO FOOTBALL
will be the best yet, As was said in the ast
issue, there will be a superb system for
salitaire play, as well as new and easier-to-
read Fast Action cards, All ball-handlers
will now be rated for fumble [requency ito
separate the Steve Thurlos from the Larry
Usonkas) and endurance (so no longer will
a Jim Del Gaizo beat a Joe Namath for the
starting QB spot). By theway, westill hope
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NOW AVAILABLE!

8 GRAND PRIX TRACKS

The Complete

._':‘

If you are a fan of SPEED CIRCUIT, Avalon Hill’s classic grand prix
auto racing game, then you won'l want to mis AHS new
ACCESSORY PACK II—consisting of eight new tracks from grand
prix courses all over the world. Each track has been designed with
meticulous detail and accurately reflects the subtle differences in-
herent in each course layoul. For those of you who are not autoe racing
fans, don’t worry! SPEED CIRCUIT is o game that is oriented both
towards the expert and the novice. No ot knowledge of cars and/or
tracks s necessary to play the game. However, ounership of SPEED
CIRCUIT is a prerequisite for ACCESSORY PACK II. Here are the
gight tracks:

1. MONTE CARLO: This &5 what grand prix racing & all about:
glamor, yachts, tradition and fast cars. Monte Carlo is oft that and
more: a road race through city streels at up {o 170mph. Monaco has
held a May Grand Prix since the '20s. This course replaces the one on
the gameboard, which has undergone extensive modifications in the
last decade

2. LE MANS: One of the most famous races in the world, the 24 hours
of Le Mans is the uitimate test of man and machine. Run on public
roads, Le Mans s considered by many to be the premier sports car race
n history.

3. INTERLAGOS: Set i a natural amphitheater overlooking the
stums of Sao Paulo, Brazil, Interlogos has been the main site of the
Brazilian Grand Prix since 1973. Interlagos is a real test of driving skill
since the first two corners are taken as wrtually one arc.

4. LAS VEGAS: 4 new American track and the site of the Caesar’s
Palace Grand Prix. The track is flat with very kittle room to pass. For
the past two seasons, the World Championship was dectded at this
track.

5. SPA-FRANCORCHAMPS: One of the great Grand Prix venues.

Grand Prix
Accessory Pack i

Racing through the Ardennes forest at speeds approaching 190mph,
Spa was the ultimate test of a driver’s skill and courage. One mistake
on this Belgian course could be fatal, as most of the gentle sweeping
corners were taken af speeds up Lo 150mph. In the 705, this track was
said to be loo dangerous and was removed from the Grand Prix circuit.
A new track is being built here, but the course in ACCESSORY PACK
II 5 the original one

6. RHEIMS: “Run for the Champagne!" That is what this grand old
race was knoum as during the '50s and '60s, when Rheims was the
primary home of the French Grand Prix. Like Spa, Rheims was run on
public roads and lap témes were very fast—so much so that the advent
of modern automaobile technology made them too dangerous.

7. DIJON: Set in the Burgundtan countryside, Dijon came into pro-
minence during the mid-'705. Used for the French Grand Prix in alter-
nate years, Dijon has also been the site of the Swiss Grand Prix
{Surtzeriand benned auto racing in '55 after a major accident in Le
Mans). Dijon has challenging sweeping corners in a rather simple
layout

8. IMOLA: Site of the 1980 Italian Grand Prix after a boycott of
Monze, fmole is now the home of the San Marino Grand Prix. Imola
has been the home of many sports car racesin the last two decades, but
it has been modernized to accommadate the modern Formula One
circus.

(Track design and narrative notes by Mark J. Maticek)

SPEED CIRCUIT: ACCESSORY PACK Il i available from the
Avelon Hill Game Company, 4517 Harford Road, Baltimore,
Maryland 21214 for §12 plus plus 10% for shipping (which will beina
cardboard tube). To play the Grand Prix Campaign Game, you must
alse ount ACCESSORY PACK 1. For more SPEED CIRCUIT tracks,
keep your eyes on AU-STAR REPLAY. Thank you!

ALl
&l

QUALITY

L’EAU ROUGE
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SERIES
REPLAY

PENNANT RACE AS PLAYED
BY THE EXPERTS

OR, BEATING STEINBRENNER AT HIS OWN GAME!

Initially formed in April of 1983, the Avalon
Hill PENNANT RACE League (AHPRL) is
currently in mid-season of a highly-detailed
recreation of the 1982 Major League
Baseball season. Eight staffers gathered in
the Sports Department on a blustery April
day to become the Founding Fathers of
AHPRL, each armed with a fresh copy of
Avalon Hill's new baseball simulation,
PENNANT RACE. Using the basic rules
provided with the game plus all of the rules
medifications and financial rules provided
in the first installment of this article {see
“More Pennant Race” in Volume IV,
Number 6 of ALL-STAR REPLAY), our
eight club owners sat down to draw up an
informal league constitution. Here's how
the league works:

1. The 26 Tearn Roster sheets were clipped
out of the Roster Booklet and placed in a
box. Each of the eight participants then
randomly chose a team from the box. No
team choice was permitted: the player was
obligated to become the owner of the team
he picked. The eight teams chosen
represented a good cross-section of Major
League baseball, from the best to average to
poor. These teams were:

. MILWAUKEE BREWERS
KANSAS CITY ROYALS
. NEW YORK YANKEES
NEW YORK METS
PITTSBURGH PIRATES
HOUSTON ASTROS
MONTREAL EXPOS
OAKLAND A'S

G2 Sl Rt 15 [0, [

BY JOSEPH BALKOSK!

2. All of the financial rules described in the
immediately preceding issue of ALL-STAR
REPLAY were adhered to. That is, each
team owner received $300 at the start of the
season, from which expenses were deducted
and revenues collected, A single team owner
was appointed Commissioner and was
made responsible for keeping the league’s
“Books” {a thankless task as it turned out).

3. Designated hitters were permitted in the
AHPRL., even among National League
teamns,

4. Since there were only eight teams in the
AHPRL, a 154-game schedule was decided
upon. This permitted a perfectly balanced
season in which each team played every
other team 22 times during the campaign.

To make matters even more simple, the
1951 National League schedule that was
published in Volume [V, Number 4 of ALL-
STAR REPLAY was chosen for AHPRL's
schedule. To do so, each of the 1951
National League teams was replaced by one
of the eight teams in our league (for exam-
ple, Brooklyn in 1951 became Oakland for
the AHPRL).

5. Before the start of the season, each team
owner secretly made five draft picks in
writing from among the 18 teams in the
major leagues that were not involved in the
AHPRL. Any player on these 18 rosters
could be chosen, but a maximum of two
players per team could eventually be signed.
Each team owner was obligated to secretly

note the salary offer he was giving the draft
choice (the minimum offer was $400,000).
Then, in a general AHPRL meeting, the
Commissioner announced the draft picks of
each team and awarded each of the eight
teams the right to sign bwo players apiece
and the salaries at which these players were
available.

Here are the draft selections made by each
team in the AHPRL, followed by each
owner's strategy notes during the draft:

MILWAUKEE

. ]. Andujar, STL ($400,000)

. R. Satcliffe, CLE ($720,000)
. I. Palmer, BAL ($1,320,000)
4. M. Soto, CIN {$600,000)

5. G. Minton, SF ($400,000)

W

After examining the Milwaukee Brewers’
roster, | can only say that somebody above
was smiling upon me when [ made my team
selectjon. The Brewers have no weaknesses
anywhere, | guess the worst that could be
said is that their starting pitching rotation is
adequate. It was here where I first felt the
team could be best improved and 1 deter-
mined to try for two ace starters with a Start
Value of 5. There were a total of six
available in the 18 teams not invelved in the
AHPRL, although I decided to pass on twa
of them (Carlton and Valenzuela) because
of their price tag and general popularity. 1
put my bids in for the remaining four,
Palmer, Soto, Andujar, and Sutcliffe. After
some analysis of the Brewer financial
health, I decided to limit myself to a total ex-
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penditure of not more than $24 in game
terms (1,440,000 in real dollars). I made a
special bid of $1,320,000 for Palmer because
of his crowd drawing potential. For the re-
maining three pitchers, I varied my offers
from $400,000 to $600,000. Just in case ace
starters might have high priority among the
other seven owners {a situation I considered
highly likely), I decided, for my fifth and
final pick, o stray slightly and pick an ace
(+1 Relief Value) reliever, Greg Minton, as
a safety valve. I was confident that [ would
have no competition for his services and
that he would prove as valuable as a good
starter,

I must say, when the draft results were an-
nounced, that [ was very surprised at the
huge salary offers made by the other
owners. | believed that most of the other
teams could not afford the dollar amounts
they were offering. Whether this prediction
comes true or not at this point, I'm not sure.
I do feel Fortunate that [ was able to get Rick
Sutcliffe—he just slipped through!
Although [ couldn't get another starter, I did
get Minton and was very satisfied with my
team before the start of the season.
—MICK UHL

PITTSBURGH

. A. Trammell, DET ($420,000)
. D. LaPoint, STL ($420,000)

. R. Sutcliffe, CLE ($420,000)

. L. Hoyt, CHI ($420,000)

5. Rg. Jackson, CAL ($1,260,000)

The 1982 Pittsburgh Pirates reportedly lost
millions of dollars as they slipped to the
second lowest attendance in baseball. In the
AHPRL, this circumstance is penalized im-
mediately, as at least one randomly chosen
player must be waived off of a team each
month that a team fails to earn enough to
meet the payroll, With an average attend-
ance figure 50% lower than many teams in
our league, my drafting and trading was
constrained by the need to improve and cut
expenses,

ke W b=

The Pirates turned out to be a surprisingly
good team, considering their attendance
woes. They showed above average hitting,
power, speed, and good relief pitching.
Starting pitching was just below average,
and the defense had only one weak point
(shortstop Dale Berra's “-1" Fielding Value).
My immediate pre-draft goal was to trade
Dave Parker and his huge salary for pitching
or another starting right fielder of lesser
ability, but no other owner in the league was
biting.

Unable to work out any trades to unload
Parker (he refused to be traded to three

separate teams, as is his right as a “five-and-
ten year man''), it was more important than
ever to improve my draw in the draft. Reg-
gie Jackson of the California Angels was the
player that best fit that bill, his '+ 3" attend-
ance Draw Value meaning a difference of at
least 8,000 fans per game for me at Pitts-
burgh. Plus, the addition of his power to the
lineup would make first baseman Jason
Thompson available for trade. 1 offered
Jackson his current salary in the draft,
hoping to get him “cheap”. My second
choice was Alan Trammell, who hit as well
as Berra, but his “+1” Fielding Value at
shortstop could make the difference for me
in as many as fifteen games. [ offered
Trammell and all my other draft choices the
minimum salary possible in the draft rules. 1
finished my draft selections with one
pitching ace (Rick Sutcliffej and two first-
line starters (LaMarr Hoyt and Dave
LaPoint).  hoped to steal Hoyt and Sutcliffe
and figured no other owner would draft
LaPoint if ] was shutout against the others. [
was correct only with LaPoint, as I was the
only owner to draft him. [ was outbid for all
my other choices, but only Sutcliffe and
Hoyt ended up by signing with other teams.
This left me with the choice of signing two of
the following three players: Reggie,
Trammell, or LaPoint. I decided upon
Trammell's defense and Jackson's draw and

power,

After the draft's dust had settled, [ was able
to make a big trade, sending Thompson and
reserve outfielder Bill Robinson to Houston
for Art Howe and Don Sutton. This left me
with two ace starting pitchers and didn't ap-
preciably hurt my offense. 1 had worked out

four different trades to dump Parker with
Milwaukee, QOakland, Montreal, and the
Yankees, but he vetoed each trade] It looks
like he's mine for the duration. With luck,
I'll meet the payroll, and look to finish third
or fourth in September. —

BRUCE SHELLEY

MONTREAL

1. B. Diaz, PHI ($600,000)

2. L. Parrish, DET ($600,000)
3. B. Bell, TEX ($720,000)

4. E. Show, SD ($600,000}

5. D. Spillner, CLE ($600,000)

Presented with the Montreal Expos as my
intreduction to the game PENNANT RACE
and having absolutely no interest in the
sport of baseball (indeed, ['ve always found
slightly ludicrous the notion of grown men
flailing at fast-moving objects with a stick), I
decided to approach our exhibition game as
an exercise in numbers. Looking over the
stats of my team, it struck me that 1 should
engineer to improve the team “BAT” Value
to its best in our truncated league. Obvi-
ously, I would also like to improve the
fielding ability and already-deep pitching
staff at the same time. But I decided that I
could trade pitching for power, heroes for
hits. A team of non-name stars would suit
me just fine if [ could win but a majority of
my téam's games.

First, though, | wanted to assure the finan-
cial situation of the team. After some
tenative contacts, a deal was arranged with
the New York Yankees to trade catcher
Gary Carter for Dave Winfield, with 2 con-
comitant trade of Charlie Lea for Dave
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Righetti, This managed to cut my salary
pay-out while increasing my attendance
draw. (I have always had a golden tongue in
DIPLOMACY, so don't condemn the
Yanks' manager out of hand; it is truly
amazing what can be accomplished over a
six-pack.) Too, [ always figured that [ could
pick up another starting pitcher with a Start
Value of “4"; and Righett is certainly not a
detriment. Next, I shifted Tim Raines to the
outfield and, lo and behold, I had one of the
most awesome outfields in the AHPRLI
Meanwhile, I shifted Cromartie to the
bench.

1 looked over the starting lineup and im-
mediately concluded that [ would place
Taveras on waivers, Thus, I knew that I
would probably have to draft a good
second baseman, as well as a tolerable
catcher, I turned to my minor league
system for salvation and managed to bring
up a decent second sacker, but I failed
miserably with my young catchers.

In the dratt, I figured that the other owners
would go for big-name pitchers and hitters,
My goals were more modest. | wanted a de-
cent starting pitcher who could also work
effectively out of the bullpen when I
desperately needed it in the pennant run. }
also had to look for the best catcher that
money could buy. I also thought that it
might be nice to replace Tim Wallach at
third. All the while, [ refused to get into a
bidding war with the rest of these turkeys
{oops, [ mean other distinguished team
owners), for | want a solvent organization
that will be able to carry me through the
lean peried in the middle of the season
when | have few scheduled home games. [
settled on the draft picks listed above.

Unfortunately, [ could only sign two.
Since I didn't conflict with any of the
others in my drafts, 1 had a free hand to

choose who I wanted. No thought was re-
quired with Lance Parrish—he is but slightly
less effective than Carter, who I had traded
to the Yanks. Now, I figured, did 1 want
Bell or a good starter/reliever? Bruce
Shelley advised me that, as nice as Bell
would appear on my roster, the name of
the game is pitching. So, despite my fears, [
passed up on Bell and signed Spillner. My
team BAT Value is now at 32" and my
pitching is fairly deep. Only my bench
bothers me; it is as thin as a Montana
thaw. —REX MARTIN

NEW YORK METS

. B. Bochte, TOR. ($600,000)

. K. Hrbek, MIN ($480,000)

. 8. Carlton, PHI {%1,200,000)
. L. Hoyt, CHI ($720,000)

5. C. Ripken, BAL ($900,000)

[ SR S R

I had my work cut out for me when I ran-
domly chose the Mets to supervise in the
AHPRL. Consider these facts: The Mets
have the worst-fielding starting player in
the game in Dave Kingman; they have “-1"
fielders at the critical positions of shortsiop
and third; their Team Batting Value is a
paltry “23"; their best starting pitcher has a
Start Value of “4"; and their best reliever
has 2 Relief Value of “0". Given this
abominable situation, I was determined to
make dramatic improvements in the team
through the draft procedure. My first goal
was to get Kingman off the field and into
the designated hitter spot—a rule that was
permitted in the AHPRL. As a result, ! had
to get a decent first baseman. Kent Hrbek
of the Twins was a player I knew that I
could probably sign cheaply, yet who hit
with more power than anyone in the Met
lineup. ! drafted him and signed him
without any trouble.

Certainly, my pitching needed improve-
ment, and although [ determined not to
spend the big bucks that my brother
owners were bragging about, [ made a stab
at getting Carlton (which failed) and finally
ended up with LaMarr Hoyt of the White
Sox. My other draft picks {Bochte and
Ripken) were passed up and remained un-
signed.

I made a dramatic move immediately
before the start of the season by placing
George Foster on waivers. I was paying
him two million dollars for average—or
even below average—stats. And even
though he provided a substantial amount
of draw value at Big Shea, I felt he couldn’t
remain in my outfield if ! was to produce 2
halfway decent team. I reached into the

minor leagues and brought up Darrell
Strawberry to replace Foster. Strawberry
proved to be a tremendous disappoint-
ment, but at least 1 was only paying him the
minimum major league salary.

1 got a big break early in the season when
lim Palmer {who had been signed for a
huge salary by the Yanks at the beginning
of the season) couldn't take Steinbrenner
anymore and decided to demand a trade.
The Boss granted Palmer’s wish and traded
him cross-town to me, where | knew that
my pitching staff could use his years of
expertise. —BOB COGGINS

OAKLAND

1. M. Soto, CIN (%1, 500,000)
2. 1. Palmer, BAL ($1,320,000)
3. ). Andujar, STL ($1,320,000)
4, T, Paciorek, CHI ($600,000)
5. A Trammel}, DET ($480,000)

After examining the roster of the ‘82
Oakland A’s, T have to conclude that they
were lucky to do as well as they did in the
real 1982 Major League baseball camnpaign.
The A's have the lowest Tearn Bat Value of
any team in PENNANT RACE (21}, They
also possess three starters with Fielding
Values of “-1", and don't have a starting
pitcher with a Start Value of above “3”1In
addition, their relief staff has two “-1"
relievers and even a “-2", My drafting
strategy was definitely of the George Stein-
brenner school: I was willing to spend
megabucks for any player who could help
my team. And what I figured would really
help my team was starting pitching
offered Mario Soto, Joaquin Andujar, and
Jim Palmer almost one million and a half
apiece, a drafting strategy whichworked in
the short-term, but backfired in the end. I
learned a critical lesson in the AHPRL
draft: a starting pitcher is often-times only
as good as his team! By eventually signing
Andujar and Soto, my pitching staff sud-
denly looked very impressive, but I soon
was to discover that when your team can’t
score runs, your starters can't win. Both
Soto and Andujar began the first month of
the season by consistently losing close,
low-scoring games,

At the beginning of the season, I also began
furious dealing with my fellow cwners in
the AHPRL, My first blockbuster was to
trade my only legitimate offensive threat,
speedster Rickey Henderson, to Milwaukee
for the very impressive Paul Molitor, a true
all-around threat (except with his glove),
In the long-run, I believe this trade was truly
beneficial, as Molitor consistently provided
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power for the otherwise weak A’s lineup.
My next strike was to trade Dave Beard (a
“0" rated reliever} to Kansas City for
veteran lefty Vida Blue. Blue proved to be
my best pitcher in the first weeks of the
season. Finally, 1 picked up reliever Jeff
Reardon (one of the best in PENNANT
RACE) from Montreal for minor league
points.—]JOE BALKOSKI.

NEW YORK YANKEES

1. M. Soto, CIN {$1,200,000)
2. }. Andujar, STL {$1,200,000)
3. K. Hrbek, MIN ($1,200,000)
4. E. Murray, BAL {$1,800,000)
5. ). Palmer, BAL ($1,800,000)

The 1982 Yankees tried to inject speed as
well as power into their starting lineup, an
experiment that ultimately failed miser-
ably, Armed with this hindsight, I went
looking for a superstar power hitter in the
draft, as well as a top-notch starting pit-
cher. Representing the Yankees in the
AHPRL, 1 must have felt the presence of
Steinbrenner, for I made bids of at least one
million to each player I picked out in the
draft (including two player-bids of almost
two million). I thought I wouldn't be out-
bid by anyone, but it turned out that more
than a few owners had the spirit of The
Boss in them, particularly the Kansas City
Royals’ General Manager.

My big bid was for Baltimore's Eddie
Murray, one of the highest-rated players in
PENNANT RACE. Shockingly, not one
other owner bid for Murray, so I got full
rights to sign him. I only regretted the
$1,800,000 I offered—I could have gotten
him for far less. My second big bid was also
for a Baltimore player: veteran pitcher Jim
Palmer, who I got for the same price as
Murray. With the extremely disappointing
stats of Ron Guidry, Tommy John, and
Dave Righetti, Palmer became Far and
away the best pitcher on my staff. Unfor-
sunately, 1 lost him in a salary squabble
early in the season, when he demanded to
be traded. He eventually ended up with the
New York Mets,

Before the start of the season, [ also madea
blockbuster deal with the Expos, sending
Dave Winfield and Righetti to the Expos
for super-catcher Gary Carter and starting
pitcher Charlie Lea. All in all, T think 1
profited by that one, as Carter has helped
me immeasurably so far in the season.—

BILL HUGHES

HOUSTON
1. R. Jackson, CAL ($2,040,000)

2. E. Vande Berg, SEA ($600,000}
3, K. Hrbek, MIN {$420,000)

4, D. Murphy, ATL ($960,000)

5. W. Boggs, BOS ($540,000)

The Astros’ prime weakness when [ assumed
leadership of the club was their batting.
Their highest Power Value in the starting
lineup was “3”, and the Team Bat Value
was “22”. The bench was also extremly
weak. My first strategy was to draft a high-
average hitter to raise my Team Bat Value.
Wade Boggs of the Red Sox, who [ assumed
would probably not be a hot item in the
draft due to his average speed, defense, and
power, was a perfect choice as DH, con-
sidering his “7” Bat Value. In addition, I
picked up first baseman Jason Thompson
from the Pirates for pitcher Don Sutton,
giving me a good power hitter in the start-
ing lineup. All in all, I was well-satisfied
with my picks as far as offense was con-
cerned.

On the pitching side of the coin, I
calculated that my pitching staff was more
than decent—even with the trade of
Sutton. 1 had Niekro, Ryan, LaCoss, and
rookie phenom Ricky Eisenacher. In my
mind, an indestructible bullpen is the
hallmark of a great team, so I determined in
my draft picks to choose a superb reliever. |
figured I could get one cheap since there
were s0 many available among the 18 teams
not participating in the AHPRL. I chose Ed
Vande Berg of the Mariners, a “+1" reliever
to complement Joe Sambito in my bullpen.
—VINCE FRATELLI

KANSAS CITY

1. E. Valenzuela, LA {$2,280,000)
. S. Cariton, PHI ($2,280,000)

. M. Soto, CIN ($1,980,000)

. R. Sutcliffe, CLE ($1,980,000)
. ]. Palmer, BAL ($1,980,000)

(S

Offensively, the Royals are perhaps the
most impressive team in the AHPRL; as
such, I had very little to worry about dur-
ing the draft as far as scoring runs—lots of
them—were concerned. A “30" team Bat
Value, along with a "¢" Fower hitter in
designated hitter Hal McRae is any general
manager's dream! Moreover, bwo players
have "5" Speed Values (John Wathan and
Willle Wilson), and, aside from Willie
Aikens, there isn't one weak spot in the
defense. Let the offense alone, 1 figured.
{Postscript: My offense was made even
stronger in the first week of the season
when | reached into the minors to replace
right fielder Jerry Martin with the young
superstar Dennis Agosta, a budding Willie
Mays.)

“Pitching, pitching, and more pitching,”
was my genera] conclusion of a sound
PENNANT RACE strategy. Thus, in the
draft | bid at least two million dollars for
five separate super-starters, including the
best hwo pitchers in the game, Steven
Carlton and Fernando Valenzuela. What's
more, | sure did psyche out the rest of the
owrners by giving a lot of Steinbrenner-like
bravado in the pre-draft talks about how
much I was going to spend for these two
pitchers. As it lurned out, not one other
owner bid for Fernando and only one for
Carlton! My only regret was that I spent so
much money for these two when 1 could
have had them far more cheaply. Never-
theless, it was the greatest steal since the

Brink's job!—ALAN MOON

THE DRAFT

1. Kansas City selects Valenzuela {LA)
for $2,280,000.

2. Kansas City selects Carlten (PHI) for
$2,280,000.

3. New York Yankees select Murray
(BAL) for $1,800,000.

4. New York Yankees select Palmer
(BAL} for $1,800,000.

5. Oakland selects Soto (CIN) for
$1,500,000.

6. QOakland selects Andujar (STL) for
$1,320,000.

7. Pittsburgh selects Jackson (CAL) for
$1,260,000.

8. New York Mets select Hoyt (CHI} for
$720,000.

9. Brewers select Sutcliffe (CLE) for
$720,000.

10, Houston selects Vande Berg (SEA) for
$600,000.

11. Montreal selects Parrish (DET) for
$600,000.

12. Montreal selects Spillner (CLE) for
$600,000.

13. New York Mets sefect Hrbek {MIN}
for $480,000.
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14. Houston selects Boggs (BOS) for
$540,000.
15. Brewers select Minton (SF) for
$420,000.
16. Pittsburgh selects Trammell {DET) for
$420,000.

PRE-SEASON ANALYSIS

BREWERS

Quite simply, the team to beat in the
AHPRL. Their offense is awesome; a “32"
team Bat Value, with substantial power at
almost every position. The early season ac-
quisition of Rickey Henderson of the A's
gives them a speed threat as well—some-
thing they have never had before. Defen-
sively, they are superb, with FIVE "+1"
fielders in the starting lineup. The bench is
also strong. The drafting of Sutcliffe and
Minton bolster the pitching staff ad-
mirably, although if the team has any
weakness, this may be it. An injury to a
good starting pitcher could be disastrous.

EXPOS

This is a tear that, on paper, is just about
as good as the Brewers, but we're a little
worried about the Expos” manager. Con-
sidering he’s never watched a baseball
game before, this is a serious considera-
tion. In our humble opinien, the trading of
Carter-for-Winfield was a mistake, as out-
fielders as good as Winfield are not im-
passible to obtain by other means, whereas
a catcher like Carter is unique. We were
told that this move was for financial pur-
poses more than anything else, but it still
smells a bit. The pitching staff is superb,
but getting rid of their only decent reliever,
Jeff Reardon, was a big mistake. The lack
of baseball acumen may keep the Expos
from challenging the Brewers.

ROYALS

A very impressive team, especially after
the draft when the Royals picked up Valen-
zuela and Carlton. The offense and the
defense are the team’s strong points.
Behind the big two starters there is very
little, and an injury to one or both of them
would knock the Royals out of the race
entirely. Nevertheless, a real dark-horse
candidate for the flag.

PIRATES

The Pirates were the most scientific and
calcuiating team during the draft period.
They studied what they needed and got it
{for a cheap price} in the end. Unfortunately,
the team is financially unsound and a lot of
pre-draft thinking was oriented towards
improving this condition above all. The

PITCHING STATISTICS

NAME/TEAM GS w L CG CG% W%
Haas, MIL 1 1 0 il 1000 1000
D. Palmer, MON 9 8 ol 5 506 889
Ladd, MIL 13 11 2 9 692 846
Floyd, HOU 6 5 il 2 333 .833
Cariton, KC 15 12 3 8 533 .B00
Gura, KC 13 10 3 8 615 .769
Stucliffe, MIL 16 flit 4 [ 375 750
Beardsley, KC 12 9 @l 8 667 .750
Righetti, MON 12 9 3 7 583 .750
Candelaria, PIT 12 9 3 6 500 .750
LaCoss, HOU 10 7 3 6 600 700
Lea, NY iz 8 4 i 583 667
Ruhile, HOU Q 6 3 4 444 6A7
Eisenacher, HOU 15 10 & 12 800 667
Slaton, MIL g 6 3 (3 667 687
Gullickson, MON 5 10 5 Q 600 667
Sanderson, MON 15 10 5 g 600 607
Sutton, PIT 16 10 6 & 375 625
Rhoden, PIT 13 8 3 8 B15 615
Glenfield, KC S 3 2 3 600 600
Robinson, PIT 14 8 6 7 500 ST
Vuckevich, MIL 16 g 7 8 500 .563
Caldwell, MIL g 5 4 3 333 .556
Bulb, PIT Q@ 5 4 il 111 .356
Soto, QAK 13 i & 3 615 538
Guidry, NYY 15 3 7 4 .267 533
Ryan, HOU 16 8 8 8 200 .300
Knepper, HOU 4 2 2 4 1000 .500
Augustine, MIL 6 3 3 5 .833 500
Valenzuela, KC 16 8 ] 6 375 500
Spillner, MON 2 1 1 1 500 .500
Falcone, NYM 13 6 z 6 462 A82
Sarmiento, PIT 11 5 6 7 636 455
Tilliston, NYY 11 5 6 7 636 455
MeClure, MIL 9 4 5 5 556 444
Splittorff, KC 9 4 5 5 556 444
Niekro, HOU 16 7 9 9 563 438
]. Palmer, NYM 12 5 7 7 583 417
Rogers, MON 16 7 9 8 500 438
Underwood, MON 5 2 3 0 000 400
John, NYY 14 6 8 6 429 429
Moon, KC 11 4 7 7 632 364
McCatty, OAK 11 4 7 5 456 364
Richard, HOU 6 2 4 i 167 333
Swan, NYM 12 4 8 8 667 333
Andujar, OAK 15 5 10 4 267 333
Langford, OAK g 3 b 3 333 .333
Lynch, NYM 10 3 7 6 600 .300
Dean, PIT 4 1 3 2 500 .250
Zachry, NYM 8 2 6 4 500 250
Morgan, NYY 9 2 7 2 222 222
Rawley, NYY 10 7 8 4 .400 200
May, NYY 10 2 8 1 100 200
Rory, NYM 5 il 4 3 600 .200
Burris, MON 5 1 4 3 B00 200
Morris, GAK & pl & 2 333 167
Mathewson, OAK 7 1 6 2 286 143
Blue, OAK 15 2 L b 400 133
Reeves, PIT 2 0 2 [0} .000 X0
Puleo, NYM 9 0 g 5 333 000

ABBREVIATIONS: GS: Games Started; W: Games won by team started by indicated
pitcher; L Games lost by team started by indicated pitcher: CG: Number of started games
by indicated pitcher that did not need rellef help; CG%: Percentage of games started by
indicated pitcher that did not need relief help; W% : Percentage of games won by starting
pitcher's team when he started game.
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failure to unload Parker and his huge
salary was purely bad luck and will hurt in
the long-run. However, the addition of
Trammell and Jackson was masterful and
should make a good team approach being
great. The bullpen is unbelievable, but it
will be called on more than any other team
in the AHPRL because of the lack of consis-
tent starting pitching,

ASTROS

The Astros have the best and the worst: a
superb pitching staff, including relievers,
but the most anemic hitting attack in the
AHMPRL. Had the Astros not traded away
Don Sutton to the Pirates for Jason
Thompson, they would have had three
starting pitchers with Start Values of “5”
plus two relievers with Relief Values of
“ 41”1 In a league with at least three teams
of exceptionally high quality, the Astros
will probably go nowhere. As a better bet,
the Astros probably should have kept
Sutton for superlative pitching—some-
thing that might stop the awesome hitting
attacks of clubs like Kansas City and
Milwaukee.

YANKEES

After some hope at the beginning of the
season due to the signing of Murray and
the acquisition of Carter as catcher, any
hopes for the Yanks were dashed when
their only quality pitcher, Jim Palmer, was
traded in a salary squabbile in the first week
of the season. Now only a very average
team, they have little hope to do well in a
league that includes teams like Milwaukee,
Kansas City, and Montreal. They will give
up far too many runs. In addition, their
financial situation is about as hopeful as a
New York stockbroker in October 1929,

METS STATISTICS

The Mets had a miserable team to begin
with and were hardly improved at all by

the draft (Hrbek is nothing to write home AVERAGE RUNS PER GAME
about, given the high quality of the players Ll L
in this eight-team league, and the same can Montceal 4.80
be said for LaMarr H H Milwaukee 4.63
said for arr oyt}). They are clearly Kansas City 4.25
a last-place team in a normal six-team divi- Pittsburgh 4.11
sion, not to mention playing in a league Houston 4.01
with three genuine championship-caliber ﬁew :mll: K;r:ks ggg
) ew Yor ots ;
teams. They should be atrocious. Oakland 2.39
A's AVERAGE RUNS YIELDED
Oakland was in the same class as the Mets PER GAME
before the draft, but improved con- TEAM RY/G
siderably where they needed it most: pitch- Hogaton 2592
ing. Andujar and Soto should be quit Neglis e
. quite a Milwaukee 3.30
one-two punch, but after team, severe Kansas City 3.69
probiems develop. The bullpen is very Pittsburgh 3.77
poor, with Tom Underwood its best per- Oakland —
former (and he may be needed to start f Nagtogaisns, LA
y © start rre- New York Mets 4,83

quently in the “dog days” of summer). The
offense is pathetic and it is questionable
whether the A's will score enough to make

pitchers like Soto and Andujar effective, SHUTOUTS

They should battle the Mets for the cellar NAME/TEAM SHUTOUTS

and have little trouble in winning this g:tatg'nHPOI% g

t. . 4

struggle gandeliria, PIT 3
isenacher, HOU

AHPRL STANDINGS: Morning 9 July  Vackovich, ML £

TEAM W L GB PCT Slaton, MIL 2

Milwaukee 52 27 - 658 Carlton, KC 2

Kansas City 51 30 2 630 Gullickson, MON 2

Meontreal 48 31 4 608 Sanderson’ MON 2

Houston 47 35 6% .573 S NYiVI

Pittsburgh 5 36 8 .55 Vwa“' 1

New York Yanks 36 48  18% .429 alenzuela, KC 1

Oakland 23 59 30% .280 Rogers, MON 1

New York Mets 22 59 31 272 Mathewson, OAK 1

e e T T S’ S

LONGEST WINNING STREAKS

1. 11 games: Montreal (18 May to 27 May). Expos went from 11-14 record to 22-14,
outscoring the opposition by an incredible 72-14. Scott Sanderson pitched two shutouts
in this period.

2. 8 games: Kansas City (4 May to 11 May). Royals went from 10-7 record to 18-7 and

temporary possession of first place.
3. B games: Kansas City (26 June to 3 July). Royals went from 39-28 record to 47-28 to con-

tinue to hang tough against the Brewers.

LONGEST LOSING STREAKS

1. 15 games: New York Mets (16 April to 3 May), The Mets lost their first 15 games of the
year, They broke the streak by shutting out the A's 4-0on 4 May. They were outscored
by the opposition 92-22 during this stretch.

2. 11 games: Qakland (13 May to 25 May). The A’s went from 9-17 to 9-28 during this
stretch, almost falling into the cellar beneath the hapless Mets.

3. 11 games: Qakland (29 June to 8 July). The A's are still on this streak as of this writing.

ALL-STAR REPLAY/PAGE 9
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AVAILABLE SEPTEMBER 1983!

3rd EDITION
STATIS-PRO FOOTBALL

(1982 PLAYER CARD SET AND DETAILED NEW RULES BOOKLET)

When first released two years ago, Avalon Hill’s STATIS-PRO FOOTBALL quickly developed into the
NFL connoisseur’s ultimate football game. The realism of actual offensive and defensive piay-calling,
including accurate usage of varying lineups and formations, is something that no football fan would
waant to miss. Qver 1500 rated players—scientifically evaluated in different areas of play—are
provided in the game, including linemen. In short, STATIS-PRO FOOTBALL has devefoped into the
most accurate—and playabie—football simufation on the market.

With the refease of the 1982 NFL player card set, a new edition of STATIS-PRQO FOQTBALL rules has
been developed and play-tested which add even more realism and playability to the game. The 3rd
Edition rules, which are availalbe for no extra charge when the player card set is ordered, includes
the foltowing major changes:

1. A totally new and unique sofitaire system has been designed which allows a single player to
complete a full game in a little over an hour with [ittle or no loss in realism!

2. The individual players have been given additional ratings directly on their cards in the following
areas of play: endurance, fumble proclivity, and pass catching ability.

3. A realistic new timing system has been provided which allows for a more accurate representation
of the “two-minute” offense. Basically, this system allows for an exciting, catch-up offense in the
closing minutes of the game, a halimark of real NFL games.,

4. New offensive plays, such as the screen pass and the “end-around”, have been provided.
5. New defensive plays, such as the “prevent’’, have been provided.

6. A new set of clearer and larger Fast Action Cards have been designed, which include the new
solitaire system directly on the cards.

You won't want to miss the 3rd Edition of STATIS-PRO FOOTBALL! The 1982 ptayer cards and new
rules booklet should be avaitable in September 1983. Keep your eyes on the pages of ALL-STAR
REPLAY for further information. Send orders to: The Avalon Hill Game Company, 4517 Harford Road,
Baftimore, Maryland 21214. Thank you!

Care is taken to develop and publish quality games that will appeal to the widest segment
of gaming interests possible. We point with pride to the knowledge that Avalon Hill has the
highest percentage of "best game awards” in the industry.

Wmﬁmﬁmmﬁm-m%mm*muuﬂ%muwifmnmfmnmﬁm.
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OPTIONAL RULES FOR SLAPSHOT

AYALON HILL'S FUN GAME OF HOCKEY

The N.H.L. it isn't, but a very good beer
and pretzel game it is. SLAPSHOT is a fun
game that can be learned in about four
minutes and played for hours. The op-
tional rules found herein will make the
game a bit more complex but will also add
options to the play and therefore the enjoy-
ment.

The optional rules are just that, optional;
you may play with all, some, or none of
themn as you desire, as long as all parties are
willing and know the rules to be used before
play starts. The options are summarized in
the charts at the end of this article.

To aid in describing the rules’ changes the
following definition is used: FACEOFF . . .
Whenever two players’ cards are turned
and their numbers are compared.

Play of Games

The actual hockey games can be enhanced
in a number of ways . . . such as:

A. At the end of play the home player {see
later on “Home Ice”) rolls two dice,if the
total falls between 4 and 10 inclusive then
the game just played stands as is; however
if the roll is:

2=Twa players are injured, both team and
players are picked at random. It is possible
that the two players are on the same teamn
or each teamn suffers one injury. If the same
player is picked both times then only he is
hurt and the second roll is disregarded.

3=0One player selected at random is in-
jured.

11=A penalty shot is taken by the team
which was losing at the end of regulation
play. If the regular game ended in a tie,
both teams get one penalty shot.

12 =Two penalty shots are awarded to the
team which was losing at the end of regula-
tion play. If the regular game ended in a tie,
both teams get two penalty shots,

On the rolls of 2 or 3 the injuries incurred
are in addition to any gotten in the regular
way during the game. On the roll of 11 or
12 a penalty shot must be taken. This is
done in the following manner: The Defen-
sive team puts up their goalie and the offen-

BY PETER PETRONE

sive team puts up any uninjured forward.
These two players now go head to head.
Compare these players’ numbers; if the
goalie’s number is higher, then a goal is
scored only on a roll of 6 on one die. If the
two numbers are equal, a goal is scored on
aroll of 5 or 6 on one die. If the forward's
number is higher, he then scores on a roll of
3,4,5 or 6 on one die,

All penalties must be taken before any
players are replaced because of injury;
however if no forward is available due to
one reason or another, then and only then
may a defenseman take the penalty shot,

B. PENALTIES

A penalty may be called on any forward or
defenseman in the following way:

If the Player beats another player (in-
cluding goalies) by more than 3 {4 or more)
in a regular game faceoff, that player may
be called on a penalty.

If a bruiser beats another player (including
a goalie) by more than 2 (3 or more) in a
regular game faceoff, that bruiser may be
called on a penalty.

If a penalty is possible because one of the
above conditions are met, then roll one die:
onarollof1,2 or 3 thereisno penalty. Ona
roll of 4,5 or 6 a penalty is incurred.

If a penalty is called for, reroll the die—on
a roll of 1 through 4 the goal is disallowed.
On a roll of 5 or 6, the goal is disallowed
and the player is ejected from the game and
must be replaced by draft at the end of the
game,

TINY TIM stills draws ejection penalties
for all bruisers, but the goals scored count
in this case.

The differential between the two numbers
can be altered by either the manager’s edge
or home ice advantage {see M.E. and
H.I.A. later in the rules).

C. Home Ice Advantage

The player who challenges another to a
game is the home player and the game is
played on his home ice. To receive the
Home Ice Advantage (H.I.A.) the home
player rolls one dieand onaroll of Sor 6 he
has the H.I. A. With this advantage he may

add a2 +1 to any one player involved in a
faceoff in regulation time after the cards
are flipped.

In the playoffs the home ice is determined
by the order of the players’ standings for
the regular season, with the player who
finished higher getting the home ice. In case
of tie standings a single die roll is used to see
who will receive the home ice at the start of
the playoffs. Either of the following two
systerns may be used for the home and
away games in the playoffs:

SYSTEM #1 Alternate home & away,

SYSTEM #2 for 5 games series . . , games 1
& 2 at home, games 3 & 4 away, and if
necessary game 5 at hame.

SYSTEM #2 for 7 games series . . . games 1
& 2 at home, games 3,4 & 5 away, and if
necessary games & & 7 at home.

Players can agree at the beginning of the
playoffs which system to use.

D. Manager's Edge

Some managers get more out of a team
than others; to simulate this you may use
the Manager's Edge {M.E.). You must keep
a record of games your team plays. When a
team wins two games in a row in regular
play (not playoffs), adda +1tothat team's
M.E. Both the record of the games and the
M.E. should be kept on a piece of paper.

Once gained, a plus may not be lost for the
rest of a SLAPSHOT game. We know that
the wins are the manager's accom-
plishments, whereas the losses are never
his fault. A manager may increase his M.E.
up to Three for each pair of wins in a row.
The M.E. may never go above +3,

The M,E. is used in the following way:

A player may add any value less than or
equal to his ML.E. total to an individual
taceoff before the cards are turned over.
The manager may thus add less than his
total M.E., and save it for later faceoffs in
the same game. The total additions may
never gxceed the M.E (The manager has
his full M.E. each game.) The M.E. may
not be increased in the playoff games but
the pluses accumulated until then may be
used in each playoff game.
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If both managers have M.E. then the home
teamm manager must declare First. Notice
that the M.E. is in addition to the H.[LA.
and differs from H.1.A. in that it must be
applied before the cards are turned.
Neither M.E. or H 1. A, may be used in sud-
den death.

TURN OPTIONS

On a player’s turn he has one of three op-
tions; he may play a game, draft, or trade,
The following rule now gives lim one more
option.

On a player's regular turn he may now GO
TO THE LEAGUE PRESIDENT. If he does
so he rolls two dice and consults the chart
at the end of this articie.

2=S5TRIKE. The season is over. Go to the
playoffs unless no team has won more than
twa games, in which case start the season
over with all new cards.

3=S5UPER DRAFT. Roll one die and that is
the number of total drafts you may make
this turn. (You may choose to take less.)
You may not draft for a player already ac-
quired in this draft,

4=SCANDAL. Roll one die, and on a roll
of 2 through 6 all your opponents must find
which of their players was involved in the
scandal, On a roll of ore, all players,
yourself included, must find the scandal-
ridden player. This is done by placing the
members of your team in a straight line
(numbered left to right} and then rolling
the die to determine the player that must be

replaced immediately by dratt.

5=APPEAL. Roll one die and on aroli of 1
or 2, you lose the appeal and go down in
the standings. (Unless you are still at start,
then you remain where you are.) On a roll
of 3 ot 4 you have won an appeal and go up
on the standings board. On a § another
player picked at random loses an appeal
and sinks on the standing board. Finally,
on a roll of 6 another player of your choice
loses an appeal.

6=NO ACTION. Turn ends, no further
actions are allowed.

7=NO ACTION. Same as 6 above,
8=NO ACTION. Same as 6 above.

9=COMPENSATION. You may draft or
trade (but not both), and then play a
hockey game as your turn. 1t must be done
before playing your hockey game.

10=SUSPENSION. Your team is sus-
pended; this will last until after your next
turn. While suspended you may not draft,
be involved in any trades, or play any
games and you may not be challenged to
play a game. You are still subject to an
appeal or scandal. You also lose your next
turn. To signify the Fact that you are under
suspension, place your teamin front of you
in a single pile, face down.

11=SUPER TRADE. Rol] a single die and
on aroll of 1, 2 or 3 an opponent’s team is
selected at random, and ona roll of 4,5 or 6
you may choose the opponent you wish to
trade with. You now reralf the die and

follow these results: {a) 1 or 2—trade all
defensemen; (b) 3 or 4—trade all forwards;
(¢} 5—trade complete team except goalie; {d)
6—trade complete team. If the opponent
selected at random is under suspension,
your game turn ends with no action done.

12=DOUBLE TURN—Ycu may take two
regular turns in any order except that you
may not GO TO THE LEAGUE PRESI-
DENT on either.

It is hoped that the above additions and
changes will improve the playing enjoy-

ment of SLAPSHOT.
Play of Game
DIE ROLL RESULTS
2 Two Players injured
3 One Player injured
4 theu 10 No change
11 Onme Penalty Shot
12 Two Penalty Shots
Penalties
DIE ROLL RESULTS
1-2-3 No Penalty
4-5-6 Penalty {go to table below}
DIE ROLL RESULTS
1-2-3-4 Goal Disallowed
56 Goal disallowed and player ejected

Home Ice Advantage

DIE ROLL RESULTS
1-2-3-4 No Advantage
56 Home team receives advantage
TURN OPTIONS

DIE ROLL RESULTS

2 ETRIKE

3 SUPER DRAFT

4 SCANDAL

5 APPEAL

6 NO ACTION

7 NO ACTION

8 NOQ ACTION

9 COMPENSATION
10 SUSPENSION
11 SUPER TRADE
12 DOUBLE TURN

Appeal
#5 DIE ROLL RESULTS
1-2 You lose appeal
34 You win appeal
5 Random opponent loses appeal
& Opponent of your choice loses appeal
Super Trade

IZIE ROLL RESULTS
12 Trade all Defensernen
34 Trade all Forwards
5 Trade all but Goalie
6 Trade entire teams

The

AVALON HILL

Game Company
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A DAY
AT

THE RACES

GIDDEFE' 'YUP, OLD PAINT!

THE RACING PAINT HORSES OF THE SOUTHWEST

WIN, PLACE & SHOW has long been a
favorite game of Avalon Hill fans in that it
allows one to buy horses at auctions,
“jockey” the horses through a race, and
even “bet” on the horses. Winners collect
the purses and (if they are lucky) payoffs.
WP&S began as (and still is} a great party
game that is a lot of fun for a great evening
of entertainment.

However, when ALL-STAR REPLAY was
born, WIN, FLACE & SHOW had better
and bigger things in store for it. Vic
Hasselblad started things off by submitting
two programs for WP&S based on actual
races of the American Thoroughbred turf
—the 1957 Kentucky Derby (V. 1, #2}
featuring Iron Liege, Bold Ruler, Round
Table, and Gallant Man, and, the 1967
Woodward Stakes (V. 1, #3) starring Dr.
Fager, Damascus, and Buckpasser. Yours
truly then dared to be different by in-
troducing WP&S programs based on ac-
tual races, too, but on races of breeds other
than the popular Thoroughbred. The 1969
Roosevelt International (V. 1, #4) pre-
sented the world of the Trotting Standard-
bred to WP&S with some of the greatest
Trotters the world ever saw, specifically
Nevele Pride (US) and Une De Mai
(France), From there we saw, race pro-
grams for Quarter Horses (V. 2, #2),
Appaloosas (V. 2, #3), Steeplechasing
Thoroughbreds (V. 3, #1), Arabians (V. 4,
#2), and the old-time Heat Racing
Thoroughbreds of the 1700 and 1800s (V.
4, #3). But (as if this weren't enough) there
was still more—Man O War and
Secretariat (V, 3, #2), Pacing and Trotting
Triple Crown Winners (V. 3, #3), The
Black Stallion (V. 4, $2), a new odds payoff

BY PAT PREMO

chart (V. 3, #2), Great Thoroughbreds of
1980(V. 3, #4), 1981 (V. 4, #1) and 1982 (V.
4, #6), the 1982 Triple Crown Races for
Thoroughbreds (V. 4, #4), and the special
insert of the 72 Greatest Thoroughbreds of
All-Time in 12 Programs (V. 4, #4).

This issue now introduces the last major
racing breed found in the US—the racing
Paints of the Southwest! But more on this
in a2 moment.

Now that you have been brought up to
date with all the different events that have
made WP&S a game for the statistical buff
as well as for the party fan, perhaps we
should digress and discuss what makes the
various racing breeds found in the world
today so different. The Thoroughbred is
obviously the most popular and well
known of all racing breeds and is generally
considered to be the fastest—these thou-
sand pound animals, with tiny 100 Ib.
jockeys perched on their backs, often at-
tain speeds in excess of 40 miles per hour,
Standardbreds {Trotters and Pacers) are
probably the next most popular breeds and
have the novel characteristic of pulling a
small, two wheeled cart (known as a “bike”
or “sulky”}) carrying a driver. Quarter
horse enthusiasts would argue that their
breed is the fastest, at least at distances
around 440 yards {%4 of a mile). These
stocky horses are about the size of a
Thoroughbred but race basically at the
shorter distances. Steeplechasing Thor-
oughbreds are not as well known as their
“flat racing” counterparts, but they are the
same breed—the only difference is that
they race at longer distances (two miles or
better), carry more weight, and have to

“jump” or “hurdle” deliberate fences,
hedges, or ditches placed in their paths.

The remaining three breeds are the least
known of all, but are all gradually becom-
ing more prominent at the tracks. Arabians
are the originating throwback breed of the
Thoroughbred and race at distances sim-
ilar to those raced by the Thoroughbred;
the Arabian is considerably slower,
however, and would be no match for his
cousin. In fact, the longer the race,
the slower the Arabian seems to be,
Appaloosas are one of the more colorful
breeds in that their solid color body usually
has different colored splotches on it,
especially on the rump area. The
Appaloosas are one of the more versatile
breeds in that they not only race at the
shorter distances like the Quarter Horse,
but also race at other distances up to a mile.
They are not quite as fast as the Quarter
horse at the shorter distances, but are very
nearly so. They are faster than the Arablan
from 2 up to a mile, but are no match for
the Thoroughbred at those distances. The
Jast breed is the Paint. This colorful animal
also races only at the shorter distances like
the Quarter Horse and is slightly slower
than both the Quarter Horse and the
Appaloosa. We will lock at the Paint in
more detail in a moment,

Table I accompanying this article provides
a comparative glance at the various
distances at which the above noted breeds
race as well as the current American time
records for these distances for each breed.
As further evidence of the popularity of
each racing breed, we can look at the
purses earned by the various breeds, Table
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Il provides a good overview of the earnings
power of each breed. Part A of the chart
lists the top twenty-three money winning
race horses of all-time, regardless of breed,
who have earned at least $1.3 million.
There are 13 Thoroughbreds (including the
top two), tive Trotting Standardbreds,
four Pacing Standardbreds. and one
Quarter Horse (#17 on the list)—none of
the other racing breeds even come close.
Part B of Table Il is a recap of the top five
all-time earners for each of the eight
breeds.

And NOW onto the racing Paints of the
Great Southwest! Probably the most
famous Paint horse was that belonging to
the sidekick of the Lone Ranger, Tonto,
(Remember the horse’s namel—answer
later on.) Many Indians rode Paints in the
cowbay and Indian movies and they were
depicted as fast, sturdy, and intelligent
little horses—and that is not far from the
truth.

Paints have been in existence as long as
there have been horses. Paints have been
seen in the drawings and legends of Asia,
Africa, and Europe; even the earliest cave
dwellers drew pictures of Paint horses on
their cave walls. Egyptian tombs have long
had decorations depicting Paints. Paints
have alsa been present in Tibet and the
Himalayas and were scattered widely over
Europe before the New World was
discovered. Chinese stafues of Paint harses
dating as far back as 206 BC can be found in
museumns. Although the horses of the
American continent disappeared myster-
iously during the time that horses were
develaping in other parts of the world,
they were re-introduced to the Americas
thanks to the Spanish Conquistadors. At
least one of the horses brought by Cartes in
1519 was a Paint. Large numbers of Paints
developed in the American mustang herds
and became very popular with the buffalo
hunting tribes of the Great Plains. The
Comanches favored the Paint because of
his speed, tenacity, and bright colars,
{(Scout was the name of Tonto's
horse—remember, “Get ‘um up, Scout!"?)
The cowboys also began to have a
preference for the colorful Paint. Many
Paints became very good at working cattle,
Bush-track races saw outstanding Paints;
perhaps the most memorable was Painted
Joe, the 1939 colt who delighted fans by
beating all comers—even some of the best
Quarter horses of the day!

However, as the solid-color breed reg-
isteries developed, the Paint was for the

ALL-TIME GREAT RACING

PAINTS/PINTOS
PART |

DISTANCE: 440 yds. (¥ mile)

1939 ST 4‘ 5 ’ 7
1 BONUS
PAINTED JOE #
obDS
Veteran Class: 12
5 T. Spencer Speed: 7
1949 31414 6
2 BONUS
PAINTED JOE, JR. #
oDDS
Veteran Class: 11
95 E. Taylor Speed: 7
1962 21 3| 4 4
3 BONUS
BAR W BAR BEETLEBOMB
qREs Apprentice (PlNTO) Class: 9
51 B Wilcox Speed: 5
1964 533 5
4 BONUS
PAINTED JEWEL #
oDDS
Veteran Class: 11
Sl K. Richards Speed: 8
T
1965 | 2|4|5 = e 8
5 BONUS
POWDER CHARGE #
OPhS Veteran Class: 11
8-5 J. Hawthorne Speed: B
6 BONUS
SPOILER #
e Veteran Class: 10
31 D. Foale Speed: 6
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ALL-TIME GREAT RACING
PAINTS/PINTOS
PART li

DISTANCE: 440 yds. (s mile)

1970 2125 10
1 BONUS
SHADRACH #
PRe Veteran Class: @
51 C. Renfro Speed: 4
1971 3|34 8
2 BONUS
TOP YELLOW #
ODDS Veteran Class: 10
31 C. Hunt Speed: 6
1974 413]2 9
3 BONUS
EASY BIRD #
OBDS Veteran (PINTO) Class: 9
71 D. Spangler Speed: 7
1975 213]5 6
4 BONUS
EASY WINNER #
oDDS
Veteran Class: 10
52 K. Holmes Speed: 5
1977 4 ‘ 313 5
5 BONUS
CHEROKEE INDIAN #
oDDS
Veteran Class: 10
72 J. Orr Speed: 7
1979 414|3 7
6 BONUS
FAIR LOOK #
ODDS
Veteran Class: 11
9-5 K. Moon Speed: 8

most part forgotten. In the early 1960s,
however, public interest in the Paint horse
was renewed and the American Paint
Horse Association was born. The year
1966 saw the first officially sanctioned
Paint horse races recorded. Occasionally,
one will hear the word “Pinto” used to refer
toa “Paint” horse. Actually, the two words
are syrionymous—they both refer to spotted
or two-tone horses with body markings of
white and another color, The American
Paint Horse Association, however, reg-
isters only horses that have Paint blood-
lines; Paints may be cross-bred with
registered Quarter Horses and registered
Thoroughbreds and still be recognized by
the Paint Horse Assn. Appaloosa, Arabian,
or draught horse bloodlines are ineligible
for Paint registration. The Pinto Horse
Associatton of America, on the other
hand, is only concerned with color and
allows anything from a pony to a draught
horse to be registered as long as it meets the
color requirements,

The colorful markings of Paints/Pintos are
different and distinctive, Technically, there
are TWO types of Paints, the “Tobiano”
and the “Overo (or “calice”).” The distinc-
tions between the two are found below:

AREA TOBIANO

1.Head 1. Marked like a solid-colored
horse; either solid or will
have a star or stripe or
blaze on face between eyes

2. Legs 2. All four generally white, at
least below the knees

3. Tail 3. Either dark or mixed with
white

4. Markings 4. Spots usually regular and

distinct, often oval patterns
extending down over neck and
chest giving appearance of a
shield

5. Back & Sides 5. Usually a dark color on one
or both flanks (area where
rear leg connects with body)

6. General 6. Horse may be either pre-
dominantly dark aor white

OVERO

1. Will have a lot of white
on it, perhaps the whole
face or even on the side

and under the head

2. At least one and mavbe all
four legs will be dark

3. Usually one color, rarely
whate

4, Irregular, scattered or
splashy white markings

on the body
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5. White rarely crosses over
back between tail and TAB LE l 1
withers (top of shoulder CURRENT AMERICAN RACING RECORDS AT VARIOUS DISTANCES
behind top of neck.] BREED COMPARATIVE
3- ﬂ-ﬁfﬁ&"a}aﬁf f,f}lfﬂif!e_ Thorough- Standardbreds Quarter
i Distance  Breds  Pagers  Trofiers  Apaloosas  Arablans  Horses  Painls
220 yards — — — AN, 118) = :11.82 —
As mentioned above, Paint racing did not (178 mite}
. . o 250 yards — — — Tl — 13,00 =3
receive formal recognition until the ¥ . .
_ ) 300 yards — ~— — 15.43 — 1549 115.95
mid-1960s, but bush-track racing was . . :
: 330 vards — — — 16.63 == 16 .47 11670
prevalent from the early .19405. (Bu'sh- 350 yards - gy - 17.67 — 47,24 47.82
track refers to some friends getting 400 yards — = — 19 9§ —= 1918  :20.09
together at some little known track to see 440 yards
whose horse is the fastest—registration or (1/4 mite) {220 4/5) — {:27) :21.59 — .21.02 :22.07
bloodlines are unimportant—ijust to see 550 yards — — — :28.07 — 126 68 =
which horse can get to the finish line first.) B60 yards :35.12
Painted Joe, referred to earlier, was the (3/8 mile) (:32) = — (:32. 24) (:33.2) :33.98 =
early legend among Paints. Although no ;;g yargs = = = :;g_’? = 40.03 =
fficial d t of Painted Joe’ e A2
official records were kept of Painted Joe's (/2mile) (44 2/5) {:553/4) (561/4)  (444/B)  (148.2) 445 =
races, it is known that he took on all , . ' . " :

H e delaiel Elakben-dhe 5/8 mile 55 2/9 1:101/2 1:14 oS 1:02.51 = o
COmMETSwiRe & pa b /4 mile  1:071/5 1:28 1:28 1/4 1:10 475 1:16.3 - -
upteniincselipt githamfonciu i 7i8mile  1:192/5 144 146174 1:293/5  1:33.4 — ~
He even defeated a Thoroughbred at imile  1:321/5 1:491/5 154 1:392/5 1463 = -
3/8ths of a mile, He raced until nearly ten 1 1/16 mis. 1:39 2:031/5 2-05 =, 1:51.3 = =
years of age when an injury forced his 11/8mis. 1:452/8 2:073/5 2113/5 — 2:01.4 — —
retirernent. Painted joe had a son, Painted 13/16mis, 1:522/5 2:221/8 2:224/5 - — — —
Joe, Jr., who was every bit as good as his 11/4miles 1:574/5 2:283/5 2:303/5 — 2:19.4 — —
sire and raced until he was 17 years old! 11/2 miles 2:24 2:561/5  3:013/5 — 2:47.3 = =

2 miles 3:191/5 408 4/5 4:08 = 3:57.1 — ==

Again, no official records were kept but his
owner did record Painted Joe, Jr.’s races at
one particular track and out of 54 races, Joe
Jr. won 50 and was second the other 41!

The next spotted horse we will consider
was better known as a “Pinto” registered
horse than a Paint, and that was the speedy
Bar W Bar Beetlebomb. He raced in the
mid-60s but primarily in non-sanctioned
races. The remaining horses of note did
race in sanctioned races and we have
records on them:

Starts Wins 2nds 3rds
Painred Jewel 072 11 1 Iy
Powder Charge b 6 0 0
Spoiler 20 14 5 1
Shadrach kYl 13 & 6
Top Yellow 17 11 4 Q
Easy Bird (Pinto) 17 9 5 2
Easy Winner 10 7 1 1
Cherokee Indian 17 10 4 2
Fair Look 34 23 | 1

Painted jewel won the Southwest Cham-
pionship race and the Texas Futurity in
1966 and then came back in 1967 to take
the Oklahoma Maturity—all elite Paint
races. Powder Charge never lost and his
victories included the 1667 Texas Futurity,
Kansas Futurity, and Oklahoma Futurity
at two; the next year he captured the
Oklahoma Maturity and the Rocky Moun-
tain Maturity. Spoiler also had a very im-~
pressive race record winning the Kansas,
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Rank

TABLE lI

ALL-TIME MONEY EARNERS (as of January 1, 1983)
A. ALL BREEDS, ALL-TIME MONEY EARNERS (earnings in excess of $1.3 million)

Harse’s Name
John Henry
Spectacular Bid
Ideal Du Gazeau
Affirmied
Niatross
Ramnbling Willie
Kelso

Bellino I\
Forego

Une De Ma
Round Table
Excaller

Jorky
Temperence Hill
Dahlia

McKinzie Almahurst

Higneasterjet
Perrault
Buckpasser
Allez France
Savair
Secretariat
Fortune Teller

Horse’s Breed
Thoroughbred
Thoroughbred
Standardbred Trotter
Thoroughbred
Stapdardbred Pacer
Standardbred Pacer
Thoroughbred
Standardbred Trotier
Thoroughbred
Standardored Trotier
Thoroughbred
Thoroughbred
Standardbred Trotier
Thoroughbred
Thoroughbred
Standardbred Pacer
(arter Horse
Thoroughbred
Thoraughbred
Thoroughbred
Standardbred Trotter
Thoroughbrad
Standardbred Pacer

Money Earned
$3,603,110
2,781,608
2,474,924
2.393.818
2,019,213
1,980,849
1,977,896
1,960,945
1,938,957
1,834,274
1,749,869
1,654,003
1,574,395
1,867,650
1,535,443
1,532,870
1,514,262
1,489,942
1,462,014
1,380,565
1.365.145
1,316,808
1,313,975

AVALON HILL GAME COMPANY, 4517 HARFORD ROAD, BALTIMORE, MARYLAND 27214




B. TOP FIVE MONEY EARNERS IN EACH CLASS OF RACING BREEDS

1. Thoreughbrods

John Henry $3,603,110
Spectacufar Bid 2,781,608
Affirmed 2,393.818
Kelso 1,977,896
Ferego 1,938,957
2. Standardbred Trofters

Ideal Ou Gazeau 2,474 924
Bellino 11 1,960,945
Uine De Mai 1,834,274
Jorky 1,574,395
Savair 1,365,145
3. Standardbrsd Pacars

Nialross 2,019,213
Aambiing Willie 1,980,849
McKinzie Almahurst 1,532 870
Fortune Teller 1,313,175
Albatross 1,201 470
4. Quarter Herses

Higheaslerjet 1,514,262
Special Etfort 1,219,948
Mr. Master Bug 1,138.798
Sait On Bunny 908,982
Town Policy 859,518

5. *Steaplechase Thorgughbreds

Zaccio § 287,624
Neji 274,047
Elkridge 235,225
Leaping Frog 233118
Top Bid 229921
6. Appaloosas

Undercover Willie 106,774
Litlle Lady Oh 104,355
Easy We Go 92,376
Bar-T's Man 92,326
Time Flies 87,318
7. Paints

Fair Look 40,489
Summer of 76 34,221
Swift Lorretta 30,803
Mr. Paisoin Bars 27,487
Shadrach 25,553
8. Arabians

Saam 24,762
Mohak 22,800
Bobbies Sam 15,389
Samsun 13,841
Samstar 13,320

*Only includes American Stesplechaser eamings leader; forgign wilk be torthcoming.

LL-STAR
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Sports Illustrated Games

Texas, and Oklahoma Futurities at two
and the Kansas, Texas, and Oklahoma
Maturities at three years of age. Shadrach
wan the Texas and Oklahoma Maturities
at three and then came back at four to win
these two again along with the Kansas
Maturity. Top Yellow won the Kansas
Futurity and the National Championship
Futurity at two; then at three he won the
Midway Downs Derby and the National
Championship Maturity but was dis-
qualified to sixth for a bump during the
race. Easy Bird was not only the Pinto
Horse of the Year in 1976 but she was also
the second leading two year old Paint
money earner. She won the Texas, Kansas,
Missouri, and Oklahoma Futurities at two;
at three she captured the Kansas Maturity
and the Midway Downs Derby. As purse
moneys increased, Easy Winner was just
that and won more money in one year
(over $14,000) than any Paint race horse
before, as she included in her victories the
Texas and Oklahoma Futurities.

In 1980, the American Paint Horse
Association instituted Horse of the Year
voting for the first time in history and the
first Paint Race Horse of the Year was the
mighty Cherokee Indian. Victories in the
Kansas Maturity and the National Open
Championship earned him this title. In
1981 and 1982, the same horse took top
honors—the outstanding mare, Fair-Look.
In 1981 as a kwo-year old, she triumphed in
the Texas Futurity and in the National
Championship Futurity. In 1982 she cap-
tured the Oklahoma and Kansas Matur-
ities along with the National Champion-
ship Maturity. She is also the current
leading all-time money earner among rac-
ing Paints, Paint racing is on the
move—1982 saw 230 Paint races and gross
race purses of nearly $350,000.

The accompanying race programs for
WP&S feature the twelve above noted
Paint Champions so you can stage your
own dream races with the “Sport Model of
the Horse World!”

NOTE: Use the “Quarter Horse Racing
Rules” modification (V, 2, #2) for racing
Paints. Il
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TEN NEW OPTIONS FOR NBA
STATIS-PRO BASKETBALL

“THE POSSIBILITIES ARE ENDLESS!”’

First of all, I would like to thank Craig
Cowley (ASR Vol. 3, No. 1) and Jim
Burnett {ASR Vol. 4, No. 2) for their
articles on Statis-Pro NBA Basketball. |
have assimilated some of their ideas and
suggestions, and also have been inspired to
create some new options of my own. Mr.
Burnett's breakdown of the fast-action
cards was invaluable—Thanks guys!

The beauty of Statis-Pro Basketball is that
it's possible to design the game in many
ways, using the basic game as a proto-type.
Since it is possible to use optional rules, as
well as use actual NBA statistics to make
your own player cards, the possibilities are
{almost) endless. As with the previous ar-
ticles, these modifications and ideas are
purely optional, Having played a good
many garmes, my opponent and I have con-
stantly upgraded our ability and strategy
because of our increased knowledge of the
game, and the different aspects it presents.
Of course, each time you add a new rule, it
makes the game alittle bit langer, especially
if you keep a lot of statistics (that’s half the
Fun!}). But we have added the options we
feel best simulate a real NBA game, with-
out adding an inordinate amgunt of time to
the actual game itself. So without further
adieu, here goes.

OPTION ONE—TIME-QUTS

In the real NBA, time-outs are usually
called when the opposing team is playing
their game and taking you out of yours, or
has run off a string of unanswered points,
or at the end of a game when each play is
critical. Thus, the decision to call a time-
out in Statis-Pro should be made for the
same reasons. As with Jim Burnett's sug-
gestion, the team calling time-out must be
in possession of the ball, and must follow
the allotted rules for the time-outs {7 total
in a game, not more than 4 in a quarter,
and at least one in every quarter must be
called). A time-out allows the team in
passession to decide what the final match-
ups will be for that play only. Any stop of
action afterwards returns the match-up ad-
vantage to the home team. But I have

BY CRAIG CARTER

found that Mr. Burnett's idea of having the
fast-action card reading go to advance in-
stead of action isn't much of an advantage
because the defense usually calls for a
press, negating that advantage. Our option
is to add 10 to the offense player's FG rating
for the first shot only taken after time is
resumed, In addition, regardless of
whether the offense scores or not, the first
shot taken by the opposing team when it
regains possession will have 10 subtracted
from the FG rating of the player’s first shot
only. Thus a team calling time-out has the
opportunity to slow down the other team'’s
momenturmn and start some of their own,

Of course, as in real life, sometimes a time-
out will help, sometimes not. Example:
Team A calls time-out. They decide what
match-ups they want, Time is back in, and
Team B presses and the result is a pass to
(1, who passes to G2, whose FG rating is
51. G2 shoots with a 51 + 10 = 61, If that
number is equal to or bigger than the shot
#, the shot is good. Team B must then
follow the same procedure, except subtract
10instead of adding 10. Obviously it is best
to work for the best possible shot in both
instances. (Note: the minus 10 applies to 3
pt. FG attempts as well,) Remember, no
matter what happens on team A's first
possession after a time-out, Team B must
subtract 10 from their first shot.

OPTION TWO—20 SECOND
INJURY TIME-OUTS

Each tearn has one per half. This allows the
team calling the time-out to decide what
the match-ups for the nexf play only will
be. Nao other aspect of play is affected by a
20 second injury time-out, except that only
one player per team may be substituted
after it is called.

OPTION THREE—3PT. FG
ATTEMPTS

I have found that it works best to limit each
player to four 3 pt. FG attempts per game.,
Otherwise someone who has a high 3 pt.
FG rating, but shot relatively few 3 pt.

shots, could fire away at will, which would
hurt the game's authenticity.

OPTION FOUR—INJURIES

An injury that is only serious enough to
cause a player to miss the balance of the
game may be ignored at the cost of 3 home
court advantage points. Since this is a rather
costly use of home court points, it should be
used only if the player in question is ab-
solutely essential to the team (a player
usually won't play hurt unless it’s really im-
portant). This does not apply to any player
with an injury rating other than 0.

OPTION FIVE—PRESS V.S.
FAST BREAK

At times during the course of a game the
opportunity to fast break will be challenged
by the opposing coach’s wish to press. [
have found it easiest to roll one die to
resolve the conflict. I don't usually like
using dice in games, but this seems the best
way in this instance. {Any better ideas? I'm
listening!)

OPTION SIX—MIX AND
MATCH TEAMS

An alternative method for determining fast
break ratings and home court advantages
for mix and match teams is to take each
player’s original team and find what that
team’s fast break rating and home court ad-
vantage are, and jot it down. Do this for
each player on the team. Then add the
totals and take the average. This will give
you a base to start with. Then with each
succeeding season, you can adjust their
ratings according to the team’s perform-
ance in your league. [ like playing with mix
and match teams because it's interesting to
see which combinations of players do the
best.

Often times a certain combination will sur-
prise you in its effectiveness (or lack of it).
This also allows you to conduct your own
drafts, trades, etc., and contend with
player retirements, injuries, and other
melodramatic happenings!
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OPTIONS SEVEN AND EIGHT
—MAKING YOUR OWN
PLAYERS

Whether you use regular NBA teams or
mix'n’ match teams, here’s a chance for all
of you who have dreamt of being an NBA
star to get your big chance! Make a card for
yourself, or your “alter-ego”. Make up
your own names, or draw names out of the
phone book. Your imagination is the only
limit you have. Now you can follow the
evolution of your own players from season
to season using actual statistics from the
games you play. One suggestion though—
during a game, when a reading “Pass to
choice who scores” comes up, don't give it
to your player card if his stamina has been
reached or exceeded. Otherwise his
shooting numbers will be abnormally high,
Its OK to give any other “choice”
categories to him like steals or rebounds. In
fact, I encourage you to do so. Use the
guide on table I for determining your initial
ratings. We usually add two new players
each season, but you can add as many as
you want. Try it, you'll like it!

OPTION NINE—SCOREKEEPING

If you like to keep statistics, here is one
more to keep in mind—I have found it in-
teresting to circle baskets made on offen-
sive rebounds. This is an important stat,
especially if you have a team with players
who have low FG ratings and high rebound
ratings.

OPTION TEN—BALLHANDLING
AND TURNOVERS

The Statis-Pro player cards do a good job
of rating the various abilities of a player—
scaring ability, shooting range, rebound-
ing, passing, foul-drawing, defense, etc.
But there is one aspect of the game that 1
feel has been left out—ball handling ability.
Yes, assist ratings are one indication of
that, but some players with high assist
ratings commit an inordinate amount of
turnovers, while some players may have
better-than average assist ratings but not be
very good ball-handlers. For example, a
player like Doug Collins who moves well
without the ball, has a better than average
assist rating, but if forced to bring the ball
up court all the time would be more suscep-
tible to steals and turnovers, A team would
have a much easier time pressing Brian
Winters and Sidney Moncrief than they
would Norm Nixon and Magic Johnson. I
have devised a system to determine a
player’s ball-handling rating, for use when
the opposing team is pressing. The players

with higher ball-handling (BH for short)
will be less susceptible to the press.

Take the player's assists-per-minute and
subtract his turnovers per minute, a stat
which is available in the Sporting News
NBA Guide. You should apply this
number to the chart on table II to find the
player’s BH number,

Example: Larry Bird's assist-per-minute is
.15 and turnover per minute is .09—the dif-
ference is .06; thus his BH rating would be
3, which is excellent for a big forward.
Ancther example is Moses Malone, whose
assists-per-minute is .04 and turnovers-
per-minute is .09, which results in a
negative .05; thus he would be a 0.

Mext, take 25 cards from the fast action
deck that have turnovers under Press (see
tabie III). Next to each turnover, write the
corresponding notation “ignore if (posi-
tion) C-F1-F2-G1-G2, BH rating 0-5".
Example: On a card whose press reading
says “ball thrown away,” write next to it
“ignore if F1 BH 3-5." The chart on table 111
shows how many of each reading you
should use and which notations you
should write for each position.

You will note that the guard positions’ ball-
handling ratings come into play more than
the forwards and center. This reflects the
fact that guards usually bring the ball up
court more than the forwards and center.

Here is an example of how it works: Team
A is in possession. Team B is pressing.
Under PRESS it reads “double dribble (ig-
noreif G2 BH 4-5)", [f GZ'sBH rating is 4 or
5, the turnover is ignored, and the result is
instead a pass to the player whose BH
rating was consulted. Thus it becomes the
action reading, and the next fast action
card you will use advance, not action.
PRESS is the only reading in which the BH
is used. This adds another dimension to the
game. Players who have a higher BH now
have more value to their team, and can
ward off pressure more easily.

In addition, you can keep track of in-
dividual turnovers if you wish. Statistic
lovers may want to, while others may find
they have enough to keep track of as it is.
It's all up to you! Here's how: When a steal
occurs, the turnover is charged to the
player whom the ball was stolen from. If
the turnover occurs under advance, the
turnover is charged to the player who
passed the ball previously under action. If
the turnover occurs under the Action

reading, consult chart [V and use the foul
range number on the same fast action card
in which the turnover occurred. (In case
you're wondering why you use a foul
number for a turnover, the foul-range
numbers are random and have no bearing
on actual fouls.)

If the turnover comes up under press, do
the same as you would under action unless
it is a turnover in which the BH rating was
used. If the player's BH rating wasn't good
enough Lo prevent a turnover, it is charged
to him.

I'm sure this all sounds terribly confusing
at first, but after you get a few games under
your belt, it becomes habit like the rest of
the game.

I think vou will find that this adds ancther
dimension to the game, as some players
who are good passers aren’t necessarily
good ball-handlers and that players who
are deficient in some areas may now have

added value,

With the addition of turnovers, you can
now keep track of every statistic the NBA
does except minutes played. {That is also
possible, but it would slow the game up far
too much.) To have an accurate gauge on
players you create, try to keep track of the
minutes they play as accurately as possi-
ble, Estimate how long they've been in by
the amount of fast action cards used.

One last suggestion—if you decide to use
any of the options in All-Star Replay,
make a copy on a duplicating machine, cut
it out, and affix it to the game board. It
saves a lot of thumbing through charts. Or
else put all of the charts on a piece of card-
board so you will have easy reference to
them.

I hope that some of these options will be
helpful and interesting to you, and that
you've been able to decipher my explana-
tions| If you have any questions, com-
ments, or suggestions, write to Craig
Carter, 7044 N.E. Davis, Portland,
Oregon 97213. Please enclose a 5.A.S.E.
Good luck! (Extra-special thanks to
Stephanie for putting up with me and all of

this!} Il

Avalon Hill
Games

4517 Harford Road,
Baltimore, Md. 21214
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TABLE I
MAKING YOUR OWN PLAYERS
Center
FG Secondary T Rebound Foul Draw. Block Steal Assist Stamina Defense
2:52 2-42 2-72 2-33 218 2-5 23 2-42 2-28 2-{-3}
3-51 341 3-71 3-41 3-17 3-5 12 341 3-26 3-(-4)
4-48 438 4-68 4-31 4-16 4-4 4-1 4-38 424 4-(-3)
5-47 5-37 5-67 5-30 5-15 5-4 5-1 5-37 5-22 5-(-2)
646 &36 6-66 629 614 6-3 60 6-36 &20 6-(~1)
745 7-35 7-65 7-28 7-13 7-2 F=0 7-35 7-18 7-(0}
8-4p B-36 8-66 829 8-14 8-3 80 B-36 219 8-{-1)
9-47 9-37 9-67 9-30 g1s 9-4 Q-1 9-37 9-21 9-{-2)
10-48 10-38 10-68 10-31 10-16 10-4 10-1 10-38 10-23 10+¢-3)
11-51 1141 11-71 11-32 11-17 11-5 11-2 11-41 11-25 11-(-4)
12-52 1242 12-72 12-33 12-18 12-5 123 1242 12-27 12-(-5)
Power Forward
G Secondary FT Rebound Foul Draw. Bloek Steal Assist Stamina Defense
same sarmne same 2-31 2-16 2-5 same 2-45 same same
as as as 330 3.15 34 as 344 as as
center center center 4-29 4-14 4-3 center 4-43 center center
3-28 512 53 542
627 6-12 a2 6-41
7-26 711 71 7-38
§-27 812 B8-2 8-41
0-28 2-13 -3 9-42
10-29 10-14 10-3 10-43
11-30 11-15 114 13-44
12-31 12-16 12-a 12-45
Small Forward
FG Secondary FT Rebound Foul Draw. Block Steal Assist Stamina Defense
2-54 244 2-76 2-23 2-16 2-4 2-4 2-51 same SATMeE
3-53 343 3-75 3-22 18 3-3 33 3-48 as as
4-52 4-42 4-74 4-21 4-14 4-3 42 4-47 center center 1
5-51 5-41 5-73 5-20 5-13 5-2 5-2 5-46 and and
6-48 6-38 672 6-19 b-12 6-1 6-1 645 power power
7-47 By 7-71 7-18 7-11 70 7-0 7-44 ferward forward
B-48 838 B-72 819 812 B-1 81 8-45
9-51 941 9-73 9-20 9-13 9-2 9-2 9-46
10-52 10-42 10-74 10-21 10-14 10-3 10-2 10-47
11-53 11-43 11-75 11-22 11-15 11-3 11-3 11-48
12-54 12-44 12-76 12-23 12-16 12-4 12-4 12-51
Oftf-Guard
FG Secondary T Rebound Foul Draw, Block Steal Asgist Stamina Defense
2-52 same same 2-15 114 2-3 2-5 2-53 same same
351 as as 3-14 313 32 3-5 352 as ac
4-48 small small 4-13 4-12 4-1 4-4 4-51 center center
547 forward forward 5-12 5-11 5-1 5-4 5-48 and and
646 6-11 6-10 5-0 6-3 6-47 forwards forwards
745 7-10 79 70 7-2 7-46
8-46 8-11 8-10 8-0 8-3 8-47
9-47 9-12 9-11 g-1 9y 9-48
10-48 10-13 10-12 10-1 10-4 10-51
11-51 11-14 11-13 11-2 11-5 11-52
12-52 12-15 12-14 12-3 12-5 12-53
Point Guard
FG Secondary FT Rebound Foul Draw. Block Steal Assist Stamina Defense
2:51 same 2-74 2-10 same 2-2 same 2-61 same same
3-48 as 379 39 as 3-2 as 3-58 as as
4-47 center 4-72 48 off- 4-1 off- 4-57 center center
5-46 5-71 57 guard 50 guard 5-56 and and
645 668 66 &0 6-55 Torwards forwards
7-44 7-67 7-5 70 7-54
845 8-68 8-6 80 B-55
9-46 9-71 9-7 9-1 9-56
10-47 10-72 10-8 10-1 10-57
11-4B 11-73 11-9 11-2 11-58
12-51 12-74 12-10 12-2 12-61
Foul Range:Assign each player a range of four numbers if die roll is 3 or 4, three numbers if die roll is 2 or S, (The choice of which numbers to use is up to
you, as long as the range is correct.)
NOTE: This table is only a guideline for how to determine your player's beginning ratings. You may give a player any rating you want, but we use this
systern because it gives the player good ratings in some areas, and average ratings in other areas, depending on the roll of the dice. Roll the dice once for
each area on the player's card. You will notice that there is a separate chart for center, power forward, small forward, point guard and off-guard. Most
ratings will be at least average; none are poor, and some are excellent. This gives your player a fighting chancel
— — -
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TABLE 1l

BALL-HANDLING RATINGS
APM
less
T.0.PM Ball-Handling Rating
Any minus number ]
¢-.01-.02 1
03-.04-.05 2
.06-.07-.08 3
.09-.10-,11 4
12 and over 5

Subtract turnovers-per-wtinute from assists-
per-minute and consult table to obtain rating.
{Use Sporting News NBA Guide for statistical
figures and information).

TABLE 11

BALL-HANDLING RATINGS
FOR FAST-ACTION CARDS

Ball Thrown Away {10 Total Cards}
Ignore if C-BH 1-3

Ignore if F1-BH 3-5

Ignote if F1-BH 4-5

Ignore if F2-BH 1-5

lgnore if F2-BH 4-3

Ignore if GI-BH 1-5

Er\' i.Fﬁ-BHS

[gnore if G1-BH 5
Ignore if G2-BH 2-5
Ignore if G2-BH 5

Line Violation (4 Total Cards)
Ignore if C-BH 2-5

Ignore if F1-BH 1-5

Ignore if G1-BH 2-5

[gnore if G2-BH 3-5

Traveling (5 Total Cards)
lgnore if C-BH 3-3

lgrore if F1-BH 2-5

lgnore if F2-BH 2-5

Ignore if G1-BH 3-5

[gnore if G2-BH 1-5

Double Dribble (3 Total Cards)
Ignore if F2-BH 3-5

[gnore if G1-BH 4-5

Lgnore if G2-BH 4-5

Offensive Charging Foul {2 Total Cards)
lgnore if G1-BH 4-5

Ignore if G2-BH 4-5

10 Second Violation {I Card)
Ignore if G2-BH 5

Take 25 fast-action cards from the deck with
these readings under press and fill in the ball-
handling notations (one per card).

TABLE IV

TURNOVER CHART
Foul-Range Number Turnover-Committed BY

11-15 F1

16-22 F2

23-28 C

31-36 G1

37-45 G2

46-53 Choice of opposing coach

54-61 Sth best BE rating on teamn
committing turnover

62-67 4th best BH rating on team
committing tumover

68-75 3rd best BH rating on team
commithing turnover

76-82 2nd best BH rating on team
committing turnover

83-68 best BH rating on team

committing turmover

NOTE: If two or more players have the same BH rating,
tumover is on the player with the worst rating,

Consult Fou! Range Number on same fast-
action card as turnover occurs and use this table
for turnovers that happen under ACTION
reading.

ON THE ROAD AGAIN

HOW TO MODEL THE HOME-FIELD ADVANTAGE

A few years ago | attempted to replay the
1950 American League season using Statis-
Pro Baseball. 1 was enormously pleased
with the resulting statistical realism and
ease of play of the game, but after a couple
hundred games a curious pattern began
emerging.

The teams and players performed about as
was expected of them—the good teams
won and the poor teams lost—however, it
didn't seem to matter whether they were
playing at home or on the road as to who
had the edge. In fact, through the “tuck of
the cards”, only three of the eight teams
played better at home than on the road.
The only difference between a road trip
and a home stand was who took the field
first. This bothered me For it seemed that
there should be more discomfort involved
in a road trip than batting first.

After much careful thought I came up with
a system easily incorporated into the game
design which accurately portrays the home
field advantage in baseball without alter-
ing play or adding cumbersome charts.
The system proved so successful that dur-
ing a recently completed 100 game

BY RANDY RASMUSSEN

schedule involving the eight First-half,
second-half divisional winners from the
1981 season, the home teams won 231
games and lost 171, for a .575 winning
percentage at home for the entire league.
Additionally, none of the eight teams
played poorer at home than on the road,
and only two teams had a losing record at
home.

To model the home field advantage in
Statis-Pro Baseball, it is necessary to circle
twenty-two randomly selected PB numbers
on the Fast Action Cards, two each of
numbers 2 through 12 so that two “2's™ are
circled, two 3's, two 4's, two 5's, etc. up to
12. Each team in the league will be assigned
a Home Field Advantage Rating, which
will be a number from one to twelve.

If, when searching for a PB number during
the sequence of play you come across a
circled PB number, compare this number
to the home team’s Home Field Advantage
Rating. If the circled PB number is greater
than this rating, compare the PB number to
the pitcher's control rating and proceed as
usual. Also, if no one is on base at the time,

IN STATIS-PRO BASEBALL

ignore the fact that the PB number is circled
and proceed as usual.

If the circled PB number is less than or
equal to the home team’s Home Field Ad-
vantage Rating arnd men are on base, treat
the PB number as though it were a CD or
BD result depending on which team is at
bat (i.e., if the home team is at bat, the
result is BD; if the visiting team is at bat,
the result is CD). Next, follow the CD or
BD procedure.

To assign Home Field Advantage Ratings,
list all the teams in the league in order of
their final season records, The worst team
in the league is always assigned a rating of
1. Using games behind the leader as a
guide, assign ratings to each team up to a
maximum of 12. {It does not necessarily
follow that the team with the best record
will have a rating of 12, only that the better
teams will have higher ratings than the
poorer teams.) Thus, it can be seen that the
worst teamn in the league, in effect, has no
home field advantage because a circled PB
number will always be higher than one.
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Assigning ratings based on final season
records is the simplest method, though if
individual home records are available by
all means use them.

Home Field Advantage Ratings for the
1982 season are given below:
Home Field Advantage Ratings 1982 Season

American League National League

Milwaukee 11 St Louis 11
California 11 Atlanta 10
Baltimore 10 Philadelphia 9
Kansas City 9 Los Angeles 2
Boston 9  San Francisco 9
Chicago 8  Montreal a
Detroit 7  Pittsburgh 8
New York &  San Diego 7
Cleveland 6  Houston B
Toronto 6  Chicago 5
Seattle 5 New York 2
Qakland 3  Cincinnati 1
Texas 2

Minnesota 1

The use of the Home Field Advantage
further increases the importance of in-
dividual CD and BD ratings. A good defen-
sive tearn will be even harder to score runs
on when playing at home.,

It is this increased importance of BD
ratings which brings up one of my pet
peeves concerning the game design. A

quick glance at the game’s guidelines used
to rate individual players for clutch hitting
reveals the ratings are based on home runs,
In practice, a higher BD rating gives a
player a better chance to drive in runs, but
not necessarily through hitting home runs.
In fact, BD-2 hitters are penalized through
having one home run number deducted
from their card with no appreciable in-
crease in their ability to hit home runs as
reflected on the BD chart. The result is that
BD-2 hitters will hit fewer home runs but
more doubles than their real life counter-
parts,

It is my feeling that BD ratings should be
assigned according to runs batted in rather
than home runs. It is certainly true that
home run hitters will drive in more rans,
but does anyone sertously believe that
Dave Kingman is a clufch hitter? With the
tying run on second base with two outs [
can think of dozens of hitters [ would
rather see come to the plate than Dave
Kingman.

With this in mind, assign all hitters with at
least 90 RBI's a BD rating of one and hitters
with more than 120 RBl's a BD-2 rating,.
These ratings should be pro-rated to reflect
a player's run productivity (i.e., a player

with 70 RBl's in only 90 games would
receive a BD-2 rating),

Since B[}-2 hitters have one less home run
number on their card | offer the following
revised Clutch Batting Chart:

Revised Clutch Batting Chart

BD-0 BD-1 BD-2
11-24 11-32 11-35 Double, all
runners scose
25-26 3334 36-37  Triple

27 35-37 38-48 Home Run

28-88 38-88 51-88 No Result

With the home field advantage a long road
trip can become baseball's depressing reality
where breaking even means catching up
over the course of a long season, In a tight
pennant race every road winis savored and
a home defeat is agony,

Overall the home advantage probably
means less than one run a game on the
average to the better teams and for the
poorer teams it is the absence of the ratings
for the visiting teams which gives them
their chance to surprise. In a close game it
could mean the difference between winning
and losing and that, after all, is the advan-
tage a home baliclub enjoys. [l

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 Jjob.

What we do want is people who can write good articles about any of the almost-
twenty Avalon Hill/Sports Illustrated games (including Statis-Pro games).

All-Star Replay is your magazine. You can suggest rule changes in our
games, reminisce about past sporting events (for which we may be able to print
corresponding cards) that are near and dear to your heart, or comment on the
current sporis scene.

Past issues have included a ltile something for everybody, Bonus luseris
—player cards for 6 all-time golf greats for PRO GOLF (based on the historic
Masters golf tournament at the Augusta Natlonal Golf Club), BASEBALL
STRATEGY player cards for the Mets-Orloles 1969 World Serles, PAYDIRT
team charts for the famous “Ice Bowl” 1967 NFL Championship Game be-
tween the Green Bay Packers and Dallas Cowboys. Analyses —predictions for
the Cooney-Holmes fight, which you can re-create with Avalon Hill's ultra-
realistic TITLE BOUT game. Reviews—the best thoroughbreds of 1981 for
WIN, PLACE and SHOW, Grand Prix acason highlights for Speed Clrcuit, cup-
sule summaries of each baseball team's strengths and weaknesses in 1981 for
Statie-Pra Bascbull. Rules Changes—for SP Football, MAJOR LEAGUE
BASEBALIL, and BASKETBALL, STRATEGY. Even quizzes—do you
remember who led the American League in saves and games pitched in 19619
(No, it wasn't Eli Grba). All this and a whole lot more.

Now, about that thousand dollars. At our current rate of $5.00 per running
10" column of copy, or 815.00 a page, that’s only about 378 pages of typed,
double-spaced copy. Plece of cake.

But if the financial rewards for your articles aren't enough, consider the
fringe benefits. Each word you write 1s one less you'll have to read from the
editor.
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The
Fistic
Scene

ADVANCED TITLE BOUT

THE NEW AND IMPROVED VERSION OF
AVALLON HILL’S BOXING GAME

This article inaugurates the beginning of a
new series designed to bring about the first
set of major revisions in Title Bout since its
inception over three years ago, The articles
will be presented in the form of modular
options, any or all of which may be used if
the gamer so desires. While the scope of the
articles will be far reaching, dealing with
such diverse areas as new charts and tables,
revised scoring procedures, etc., the sim-
plicity and accuracy of the original Title
Bout remains; in fact, if anything, these
changes/options bring about even more
accuracy and realism without adding to the
time of play.

As mentioned, this is the first of a series of
articles and it is only appropriate that it
should deal with the most important aspect
of the game—the player cards. Itis also fit-
ting that this article lead off Advanced Title
Bout because its appearance in print should
coincide with the availability of the new
player card set. Yes, new fighter cards do
exist] The parties involved are fully aware
of what seems like a later release date of the
new cards each year. However, the delay
this year was completely out of the hands
of AH: the ratings simply were not com-
pleted as scheduled. The wait, though,
should be well worth it, for this year's set is
extremely current and reflects even more
accuracy than ever before,

Several major changes have been made in
the player cards: first, three new categories

BY JIM TRUNZO

have been added to the card itself; second,
the format of several existing categories
have been changed. Each of these changes
has been brought about to heighten the
realism of the game either by filling an
existing gap in play or by handling an area
in a slightly different fashion than in the
past to correct minor flaws that have af-
fected the play and flow of the original
design. But enough in the way of justifica-
tion! Let’s get to the meat of this thing!

The Ffirst thing that you will notice upon
receiving the new player card set will be the
addition of a new rating labled KP. This
rating stands for Knockout Power and will
be found immediately after the HP (Hitting
Power) rating, residing where Killer In-
stinct used to be. KP differs from HP in this
way: Hitting power designates a fighter's
overall ability to land punishing blows
during the course of a fight. Its effects'are
cumulative in nature and damaging in a
collective way. It also represents the
fighter's ability to land a power punch that
might be capable of taking out his oppo-
nent. The new rating, KP (knockout
power}, represents something that is
related to the HP rating, yet unique in its
own right.

KP is a rating indicative of a fighter’s pure
power; his ability to put away an opponent
with one punch at any point in the fight, It
does not take into account the ac-
cumnulated effects of numerous blows, as

does HP, nor does it rely on an opponent’s
fatigue or recuperative powers. The KP
number will be a rating based on a range of
+2 or -2 and added or subtracted from the
oppoenent's KO rating immediately after a
knockdown has been scored and prior to
checking for a knockout. To those of you
familiar with Title Bout, you can readily
see the implications of this new categoryl
{Incidentally, although the new KP rating
has been placed in the spot where Killer In-
stinct is normally found, that does not
mean Killer Instinct has been eliminated;
it's simply been relocated on the card.}

While the KP rating is a significant addition
to the fighter’s card, several other new
categories are of equal importance. The
second new feature found on the card is a
Counterpunching rating. In the form of a
range as opposed to a single numerical
rating, Counterpunching is located im-
mediately after the Punches Landed range
in the Action section of the fighter's card
{i.e. Punches Landed: 1-42/37). Most
fighters are not as accurate when they are
counterpunching as when they are leading;
conversely, some are more accurate. This
factor was not explored to any great degree
in the original version of Title Bout. Now,
every time a fighter's opponent misses a
punch, the fighter will have a chance to
land a counter. Not only will this bring
counterpunching into play with more ac-
curacy and realism, it will place much
greater emphasis on the detriments
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brought on by swinging wildly and missing
punches,

Missing a punch or landing a counter will
not affect which fighter is in control; that
aspect will remain stable in that a fighter
will only lose control by having a CF fall
outside his CF rating. However, when con-
trol is lost, the opponent will no longer
check to see if he has landed what was, in
effect, a counter, as he did before. Now he
will immediately go to his own CF. Again,
devotees to Title Bout will be able to
recognize the importance and the impact of
this new feature.

Another aspect of boxing that has been ig-
nored for too long by Title Bout deals with
the individual fighter's tendency to start
quickly and burn out or start slowly and
come on or combinations of either ex-
treme. Therefore Title Bout has instituted a
new rating and restructured an ¢ld rating
to give a better feel for an individual fighter's
style—and, once again, achieve greater ac-
curacy, How many times have you seen a
fighter start out slowly only to come on in
the late rounds to pull out a decision. Or
start out slowly and lose a close decision
because of that very fact, even though he
closed with a rush! Now this type of oc-
curence can come to life in Title Bout.

At the bottom of the card, above the In
Corner/On Ropes rating, a Fast/Slow
Starter rating will be found. This rating
will be in the form of a single number
which will indicate the number of rounds a
fighter will fight with a modified CF. All
rounds prior to and including that par-
ticular number will be fought with a CF
modified by ~1, For example, let’s assume
that a notoriously slow starting fighter has
a Fast/Slow rating of 4 and a CF rating of
2/9. For the first four rounds of each of his
tights, he will fight with a CF of 8/8 (his
original CF 9/9 modified by -1).

Once again, those familiar with Title Bout
will fully appreciate what such a seemingly
small adjustment could conceivably mean
to the outcome of any given bout. Most of
the ramifications are obvious; however, it
is the subtle effects of a change like this that
should be appreciated. Take a great fighter
like Alexis Arguello, for example. Normally,
Arguello has a CF rating of, say, 10/11.
Fighting at this high of a level every round
of every fight can result in any number of
dull, blow-out fights against mediocre op-
position, Yet, this isn't always the case in
Arguello’s real bouts. Many times, the

tight appears close for the first third of the
bout because Arguello hasn't opened up.
The excitement (or anxiety) of a possible
upset is created. Then the master begins to
take charge and the momentum abruptly
shifts] Now this aspect should become
more apparent in Title Bout,

Counterpunching, Knockout Power and
Fast/Slow Starting ratings are all totally
new to Title Bout. They are not, though,
the only changes being made in the game,
Changes have also been made in existing
categories, either in their format or in their
use. Endurance is one of those areas that
has undergone obvious change,

The Endurance rating used to be a number
ranging {rom 70 to 120, It envolved a cer-
tain amount of ongoing bookkeeping in
the form of reduction on a round to round
basis, No more. Endurance is now based
upon a rounds rating. For example, a
fighter might have a rating like END: 7/11.
The number before the slash indicates how
many rounds of a ten round bout a boxer
could fight before showing signs of fatigue;
the number after the slash would indicate
how many rounds of a fifteen round bout a
boxer could fight before showing signs of
fatigue. What if the bout is scheduled for
twelve rounds? Add one to the number
before the slash. Simple, isn't it? Well, yes
and no,

The new system does eliminate the tedi-
ousness of adding points scored plus missed
punches and then subtracting that total

from endurance, a bothersome task at best;
since the importance of Missed Punches is
accounted for under the new counter-
punching rule, nothing is lost from that
aspect of the game. And the new system
does indicate more clearly, even at a
glance, the scope of a fighter's endurance,
It also speeds up the play of the game,
however . . . in keeping with the realism
stressed in Title Bout, two modifications
do come into play. A fighter's endurance
rating is lowered each time he suffers one of
the following mishaps: 1) the fighter is
knocked down, or 2) the fighter has twenty
or more points scored against him in a
given round. However, a fighter can never
have more than one round subtracted from
his endurance at any one time. Thus, if a
fighter suffers a knockdown in round five
and also has twenty-two points scored
against him in that same round, his en-
durance is only lowered by 1. Likewise, if a
fighter happens to be knocked down twice
in a round, his endurance can only be
lowered by 1. There is no limit, though, to
the number of times the endurance can be
lowered, providing the above guidelines
are followed.

Once a fighter has gone past his Endurance
Rating level, other areas of his game begin
to suffer, just as before, Fatigued fighters
begin to lose the sting in their punches.
Conversely, most fighters are more suscep-
tible to being knocked down or knocked
out when fatigued. Punches are often not

only less powerful, but less accurate as
CONT, PAGE 33
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BLASTS
FROM
THE
PAST!

NORMALIZING BASEBALL PLAYER
RATINGS BETWEEN ERAS

A METHOD FOR PUTTING TEAMS FROM ANY YEAR
ON AN EQUAL BASIS IN STATIS-PRO BASEBALL

1 have recently started an 8-team tourna-
ment consisting of some of the greatest
baseball teams in history. The entries are
the 1906 Chicago Cubs, the 1912 Boston
Red Sox, the 1927 New York Yankees, the
1936 New York Yankees, the 1943 5t. Louis
Cardinals, the 1953 Brooklyn Dodgers,
the 1961 New York Yankees and the 1976
Cincinnati Reds. I have rated all of the
teams using the Avalon Hill Statis-Pro
Baseball game. But now I have a problem:
the 1906 Cubs have very poor fielding
averages because they were using very
poor equipment; the 1936 Yankees have
fantastic batting statistics because of the
live ball used in that era; teams from earlier
in the century used a dead ball. I 1936, the
average American League team scored 5.7
runs per game, while in 1906, the average
was only 3.6, How do you adjust for these
differences and have a “fair” contest?

In this article, I will show you a method
that [ developed to adjust the Statis-Pro
cards (or any other game, if you use a dif-
ferent one) when playing two teams from
different baseball eras. But first, let’s
review how the Statis-Pro cards are set up
for pitchers and batters.

PITCHING

Pitchers are rated relative to the average
pitcher in that season. A 2.70 E.R. A. may
be worth a PB rating of 2-8 in 1961, but only
2-6 in 1906. The PB ratings are allocated so
that the same percentage are 2-9s and 2-8s,
etc. each year. In addition, the pitchers for

BY DAVID LeSUEUR

any given year average 11 singles, 11
strikeouts and 7 walks on their cards. So,
pitchers are already normalized between
different seasons under the assumption
that pitchers in general are equal every
year.

BATTING

Batters, on the other hand, are rated based
on their absolute statistics. The card for
Babe Ruth in 1927 would produce 60 home
runs whether you were using him against
the 1906 pitchers, the 1927 pitchers, or the
1983 pitchers. Thus, the teams from years
where not many runs were scored are at a
severe disadvantage when playing the
teams from high-scoring eras. It would
seem logical that some adjustments to the
batter cards would be in order.

FIELDING

Fielding statistics have stayed fairly even
for the past 50 years or so, but the teams in
the first couple of decades of this century
are at a disadvantage if you don't make
some kind of adjustment. 1 will save my
suggestions for fielding changes for
another article however.

MY ASSUMPTIONS

FOR NORMALIZING

Before giving you my solution for nor-
malization, I should first tell you some
basic assumptions that [ made about the
relative abilities between different years. I
dor't intend to get into an argument about
whether baseball players from the “good

old days” are better or worse than the
players of today. In fact, I am going to
assume that the pool of talent playing in
the major leagues is equal in every year. |
know most people will argue with that
assumption. However, it seemed like a
good place to start. In the first place, if you
start out assumning that the teams in the
1930s, say, were better than the 1970s
teams, then why bother playing games be-
tween the two eras if you already were giv-
ing better ratings to the 1930s teams? If you
played enough games, the superiority you
had built into the ratings would eventually
be manifested. Second, the main purpose
of the article is not to show you how to rate
players of different eras against each other
to see who is really better. Instead, 1 am
showing you how to make the adjustments
once you have decided which years had
better players than other years. Thus, | am
assuming that all years are equal, but you
can use my method even if you make
another assumption.

The other assumption that I made in my
approach to normalization was that [
would only change the number of singles
on batter cards. I did not want to try to
change the number of extra base hits any
player was expected to get. It is far too
speculative to guess, for example, how
many home runs Ty Cobb might have hit
in a live ball era, how swinging for the
fences more often might have affected his
batting average, etc. Also, by not changing
the power of the teams, the running teamns
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would remain running teams, and the
power teams would remain power teams,

THE SOLUTION

In baseball, the team that scores the most
runs in a game wins, This simple truism is
the key to normalizing teams. We must ad-
just the ratings so that the number of runs
expected to be scored is the same in any
era. Because of the way Statis-Pro is
designed, [ had to change the batter cards
and leave the pitcher cards untouched.
And because of my basic assumption, the
number of singles on the batter cards had
to be changed to normalize the teams, and
no modifications were to be made to either
extra base hits or walks. But hew do you
measure the effect of the number of singles
by a team on the number of runs they will
score?

This question is answered by baseball
statistician Bill James. In his book, 1982
Baseball Abstract {which is a fascinating
book, by the way), he revealed a formula
which can predict very closely how many
runs a team will score during a season. The
formula is:

IHIIE = wWilkE) & Iila’ haaes)
At ey

J[ME]
Of course, this is not an exact formula, but
is a very good predictor of how many runs
a team scores. Now we can estimate what
will happen to a teamn's run production if
we change the number of singles they get.
Suppose that you determine that one team
must score “K” more runs during a season
to normalize it with another season, and
you warnt to find how many extra singles it
must get during the year (which we will call
“X"}. Using the equation above, we get:

(NS +walks + Xj  (10lal bages + X)

HUIERAES al Bals |- walks

Substitute for Runs from the first equation,
and solve for x, and you will get the follow-
ing formula:

KP4 (072l pases + fuls — walks}X — Kizl bals + walks) =0

If you remernber any high school algebra,
this is an equation of the type ax®*+bx+c
= 0, and the selution for x is:

 ~ dar) &

e
= ——

{Who wouid have thought that the general
solution to a quadratic equation would be
useful in playing a table top baseball

game?) In our formula:
Cont. Page 27

1906 Chicago Cubs

PLAYER POS E T OBA SP SAC HR DPF B 28 38 HR 50 BB HB CH AVG
Frank Chance W J— A AL - W NN 53 54 RN 319
2B
Johnny Evers AB NSRS B A R AT R 10 R TG 3 e 4 OR35S N A0 B N 2 55
ok
Joe Tinker 38 & — & & A —20 23 27 28 oo 35 0 BRW 233
3B
Harry Sieinfeldt 2B .5 — B AL A 1 =10 32 38 420 43 45 48 g RN 327
Wildlire Schulte o ~§ — 8§ B A4 1 =W 28 W FH N 5 1} 0 LN 258t
Jimmy Slagie . === E oy e L ] a 32 a1 LN 239
Jimmy Sheckard B =28 '8 A 1- =H 3 I i o 35 4 ‘a3 LN TEE
L
Jahnny Kling OFE2ss— 2 B SmEB BEUARE 18 810 B3 isssdt Sl 41 42 M 45 RSN S 12
Pat Moran G 2 — § £ A 1. - -0 W B =3 q4 RN 252
OF-1B
Selly Holman Il = AT AN A L — 0 027 A 28 132 3 R 3 e 5 42 43 AN 256
OF
Doc Gessler B == = 0 B, & 1 M 2 3 0 0 33 4a 8 LN 25
PATCHER PB SR RR HR 1B BK S0 BB B WP ERA W L GS GR SV IP E BAT
Three Finger Brown TR g B 03 Al 4y T 2 - § = —
Jack Pfiester 2-9 11 8§ 82 22 D 36 43 44 45 15 20 A 29 2 O 42— —
Ed Reulbach -8 1 5 o855 17 - B TESLA 4F 168 19 4 3 9.3 28 — —
Carl Lundgren 2 A AR B 2 R n e AR SN O I AR R 24T 2 IS0 = —
Orvie Overall 2-7 14 43 21 B2 42 B 59 B6 188 12 3 4 tim=—  —
Jack Taylor 22 B b 3 B0 B B 2 D B RS0 T R | S il b e L O AT — e
Frec Beebe 2-6 14 I 44 158 18 51 67 68 7F 27 T ' 6 8 1 M— —
Bab Wicker 26 15 8 28 24 25 38 47 48 52 300 3 5 E 20D 72— —
1912 Bosten Red Sox
PLAYER POS &€ T OBR SP SAC HR DP 1B 28 238 HR SO B8R HRE CH AYG
Jake Stahl i 4 —" @ B B 0 25 3 3r 3B 44 48 il B S
Steve Yarkes D e Y e ) 0 o S ) D oo A o' AN 252
Heinie Wagner &8 4 — B A B 0 -t B W/ M 4 &8 -47- 48 BN 27
Larry Gardner SR 7SI E A B IO I =10 27 A S S S 2 DRSNS
Harry Hooper 0.4, — 4 H & § — 2 I 0 35 43 44 1N 242
Tnis Speaker 0OF 5 — A A B 0 -—-20 32 4 46 48 54 65 BE (N 383
Duffy Lewis OF—~8— o B 'D-—10 M 33/ 58 FE 37 45 G AN 284
Bill Carrigan G D (L S H S ) =) Wp7 A5 2 0 D 3% 47 0 RN P63
18
Clyde Engle WwOF- 8 — A AR P -B B B N . 3 38 47 &N -2
Hick Cacdy IR == S ATERE SRR 0 =20 R0 SR o 38 42 D RN 290
Smaokey Joe Wood ' == TH E H @ =18 2 B 8 S a8 @ G AN 290
Hugh Bradley D e (Bt C s B W O B 0 SR 03021 A CPRY R 0 RN 190
Olal Henriksen @F — =& E B :§ -2 2 54 % Q 42 65 0 LN 321
Les Nunamaker. D A e e S0 R "2 (2432 034 W k| a 0 RN 252
Neal Bal! B - = A A & 0§ -2 W = o g 2 B 0 RN 200
55
Marty Krug 2RI = (B PRTA L E I = O 7 M 5 R B 0 44 54 0 AN .308
PITCHER FB SR RR HR 1B BK S0 BB PB WP ERA W L G5 GR SV IP E BAT
Smickey Joe Woed 29 120 6- 78 23 0. ah a5 460 47 Wi Ealh oaBh 5 44— T —
Hugh Bediant 2-7 13 0 52 21 22 3% 42 43 45 292 0 9 4 13 31231 — —
Buck ¢'Brien 2-7 14 T 46 18 21 32 38 41 43 257 19 13 34 3 | 276 — —
Charley Hall 2-7 14 8 B X 8 2 84 & 17 5. 880 3 21— ~
Ray Colling 27 14 T 45 23 24 35 3B 41 43 254 14 8 23 4 (/199 — —
Jack Bushelman 28 0 gl AR o4 o7 e 8 n D 8 —  —
Larry Pape 2-5 21 10 051 34Y 35 0 45, 56 58 B4, 4.96 1 1 211 1 48— —
Eddig Cicotle &5 90 Jd- S5 FE 2. 47 68 55 61 5.5 1 8 &-3 @0 46— =—
Ben Yan Dyke 255116 IR I R S B 5 3 115 SRS o S 1 A I I o | i 4 s
1961 New York Yankees
PLAYER POS E T OBR SP SAC HA DP 1B 28 3B HR S0 BB HE CH AVG
Bill Skowran i 4 — € £ 8 3 0 21 2 27 35 i 52 B R - ERT
Bobby Richardson P M= D - RIS, F=11 0 2B S SR A RS ey 0" RN 2261
Teny Kubek Sl = AR A T -2 B WSS B -2 g LN B
aB
Clele Boyer S SO T I CARC, 0 17 23 24 26 38 45 46 RN 224
Roger Maris OF 4 — "B E"'A 1 =10 4. 17 1@ 38 M4 4 & ¥ e
Mickey Manile ORISR D R0 L O N S 16 o /) R S a3 117
oF 2
‘Yog: Berra C i — B. 0 2 10 25 328 4 3B -1 B (I
C 1
Eistan Howard 15 N = 1) N F Y - S0 1M 33 8 a1 47 e ) 0 AP 348
Hecter Lopez BF .3 B O & 4§ g8 85 B I & 42 0 RN 222
(5 1
Johnfty Blanchard £ FERG RSN () T M E 10 21 26 0 38 42 48 1P S5 (5
— m—
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OF %
Bob Cerv 1B g -=_g '8 £ 8§ og_m B 77 18 43 48 0 RP 271
3B
Bifly Gardner 280 ® — B E D 0O =10 18 26 o 27 42 0 0 AN 212
s 2
Joe DeMasslri EBEE B =E  E_ T &4 20 18 0 g [H 56 -7 0 BN 146
F Jack Reed O -V 2 T 0V 7 T G I S S e e A I 51
Eart Torgeson e &% =& F § @ 9 -y © i} T 14§ OrEE i
PITCHER PB SR RR HR 1B BK SO BB PE WP ERA W L G5 GR SV IP E BAT
Whitey Ford 2 a DT ds 22 % 4@ 47 48 5RO ORF EE @ BE 0 0 BEE- @ &
Aalph Tefry 2= 7Rt S S 2 PR IR 20 S 0 S A5 SN AR HC SN G RS Y RS S SS RE D B
Luis Arroya 29 0 4 5 21 8 35 44 48 48 219 15 8 @ &8 78 112 & 7
Bill' StaHord 2-B= 120 B L85NNE3 000 340 410420 4300 2065 149252185003 5
Jim Coates oy S L I T T T e P TR T 10
Rollie Shelden -7 14 7 86 23 24 35 42 43 45 3B 11 5 21 14 0 163 D 2
Bud Daley 26 16 8 53 21 22 38 47 48 5 395 84 917 6 0 130 8 &
Beb Turley 255 19 10 4B 13 14 35 63 B M 575 3 512 30 7 — —
Hal Renift 28 0. 5 -34 57 @ @8 43" 43 ad 2LE e . R | 2 ]
Tex Clevenger 26 0 7 41 22 23 31 47 489 52 478 1 1 021 Q0 32 0 1
1943 St. Louis Cardinals
PLAYER POS £ T DBR SP SAC HR DP 18 28 3B HR S0 BE HE CH AVG
Ray Sanders B e T 0 &3 28 3 84 =3 47 48 LN 28
28
Lou Klein 8§ 4 — B D A 1 =10 2% 33 I K 41 43 D RN 287
Marly Marian B 3 — D 8B A E 1 31 & 48 0 0 38 g AN 280
1B
Whiley KuTowski 5% % — B D A 1 -—40 2 33 3% 3B L3 i} 0 RN 287
Stan Musial GF @ —" @ § & ¥ 10 FF 8 ¢ 48 =4 &4 55 il 957
Harry Watker oF 4 — B D A 2 -—-10 H 37 34 0 -6 41 0 LN 294
Danny Litwhiler OF 0 — A D B 0 -20 24 32 33 36 41 43 & RN 273
Walkes Gooper CRZ I C R D AN 0 11 41 42 44 -p -2 0 RN 318
OF
Johnny Hopp m & — & C A P -0 W B B T 0 34 0 LN 224
QF
Dehs Garms a7 —~ B D A 2 -0 26 33 34 0 -7 =1 0 LN 257
Ken G'Dea C il c== IEL E .8. 0 M - [ 34 T8 41 15 0 LN 23
Frank Demaree N e D s A7 20 34 37 0 D -6 43 O RN 2%
George Fallon BB —=.o— . & -3 .0 0 28 32 0 0 3 -4 0 AN 231
28
Jimmy Brown BSE — — D E A 2 10305 T 72, 0 -1 o 0 SN 182
Sam Narron G, — ="E E £ @ 20 0 5 a Q 28 28 0 BN 91
PFITCHER PA SR RR KR 1B BK SO BB PB WP ERA W L GS GR SV IP E BAT
Mart Coaper 28-18 -8 BB 22T Do 3 4% qu 4% 2Em 2] 8 g2 8 3 Pllea - =
Max Lanier 29 13 6 82 25 Q 37 45 4B 47 148 15 ¢ 25 7 3 13—  —
Howie Krist &=Fr 18 751 @27 P2 33 42 43 45 B8 11 8 (P AT 2 184 — —
Harry Gumbert 27 12 § 48 22 23 33 37 38 42 2484 10 5 19 2 0 133 — —
George Munger HEo4E 7 S12E B 4y S SaRgE . ¥ 5 F-E g -
Harry Brechesr 2T T S S S G 0 3 41 42 43 227 9 @ 1316 4 15— —
Murry Dickson 26 15 - 46 TB-P 838 4% .48 Ha. &N 4§ F 28§ 1l - —
Al Brazle 220 082 S0 6 0 6 5 2N 0 | A6 IS 7T 8 M 5.7 B @i o REA RS0 N BB ==
Howie Pallet 28 11 5 74 22 0 34 38 41 42 179 8§ 414 2 0 1B —
Ernie White 2 BT 6 S B AT 5 SRR 6 .5 R 7 5 ] P 7 3 S5 BT () S S 0 ST I =
1927 New York Yankees
PLAYER POS E T OBR SP SAG HR OP 1B 28 38 HR S0 BB HE CH AVE
Lou Gehrig iB 2 — B € B 0D —10 17 31 34 45 51— 6B BF B 3
22 3
Tony Lazzeri ARl s — om0 0y 24 32 34 3B 45 54 % AP 309
Mark Koenig 5SS B — A D A 2 -20 27 3 37 38 -8B -1 0 SN 285
Joe Dugan 3B & — 6 D A 2 g 24 3 M I 0 35 D RN 289
Baba Ruth OF 4 4 B D C 0 —10 18 25 26 41 43 WPy LB SER
Earle Combs DER S AR AT 2 =208 33 e R D P b = b e 52 = SN EER056
Bob Meusel pEF- R LR B B LAee D 2 4 449 45 47 52 0 RN 337
Pat Collins ¥ 2 b CIpEE S AT D22 26 22 32 —1. 92 B3 RN 2/
Roy Mareharl 2B B = wiie A B e 0 gEk  gee 28 il —1 42 43 1N 258
Johnny Grabowsky G N B D B B A 2 e =S D 3 2 3 s 0l =2 —42° 43 1RNe 277
iF. 3 .8
Cedric Durst 8 4 — A E A 2 —p0 24 28 33 0 —4 -1 g LN 248
B 4
Mike Gazella o e G IS H S B SN ) a 17 26 32 0 36 54 55 RN 278
i Ben Paschal OF 8§ & A" EF 2 '@ <25 " 3/ 41 44 8 -1 0 BN 27
Julis Wera 38 ¢ — A E B 0 -20 17 28 1] = XK} 37 -4 0 AN 238
Benny Bengough G 1 a . E /&4 8 10 0 -5 =1 @ RE %87
Cont. Page 28
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(o oE+HeW) 2 g:u_-}ng bwy - akae +wy)

If you have a calculator that performs
square roots, then this formula is easy to
solve.

Let's go back to my tournament and see
how the formula works. For the 8 seasons
involved in my tournament, 1 determined
that the average runs per game by a team
was 4.48. The 1976 National League
averaged only 3.98 runs per game. To get
their run production up to 4.48 runs per
game, how many extra singles must they
get? The statistics necessary for the calcula-
tion are as follows:

Actual runs scored: 7,739
Walks: 6,263

Hits: 76,783

Total bases; 23,759

At bats: 65,814

The number of runs expected to be scored
according to Bill James’ formula is:

(BB« WL TED 8 23,755
— A E IS " 7.729

(His formula is only ten runs off of the
actual total.}) To go from 3.98 to 4.48 runs
per game means a 13% increase, or 1,005
more runs during the year. That means “K”
in our formula is 1,005 and x, the number
of singles required is:

A= || =12l 96, T8 = Bnd| 7
# [O00 P50 16,780 BLT00F 4+ 1004 (G505 4 6 :!!i:l:llﬂl £

- 48,005 = 45,804

A= 1500

{We ignore the negative answer because it
doesn't make any sense.) So, the league
must get 1,500 more singles during the
season ta score 1,005 more runs

The next step is to put this change onto the
batter cards. In the Statis-Pro game, the
number of hits on the average batter card
to be added is:

Hils 500
Talbals + wawe)7 135~ 165814 + 6.0537128 - 00
Rounding up, that means the average
batter card for the 1976 Nationa! League
teamns should have 3 additional singles on
the card. Using this same technique, the ad-
justments for the other seasons involved in
my tournament are:

1906 NL  +4 1943 NL  +2
1912 AL 0 1953 NL -2
1927 AL —2 1961 AL 0
1936 AL —5 1976 NL  +3
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In the actual play ot the game, when there
are hits to be added to the batter card, |
assumne the random numbers starting with
81 are,the additional singles. For example,
the 1906 National League has four addi-
tional singles. For batters in that season,
the numbers 81-84 are singles rather than
outs. If a negative hit rating is applicable,
then you can take the singles numbers at
the beginning of the range or the end of the
range for each batter and change them to
outs,

Now 1 am playing my lournament,
somewhat contident that this will be a
“fair” contest between teams who plaved
in very different baseball eras. I realize that
this is only a small step in the giant task of
normalizing teams, but it is at least a start, |
would be interested in any comments or
suggestions vou may have. Please send
them to: David LeSueur, 5162 Gloria Ave
Encino, CA 91436.

INOTE: [ am including plaver ratings for
the teams involved in my tournament.
Thev show only the top number of each
range to save space. The ratings should be
self-explanatory except that the ratings for
DI’ and HR are my own inventions, and
not part of the Statis-Pro game. Also, [
have not included any BD or C12 ratings. [}

AVALON HILL, IIATS!
LOOK LIKE A PRO?

(Even if you aren’t one)

you are a true sports fan who loves
AdeIfSTAlIi REPLAY and Avalon Hill
games, [you  can now  proclaim yvour
loyalty from underncath an authentic
Avalon Hiil baseball cap! (Don't worry!
[Theﬁél'l'paps can also be used for foot-
ball, | darts, croquet and ' birthday

presents"fér your girlfriend.} They are
navy blue and come in the “one size fits

by the staff for 36 consecutive hours
and despite the vigorous nature of the
work undertaken by the employees, not
onte visible sign of wear was noticeablel |
Q}il‘ll]ﬂﬁ.tzs”are guaranteed to increase |
your batting average by 10%. (Of
courge, this only ralsed your edltor's
hatt:ing verage to .087). Send 87.00
plus ID‘EJpostagé (20% in Canada, 30%
oV raeas) to AVALON HILL, 4517
'HARFORD ROAD, BALTIMORE,
MARYLAND, 21214. Maryland
residents  add 5% sa]es tax PLAY
BALL! it

all” gtyle, In recent tests by the Avalon
Hill macho club, these caps were worn

PITCHER
Warie Hoyt
Wilcy Moore
Herb Pennaci
Urban Shacker
Dutch Ruether
George Pipgras
Mytes Themas
Bob Shawkey
Joe Giard
Walter Beall

PLAYER

Gil Hodges
Jim Gilllam
Pes Wee Reese

Billy Cox
Carl Furillo
Duke Spides

Jackie Aobinson
Roy Campaneiia
Den Thampson
George Shuba

Boohy Morgan
Wayne Belardi
Rube Wzlker
Bill Antenella
Dick Williams

PITCHER
Cari Ersking
Russ Meyer
Billy Loes
Preacher Roe
Glem Labine
Jeanny Pedres
Bob Milliken
Ban Wade
Jog Black
Jim Hughes

PLAYER
Lou Gehrg

Teny Lazzer
Frankie Crosetl
Red Rolfe
George Selkitk
Jake Powel!
Jae DiMaggio
Bl hekey
Aoy Johnsan
Red Ruffing
Myril Hoag
Joe Glenn

Ben Chapman

Jack Salizgaver
Monte Pearson
Arl Jorgens
PITGHER

Hed Rylfing
Meonts Pearsen
Bumgo Hadiey
Lefly Gomez
Johnny Broaca
Pal Malong
Jahrny Marghy
Jumba Brown
Ten Kleinhars
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Kemp Wicker

PB SA RR MR 1B BK 50 BB PR WP ERA W L GS GR SV IP E BAT
28 13 e oy U RREERTFERE T KRR WL L P S P AL ELTEES R
29 12 B 75 24 0 33 37 38 41 228 19 7 12 3B 13 213 | —
e ] A T A e A S e 3 AR 37 2 8 4 2 0 DS DS A= G E N = 2R 2 )@ ==
-8 14 !Bt 25 0 31 32 35 36 ¢84 18 4 27 4 (0 3 =
&7 i B 47 24 25 3 38 4 43 338 13 6 26 1 0184 D -
EEzilg- B.44 W 2 Be AP 48 52 A2 -10 & 21 B .0 1SE.-@ -
26 19 5 22 25 3% 47 98 32 485 7 4 9 12 0 B4 -
=B 11 o BT BE 0r BF 48 - 48 ap- 288 : 3 217 4 44 .7 ——
25 0 1 63 16 17 43 71 73 77 BOD @ 0O D16 O 2710 —
o R [ o i - e R 1 T e e
1953 Brooklyn Dodgers
PDS E T OBR SP SAC HR DP 1B 2B 38 HR G50 BB HB CH AVG
L
N S (S () I ) 0 B 0 e ) FI e 1 4% &7 5B AR 302
EEl & <= @' Bl & H - THi 8T & 32 33 -4 46 47 EN 278
ORI e [ S0 S | R 2 () 500 I 07 ) S 1 3 3 DS/ G R N 71
38
= 8 = ‘-9 & 3 0 24 32 0 36 -4 4 0 RP 291
OFRE =200 1B N D AT | 2 38 e A TR R G RS 3 AT 0 RP 344
@2 ——8 8 L 3 =107, 2 R 48 Bl Gz L 336
;&
8B:2B3 = A B A 2 =20 24 34 36 41 =4 53 54 RN .329
C T e | 0 18 26 27 3B & B 8 _Er_ i3
OF 2 — A D A 2 =20 24 28 b3l =8l 0 LN 242
B B -—= I W H 0 10 17 27 28 33 36 43 0 N 254
3B
58 g - B O o a0 -10 AN 24 2% I 48 63 64 RP 260
B 4 - E E D @ 0 16 18 21 3 o T B B gsn
C A o= a4 By 20 16 26 o 32 5 7 O (TP 42
OF 4 — A £ D 06 -20 0O 13 18 21 35 -1 0 RN 183
ORI e E R DR O 20 17 23 o & 42 0 0 RP 218
PB SH RR HR 1B BK S0 BB PB WP EAA W L G5 GR SV IP E BAT
27 15 B 6 2 R A TR 2 1 53 S s 363 2 D N S LN R P 4 A g =
FONE R-S B 2m & 47 48 SR &30 0E USRS ILD iel 7 —
Zsotm Bl PP 2w 22, 350 435 44146 F a4 038 1AL 6 3 O =
28 16 B 65 29 25 42 45 46 46 435 11 3 24 1 B 157 0 —
2o TR O e PR 0L 323637 238 2788 e e S S0 o MO S
2-6 15 7 43 22 23 45 62 B3 65 423 9 4183 15 O N5 4 —
27 2 SEEEY U 18 34 43 44 460 336 8 4 10 27 8 0 —
7 0 @83 9 22 42 51 52 54 380 F 5 0 32 .8 9010 —
LG SR 53 e 2 T 2 2 IS I A SIS S S 53 0 R E G LS T N a7 3 =
27T 3 b 41 22 ¥1 3% 47 48 52 345 4 3 0 4% 9 BB U —
1936 New York Yankees
POS E T QBR SP SAC HR 0P 1B 28 3B HR SO BB HB ©H AYG
ez o— A Do 3 =20 2 28300 428 =30 620 wB3L EPT Si354
2B
BH| & — & 0 &, T 0 2 28 X H W 52 B3 AN 287
e N 1t 1 [ g 7 (1 0 3 | P S D B 0 41 52 53 RN 288
BB 4 -— A [ A & Emead g gl ] -3 a8 i LM 8i8
BF R — .oy Ay D2 S0 BRI 2 836 OO D D s D DB
g § = A @& 4% It Neies g8 0 45 0 RN 308
0Fn 3 === faAr D) AR 22023 N E S TR SR 0 RP 323
C P — A4, B g F 30 B3 87 Y 7 -7 5% 36 LP 362
0y = = B & A W=y ke ik g 44 45 LN 265
B 1 = % F 4 7 10 25 32 o 0 42 o RP 2%
N e I W = Y R 2 S S 5 S 3 8 42 4 -2 0 RN 3m
- T ~—~ F 1 & P —12 B = 0 33 -2 45 45 AN 271
QERNEAE B D A C R O i S S S T N 3 42 47 o AN 260
38
| —
I8 — == A& F 0 @ =20 {8 24 @ 25 T | o
P el e e e = ] ). o R A1 44 0 BN 253
£ = =— 8§ ¥ A I 10 27 3% 57 D -5 -1 0 RN 273
PE SR RR HH 1B BK S0 BB PE WP ERA W L 65 GR SV P E  BAT
B B @) e AR PRl Al R o -48 0 485 820 12 B D 0 21— -
giard Gl D Ry IE CRRLE OT AR SR DA AN s ] —
27 19 10 51 23 24 36 46 47 51 434 14 4 17 14 1 14— —
i == ] GRERIA  YES  ERAE BRY el SR RN Y B i = =
2P WF R A3 Zar AR BR Ay a4 df ARG 1 B arT g iR —
7060 B0 4500225 23 38 46 47 51 380 920 4926 9135 — —
&8 14 P-hE a8 48 Y PR e B B fRE -
o e S O 2 B AT R 2B R s S o
24 0 848 JF 83 6i B2 54 580 I 0 B8 1 e ==
25 S G G IR 2 S G4 D BRG 3RS O G [ 7265 TGRSR D IO Qe —
el




- 1876 Cincinnali Reds
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Dive Conception . Bod 0 0 26 31 M
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PERSONIFICATION IN STATIS-PRO
FOOTBALL

PLAYING AVALON HILL'S RENOWNED PIGSKIN GAME ALONG
WITH THE REAL SUPER BOWL

My wife calmly turned the Fast Action card
to see how Dale Murphy of her 1981 All
Star team would do against Matt Keough
of my ‘81 Qakland A’s. It was the bottom
of the ninth and through shrewd manage-
nial decisions I was slightly ahead. As my
heart pulsed, she said, ‘“Thirty-three, what
does that mean?” I excitedly yelled, “A
home run—Murph jacked one out—clear
over the 460 sign. You win, honey!”
Although outwardly disappointed, I was
elated she had won. Now | would have a
real opponent. As she stood, I noticed a
detached boredom in her eyes, “I don't see
how a bunch of numbers on a card could be
any Fun,” The sound of the gavel boomed
in my head as the Judge said, “T hereby

BY FRANK TAYLOR

sentence you to—solitaire.” [ doubt
Papillion spent as much time in solitaire as
we gamers,

For most sport gamers personification is, if
not the most important, an aspect that is
enjoyable and necessary. We visualize
Tony Dorsett glide off tackle, jouk a line-
backer and expiode into hyperspace for a
breakaway. Or Reggie Jackson with run-
ners on strikes out—again with a
whooshing cut and neatly genuflects to
avoid falling. And finaily, 28,000 fans in
our bedroom or den frenzy as Dr. |. stealsa
pass, bounds into the stratosphere and
slams. Qur games are not “numbers on
cards” but the embodiment of the players’

talents set to imagination. I've always
secretly thought that people who cannot
personify do not have the full compliment
of intellectual abilities anyway. (My wife
not included. }

In this same vein, I wondered if such a
thing as simultaneous personificiation ex-
isted in Statis-Pro games and decided to
find out. So during the Super Bowl 1 set up
the offenses and defenses, made the sub-
stitutions as best [ could and “created” a
few cards that weren't in the game, As the
coaches called the plays, | charted them. In
between plays I ran the Statis-Pro equiv-
alent with the same personnel in hopes of
achieving simultaneous perscnification.
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Whether wyou believe my results is
academic because if you want to test {SP}
yourself, the plays and results are included
with the exception of the opening kickoff
and the first play from scrimmage. (My
wife had me making tacos.)

Before we examine the Statis-Prostats, let’s
lock at the game, For Super Bowls it was
atypical: there were a number of big plays.
First, Jimmy Cefalo caught a short pass and
broke it for a 76 yard touchdown. Second,
Fulton Walker set a Super Bowl record
with a 98 yard kickoff return. Finally, John
Riggins bolted 43 yards on fourth and short
yardage to score. As for the aerial game,
David Woodley had an awful day, espe-
clally in light of his previous playoff per-
formances. On the other hand, Joe
Theismann had a great day, completing
65% of his passes. To complete the
atypical format, Grandad Hog Riggins
broke a host of records including Franco
Harris® record of 158 yards by going 166.
So, if there was any simultaneous per-
sonification, it would certainly be hard to
find.

Here are the numbers for the Super Bowl in
parenthesis and the ones for the Statis-Pro
simulation in regular print:

RUSHING
Riggins 160 {166)
Harmoen 25 (40}
Franklin 41 (49)
Nathan 39 (26)
Harris 3 {1}
Vigorito 12 (4)
TOTALS 272 336
PASS RECEIVING
Harris 5-97 (2-15)
Cefalo 111 (2-82)
Vigorito 1-16 (0-0)
Brown 5-34 (6-60)
Warren 526 {5-28})
Walker 1-2 (1-27)
Giaquinto 1-2 {1-2)
Garrett 2-44 {2-13)
Riggins 00 (1-15)
PASSING COMP-ATT-YDS
Theismann 16-23-108  (15-23-143)
Woodley 5-14-90 (4-14-97)
Strock 2-3-34 (0-3-0)
TCTALS 23-40-232  (19-40-240)

in addition to the Figures above, 17% of all
plays had the identical results (including
two sacks!) Twenty-seven percent of all
plays were within 1-3 yards of their real-
life counterparts. This adds up an un-
believable 44 % of the plays being identical
or very close. Before you scream “fix”,

remember that the actual play selections
and results are included so you can check
them out yourself.

Obviously the biggest similiarities are;
Riggins yardage, Woodley’s and Theis-
mann’s passing percentages and the total
passing yardage. But what about the three
long touchdown plays mentioned earlier?
For the most part they did not occur.
Duriel Harris caught a long pass for 35
yards and the next Fast Action Card pass-
ing number was 4 and so he scored. Riggins
had a run of 19 yards but most everything
else was rooted out yardage inside the pig-
pen.

And now test (SP)} yourself because here
are the real plays and their results:

TEAM PLAY PLAYER RESULT

MA IR Franklin 3

MIA  QTB RUN Woodley B

WAS PR Kelms 44/5

WAS L Riggins &

WAS IR Higgins 4

WAS W Riggins 2

WAS 0L Brown 12

WAS (R Riggins 1

WAS LP Garrett INC

WAS  PASS Theismann SACK -3

WAS  PUNT Hayes 47 TOUCHBAGK

MiA 1L Naihan 4

MIA  SHP Cefalo 76 TOUCHDOWN
{7-0)

WAS KOR Netms 9

WAs L Riggins 4

WAS SR Riggins 5

WAS PASS Theismann SACK -4

MIA PR Vigorito 8

MA A Nathan 12

MIA 1L Franklin 9

MA L Frankdin 4

MIA  PASS Fumbie =23 RAZZLE
DAZZLE PLAY

WAS P Brown NG

Was I Harmon 8

WAS QR Warren 3

WAS L Riggins 6

Was 1L Rlggins 7

WAS 5L Riggins 4

WAS L Riggins 4

WAS 1L Riggins 2

WAS FG Maoseley NHE-D

MIA  KOR Walker 42

MIA SR Nathan ]

MIA IL Nathan 3

MiA UL Franklin 1

MIA  COR Hairis B

MIA IR Franklin 2

MiA 0L Cefalo 5

MIA L Nathan -2

MiA QL Harris 7

MA L Franklin 3

Mia 1L Franklin 2

MIA L Franklin 1

MlA QTR RUN Wootley 4

MIA  OL Rose INC

WA FG von Schamann 28 {10-3)

WAS KOR Nelms TOUCHBACK

WAS L Walker 25

WAS REVERSE Walker 2

WAS L Riggtns i/

WAS

WAS
WAS
WAS

WAS
WAS

MIA

WAS
WAS
WAS
WAS
WaS
WAS

WAS
WAS

WAS
WAS
MIA
Mla
MIA
MIA
MIA
Mis
MiA
WAS
WAS
WAS
WaS
WAS
WAS
WAS
WAS
MIA
MiA
MIA
MIA
WAS

WAS
WAS
MiA
MIA
MIA
MIA
WAS
WAS
MtA
Mla
MiA
MIA

TEAM

WAS
WAS
WAS
WSS
WAS
WAS
WAS
WAS
WAS
WAS
MIA

MIA

MIA

WAS
WAS
WAS

LP
QTR RUN
R
LpP

PLAY
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Riggins
Brown
Riggins
Riggins
Theismann
Riggins
Riggins
Garrett

Walkar

Nelms
Riggins
Harmon
Theismann
Warren
Giaquinto

Brown
Giaguinio
Riggins
Sack
Brown
Vigorito
Franklin
Nathan
Woodigy
Harrts
Frankiin
Rose
Nelms
Warren
Riggins
Garrett
Riggins
Warren
Garretl
Moseley
L, Blackwood
Hathan
Harris
Vigorio
Nelms
Riggins
Riggins
Brown
Vigorito
Franklin
Frankhin
Harris
Nelms
Warran
Cefalo
Woodley
Frankiin
Cefale

PLAYER

Riggins
Rigains
Brown
Harmon
Riggins
Brown
Warren
Riggins
Riggins
Garrett
Frankiin
Franklin
Moare
Nelms
Riggins
Riggins

1

2

14

-1

10

6

2

6 TOUCHDOWN
(16-10)
98 TOUCHDOWN
{17-10)
16

3

4

11

4

29 PASS
INTERFERENCE
27

8

[¢]

-3

ING

FC

9

0

1

INC

4

INC

1

7

4

37

1

B

INC

20 (1713
13

-1

INC

INT

10

2

k|

INC

12

5

2

INC

8
INT-DUHE
NG

4

[t}

INT

RESULT

]
4
INC

—
=9

(]

[Z S -] g—-l\)i—ammmd
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WAS IR Harmon ?

WAS L Rigging 42 TOUCHDOWN
{17-20)

Mla  KOR Walker 13

MIA IR Frankiin 3

MIA  REV Harns 2

Mla  LP Harris INC

WAS PR Nelms B

WAS 1L Riggins b

WAS 1L Riggins 8

WAS 1L Riggins 1

WaS 1L Riggins B

WAS IR Riggins -1

WAS IR Harman 5

WAS IR Rigqins 1

WAS IR Harmen a

WAS QL Brown 7

WAS IL Riggins 3

WAS L Riggins 0

WAS QA Brown 7 TOUCHOOWN
(17-27)

MiA  KOR Walker 34

WAS  REV Viganio 24

Mla  SHP Cefalo ING

MIA  OR Vigario ING

MIA  SHF Harris INC

WAS L Harman 3

WAS L Harmen 2

WAS IR Harmen 5

END OF GAME MIAM! 17, WASHINGTON 27

After reviewing all the statistics, we have
to decide if such a thing as Simultaneous
Personification did occur and if it did, so
what. Clearly the evidence proves that
more than chance probability is involved.
Did I prejudice the results somehow? All 1

can say is [ don’t think so. In any case, you
can test this for yourself. And finally, since
as far as I'm concerned Simultaneous Per-
sonification does exist, what does it mean
to a serious gamer7 For starters, it gives
credence to the overall format and validity
to the Avalon Hill claimers about the
Statis-Pro football. Sure you can play outa
season and compare the game numbers to
real-life. But Simultaneous Personification
transcends anything we've known about
Statis-Pro football. Getting back to what
my wife said, “It's just a bunch of numbers
on a card,” we now see that not only does
Statis-Pro football play in a real-life
fashion,—IT IS LIFE! 1l

MORE SOLITAIRE STRATEGY
FOR TITLE BOUT

Solitaire TITLE BOUT has been a mainstay
in my gaming schedule for the last year—
unfortunately, without the use of strategy
cards, [ welcomed the “Title Bout Strategy
for Solitaire Play” article by Kirk C.
Johnson, which appeared in Volume II, #4
of ALL STAR REPLAY. After having
played TITLE BOUT using Mr. Johnson’s
system, some annoying omissions surfaced.
The tables do not take into account a
fighter's propensity to use strategy in a
general sense, nor the fighter's ability to
use each type of strategy. Also, the use of
strategy was too infrequent for my liking.

Having fiddled around with a few systems,
I think I've found a method which takes
into account each fighter's strategy ratings
and makes strategy occur a little more
often. The system uses five tables:
“Strategy Condition Chart”, “Strategy Use
Table”, “Cover Up Chart’, “Which
Strategy Table”, and the “Manager Table.”
Don't be put off by the number of tables
—the heart of the system is the first two
tables and they are very easy to use,

The “Strategy Condition Chart” lists KO,
Fl, and FO strategies and breaks them
down into corresponding rating cate-
gories, i.e. KO 2, FI 1, FO 3 or greater.
Under each category is a list of conditions
which details when that category’s strategy
might be used. Use the categories that
match the fighter's initial KO, Fl, and FO
values, Example: Jack Dempsey would use
the categories of KO 3 or greater, F1 2, and

By Lee Lasky

FO 2. If it was round 5 and Dempsey was
losing he could use the “Fighting Inside”
strategy {if he passes his “‘Strategy Use” die
roll).

The “Strategy Use Table” is used to deter-
mine if a fighter actually uses a strategy.
Total the initial KO, FI, and FO values to
determine the Fighter's “use rating.” Cross-
index this number with the scheduled
length of the fight to determine the fighter's
“strategy use range”. Any time a fighter
could use a strategy as determined by the
“Strategy Condition Chart”, roll two dice,
reading the first die as a “tens” digit and the
second die as a “ones” digit. If the roll is
within or equal to the fighter’s strategy use
range he will use the strategy; otherwise he
1ses 1o strategy . Example: Dempsey has a
useratingof 7(3 +2 + 2 =7). lfitwasa
15 round fight, Dempsey’s strategy use
range would be 11-35. If it is round 5 and
Dempsey is losing, he may be able to use
“Fighting Inside”. He rolls the die and gets a
33, allowing him to use the "Fighting In-
side” strategy. If he had rolled a 36, no
strategy would have been used (he failed
his strategy use range die roll}.

You may have noticed that in certain in-
stances two strategies are eligible for use in
the coming round. To determine which of
the two strategies the fighter will use as a
result of the "Strategy Use” die roll, consult
the “Which Strategy Table”. Find the col-
umn that matches the higher initial rated
strategy/lower initial rated strategy. A

corresponding range will be given and if
you roll within this range, the higher initial
rated strategy will be used when consulting
the “Strategy Use Table”: otherwise, use
the lower initial rated strategy. You should
never have a case in which the KO, FI, and
FQ strategies could be used in a round.
NOTE: If a fighter meets more conditions
under one category than under the other
category, do not consult the “Which
Strategy Table”; instead, use the strategy
with the most conditions. Example: Demp-
sey could use either the KO or F strategies
in round one and two. Consult the 3/2 col-
umn of the “Which Strategy Table”, since
his KO rating is 3 and Fl rating is 2. The
range is 11-46, so if the die roll is within or
equal to the range, Dempsey will use the
KQ strategy, otherwise, use the FI
strategy, depending on the “Strategy Use
Table” die roll, of course.

Cover up strategy is not determined by the
procedures listed so far. Instead a separate
“Cover Up Chart” is provided in which
each cover up category lists the conditions
for using this strategy, plus a “use range” to
determine if the fighter does indeed use
cover up strategy, The “Strategy Use
Table” is not used with the “Cover Up
Chart”, If a fighter is eligible to use cover
up at the beginning of a round and he is not
using a strategy per the “Strategy Condi-
tions Chart” and “Strategy Use Table", roll
and consult the cover up’s condition use
range. If the die roll is within or equal to the
use range, then the fighter uses cover up for
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the entire round. Conditions for cover up
use during a round are also listed. If the
fighter meets one of these conditions and
the die roll is within or equal to the given
use range, he will immediately cover up,
regardless of whether the fighter was using
any non-CU strategy at the time. Example:
Dempsey is under condition G of the
“TKOCHART"; itis round 5 and he is los-
ing. Dempsey tries for the “Fighting Inside”
strategy, since he meets its condition, but
he fails the “Strategy Use” die roll test. He
now rolls for possible cover up. If he rolls
within or equal to the range of 11-32, he
will use “Cover Up” strategy.

Last, but not least, is the “Manager Table”,
which is affectionately known as the “last
resort” table. If you feel the fighter should
not use the strategy chosen per the
“Strategy Condition”, “Strategy Use”,
and/or “Cover Up” tables, consult the
“Manager Table”, If you can roll within or
equal to the given range, the fighter will
“listen” to his manager and not use any
strategy that round. This is to help prevent
seeming improbabilities from happening,
i.e: A fighter with KO of 3 using all his KO
strategies in the first three rounds.

Another problem with TITLE BOUT is the
current Ting movement/clinching rules.
Currently, they lack depth and need some
filling out. I suggest these two rule addi-
tions:

1) Endurance is used up in three ways:

A. The number of punches he misses dur-
ing the fight.

B. The number of ring movements he does
during the fight.

C. The number of points the fighter’s op-
ponent scores against him, not including
the opponent's ring movement/clinching
additions/subtractions.

Thus endurance is reduced by PM + RM
+ OTP ({(not including the opponents
RM/CL). This change reflects the fact that
an opponent’s ring movement should not
increase the punishment the fighter takes
nor should an opponent’s clinching lessen
the punishment the fighter takes. But,
when a fighter uses ring movement, this
should reduce his own endurance from
“dancing about the ring”,

2) Once endurance is used up a fighter’s
ability to use ring movement should be
reduced, while his chance of clinching
should be increased. To reflect this, reduce
a fighter's ring moverment range by two the

first round after he uses up his endurance
and by four the second round afterwards.
Likewise, his clinching range is increased
by this amount. Example, Dempsey loses
his endurance in round 12. For round 13
Dermpsey's ring movement range is reditced
from 71-78 to 73-78 and his clinching range
is increased from 64-70 to 64-72. For round
14 and 15 his ring movement is further
reduced to 77-78 and his clinching increpsed
to 64-76.

This reflects the fact that as a fighter loses
his endurance, the less likely he is of mov-
ing around the ring, and the more likely he
is of clinching to gain a breather,

1 hope you have found the article in-
teresting and find the solitaire system easy,
quick and fun to use. I also hope it makes
you delve into making an even better
solitaire system for a special game entitled
TITLE BOUT.

STRATEGY
CONDITION

CHART
KO 3 or greater:
First 3 rounds
Last 3 rounds, losing by two or more rounds
Last round, tight is even or losing by one or more
rounds
Either fighter is knocked down in ihe previcus round

KO 2.

First fwo rounds and opponents KDR is two or greater
Last lwo rounds, 1osing Dy two or more rounds
Knocked oppenent down in fhe previous round

KO 1:
First round and opponents KDR is three or greater
Lasi two rounds, losing by iwe or mare rounds

Ft 3 or greater:

First three rounds

Last three rounds, fight is even

Net first three rounds, l0sing by one or more reunds

Fl 2;

First twa rounds

Last two rounds, fight is even

Mot first four rounds, losing by one or more 1ounds

Fi 1:

Nat dirst four rounds, lasing by two or mare rounds
Last two rounds, no KO's left, fight is even or losing
by ane or more rounds

£0 3 or greater:

OFF—Noat first or last three rounds, lgading by two or
more rounds

QFF—Last three rounds, 'eading by one round
DEF—Last three reunds, leading by twe or more
rounds

FD 2:
OFF—Not first four rounds or last two rounds,

leading by twa ar more rounds

OFF—Last two rounds, leading by ene round
DEF—Last two rouads, leading by iwo or more
rounds

FD 1:

OFF—Not first five rounds of last round, leading by
two or more rounds

DEF—Last round, ieading by ong of more rounds

NOTES: GFF under FO means fighting outside offen-
sively and DEF means fighting cutside defensively.

Fight is even if at leasl two of the judges score the
fight even, At least twa of the judges have lo agree
who is leading in order for the fight to be considered
as going a particular way.

STRATEGY
USE
TABLE
NUMBER OF ROUNDS
AATING 10 12 15
18 of mara 11-34 11-41 11-46
8-9 11-32 11-34 11-42
7 11-25 11-31 11-35
[ 11-24 11-25 11-32
5 11-22 11-23 11-26
3-4 11-15 11-21 11-22
2 or fess t1-14 11-14 11-15

COVER UP CHART

CU 3 OR GREATER:

Last two rounds, teading by twa or mere rounds
{11-31)

Oppanent has KQ's left, you have na £Q’s left and
wauld normally use a FO {11-44)

Undar condition F, G, or H for coming turn {11-43)
During rounds—Knocked down, opponent using KQ
{11-45)

Knocked down (11-21)

Opponent has scored 12 poinis, 20 or more cards left
{11-28)

Cu z:

Under condition G er H for coming furn {11-32}
During round—Knocked down, opponant using KO
(11-34)

cu1:

Under condition G for coming turn (11-21})

During round—Knocked down, opponent using KO
(11-22)

WHICH STRATEGY TABLE
171 21 2/2 an 32 3/3
11-36  11-46 11-36 11-56 11-46 11-36
MANAGER TABLE

11-26
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FISTIG SCENE, CONT'D

well. Therefore, the following changes are
made once fatigue sets in: a} HP is reduced
by 2 for the remainder of the bout; b)
KDR1 and KDR2 are increased by 1 for the
remainder of the bout: ¢) KOR is increased
by 1 for the remainder of the bout; and d}
punching accuracy, both regular and
counter, are reduced by 2 for the remainder
of the bout.

These changes brought about by fatigue
are a departure from the past rules only in
that the changes are made once and remain
in effect for the duration of the bout;
whereas before, the changes were more
gradual but had to be adjusted every
round. The new system should prove to be
just as accurate and less confusing, time-
consuming, and tedious.

Another change that isn't really new deals
with the KDR1 and KOR ratings. Those of
you who have been regular readers of The
Fistic Scene are aware of the optional
KD/KO procedure introduced several
months ago in an article entitled Solid
Jaws, Minor Flaws . . . ETC. The concept
and procedure aired in that article have
been adopted as part of the regular game
format and are no longer considered op-
tional. The only difference from the article
is that only fighters whose original KDR1
or KOR rating is 0 qualify for the double
check to see if a knockdown or knockout
has actually occurred.

For the uninitiated it was felt that too often
fighters who had never been off their feet,
let alone actually knocked out, were going

down in Title Bout. Therefore, a new pro-
cedure was instituted whereby a fighter
with a KDR rating of 1 {now Q) would be
given the benefit of what amounted to a
second chance before actually being
knocked down. An exact procedure for
fighters with 2 KOR rating of 1 (now 0} was
to be followed. The exact prodedures,
charts and rules will be provided (as will
rules and so on for all the changes discussed
in this article) along with the new fighter
card set,

The new 0 rating can still be modified by an
opponent’s HP and by fatigue, The pro-
cedure alluded to above requires checking
a fighter's ORIGINAL KDR or KOR.

Finally, a word about the new fighter card
set as viewed in its entirety: the new card
set has been constructed through the use of
new, streamlined formulas. This being the
case, the ratings may seem tao generous in
some cases and too strict in others. Do not
judge them by past standards, The changes
that have been made are subtle and should
result in more accurate, exciting and
realistic play. None of them add to the
length of a bout and, in fact, may actually
speed up play. Because of the new formulas
that have been used, this year’s card set is
not as compatible with prior sets as has
been the ease in the past, More importantly,
it must be understood that the ratings of
the new card set are based upon a fighter's
relative merits compared to his actively
fighting contemporaries. Larry Holmes’
card, for example, is based upon his ability
when compared to the other heavyweights

competing right now, not when compared
to the all-time greats. This is the case for all
fighters in the set. Under those conditions,
some fighters may appear betier than they
actually are if compared to some of the all-
time cards. This has occurred because of
the new rating system. If the same fighter
who appears overrated were to be given an
all-time card, it would differ drastically
due to the comparison that would then
have to be made against all fighters who
had ever fought in a particular division.

The fight game is in a constant state of flux.
Parity, brought on by mediocrity, {with
the notable exceptions of fighters like
Marvin Hagler, Mike Spinks, Larry
Holmes and a few others) make it extremely
difficult to accurately simulate boxing in
game format. Many of the rated fighters
will appear to have only minor differences,

In many cases, this will accurately portray
the fact that in reality there isn't a very
large gap in talent among the top five
fighters, if any at all. However, as always,
it doesn't take much in the way of dif-
ferences to cost a fighter a point here and a
point there which, of course, add up to the
difference between winning and losing a
bout. In Title Bout, small differences will
greatly affect the fight's outcome, too. So
when you look at two cards and see a
range difference of only two in punching ac-
curacy and a difference of only 1in a KDR
rating, don't be so sure that the fight's
going to be a draw! The little differences
add up! @

DUGOUT, CONT'D
to provide player cards for the 1972 Miami
Dolphins in a future issue.

For TITLE BOUT fans, we can definitely
say that the long-awaited new and im-
proved set of boxer cards will be available
later this year. We're sorry for the delay,
but we promise that the changes that have
been made will reward you for your pa-
tience, For all the details, see Jim Trunze's
article in this issue.

For this issue’s bonus insert, we have com-
piled the ratings for a total of 31 individual
player cards for the “Final Four” teams in
this year's NCAA basketball tournament
—N.C. State, Houston, Louisville and
Georgia. The cards are meant to be
employed in conjunction with the rules for
our STATIS-PRO BASKETBALL game.
Normally, it is difficult for us to obtain the
necessary stats for college players, but this
year we were fortunate. A special thanks to

the N.C. State sports department for send-
ing us some additional information. Please
note that the special guidelines listed at the
bottom of each sheet far using the cards in
this insert, And remember that the player
card set for the '82-'83 NBA season for
STATIS-PRO BASKETBALL should be
available by this fall.

PENNANT RACE! continues to be a huge
success with all baseball fans. This issue's
SERIES REPLAY contains the second article
of a two-part series by designer Joe
Balkoski on the game, and more specific-
ally, the results (at the half-way point) of
an eight-team league that was formed by
the staff here at Avalon Hill, You'll get the
inside “scoop” of each team owner's
strategy for drafting free agents, trades,
waiver acquisitions, calling up minor
leagues, and more. Using the teams’ atten-
dance plus players' "draw values” and
salary ratings (listed in the last issue) really

gives you an idea of the importance of
finance in running a baseball club success-
fully. With these additions, PENNANT
RACE! can be the ultimate test of your
knowledge of baseball. Moreover, it's a
tremendous amount of fun! If you are plan-
ning to create your own PENNANT RACE!
league, one recommendation—do not
follow the strategy of the Avalon Hill office
member (yes, it's the same guy who writes
this column) who owned the New Yeork
Yankees, unless you're a masochist.

As a final note, here are the corrections to
some types that a few customers have
pointed out in the 1982 set of STATIS-PRO
BASEBALL cards. The ' 'Starts-
Relief” row for Dan Quisenberry should be
“0-72", and for lim Palmer “32-4". On
Reggie Jackson's card, his “K” range should
be “32-57". Our apologies for whatever in-
conveniences or annoyances this might have
caused.
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HEAD TO HEAD

Intrested adult to play the following SP BB
and SP FT. Rob Neuber, 309 Garfield Ave.,
Mt. Ephrdim,. NJ 08059, (609) 931-8514.
Opponents wanted for PGF. Any age, and
any U.S. resident. Am fairly new into hobby.
Glenn Farrell, 2@ N. Seneca, Newcaslle, WY
82701. ==
Interested in acquiring the 1970 Sports
Illustrated Baseball Game. Anyone who can
send me information, please write to: Clay
Long, 2370 Del Rio Drive, Stocklon, CA
95204.

TO BUY
For Sale or Trade: COLL FT—mint condi-
tion, never played. $20 or trade for '81 5P FT
cards. Contact: Hal Wing, 736 Morth 4th,
Apt. 37, Springfield, OR 97477, (503}
e e i b e
For Sale: Card Sets—5SP MLB 78, 79, 80, B1
and SP BK 77-78, 79-80, 80-81, 81-82. $10 Per
Season. Complete games— COLL FT: §12,
PD 1980: $12, SP FT 1980: $14. Pat Higdem,
12302 Burbank Blvd,, #15, North Hollywood,
CA 91607, (213) 766-8991.
Wanted to Buy: All-Time All-Star Baseball
Charts. Will pay Top Price. Mark Chilton,
Military Plaza, Benton, AR 72015, Day: {501}
778-1342 Might: (501) 778-44586.

AMERICAN BOXING
ASSOCIATION

Founded—September 1932
Teams—MNo teams but as many players as possible.
Active Members—6
Dues— About $5
Activities—Members will arrange their own bouts and
send the results to me [ will keep statistics and send oul a
monthly newsletter. Each member will have a boxer
created for him.
Membership Requirements—You only need to own Title
Bout and be willing to have a good time,
Contact—

Tom Whalen

420 5. Plaza Dr.

Evansville, IN 47715

1-812-473-2053
AMERICAN BOXING ASSOCIATION

CONTINENTAL BASEBALL LEAGUE

Founded—Now being formed for Fall 1983
Teams—26 Major League teams of Statis-Pro Baseball
Active Members—2, preseatly accepting new members
Dues—Nane as of now.
Activities—We will play the full 162-game schedule of
MLB. Will have All-Star and World Series games as well
as MVP's and Cy Young winners. Trades may be pos-
sible
Membership Requirements—Must own Statis-Pro
Baseball and 1981 cards Must be honest and accurate,
Contact—

Ashley K. Hardesty

Commissionec of CBL/AL

2 Georgetawn, Kennedy Dr.

South Burlington, VT 05401

or

Robert Achilles

Commissioner of CBL/NE

G2 Grandview Drive

South Burlington, VT 05401
Miscellaneous—Send top 4 choices of teams you would
like ta play.
CONTINENTAL BASEBALL LEAGUE

STATIS-PRO WINTER
BASEBALL LEAGUE

Founded—May, 1983

Teams—Up to 26

Active Members—2

Dues—%2.00 (for postage)

Activities—Between 100-170 games in the league's
schedule of MLB including Playofts, World Series, and
an All-Star gate or two. MVP's and Cy Young winners
will be named A newslettes will be sent out with
schedule and current statistics

Membership Requir —Must own MLB with 1981
playing cards for the play-by-mail league Send top 5
leams you want to replay in order of preference. Act
quickly to get first chosces. Send within tour weeks upon
receiving this issue of Al-Star Replay

Contact—
Fred Strauss
2485 Waubesa Hill Road
McFarland, WI 53558

STATIS-PRO WINTER BASEBALL LEAGUE

UNITED STATES PENNANT
RACE LEAGUE

Founded—Now forming
Teams—Up to 261 owner per major keague team,
Active Members—1, hoping for enough to fill each
major league club, if not, will give each player 2 teams
Dues—To be discussed and announced later,
Activities—Each team will play 82 home games accord-
ing to 1982 schedule. Looking for a partner that has had
play-by-mail experience. At ciose of season, will play
World Series, Each owner wil! be responsible for
finances, injuries, etc, We will use additional rules found
in ASR Velume IV, Mo, 6 Hoping for a bi-weekly or
monthly newsletter giving stats and standings. Will play
all 162 games.
Membership Requirements—Be honest and able to keep
accurate stats for each team. Also, patient, as this is our
first season. In your response, please give any ideas you
have Ready to start season now, Must be able to play
5-7 home games per week
Contact—

Send SASE to:

David Christiansen

1401 Dulles Ct

Richmond, VA 23235

UNITED STATES PENNANT RACE LEAGUE

LONE STAR BASEBALL LEAGUE

Founded—MNow forming
Teams-—12; 2 divisions of &
Active Members—2
Dtues—To be determiined.

Activities—Cormnputerized draft of the Major League
start. 160 game season with All-Star voting, All-Star
game, Divisional Playoffs, World Series, and trophies
for Pennant and World Series winners, Bi-weekly
newsletter featuring stats, leaders, results, and standings
Membership Requirements—Must own SP BB with 82
cards. Honesty is an absclule must! Must be willing to
score and compile stats for games played. Preferably but
not necessarily over 18. A baseball “nut” 15 preferred
Contact—

Cory Cofield

11618 Persuasion

San Antonio, TX 73216

LONE STAR BASEBALL LEAGUE

GREATER CHICAGO
BASEBALL LEAGUE

Founded—Forming Spring 1984.
Teams—Minimum of twelve
Active Members—Two

Dues—Tentatively $5 per season to cover the cost of
postage, newsletters and awards
Activities-—This will be a face-to-face draft league based
on the current Statis-Pro Baseball card set. Managers will
draft as soon as the cards are available. The season will
be approximately 162 games, culminating in Playotfs.
Membership Requirements—Must live in the Chicago
area. Must be able to play about 30 games per month
Experiented gamers over 21 years old. Will be given
preferance
Contact—

Steven M. Healy

728 5. Ridgeland

Orak Park, IL 60304
Miscellaneous—Serions written applications only.

GREATER CHICAGO BASEBALL LEAGUE

Founded—1983
Teams—5SI* BB and SPP FT
Active Members—J)
Dues—None
Membership Requirements—Adult
Contact—

Rob Neuber

309 Garbreld Ave,

Mt. Ephedim, NJ 08059

(609) 931-8514
Miscellaneous—Wishing to start league in 5P FT and/or
SP BB.

Founded—Fall, 1983

Teams—At least 12.

Active Members—4 right now

Dues-—$5.00 or $5.50 depending on how many members
we get.

Activities—Will have a draft. Play as many games as
possible. Will have All-Star game and Play-Offs.

Membership Requirements-Must own Statis-Pro
Baseball, and own the 1983 Player cards,

Contact—
Mike Williams
250 Union St.
Millersburg, P4 17061
{717) 692-3840
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HEAD TO HEAD

FIND OUT HOW GOOD
YOU REALLY ARE!

Do you need opponents In any Avalon HIll sports game? Let All-Star Replay
help youl! Just fill out the coupon below and send It to us (with your subscrip-
tion, if by some remote chance you're not already a subscriber), Don’t forget
to glve your name and address, along with the games you're interested In
playing. You can use the same coupon to advertise discontinued or current
games and components published by Avaion Hill,

TO SIMPLIFY MATTERS FURTHER, PLEASE ADHERE TO THE RULES BELOW

OPPONENT WANTED:
1. Want-ads will be accepted only when printed on this form.

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

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

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

Baseball Strategy = BB ST, Basketball Strategy = BK 5T, Challenge Football =

CHAL FT, Challenge Goif = CHAL GF, College Football (Bowlbound} = COLL  nane .
FT, Football Strategy = FT ST, Go for the Green = GFG, Paydirt = PD, Pro Golf ..., e
= PGF, Regatta = REG, Speed Circult = 5C, Major League Baseball = MLB,
NBA Basketball = NBA, Statis-Pro Baseball = SP BB, Statis-Pro Basketball =
SP BK, Statis-Pro Football = SP FT, Superstar Baseball = SUP, Title Bout = KO, STATE
Track Meet = TM, USAC = USAC, Win, Place & Show = WPS

LEAGUE MEMBERSHIPS
ADVERTISE IN ALL-STAR REPLAY

If you are running (or thinking of running) an Avalon Hill sports league, then ‘ atna =T
why not run a free advertisement for league members right now? This ad s o I
will be seen by thousands (well . . . maybe hundreds) and could quickly
turn you into the most popular person on the blockl Just adhere to the
format below and your ad will eventually see the light of day. Send to:
Avalon Hill, 4517 Harford Road, Baltimore, MD 21214. THANKSI

CITY . _

ZIP

FOUNDED:
TEAMS:

ACTIVE MEMBERS:
DUES: )
ACTIVITIES: - At
REQUIREMENTS:
CONTACT:
MISCELLANEOUS: P e e
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NOW AVAILABLE!

"ENNIS

Avalon Hill’s extensive fine of aduli sports simulations
is shortly to be expanded yet again with the release of
PRO TENNIS. This game is the first accurate repre-
sentation of the hugely-popular sport of professional
tennis available on the market today. Fifty men and
fifty women tennis stars of the contemporary era are
scientifically evaluated in @ half-dozen areqs of court
play. Beware of McEnroe’s serve—it’s deadly. But
don't expect to pull off many aces against Jimmy
Connors! Meanwhile, Ivan Lend! will be virtually in-
destructible in the volley game. Structure your own
tennis tournamernts with the rankings and rules provided
in the game, or arrange “‘dream’’ matches of your own
beiween the top stars—even men versus women! PRO
TENNIS also enables you to play doubles matches.

Probably the most attractive aspect of PRO TENNIS
is its combination of realism and simplicity. Within
five minutes of removing the components from the
game box, you can start play. The rules gre short,

simple, and complete. A women's match shauld take
no more than 30 minutes to complete and a men’s
match 45. Don’t think that PRO TENNIS is only a
statistical replay game—it also keeps the pame players
on their toes by enabling them to declare certain
strategies gt various points during the maich. Rushing
the net is a terrific gamble, but well worth it under cer-
tain conditions. Drop shots and smashes are also
stratagems that may prove worthwhile. Players are
even rated on their ability to perform clutch shois in
the face of adversity!

Perhaps best of all, PRO TENNIS won’t hurt your
wallet. The cost will be only 316, plus 10% for shipping
and handling—cheaper than a seat at Center Court af
Wimbledon! PRO TENNIS should be available on 15
July 1983. For orders, write to: The Avalon Hill Game
Company, 4517 Harford Road, Baltimore, Maryland
21214. GAME, SET, AND MATCH!

Care is taken to develop and publish quality games that will appeal to the widest segment
of gaming inferests possible. We point with pride to the knowledge that Avalon Hill has the
highest percentage of “best game awards” in the industry.




STATIS-PRO BASKETBALL
1983 NCAA Final Four

Jeff Hall
Hgl &-4 School Loyisville Class Fr
Posinon: G Games In 36
Field Goal: 11-561
Secondary: 11.33
Free Throw: 11-56
Rebound: 7
Foul Range: 78-88
Foul Drawing: 5
Block: 1 Assist: 11-44

Steal: 0 Stamina: 8
Defensive Rating: 0

©1983 The Avaton Hil Gamea Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Lancasier Gordon

Hgi 6-3 School: Lou svie Class Jr
Pasition: G Games In 36

Field Goal: 11-52
Secondary: 11-44
Free Throw: 11-71
Rebound: 10

Foul Range: 3137
Foul Drawing. 8

Block: 1 Assist:  11-45

Steal: 3 Stamina: 17
Defensive Rating: -1

© 1983 The Avalon Hill Game Company

1983 NCAA FINAL FOUR FLAYER CARDS FOR USE WITH 5TATIS-PRO BASKETBALL GAME INSERT FOR VOLUME V,

NUMBER 1, ALL-5TAR REPLAY
SHEET NUMBER 1
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

James Banks

Hgl 6-6 Schoo! Georgia Class Jr
Positich F Games In 33

Field Goal: 11.53
Secondary: 11-44
Free Throw: 11-67
Rebound: 16

Foul Range: 16

Foul Drawing: 11

Block: 0 Assist: 11-44
Steal: 1 Stamina: 18

Defensive Rating: -1

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Milt Wagner

School: Louisy e Class: 8o

Games In 36

11-51
11-45
11-65

Hai 65
Fosilicn G

Field Goal:
Secondary;
Free Throw:

Rebound: 8
Fout Range: 38-47
Foul Drawing: 8

Block: 2 Assist: 11-44
Steal: 1 Stamina: 18
Defensive Rating: -2

©1983 The Avalon Hill Game Company

TIMING FOR ANY COLLEGE BASKETRALL GAMES:

Run through the dack ONE FULL TIME and through another HALF DECK s aqual DNE HALF OF COLLEGE BASKETBALL

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Terry Fair
Hal 6-7 School Georgia Class Sr
Posillan: FC Games In 34
Field Goal: 11.53
Secondary: 11-44
Free Throw: 11-63
Rebound: 22
Foul Rarge: 36-45
Foul Drawing: 17
Block: 4 Assist:  11-41

Steal: 4 Stamina: 19
Defensive Rating: -4

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Vern Fleming

Steal: 3 Stamina: 20
Defensive Rating: -2

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Charles Jones

Hgl &-8 Scnoal Louisville Class Jr
Pogition C Games In: 36

Field Goai: 11-54
Secondary: 11-41
Free Throw: 11-63
Rebound: 22

Foul Range: 48-61
Foul Drawing: 17

Block: 6 Assist:  11-37

Steal: 2 Stamina: 16
Defensive Rating: -2

©1283 The Avalon Hill Game Company
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Hg: 6-5 School Georgia Ciass Jr
Paosition G Games in 34

Field Goal; 11-53
Secondary:

Free Throw: 11-66
Rebound:; 13

Foul Range: 17-25
Foul Drawing: 15
Block:1 Assist:  11-45

STATIS-PRC BASKETBALL
1983 NCAA Final Four

Gerald Crosby

Hat: 6-1 Sehool: Geargia Clags: So
Posgition G Games |1 34

Field Goal: 11-46
Secondary: 11.41
Free Throw: 11-863
Rebound: 5

Foul Range: 46-56
Foul Drawing: 7

Block:1 Assist. 11-45

Steal: 4 Stamina: 9
Defensive Rating: -2

©1983 The Avalon Hill Game GCompany

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Lamar Heard

Hgl 6-5 Schoal Georgia Class Sr
Posilion: F Games In 34

Field Goal: 11-51
Secondary: 11-35
Free Throw: 11-63
Rebound: 20

Foul Range: 26-35
Foul Drawing: 5

Block:1 Assist: 11.43

Steal: § Stamina:; 18
Defensive Rating: -3

©1683 The Avalon Hill Game Company
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STATIS-PRO BASKETBALL
1883 NCAA Final Four

Billy Thompson
Hgi &-8 School Louwswville Giass Fr
Position F GamesIn 36
Field Goal: 11-48
Secondary: 11-36
Free Throw: 11-61
Rebound: 19
Foul Range:  62-77
Foul Drawing: 11
Block: 5 Assist: 11-42

Steal: 0 Stamina: 13
Defensive Rating: -3

©1983 The Avalon HI) Game Company
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

Clyde Drexler

Steal: 7 Stamina: 25
Defensive Rating: -2
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STATIS-PRO BASKETBALL
1883 NCAA Final Four

Richard Corhen

Defensive Rating: -3

—-———————————.—-——-———-—n-—n-—u--—-—--—-l

Hgt: 6-7 Schaool: Howston Class: Jr
Pasition: F Games In 34

Field Goal: 11-52
Secondary:

Free Throw: 11-67
Rebound: 26

Foul Range:  17-26
Foul Drawing: 8

Block: 2 Assist; 11-47

1983 The Avalon Hlil Game Company

Hgt 6-6 Schogl Geargia Class; Sa
Posiion: F-C Games In 32

Field Goal: 11-46
Secondary: 11-33
Free Throw: 11-58
Rebound: 21

Foul Range: 57-72
Foul Drawing: 17

Block: 3 Assist:  11-37
Steal: 1 Stamina: 8

€ 1983 Tha Avalon Hill Game Company
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

Alvin Franklin

Hat: 6-2 Schoal Houston Class Fr
Position G Games \n 30

Field Goal: 11-43
Secondary: 11-33
Free Throw: 11-58
Rebound: 5

Foul Range: 66-71
Foul Drawing: 10

Block: 0 Assist: 11-55
Steal: 1 Stamina: 6

Defensive Rating: +2

£1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Faur

Larry Micheaux

Hgl &8 School Houstan Class Sr
Posilion F-C Games In 34

Field Goal: 11-56
Secondary: 11-45
Free Throw: 11-54
Rebound: 23

Foul Range:  27-36
Foul Drawing: 15

Block: 5 Assist: 11-37

Steal: 3 Stamina: 20
Defensive Rating: -3

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Donald Hartry

Hgl &-2 School Geprgia Class Fr
Pos tior G Games In 33

Field Goal: 11-51
Secondary: 11-32
Free Throw: 11-53
Rebound: 6

Foul Range:; 7378
Foul Drawing: 8

Block: 0 Assist: 11-45
Steal: 1 Stamina: 5

Defensive Rating: +1

€ 1983 The Avalon Hiil Gama Cempany

- — i ——————— — — —— —— —— " — " —

T — — ———— T . o i ] . T o

STATIS-PRO BASKETBALL
1983 NCAA Final Faur

David Rose
Hat: 8-3 Schocl Houslon Class St
Posizion G Games In 30
Field Goal: 11-53
Secondary: 11-32
Free Throw: 11-556
Rebound: 8
Foul Range:  72-82
Foul Drawing: 11
Block: 0 Assist:  11-42

Steal: 4 Stamina: &
Defensive Rating: -2

©1983 The Avalon Hill Game Company

STATIS-PAO BASKETBALL
1983 NCAA Final Four

'Akeem Olajuwon

Hagl 7o School. Houslon Class Sc
Posilion Games In; 34

Field Goal: 11-58
Secondary: 11.44
Free Throw: 11-56
Rebound: 40

Foul Range: 37-51
Foul Drawing: 16

Block: 10 Assist; 11-37

Steal: 3 Stamina: 23
Defensive Rating: -5

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1883 NCAA Final Four

Derrick Floyd

Hgt 8-3 Scrool Georgia Class Sr
Fosilon G Games In: 30

Fieid Goal: 11-44
Secondary:. 11-31
Free Throw: 11.72
Rebound: 10

Foul Range:  81-88
Foul Drawing: 14
Block:1 Assist:  11-41

Steal: 6 Stamina: 4
Defensive Rating: -1

©1983 Yhe Avalon Hill Game Company

1963 NCAA FINAL FOUR PLAYER CARDS FOR USE WITH STATIS-FRO BASKETBALL GAME INSERT FOR VOLUME V,
NUMBER 1, ALL-5TAR REPLAY
SHEET NUMBER 2

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Reid Gettys

Hgt &7 School Houslon Class So
Positior F-G Games [n 34

Field Goal: 11-52
Secondary: 11-32
Free Throw: 1165
Rebound: 6

Foul Range:  §3-88
Foul Drawing: 5

Block: 0 Assist:  11-71
Gteal: 1 Stamina: 5

Defensive Rating: +1

©1983 The Avalen Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Benny Anders
Hgl &5 Scheob Houslan Class: 50
Position F Games In 30
Field Goal: 11-48
Secondary: 11-34
Free Throw: 11-62
Rebound: 13
Foul Range: 52.65
Foul Drawing: 12
Block: 3 Assist:  11-43

Steal: 2 Stamina: 8
Defensive Rating: -3

©1843 The Avalon Hill Game Company

STATIS-PRO BASKETEALL
1982 NCAA Final Four

Michael Young

Hgt B8-8 Scno0l Houston Class: Jr
Posilicn F-C Games In: 34

Field Goal: 11-51
Secondary:

Free Throw: 11-63
Rebound: 17

Foul Range: 16

Foul Drawing: 8

Block: 1 Assist:  11-43
Steal: 3 Stamina: 23
Defensive Rating: 0

©1983 The Avalon Hill Game Company

For college rules, you may work undar ADVANCE as lang as you want, Na nead 1o shoat afer iwo passes, but delense may call PRESS atany time |
noi just kst time down court
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

Sidney Lowe

Haol, &L Schoal; N G Sune Clams S
Pamilan: G Ciamms In: 3k
Field Goal: 11-45 (41)

Secondary: 11-42
Free Throw:  11-72

Rebound: 10
Foul Range:  52-57
Foul Drawing: 9

Block:0 Assist:  11.57
Steal: 4 Stamina: 14
Defensive Rating: -1

©1983 Tha Avalon Hill Game Company
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

Thurl Bailey

Hgl &-11 School: NG Sale Class S¢

Fositior FC Gamas Ir 36
Field Goal: 11-51 (63)
Secondary:

Free Throw: 11.67

Rebound: 21
Foul Range: 16
Foul Drawing: 10

Biock: 7  Assist: 11-38
Steal: 0 Stamina: 24
Defensive Rating: 0

€ 1983 The Avalon Hill Game Company
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

Ernie Myers

Hgl: 6-4 Schonl N C State Class: Fr

Position G-F Games In 36

Field Goal: 11-45 (36)
Secondary: 11-42
Free Throw: 11-57

Rebound: 12
Foul Range; 58-66
Foul Drawing: 17

Block: 1 Assist:  11-42
Steal: 2 Stamina: 14
Defensive Rating: -1

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Lorenzo Charles

Hgl &7 Schonl N G S:ale Class So
Pos lion F Games In 38

Field Goal: 11-54
Secondary: 11-37
Free Throw: 11-64

Rebound: 23
Foul Range:  17-28
Foul Drawing: 12

Block: 2 Assist: 11-36
Steal: 0 Stamina: 15
Defensive Rating: -2

©1983 The Avalon Hill Game Company
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1983 NCAA FINAL FOUR PLAYER CARDS FOR USE WITH STATIS-PRO BASKETBALL GAME INSERT FOR VOLUME v,
NUMBER 1, ALL-STAR REPLAY
SHEET NUMBER 3

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Rodney McCray

Hgt 67 School: Lomsville Ciass St
Pasition: F Games In 38

Field Goal: 11-56
Secondary: 11-42
Free Throw: 11-72

Rebound: 26
Foul Range: 17
Foul Drawing: 10

Block: 3 Assist:  11-46
Steal: 1 Stamina: 19
Defensive Rating: -2

£1983 The Avalon Hlll Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Alvin Battle

Hgt 6-7 Bchocl NG Siale Class: J-
Pos tior F Games In; 33

Field Goal: 11-43
Secondary: 11-31
Free Throw: 11-48

Rebound: 19
Foul Range: 67-81
Foul Drawing: 15

Block: 2 Assist:  11-36
Steal: 2 Stamina: B
Defensive Rating: -3

©1983 Tha Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Cozell McQueen

Hg' &-11 School NC Stale Class So
Posion C Games in 36

Field Goal: 11-44
Secondary: 11-32
Free Throw: 11-54

Rebound: 22
Foul Range: 31-42
Foul Drawing: 4

Block: 3 Assist:  11-38
Steal: 0 Stamina: 12
Defensive Rating: -3

©1983 The Avalon Hill Game Company
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

Scooter McCray

Hal 6-3 Schaal: Lousville Class 5+
Fosilion FC8 Games In_ 36

Field Goal: 11-45
Secondary: 11.38
Free Throw: 1163

Rebound: 20
Foul Range: 18-28
Foul Drawing: 9

Block: 5 Assist: 11-47
Steal: 2 Stamina: 18
Defensive Rating: -3

©1983 The Avalon Hill Game Caompany
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STATIS-PRC BASKETBALL
1983 NCAA Final Four

Terry Gannin

hgl 6 Scrool NC State Class: So
Pasilion G Garres In 38

Field Goat: 11-51 {56)
Secondary: 11-36
Free Throw: 11-83

Rebound; 5
Foul Range: 82-88
Foul Drawing: 11

Block: 0 Assist: 11-44
Steal: ¥ Stamina: 6
Defensive Rating: +1

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Dereck Whittenburg

Hg: 6-1 Schocl NC Stale Class: Sr
Peainon G Games In 20

Field Goal: 11-47 (47)
Secondary:

Free Throw:  11-73

Rebound: 8
Foul Range: 43-51
Foul Drawing: 11

Block: 0 Assist: 11-43
GSteal: 0 Stamina: 19
Defensive Rating: +1

©1983 The Avalon Hill Game Company
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oiher thres teams did net have a signdicant number of 3-pi aitempts during 1he regular season |
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

Jeff Hall
Hgt: 6-4 School: Louisville Class: Fr
Position: G Games In: 36
Field Goal: 11-51
Secondary: 11-33
Free Throw: 11-56
Rebound: 7
Foul Range: 78-88
Foul Drawing: 5
Block: 1 Assist: 11-44

Steal: 0 Stamina: 8
Defensive Rating: 0

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Lancaster Gordon

Hgt: 6-3 School: Louisville Class: Jr.
Position: G Games In: 36

Field Goal: 11-52
Secondary: 1144
Free Throw: 11-71
Rebound: 10

Foul Range: 31-37
Foul Drawing: 8

Block: 1 Assist: 11-45

Steal: 3 Stamina: 17
Defensive Rating: -1

©1983 The Avalon Hill Game Company

1983 NCAA FINAL FOUR PLAYER CARDS FOR USE WITH STATIS-PRO BASKETBALL GAME INSERT FOR VOLUME V,

NUMBER 1, ALL-STAR REPLAY
SHEET NUMBER 1

STATIS-PRO BASKETBALL
1983 NCAA Final Four

James Banks

Hgt: 6-6 School: Georgia Class: Jr
Position: F Games In: 33

Field Goal: 11-53
Secondary: 11-44
Free Throw: 11-67
Rebound: 16

Foul Range: 16

Foul Drawing: 11

Block: 0 Assist: 11-44
Steal: 1 Stamina: 18

Defensive Rating: -1

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Milt Wagner

Hgt: 6-5
Position: G
Field Goal:
Secondary:
Free Throw:

School: Louisville Class: So

Games In: 36

11-51
11-45
11-65

Rebound: 8
Foul Range: 38-47
Foul Drawing: 8

Block:2 Assist: 11-44
Steal: 1 Stamina: 18
Defensive Rating: -2

©1983 The Avalon Hill Game Company

TIMING FOR ANY COLLEGE BASKETBALL GAMES:
Run through the deck ONE FULL TIME and through another HALF DECK to equal ONE HALF OF COLLEGE BASKETBALL.
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

Terry Fair

Hgt: 6-7 Schoot: Georgia Class: Sr.
Paosition: F-C Games In: 34

Field Goali: 11-53
Secondary: 11-44
Free Throw: 11-63
Rebound: 22

Foul Rarge: 36-45
Foul Drawing: 17
Block:4 Assist: 11-41

Steal: 4 Stamina: 19
Defensive Rating: -4

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Vern Fleming

Hgt: 6-5 School: Georgia Class: Jr.
Position: G Games In: 34

Field Goal: 11-53
Secondary:

Free Throw: 11-66
Rebound: 13

Foul Range: 17-25

Foul Drawing: 15

Block: 1 Assist: 11.45

Steal: 3 Stamina: 20
Defensive Rating: -2

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Charles Jones

Hgt: 6-8 School: Louisville Class: Jr
Position: C Games In: 36

Field Goal: 11-54
Secondary: 11-41
Free Throw: 11-63
Rebound: 22

Foul Range:  48-61

Foul Drawing: 17

Block: 6 Assist: 11-37

Steal: 2 Stamina: 16
Defensive Rating: -2

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Gerald Crosby

Hgt: 6-1 School: Georgia Class: So.
Position: G Games In: 34

Field Goal: 11-46
Secondary: 11-41

Free Throw: 11-63
Rebound: 5

Foul Range: 46-56

Foul Drawing: 7

Block:1 Assist: 11-45

Steal: 4 Stamina: 9
Defensive Rating: -2

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Lamar Heard

Hgt: 6-5 School: Georgia Class: Sr,
Position: F Games In: 34

Field Goal: 11-51
Secondary: 11-35
Free Throw: 11-63
Rebound: 20

Foul Range: 26-35
Foul Drawing: 5

Block:1 Assist: 11-43

Steal: 5 Stamina: 15
Defensive Rating: -3

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Billy Thompson

Hgt: 8-8 School: Louisville Class: Fr
Position: F Games In: 36

Field Goal: 11-48
Secondary: 11-36
Free Throw: 11-61
Rebound: 19

Foul Range: 62-77
Foul Drawing: 11

Block: 5 Assist: 11-42

Steal: 0 Stamina: 13
Defensive Rating: -3

©1983 The Avalon Hill Game Company
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STATIS-PRO BASKETBALL
1983 NCAA Final Four

Clyde Drexler

Hgt: 6-7 School: Houston Class: Jr.
Position: F Games In: 34

Field Goal: 11-52
Secondary:

Free Throw: 11-67
Rebound: 26

Foul Range: 17-26

Foul Drawing: 8

Block:2 Assist: 11-47

Steal: 7 Stamina: 25
Defensive Rating: -2

©1983 The Aval

Hill Game C y

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Richard Corhen

Hgt: 6-6
Position: F-C
Field Goal:
Secondary:
Free Throw:

School: Georgia Class: So.

Games In: 34

11-46
11-33
11-58

Rebound: 21
Foul Range: 57-72
Foul Drawing: 17

Block: 3 Assist: 11-37
Steal: 1 Stamina: 8
Defensive Rating: -3

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Alvin Franklin

Hgt: 6-2 School: Houston Class: Fr
Position: G Games In: 30

Field Goal: 11-43
Secondary: 11-33
Free Throw: 11-58
Rebound: 5

Foul Range: 66-71
Foul Drawing: 10

Block: 0 Assist: 11-55
Steal: 1 Stamina: 6

Defensive Rating: +2

©1983 The Avalon Hitl Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Larry Micheaux

Hgt: 6-9 School: Houston Class: Sr
Position: F-C Games in: 34

Field Goal: 11-56
Secondary: 1145
Free Throw: 11-54
Rebound: 23

Foul Range: 27-36
Foul Drawing: 15

Block: 5 Assist: 11-37

Steal: 3 Stamina: 20
Defensive Rating: -3

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Donald Hartry

Hgt: 6-2 School: Georgia Class: Fr.
Position: G Games In: 33

Field Goal: 11-51
Secondary: 11-32
Free Throw: 11-53
Rebound: 6

Foul Range: 73-78
Foul Drawing: 8

Block:0 Assist: 1145
Steal: 1 Stamina: b

Defensive Rating: +1

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

David Rose

Hgt: 6-3 School: Houston Class: Sr.
Position: G Games in: 30

Field Goal: 11-53
Secondary: 11-32
Free Throw: 11-55
Rebound: 8

Foul Range: 72-82
Foul Drawing: 11

Block: 0 Assist: 11-42

Steal: 4 Stamina: 5
Defensive Rating: -2

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Akeem Olajuwon

Hgt: 7-0 Schoot: Houston Class: So.
Position: C Games In: 34

Field Goal: 11-58
Secondary: 11-44
Free Throw: 11-56
Rebound: 40

Foul Range: 37-51

Foul Drawing: 16

Block: 10 Assist:  11-37

Steal: 3 Stamina: 23
Defensive Rating: -5

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Derrick Floyd
Hgt: 6-3 School: Georgia Class: Sr
Position: G Games in: 30
Field Goal: 11-44
Secondary: 11-31
Free Throw: 11-72
Rebound: 10
Foul Range:  81-88
Foul Drawing: 14
Block:1 Assist: 11-41

Steal: 6 Stamina: 4
Defensive Rating: -1

©1983 The Avalon Hill Game Company

1983 NCAA FINAL FOUR PLAYER CARDS FOR USE WITH STATIS-PRO BASKETBALL GAME INSERT FOR VOLUME V,
NUMBER 1, ALL-STAR REPLAY
SHEET NUMBER 2

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Reid Gettys

Hgt: 6-7 School: Houston Class: So.
Position: F-G Games [n: 34

Field Goal: 11-52
Secondary: 11-32
Free Throw: 11-65
Rebound: 6

Foul Range:  83-88
Foul Drawing: 5

Block: 0 Assist:  11-71
Steal: 1 Stamina: 5

Defensive Rating: +1

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Benny Anders

Hgt: 6-5 School: Houston Class: So.
Position: F Games In: 30

Field Goal: 11-48
Secondary: 11-34
Free Throw:  11-62
Rebound: 13

Foul Range: 52-65
Foul Drawing: 12

Block: 3 Assist: 11-43

Steal: 2 Stamina: 8
Defensive Rating: -3

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Michael Young
Hgt: 6-6 School: Houston Class: Jr
Position: F-C Games In: 34
Field Goal: 11-51
Secondary:
Free Throw: 11-63
Rebound: 17
Foul Range: 16
Foul Drawing: 8
Block:1 Assist: 11-43

Steal: 3 Stamina: 23
Defensive Rating: 0

©1983 The Avalon Hill Game Company

For collage rules, you may work under ADVANCE as long as you want. No need to shoot after two passes, but defense may call PRESS at any time .
not just first time down court.




STATIS-PRO BASKETBALL
1983 NCAA Final Four

Sidney Lowe

Hgt: 6-0 Schooi: N.C. State Class: Sr
Position: G Games In: 36

Field Goal: 11-45 (41)
Secondary: 11-42
Free Throw: 11-72
Rebound: 10

Foul Range: 52-57
Foul Drawing: 9

Block: 0 Assist:  11-57

Steal: 4 Stamina: 14
Defensive Rating: -1

©1983 The Avalon Hill Game C

pany

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Thurl Bailey

Hgt: 6-11 School: N.C.State  Class: Sr.
Pasition: F-C Games In: 36

Field Goal: 11-51 (63)
Secondary:

Free Throw: 11-67
Rebound: 21

Foul Range: 16

Foul Drawing: 10
Block:7 Assist: 11-38

Steal: 0 Stamina: 24
Defensive Rating: 0

©1983 The Avalon Hill Game Company

1983 NCAA FINAL FOUR PLAYER CARDS FOR USE WITH STATIS-PRO BASKETBALL GAME INSERT FOR VOLUME V,

NUMBER 1, ALL-STAR REPLAY
SHEET NUMBER 3

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Ernie Myers

Hgt: 6-4 School: N.C. State Class: Fr.
Paosition: G-F Games In: 36

Field Goal: 11-45 (36)
Secondary: 11-42
Free Throw: 11-57
Rebound: 12

Foul Range: 58-66
Foul Drawing: 17
Block:1 Assist:  11-42

Steal: 2 Stamina: 14
Defensive Rating: -1

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Lorenzo Charles

Hat: 6-7 School: N.C. State Class: So.
Position: F Games In: 36

Field Goal: 11-54
Secondary: 11-37
Free Throw: 11-64
Rebound: 23

Foul Range: 17-28

Foul Drawing: 12

Block: 2 Assist: 11-36

Steal: 0 Stamina: 15
Defensive Rating: -2

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Rodney McCray

Hgt: 8-7 School: Louisville Class: Sr.
Position: F Games In: 36

Field Goal: 11-56
Secondary: 11-42
Free Throw: 11-72
Rebound: 26

Foul Range: 17

Foul Drawing: 10

Block: 3 Assist: 11-46
Steal: 1 Stamina: 19

Defensive Rating: -2

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Alvin Battle

Hgt: 6-7 School: N.C. State Class: Jr
Position: F Games In: 33

Field Goal: 11-43
Secondary: 11-31
Free Throw: 11-48
Rebound: 19

Foul Range: 67-81
Foul Drawing: 15

Block: 2 Assist: 11-36

Steal: 2 Stamina: 6
Defensive Rating: -3

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four
Cozell McQueen

Hgt: 6-11

School: N.C.State  Class: So

Position: C Games In: 36

Field Goal: 11-44
Secondary: 11-32
Free Throw: 11-54
Rebound: 22

Foul Range: 31-42
Foul Drawing: 4

Block: 3 Assist: 11-38

Steal: 0 Stamina: 12
Defensive Rating: -3

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Scooter McCray

Hgt: 6-9 School: Louisville Class: Sr
Position: F-C Games In: 36

Field Goal: 11-45
Secondary: 11-38
Free Throw: 11-63
Rebound: 20

Foul Range:  18-28
Foul Drawing: 9

Block: 5 Assist: 11-47

Steal: 2 Stamina: 18
Defensive Rating: -3

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Terry Gannin

Hgt: 6-0 School: N.C. State Class: So.
Position: G Games In: 36

Field Goal: 11-51 (56)
Secondary: 11-36
Free Throw: 11-83
Rebound: 5

Foul Range: 82-88
Foul Drawing: 11
Block:0 Assist: 11-44
Steal: 1  Stamina: 6

Defensive Rating: +1

©1983 The Avalon Hill Game Company

STATIS-PRO BASKETBALL
1983 NCAA Final Four

Dereck Whittenburg
Hgt: 6-1 School: N.C. State Class: Sr.
Position: G Games in: 20
Field Goal: 11-47 (47)
Secondary:
Free Throw: 11-73
Rebound: 8
Foul Range: 43-51
Foul Drawing: 11
Block:0 Assist:  11-43

Steal: 0 Stamina: 19
Defensive Rating: +1

©1983 The Avalon Hill Game Company

NOTE: Thurl Bailey may only attempt ONE three-point field goal per game. (Only N.C. State players have been rated for three point shots because the
other three teams did not have a significant number of 3-pt. attempts during the regular season.)
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