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ERONT PACESPORTS

WELCOME TO -

FRONT PAGE SPORTS: -
FOOTBALL PRO ‘95 :

This year marks the 75th anniversary of the National
Football League. When you look at the history of pro
football, you can see an amazing evolution over those
75years. Despite all the changes, you can still see the
same basic game that was started back in 1922,

At Front Page Sports, we give you the means to run
your own NFL. Front Page Sports: Football and Foot-
ball Pro were voted "Best Sports Game Of The Year”
by the critics two years in a row. The range of play
these simulations offer—scrambling arcade action,
sophisticated stats, powerful coaching and team
manager capabilities—has proven popular with hun-
dreds of thousands of PC football fans as well. (Thanks!)
Foothall Pro ‘95 builds on this proud heritage with
great new features that make running your own simu-
lated league more fun, more challenging, and more
authentic than ever before.

The 1994 season brings many rule changes tothe NFL.
Now teams kick off from the 30-yard line, attempt 2-
point conversions after touchdowns, and, when oppo-
nents miss a field goal, get the ball where the kick
attempt was spotted. All of these changes, and more,
are included in Football Pro “95.

Football Pro ‘95 provides the actual NFL team logos,
helmets, and the endzone artwork from each team.
Also included are the NFL team rosters, including all
NFLPA players for the 1994 season. Just in case you
liked the team rosters for 1993, we provide a league
that starts the 1994 season with those rosters. We've
also given you a common draft pool, which lets you
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release all players from their NFL teams and redraft
them asyouseefit. Setupthe teams and rules the way
you want to run the league.

Flexibility is what Football Pro ‘95 is all about. You
can set player attributes based on the previous year's
statistics, or change those attributes as you prefer.
Our unique Camera Angle Management System™
(CAMS™} allows you to select exactly the view you
want for play on the field and instant replays. We've
even included an “isolation” camera so you can con-
centrate on the precise movements of a particular

player.

Football Pro ‘35's sophisticated range of features lets
you play NFL football in any way and every way you
want: as owner, coach, general manager, and quar-
terback. Try for a 2-point conversion on the last play of
the game, trade away the wide receiver that missed
the game-winning touchdown, and set your draft or-
der so your team drafts fast, agile halfbacks. Take
your favorite team to the playoffs, battle through o
tough post-season schedule and, ultimately, win the
Super Bowl. Challenge other virtual coaches in the
on-line Football Pro leagues that have sprung up
around the nation. We've given you the ability to do
all this and more.

The players are ready and the referees are signaling
for the kickoff. Strap on your football helmet—it's time
to take the field.

— The Front Page Sports Team

BALL'® |
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In the early 1890s,
the dawn of pro foot-
ball, fields were 110
yards long, games
lasted 90 minutes,
field goals counted
five points, and ref-
erees were paid by
the hometown team.
The forward pass
was illegal, making
mass running plays
such as the “flying
wedge” the most
common type of
offensive play.

GETTING
STARTED

USING THIS MANUAL

This mcmual applies to all versions of Front Page
Sports: Football Pro ‘95: floppy disk, CD, and the Foot-
ball Pro upgrade. It is designed to help you get the
most out of Football Pro ‘95. We want you to lecrn the
game as quickly and thoroughly as possible. To make
sure that happens, we have put together simple, step-
by-step explanations and arranged them in fourbasic
units. We think you will be ready to play after going
through the "Getting Started” and "Tutorials” sec-
tions. Then,asyouplay, the "Game Play” and "Trouble-
shooting” sections should answer any "How do I do
this?" or "WhatdeIdonow?” questions you may have.

The Getling Started section contains all the hard-
ware, software, and memory requirements necesscry
torun the game on your computer. Use the “Installing
Foothall Pro "95" or "Upgrading to Foothall Pro ‘95"
sections as appropriate to install your version of the
game. This section also describes some of the game's
control options.

The Tutorials section provides ten fast lessons
that will help you develop the timing, agility, and
organizational skills you will need to take your
team to the Super Bowl. Practice dives and sweeps,
and learn how to control ball carriers in the open
tield. Work on your passing touch and discover the
best way to throw successful slant, streak, and fade
routes. This section also teaches you how to build a
play, produce a Game Plan, edit @ Coaching Pro-
file, use the new VCR/CAMS"™ functions, and a host
of other Football Pro ‘95 essentials.
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The Game Play section takes the skills you have
acquired on the practice fields of the tutorials and
offers in-depth explanations on how touse them inan
actual game or during the course of a season. This
section expands your basic knowledge of how to play
a game, crecte teams, manage leagues, and design
plays. It also provides more detailed information on
menu and statistical screens, game configuration,
game control, the VCR/CAMS™ interface, the Play
Editor, the Player Ratings Profile Editor, the Draft
Profile, the Team Profile, and the Game Plan and
Coaching Profile Editor. In short, it is a comprehen-
sive rundown on all Football Pro ‘95 features.

Check out Troubleshooting for possible solutions
to technical problems that might affect how Football
Pro ‘95 installs or runs on your system.

Any changes made to Football Pro ‘95 after the manual
was printed are detailed in the RERDME file in your
Football Pro ‘35 directory. To view the file, simply
change to the directory in which the game is in-
stalled (usually SIERRA\FBPROSS) , type README,
and press [ENTER].

CD Samplers

Included on the CD version is a sampler containing
demos of the newest games from Sierra and Dynamix.
To see the product demos, change to the \DEMO direc-
tory on the Football Pro ‘95 CD, type DEMO [EnTER],
and follow the on-screeninstructions. Nete: Youmust
have Windows 3.1 to run this demo.

Alsoincluded onthe CD is the ImagiNation Network™
(INN) sample installation. The INN is the premier
interactive on-line entertainment service. If you have
amodem, you can connect to the INN and play games
with all sorts of people from all over the country
(usually at local phone rates). This sampler lets you
access the network and offers a limited member-
ship. To install, change to the Football Pro 95 CD,
type fun or inn [ENTER], and follow the on-screen
instructions.

B Note: Football Pro Up-
grade users should check
the "NEWSTUFF.TXT"
file in their Football direc-
tory for a list of the hun-
dreds of changes and
additions.
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In 19586, Johnny
Unitas began his
amazing career with
the Baltimore Colts
by throwing an inter-
ception. In 1972, his
5,108th and last
pass as a pro was
completed for a
touchdown. In be-
tween those two
passes, he played in
10 Pro Bowls, won 3
world champion-
ships, and threw a
touchdown pass in
47 consecutive
games.

SYSTEM
REQUIREMENTS

To run Football Pro ‘95, the following minimum soft-

ware and hardware is required:

* An IBM-compatible computer with an 80386/33
MHz or better processor.

* Four megabytes (4 Mb) of RAM with Expanded
Memory Manager software.

*  MS-DOS® version 5.0 or above.

* A hard disk. Football Pro ‘95 requires approxi-
mately 12 Mb of space on your hard drive with
about 14 Mbneeded to install. If your system usos
some type of disk compression utility, such as
Stacker® or SuperStor®, you will need about
double the indicated space on your hard drive
(since the game files will not compress as much
as your compression software will estimate),

* A VGA graphics card and VGA color monitor.

* Al44Mb,3.5" floppy drive, CD-ROM (CD version
only).

The following hardware and software is strongly

recommended:

e 80486 or better processor

e A mouse.

*  Oneortwojoysticks. (You must have at least one
joystick to play two-player games. To use two
joysticks, you must have a game card with two
joystick ports.)

*  One of the following sound cards or a 100% com
patible: Sound Blaster™, Sound Blaster Pro, Souncd
Blaster 16, Roland® LAPC-1" or MT- 32", and Gen
eral MIDI (using true MPU-401 controller), (Note;
You will get NO sound effects, ONLY music with
the Roland.)

¢ SMARTDrive or other disk caching software,

(SMARTDrive is included with MS-DOS 5.0 and
above, and with Windows 3.1.)

e V) 11 " !

I

)

. ! Bl W
——-—-—-nn—-n——-'—-l_-n—-—-—

r

W W W W

W i

W uw W

u W

W oW owow

uw w

W ow

W

MEMORY
REQUIREMENTS

To run Football Pro ‘85, your computer must have at
least 4 Megabytes (MB) of RAM and an Expanded
Memory Manager, such as EMM 386 (included with
MS-DOS 5.0 and above) or QEMM-386™ (by Quarter-
deck). You must also have at least 590,000 bytes (576
kilobytes) of free conventional memory and 2,621,440
bytes(2,560kilobytes)of free expanded memory (EMS).
Football Pro ‘95 will take advantage of expanded
memory by loading graphics and sound effects into
memory to reduce disk access time during play.

To get enough free conventional memory, you mey
need to load DOS into the high memory area (HMA) of
your extended memory. (Make sure your
CONFIG.SYS file contains the command DOS =
HIGH, UMB))

If Football Pro '95 DOES NOT start correctly, use the
MS-DOS MEM command to see if you need to free up
some of your computer's memory. From your MS-DOS
prompt, type MEM and press [Enter]. Check the
lines "Largest executable program size" (free conven-
tional memory), and "bytes free EMS” (free expanded
memory). If you do not have enough memory, you
probably have resident or "background” programs
and device drivers taking up memory that the game
needs.

Iiyouhavetrouble configuring your system toprovide
the necessary free memory, try using the INSTALL
program to create a boot digk. In most cases, a boot
disk will configure your system with enough free
memory to run Football Pro ‘95 without the risk of
altering your normal start-up files. For more informa-
tion, please see the "Creating a Boot Disk” section
on page 175.

Note: We do not recommend using the unauthorized
tools and utilities that are found on networks and
BBSs to make adjustments to the leagues and players

FOOTB
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In his first two years
with the Pittsburgh
Steelers, Terry
Bradshaw threw 46
interceptions. Chuck
Noll made things
worse for the young
QB by constantly
moving him in and
out of the lineup.
Bradshaw went on
to be the first QB to
win four Super
Bowls, a feat
matched only by
San Francisco’s Joe
Mentana.
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in Football Pro '95. These programs may corrupt im-
portant game files, and you may then have to com-
pletely reinstall your game for it to work properly.

INSTALLING
FOOTBALL PRO ‘95

This section describes how to install the complete
version of Foothall Pro 35. To make installing Foot-
ball Pro ‘95 as simple as possible, we have created an
installation program that automatically determines
the graphics and sound capabilities of your computer
system, then takes you step-by-slep through the pro-
cess of installing Footbhall Pro ‘95 on your hard drive.
It also helps you create a boot disk, if needed. Note:
If you are upgrading from Football Pro to
Football Pro ‘95, follew the directions for “Up-
grading to Football Pro "95," on the following
page.

Because the Football Pro ‘95 files are compressed, the
installation program provided must be used to install
Football Pro ‘95 on your hard drive. Attempts to copy
the files using "copy” commands will not work. The
installation program decompresses the files as it
copies them to your hard drive.

These instructions assume that you are using floppy
drive A: (drive Dz for CD) and hard drive €:. If not,
please substitute the appropriate drive letters for Az,
D:, and €:. Note: The CD version of Foothall Pro ‘95
must be completely installed to your hard drive.

1. After starting your machine, insert Footbhall Pro
‘95 game Disk #1 intodrive B: orinsertthe CDinto
your CD-ROM drive.

2. Type A: [EnteR] for floppy disk version;
D: [EnTER] for CD version.

3. Type INSTALL [EnTER].

4. Follow the on-screen instructions.
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CHANGING SOUND

SETTINGS

When you install Footbhall Pro 95, the software “de-
tects” your sound card and creates a sound "configu-
ration file” based on your card. Normally, you can
change vour sound settings as follows:

1. In your \FBPRO95 directory, type soundset
[EnTER].

2. Follow the menu instructions to test or change
your card sellings, save your changes, and exit to
MS-DOS.

The installation program may not detect some cards
or settings accurately. If your game sounds aren't
working correclly, follow these steps:

1. Restart your PC, and restart soundset.

2. Manually select your sound card end musicdriver
type, as well the correct DMA, IRQ, and Port
address settings. For each setting, use arrow
keystohighlight an option, and [Enter] to select it.
(Don't "detect” the card and settings.)

3. Test these settings. When they are working cor-
rectly, save them to the configuration file.

UPGRADING TO
FOOTBALL PRO ‘95

Use the following procedures to upgrade your exist-
ing Football Pro files to Football Pro ‘85. After you
upgrade thefiles, you will run the FPSUPDAT utility to
upgrade your leagues and plays for use with Football
Pro 95. Netes: You will need your original Football
Prodiskettes. The upgrade will not change your exist-
ing directory structure. If you have installed FBPRO to
adirectoryotherthanthe default CADYNAMEGFBPRO,
substitute the appropriate drive or directory namesin
the following steps. Thisupgrade cannotbe used with
the original Front Page Sports: Football.

11
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In the 1940 regular
season match be-
tween Washington
and Chicago, the
Bears trailed 7-3
with just seconds
left. On the
Redskins’ six-yard
line, Bears QB Sid
Luckman threw to
Bill Osmanski in the
end zone for an in-
complete. The Bears
claimed pass inter-
ference, but there
was no flag. Later,
Redskins owner
George Marshall
commented, “The
(Bears) are just a
bunch of cry-babies.”
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Backupalluser-created datatofloppy disks. This
includestheleaguefilesand all plays, plans, and
profiles. The league files are all the ones in the
FBPRO directory that start with the name you
used when you created the league. The plays,
plans, and profiles will usually be found in the
CUSTOM directory using the name you gave
them when they were created.

a. Type: C: [Enter]
b. Type: CD\DYNAMIX\FBPRO [Enter]

c. With aformatied diskette in drive A, type:
COPY NFLPA93.* A:\ [Enter]

[Repeat this for each league you have created.)
d. Type: CD CUSTOM [Enter]

e. Type: MD ANCUSTOM [Enter]

f. Type: COPY *.* R\CUSTOM [Enter]

After backing up your data, use the UNINSTAL
program included with FBPRO to completely de-
lete the existing installation:

a. Type: C: [Enter]
b. Type: CD\DYNAMIX\FBPRO [Enter]
c. Type: UNINSTAL [Enter]

Reinstall Football Prousing the procedures found
in your Footbhall Pro game manual.

Copy vour bucked-up league files back into the
FBPRO directory:

a. Type: C: [Enter]

b. Type: CD\DYNAMIX\FBPRO [Enter]
¢c. Type: COPY A:\NFLPA93.* [Enier]
[Repeat for each league backed up.]

d. Type: CD CUSTOM [Enter]

e. Type: COPY A:\CUSTOM\*.* [Enter]

W wuowwdwduwwuwa ki

W w ow w

W W w

5. Install the Football 95 upgrade. Assuming that
you are updating from drive A:,

a. Type: A: [Enter]

b. Type: INSTALL C:\DYNAMIX\FBPRO
[Enter]

c. Follow the instructions on screen to com-
plete the upgrade.

FPSUPDAT Utility

To use previously created leagues and plays from
Front Page Sports: Football Pro with Football Pro ‘95,
you must use the FPSUPDAT utility. To do this, go to
the directory towhich you have installed Footbhall Pro,
and type:

FPSUPDAT [Drive:l[path]
(Example: FPSUPDAT C:\DYNAMIX\FFEPRO
[Enter])

If no drive or path is specified, all leagues and plays
inthe Football Pro directory will be updated. lf adrive
is specified, but no path, all leagues and plays on the
specified drive will be updated. Note: You must type
a colon (:) after the drive letter.

If a path is specified, all leagues and plays in the
specified directory AND its subdirectories will be
updated. We recommend that you analyze your cus-
tom plays after you have updated them by practicing
them in the Play Editor to see that they do what you
intended. Several new play commands have been
added to the Play Editor. You may find that your
custom plays will need to be revised or can be im-
proved by using one of these new commands in place
of previous ones.

B Note: Upgradeusers
will keep their Dynamix
VEBPRO directory. Sub-
stitute this directory name
wherever SIERRA
\EFBPROSS is shown in
this manual.

13
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The 1940 NFL
Championship game
between the Bears
and the Redskins
reprised a regular
season game Chi-
cago had lost 7-3.
Thirsting for re-
venge, Chicago
pounded Washing-
ton 73-0. Just three
weeks earlier,
Redskins owner
George Marshall had
said, “The Bears are

_ front runner quitters.
They're not a second

half team.”
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RUNNING
FOOTBALL PRO '95

To run the game, type HIKE [Enter] from your
Football Pro ‘95 directory. If you wish to skip the
introduction and credits, press [Ese].

HIKE COMMAND
LINE OPTIONS

The HIKE command has a number of additional
options which can impact printing and on-line game
preferences. If you use HIKE with one or more op-
tions from the left-hand column of the table, you will
achieve the results in the right-hand column. For
example, if you start the program with HIKE -F, all
printer output will be redirected to a text file called
PRINT.OUT, instead of to the printer.

OPTION EFFECT

-F Print to File

Prints all output to a text file called
PRINT.OUT. You can view thig file
with any ASCII text editor.

-L Saves a log of all play-by-play informa
tion. Only one log is saved at a time, To
save multiple logs, simply rename the
PLAY.LOG file before you start yous
next game with the -L option.

Remote Commissioner

BBS league users please see puge 107
for more information.

Remote Player

BBS league users please see page 11/
tor more information.
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Copy Protection

As soon as you start a simulated league or practice
session after starting Football Pro ‘95, the game will
ask you a football trivia question. A dialog box will
present the question and a page number in this
manual. Turn to that page, type the correct answer
from the starred “trivia sidebar” into the dialog box,
then click OK or press [Enter] to proceed. Note: If
you have the CD version, you can skip the trivia
question by playing the game with the Foothall Pro ‘95
CD in your CD drive.

CONTROLS

The menu screens, Player Editor, Player Ratings Pro-
file Editor, Draft Profile Editor, and Play Editor in
Football Pro ‘95 were designed to be controlled with a
mouse, although you may use a joystick or the key-
board. Note: Mouse control is not available on the
Practice Field or during games.

Mouse

Use the mouse to control the cursor on the screen. Most
functions require a single click on an on-screen but-
ton. Move the cursor over the button and press the left
mouse button once. (This is sometimes referred to as
aleftelick.) Some other functions require aright click,
using the right mouse button instead of the left one.
You can also double-click (two quick clicks of the left
mouse button) to select items from rosters or other
lists.

FOOTBALL *%
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The 1981 Chargers’
10-6 record earned
them a playoff berth.
After beating Miami
41-38, San Diego
went to Cincinnati to
play for the AFC title.
The on-field weather
was so cold (-59 de-
grees with wind chill)
that Pete Rozelle

. almost postponed

. the game. In the
end, 46,302 well-
bundled fans
waiched Ken Ander-
son lead the
Bengals to a 27-7
victory.
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Joystick or Keyboard

Use the joystick to move the cursor between buttons
on the screen. Activate buttons by clicking on them
with joystick button A.

On certain scrolling list boxes, such as the team
rosters, you can scroll the highlight up and down.
Move the pointer over the list box and move the
joystick up or down.

Youmay recalibrate your joystick by pressing [J1and
following the on-screen instructions.

Joystick Keyboard Equivalents

If youareusing the keyboard, you can use the numeric
keypad to emulate the eight movementdirectionsof a
joystick. The [Enter] key and [Spacebar] emulate
Button A, and the [Shift], [Cirl]l, and [Al] keys
emulate Button B. See the Quick Reference Card for
details.

[Ctrl], [Alt], or [Shift]
may be used as Buiton B.

[Enter] or [Spacebar] may
be uged uas Butten A.
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The keypad keys emulate the
eight directions of the joystick.
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ON-LINE HELP

Additional information about menu screens, includ-
ing information not detailed in this manual, is avail-
able inacontext-sensitive, on-line helpsystem. When
inamenuscreen, click any on-screen buttons and text
fields with the right mouse button, joystick button B,
or press the [Shift], [Ctrl] or [All] keys to display
any available help text. Clear the help text by press-
ing the right mouse button, joystick button B, or the
[Shift], [Ctrl] and [AIf] keys again.

Note: Noon-linehelpisavailable in Football Pro '95's
Play Editor because the right mouse butten, joystick
button B, and the [Shift], [Ctrl] cand [Alt] keyshave
been assigned different functions.

OOTBALL %8

Bl Note: Use the arrow
keys on the numeric key-
pad only.

17
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In 1984, quarterback
Dan Marino at-
tempied 564

‘passes, and com-

pleted 362 of them
for a total of 5,084
vards. He threw no
less than 48 touch-
down passes, while

. being intercepted
‘only 17 times.
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TUTORIALS

ON THE FIELD

To get you playing the game as quickly as possible,
we have put together a set of simple, step-by-step
practice drills encompassing most basic Foothall Pro
‘95 skills. By completing these tutorials, you will be-
come familiar with the main Footbhall ‘95 screens cind
procedures.

Tutorial 1: Entering Practice
Mode

This series of tutoricls begins on the Practice Field,
and features the Dallas Cowboys. You will be experi-
menting with a running play and a passing play. In
each case, you will start by trying the play with just
the offense on the field, and then add in the defense.

(Note: The tutorials assume you are usingamouse on
the menu screens and in the Play Editor, and joystick
1 on the Practice Field.)

Togettothe Practice Field. youmustfirstgotothe Play
Editor.

1. To start Football Pro ‘95, type HIKE [Enter] in
your Football directory.

2. From the Main Menu screen, click Exhibition
Play.

3. Click on the text box labeled Home Team.
4.  'When the dialog box appears, click Dalles.

5. Inthe section marked Controls (underneath the
Home Team text box), click Joystick 1,

6. Inthesectionmarked Action Mode undernocth
the Home Team text box, click Standard,

7. Click Play Editor.

’
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You are now in the Play Editor. This has a row of
buttons across the top and bottom of the screen and a
scroll bar on the right side. The rest of the screen
shows the playing field. The heavy black line is the
line of scrimmage, and each green stripe represents
ten yards. The full width of the field is shown. At this
point, you will be using the Play Editor just to load
plays and get to the Practice Field.

Tutorial 2: Running Plays
Continue on from the previous tutorial to load a run-
ning play:

l. Click LOAD... (or press [L]}.

iy
1

| Team Side:
¥ b'flffénse_ 1l

D Defense |
Birection: i i
& Goal Line
& Rzzl Dzl
SLeft
O Middle
© Right

AP € AFTER THE SNAP

liGier

UnderFile Type, clickon the button nextto Stock.
Click Offense for Team Side.

Click Run for Play Type.

5. Click Right for Direction.

6. Scroll down through the list of Stock Plays until
you see the word HBLEADER, then double-
click on it.

19
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7. When the play loads, you will see the offensive
formation with the player positions in blue
letters.

8. Click AFTER THE SNAP at the bottom of the
screen.

EFORE THE SNAP (D A

1| [PRoRcE/PLON]

RETOHN

*

In 1987, 49er fullback
Harry Sydney, a
former Kansas option
quarterback in col-
lege, threw a 50-yard
completion to Jerry
Rice that resulted in

 a touchdown. Sydney
- ended his passing
_career with the 49ers

1-3 for 50 'yards_ and

1D
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The Play Editor will now show movement after the
snap. This play is a run to the right. The quarterback
hands off to the left running back (HBI). The right
running back (HB2) acts as lead blocker.

Now go to the Practice Field.
9. Click PRACTICE.

When the offense appears on the field, run the play
once or twice, letting the computer keep control,

10. When the players get set, press button M, This
tells the center to snap the ball.

Watch the play unfold. Study how it works. When the
play has finished, click Continue to run the play
again. To restart the play in progress, press [Beelks
space]. To watch the play from o different angle,
press the various number keys. A text message will
appecr briefly inthe lowerleft-hand corner thatatcrton
which view you are in.
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Repeat step #10 until you understand what all the
players do. Notice how an orange and blue “cursor”
appedars over any ball carrier controlled by the com-
puter. You will see the cursor box shift from the quar-
terback tothehalfback when the handoffismade. The
number displayed in the cursor is the player number
of the current ball carrier.

Now try taking control of the running back. The com-
puter keeps control of the play until the quarterback
hands the ball off. At that point, or at any time after,
you can take control of the ball carrier.

11. Snap the ball.

12. Whenthe ball carriercursor switchesfrom the QB
to the RB, move your joystick to take control of the
ball carrier. The ball carrier will now run in the
direction you move the joystick.

21
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The cursor will change to a blue and white outline

around o green box with the ball carrier's number in - ;_-~ g 3 :
black. This blue and white cursor outline means this = - —d § a0 have polished youropen fleld running

player has the ball and he is under your control. (For 0 mcf[.‘;\;ei‘:ctgc;;llset %g;?iizf;ns;;;;iﬁfi;i;;iﬁ;i?;?:;
a description of all the Player Cursors, see page 74,) = P g9 ) g P '

Try running the play a few times while controlling the - -L:"ﬂ R etics cnd Reticinothe Rlay Editor.

Tutorial 3: Passing Plays

ball carrier. Sweep the haliback around the right end ' 2. Click ERASE... (or press [E]). ?
of the line to practice the play as it is designed, Or, ‘.L =
reverse field and cut back around the left side. When i =1 3 Click Defense to remove the current defensive g
you are finished experimenting, return to the Play play. .
Editor and add the delense | E-

it = I..‘ 4, Click LOAD.... n
13. Press [Ese].” .

= 5 ClickStock, Offense.Pass, Right, and Short.

14. When the "Quit practice?” dialog box appears, _"l .
prese iV icstumito s Play Editor - ‘La,_ 6. Scroll down to SLICE2RT and double-click to

‘—'L select it.

15. In the Play Editor screen, click LOAD.... — j
| 16. Click Stoeck. ‘_IL
=
17. Click Defense. ﬁ
v
18. Click Pass. H—"L
19. Click Medium. -‘J[ =
‘ﬁ 20. In the text box listing the Stock Play names, y |
double-click 3-4BNCKL. e

In the 1993 season,
Steve Young set a
48er all-time passing
record when he ;
hbar for dinss | 22 Click PRACTICE.
. yards on 462 at-
tempts. He com-

2

21. When the play loads, you will see the defensive
formation in red letters by position.

% .

.

Now, run the play a couple of times, letting the com-

puter control the action so you can see how the do-

. pleted 68% of his fense reacts to the play. When you are ready, run the

~ passes and tossed play against the defense and take control of the ball

29 touchdown carrier.

throws. He did this

~ even though he did

~not play for most of

!

%

k.

This play is a check-off pass from the “I" formation. In
a check-off pass, the quarterback has a list of receiv-
ershe will lock at and possibly throwto. [fthe first one
is covered, he shifts attention to the next receiver on

X
W

T_

W

While practicing your running moves, try a couple of
Football Pro "985 player control options. First, press

 the second half in
ichgaeslE

22

button A while pushing the joystick in a chosen
direction, and your halfback will dive in that direc:
tion. Next, press button B to try to break a tackle, Your
running back will either stiff-arm the defenderordoa
spin move to elude defensive pursuit.

it

W w

his check list. The list for this play has two receivers.
The split end on the right side has a white movement
path, indicating that he is the primary receiver. His
pattern moves two yards down the field, then angles
to the sideline. The secondary receiver is the right
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In the second game
of the 1963 season,
Cleveland Brown’s
running back, Jim
Brown, rushed for
232 yards on just 20
carries against Tom
Landry’s Dallas
Cowboys. The
Browns won 41-24,
then beat Dallas
again later in the
season 27-17. In
that rematch,

‘Brown was held to
© just 51 yards, his
t total for the

e season.
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flanker—his movement path is yellow. His route is a
“tly” pattern (straight down the field). The remaining
receiver is running a dummy pass route and has a
blue movement path. The running backs areblocking.

Now go to the Practice Field.
7. Click PRACTICE.
8. Snap the ball.

Study how the play develops. Notice that when the
quarterback throws the ball, a red circle with an
orange X in it appears on the field. This is the Catch
Zone. The closer the receiver is to the center of the
Catch Zone, the better his chances are of catching the
pass.

Now, try throwing o few passes.
9. Snap the ball.

10. Immediately pull the joystick back. This gives
you control of the QB (notice the cursor outline
colors change) and moves him back into the
pocket, away from the line of scrimmage.

11. Press button B to enter Passing mode.

Note that a solid orange outline around a green box
with black numbers appears over the split end, the
primary receiver. If the receiver is off the screen, he
appears in a window at the edge of the screen. The
border of this window is white to indicate that this in
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the primary receiver. (Note: the window borderis the
same color as the receiver's pass route seen in the
Play Editor.) A receiver who is wide open will wave ta
the quarterback.

12. Press buiton & to throw the ball.

The Catch Zone appears on the field and the receiver
runs toward it to make the grab.

Football Pro ‘95's player control options let you throw
the ball two ways. If you press button B brieily, the
quarterback will fire with a "bullet” pass—fast and
low. Hold button A a bit longer, and the QB will launch
a "lob,” a slower and higher pass that can travel
farther.

25
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In 1906, the Colum-
bus Panhandles
boasted the seven
Nesser brothers.
While Raymond
played only briefly,
John, Phil, Al, Frank,
Fred, and Ted (later
Ted's son), enjoyed
long pro careers.
John played 1o age
46, Phil to 40, Ted
and Frank to 37, and
Fred until age 35.
The largest Nesser,
the 350-pound Pete,
never played.
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Try it again. This time, throw to the secondary
receiver.

13. Snap the ball.

14. Move the joystick to take control of the QB.

15. Press button B io enter Passing mode and check
the primary receiver.

16. Press button B again to check the next receiver.
17. Press button A to throw the ball.

Now, practice passing to improve your skill. You will
learn to sense when to throw the ball. Get a feel for
when tozip the ball and when torainbow it. Alternate
throwing to each of your wide-outs. When you feel
ready, bring on the defense.

18. Return to the Play Editor.

19. Click LOAD....

20. Click Stock, Defense, Pass, and Long.
21. Double-click 3-4DEEP.

22. Click PRACTICE.

Hike the ball and let the computer run the play a few
times to zee how the defense reacts, then try taking
control of the quarterback yourself. (To learn more
about check-off and timed passes, see pages 73 & 108,)

Tutorial 4: CAMS"

Football Pro ‘95 features a sophisticated view control
system that allows you to customize any game view or
instant replay camera angle. You have been running
thesepractice playsinthe TRACK OBJECT-BALL
view. Now we'll run the pass play from Tutorial #3
from a different field view.

1. Clickon Continue toreturntothe Practice Field,
if necessary.

2. You should be on the field, ready for another
play. To enter the Camera Angle Management
System"™ interface (CAMS"), press [F10].
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3. Click on the window beside WHAT and drag
down to highlight CHECK RECEIVER.

4. Press [F10] or [Ese] to leave CAMS.
5.  Snap the ball.

6. Tckecontrol of the QB and press button B toenter
Passing mode and check the primary receiver,

7. Press button B again to check the next receiver.

You will notice that this time, instead of a passing
window, you will now see a full-screen view with the
intended receiver centeredin the view. This view lets
you see more of what is going on around the receiver.
On the other hand, you can't see your QB to know if
he's about to be sacked.

Experiment with all of the available views to find the
ones that are most useful to you. CAMS allows you to
program your favorite views into specific numeric
keys so you can change to those views while playing
on the field.

Next, try programming the TRACK OBJECT-
CHECK RECEIVER view intc the [1] button on
your keyboard.

8. Make sure the current view is TRACK OB-
JECT-CHECK RECEIVER.

9. Press the red bution to the right of the MODE
window.

10. The View Assignment window will appear. Click
on the [1] or anywhere on that line of the menu.

The view has now been assigned to that number
button on the top row of your keyboard. Now when you
press [1] during play, the view will change to the
TRACK OBJECT-CHECK RECEIVER view. You
can program any view you want in this manner.
Experiment with the CAMS camera controls to find
the best angle in each view (the camera location,
angle, and zoom is saved along with each view).

s[pIIOoIN I, l
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In 1970, 13 Ohio
State seniars were

. picked in the NFL
. draft. Four, including

ookie of the Year |
. FB John Brockington,
_wentin the first
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Tutorial 5: Instant Replays
Nothing makes watching football on television more
enjoyable than seeing a well-executed play replayed
from several angles. The VCR function in Footbhall Pro
‘95 gives you that capability. You can also edit the
replays so the views look exactly the way you want
them to, even for each single frame.

1. After yourun the practice play from Tutorial
#3, click on the button marked INSTANT
REPLAY.

2. Now click on the CAMS button (fourth from the
left).

3. Clickthe MODE window and drag down tohigh-
light TRACK OBJECT, then release.

4. Clickthe WHAT window and dragdown tohigh-
light ISOLATION.

5. A window listing all the players in the previous
play will appear. Click on #84 and the view will
switch to center on that player.

6. Now gotothe Zoom In/Out button and zoom in
on the receiver (see page 77 for diagram).

7. Click onthe PLAY button. Note: Do NOT click on
the CAMS button before you press PLAY or the
view will go back to the default view. (For details,
refer to "Editing VCR Tapes” on page 80.)

8.  You will now see the play progress from a view
behind the receiver. You can use the view control
in CAMS to rotate around or zoom in/out on this
receiver. This view works especially well when

‘you are in the Play Editor and want to make sure
a specific player is doing what you want him to
do.
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Tutorial 6: Playing Defense

Now, practice from the defensive side of the ball.
Continuing from the practice field of Tutorial #3:

< Rdeanced |
e
O Computer

O Adeanced |
© Jeysticle |
» Joystick 2

' Bame Settings
W e

| haind Ruita)
T

1. When the offense has lined up on the ball, press
[F'1]. The Game Settings Screen will appear.

2. InthesectionunderOFFENSE, click Computer,
3. Inthe section under DEFENSE, click Joystick

1.

4. Inthe Action Modessection under DEFENSE
click Standard.

5. Click OK.

6. Before the offense snaps the ball, press [E*10] to
start CAMS and click on the WHAT box. Change
it to SELECTED-DEF.

7. NowexitCAMSand pressbutton A totake control
ofaplayer.(The defensive playercontrol cursoris
an orange outline around a black box with green
numbers. Remember, the offensive player con-
trol cursor uses a green box with black numbers.)

29
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The 1947 Notre

3

Dame team had 47

o ts 53 players go
- ontoplay pro
football,
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8. Press button A again to change the player you
control. You will see the view change to centeron
your selected defender. You may do this as many
times as you wish before the ball is snapped.

9. When the ball is snapped, move your player

around by moving the joystick. Find the ball
carrier and close in. Once you get your player
near the ball carrier, he will try to make the tackle
on his own.

10. Astheoffense continuestorunplays, experiment
with Football Pro '35's defensive player control
options. Move your chosen defensive player near
the ball carrier, then press button A while hold-
ing the joystick in the direction of the ball carrier.
Your player will try to make a diving tackle.

11. When you defend against a passing play, have
your player rush the quarterback, or cover the
primary receiver. lf you press button A with the
joystick centered, your player willleap uptotry to
block the throw or tip the pass away.

12. If you want to change players after the snap,
press button B. You will switch to the player
nearest the ball, or nearest the Catch Zone if the
ball is in the air.

Tutorial 7: Kicking Field
Godals

The last type of play you will practice is a field goal.
Youcamn execute all kicks (including field goals, points
after touchdown, punts, and kickoffs) using the same
control interface.

Continuing from the practice field of the previous
tutorial:

1. Press[F1]to get to the Game Settings Screen.

2. In the section under DEFENSE, click Com-
puter.
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3. In the section under OFFENSE, click Joy-
stick 1.

4. Inthe Action Mode section under OFFENSE,
click Advanced.

5. Click OK to return to the Practice Field, then
press [Bse] and [¥] to return to the Play Editor.

Click LOAD....

Click Stock, Offense, and Speciel.
Double-click on FGPAT.

Click PRACTICE to return to the Practice Field.

s u .

10. Change the CAMS" view to Track Object-
Ball.

On the left side of the screen is the Angle Bar. This
control sets the angle of your kick, which deter-
mines how far the ball will travel and its trajeclory.
A 45-degree angle will normally give you the best
distance on kicks. When kicking into a strong wind,
however, you may get more distance with a lower
angle. A high angle will give you better hang time,
but less distance.

11. Asthe red bar moves up and down, press button
A whenitreaches the desired angle (from 25 to 65
degrees).

AL
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In 1962, the Dallas
Cowboys signed a
free agent named
Cornell Green.
Green, a basketball
star from Utah State,
never played college

~ football. Neverthe-

less, he started at

‘cornerback and later

played safety, ap-
pearing in 170
straight games. He
played until 1974

“and had a total of 34

interceptions.
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12. When you have selected the angle, the football
cursor on the Aim Bar at the top of the screen will
move from side to side. The Aim Bar determines
the direction in which you kick the ball. When the
football reaches the desired direction, press but-
ton & to crim and kick the ball. The vellow vertical
lines represent the uprights of the goalpost. Nor-
mally, you will want to aim between these yellow
lines—but remember to factor in the speed and
direction of the wind.

Note: The aiming point is the only significant differ-
ence betweeneach kind of kick in Foothall Pro '95. You
may want to angle punts or kickoffs toward a sideline
instead of aiming them at the center of the goalpost.

THE PLAY EDITOR

Football Pro ‘95 has a sophisticated Play Editor that
allows you to create virtually any type of offensive or
defensive scheme. You can build customized
playbooks by creating all-new plays or by modifying
some of the over 3,000 plays included with the game
(over 10,000 on CD).

After you have created a play, you can test its effec-
tiveness by trying it out against a variety of opposing
formations on the Practice Field. Once the play is
perfected, the Game Plan Editor allows you to as-
semble your plays into opponent-specific Offensive
and Defensive Game Plans.

Tutorial 8: Building a Play

In this tutorial you will create a passing play for the
Dallas Cowboys. (Nete: Unlike earlier tutorials, this
one does not continue from the preceding lesson.)

1. Start Foothall Pro ‘95 or return to the Main Menu,
as needed.

2. AttheMainMenuScreen, click Exhibition Play,
3. Makesurethatthehomeleagueis NFLPA 1994,
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| LOAD...

PHO-SET
Not edited

4. Click on the text box labeled Home Team.
5. Click Dalles.
6. Click Play Editor.

The heavy black line is the line of scrimmage, and
each green stripe represents ten yards. The full width
of the field is shown.

Now load some players.
7. Click LOAD....
8. Click Formation and Offense.

9. On the Load Play dialog box, double-click
PRO-SET.

You now have 11 player abbreviations on the field in
their initial positions. The €1 abbreviation repre-
sents your center, who cannot be moved. You can,
however, move the other players to modity the forma-
tion. For this particular play, your goal is to convince
the defense you will run to the right side when your
actual intention is to pass. First, bring the flanker (i.e.
WRI1—the wide receiver located behind the line of
scrimmage on the far right) in closer to the tight end.

33
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Besides being one
of the NFL's great-
est quarterbacks,
Washington's
Sammy Baugh also
punted for an aver-
age 51.3 yards per
game in the 1940

season. In one

game, Philadelphia
defender Bob

 Suffridge blocked
three of Baugh's

punts. Nevertheless,

- QB Baugh led the
‘Redskins to a 20-14
‘victory over the
Begles.

34

10. Playsaredivided intotwo parts: BEFORE THE
SNAP and AFTER THE SNAP. Click BE-
FORE THE SNAP.

11. Move your pointer to the {lanker, WR1.

12. Press and hold the left mouse button. The WR1
abbreviation will turn yellow and your pointer
will become a crosshair. While still holding the
left mouse button, move the crosshair until the
flanker is lined up to the right of, and slightly
behind, the tight end (TE1).

13. Release the left mouse button.

Be sure to keep the flanker about a yard behind the
line of scrimmage, or your tight end will be an
ineligible receiver.

Tomake this shift in the formation work with the plan
to fool the defense into thinking that you are calling a
running play, substitute atightend (apotential blocker)
for the wide receiver you just moved.

14. Right-click on WR1.
15, In the Substitution window, double-click TE2.

To confuse the defense further, give your right run-
ning back (FB1) instructions to SHIFT TO... a new
position.

16. Left-click on FB1.

17. On the Logic Script Window at the bottom of the
screen, click SHIFT TO....

The pointer changes to acrosshair and jumps to F'B1,
As you move the crosshair, a blue line indicating the
player's path stretches out between the crosshair and
the player.

18. Move the mouse to stretch the blue line straight
towards the right sideline.

19. When the crosshair is about seven yards to the
right of your slotback TE2, press the left mouse
button.
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This will anchor the path so that you can change the
player's direction at this point.

20. Draw the path straight up until the crosshair is
about two yards behind the line of scrimmage,
then press the right mouse button.

A box appears at the end of the movement path.
This is called a Logic Box, normally displayed in
yellow. When you place or select a Logic Box, it
turns white and its Logic Script Window is dis-
played at the bottom of the screen. You can use the
Script Window to specify a wide range of player
commands appropriate to that point in the move-
ment path. After you place the Logic Box, your
screen should look like that pictured below.

Substitution Window

35
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Note: This pass-blocking command will now auto-
matically apply to all other offensive linemen—Gl1,

If you make a mistake while editing a Logic Script,
click the line in the Logic Script Window that contains -

-

the mistake, and press [Delete] or [Backspace], or
right-click. Be careful! This action deletes that line
and everything after it, including subsequent Logic
Boxes! Also, be aware that left clicking on Player 2

t]

G2, T1, and T2. In Foothall Pro '35, when a blocking
commaeand is given to one of the five interior offensive
linemen, all remaining linemen without previously
assigned logic for the play will be assigned the same

)

commands.

while Player 1's Logic Script Window is open is the M
same as clicking DONE for Player 1, then opening
Player 2's Logic Script Window. A

21. Click DONE.

FB1 is now the flanker, and TE2 is lined up next to
TE]1 in the slot position. For a final bit of deception, s
have the slot man (TE2) go in motion.

30. Left-click on TEL.

31. Click BLOCK... then Pass.
32. Left-click on HB1.

33. Click BLOCK... then Pass.
34. Click DONE.

T
R R
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29. Left-click on TE2. [y

) ) Note: If you make a mistake or change your mind
23. Click GO IN MOTION.... = while entering a command, you can usually cancel it

by pressing the [Esc] key.

L

24, Choose Stop and get set at....

(]
1]

5. Move the crosshair about halfway between the Next, give the receivers their assignments.

left tackle (T'1) and the left split end (WR2), then
press the left mouse button.

i !
L.I»

35. Left-click on the left split end, WR2.

36. ClickLOOK FORPASS. (Youmayhavetoclick
MORE one or more times to find this option.)

37. Click MOVE TO....

L]
ul

26. Click DONE.

?k You have just finished the BEFORE THE SNAP
part of the play. Now you need to work on the AFTER

THE SNAP logic.

27 Clickonthebuttonlabeled AFTER THE SNAP
at the bottom of the screen.

i-{
!/

In 1962, Baltimore
defender R.C.
Owens blocked a
Redskins field goal.
When the Redskins
lined up on the 40

38. Drawthemovementpathaboutsevenyardsdown
the field.

[
u

39. Press the left mouse button to anchor the path at
that point.

i ||
L)

All of the players you moved in the BEFORE THE

=
W/

yard line, “Alley-
Oop” Owens ran
down and stood just

SNAP part of the play now appear in their positions
at the moment the ball is snapped.

Youmust now give each player his assignment for the

el
ll'

L]

40. Continue drawing the path out towards the left
sideline about five yards.

41. Press the right mouse button to end the path and

in front of the goal
posts. When the ball
was kicked, Owens
leaped into the air
and batted it down
inches in front of the
crossbar. '

play. First, the offensive linemen, as well as the tight place a Logic Box.
end and the running back, need to form a pocket to

pass block for the QB.

:rl_ 1
L'_I

42, Left-click on TE2.
43. Click MOVE TO....

1]
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W

8. Left-click on the center, €1, to open his Logic
Script Window.

|
L

44, Draw the movement path about ten yards down

29. Click BLOCK... then Pass. the field, then right-click.

(|
W

36 37

m
W




Tutorieals l

FRONT PAGESPORTS

Wilbur Henry, a
245-pound tackle,
once set an NFL
punting record
when he booted the
. ball 94 yards while
playing with the
Canton Bulldogs.
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Note: When a new Logic Box is created for a player,
the Logic Script Window automatically changes to
the new Logic Box. Each new Logic Box can contain
additional instructions for the player. Each player
can have several Logic Boxes during a play.

45. Click THROW A FAKE.

46. Click MOVE TO..., then draw a movement path
that goes toward the left sideline at a 45-degree
angle.

47. Right-click about 5 yards from the left sideline
(Logic Box # 3).

48. Left-click on FB1.

49. Click MOVE TO..., draw amovement path down
the field seven yards, then right click,

50. Click LOOK FOR PASS.

51. Click MOVE TO..., draw the movement path
about two-thirds of the way to the left sideline,
and right click.

Finally, you must tell the QB what to do.
52. Left-click on @QB1.

53. Click MOVE TO..., draw a path about five yards
straightback, and right-click to place a Logic Box.

54. Click PASS... then click Check receivers....
55. Left-click on your primary receiver TE2.
56. Then left-click on your secondary receiver FB1,

57. Next, right-click to finish the Check Receiv-
ers.., command.

58. Click DONE.

Your finished play, showing the paths and Logic
Boxes for the quarterback, offensive line, blocking
back, and receivers, should look similar to the follow-
ing screen. Edit as needed until it matches.

.
&

T

e Pl Pl F
(L)

ht
d

1:.
T

b

e Pt
w o o

}_

'
u

b

Pho bho b
uuthi

b
W

4

Once the play is complete, you can save it to disk.

59. Click SAVE... (or press [S]).
60. Inthe filename box, type MYPLAY.
61. Click OK.

62. Tosee what MYPLAY looks like in action, click
PRACTICE.

Tutorial 9: Editing A Game
Plan

The sophistication of Football Pro ‘95 does not stop
with the Play Editor. Football Pro ‘95 recognizes 2,520
different game situations in each half and gives you
the power to design plays and mcke decisions based
on each one.

How much time is left in the half? What down is it?
How much yardage is needed for afirst down? Where
are you on the field? Are you ahead or behind? Foot-
ball Pro ‘35 lets you address all these questions, and
more, with Game Plans and Coaching Profiles that
specily the play you want to call and how often you
want to call it given a particular game situation.

s[prIon]y, l
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In a 1969 game
against Denver, Jets
kicker Steve O'Neal
blasted a punt from
his own end zone
that traveled some
77 yards in the air
before bouncing past
the Denver return
man. The ball
bounced down to the

~ Broncos 1 yard line
before being returned
for 1 yard by Bill
Thompson.
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These final two tutorials will take you through the
steps necessary to edit a Game Plan, and then une
that revised Game Plan to customize a Coaching
Profile. To edit a Game Plan and/or Coaching Profile,
the first order of business is getting to the Couching
Profile and Game Plan Management Screen.

1. Start Foothall Pro ‘95 or return to the Main Menu
Screen, as needed.

2. At the Main Menu, click Exhibition Play.

3. Makesurethatthehomeleagueis NFLPA 1994,
4. Click on the text box labeled Home Team,

5. Click Daullas.

6. Click Play Editor.

7. Click the PROFILE/PLAN button.

Youwill now see the Coaching Profileand Game Plan
Management Screen.

Pul a play into your Game Plan.
8. Click LOAD GAME PLAN....
9. Click Offense.
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The Load Game Plan dialog box shows the
SIERRA\FBPRO95\CUSTOM directory. The only
item listed is .. (double dot).

10. Double-click..tomoveupaleveltothe FBPROS95
directory. '

11. Highlight OFF and click OK.
12. Click EDIT GAME PLAN.

Youshould now see the Game Plan Edit Screen, which

will allow youto add and delete plays from this Game
Plan.

13. ClickStock, Offense, Pass, Right, and Short.
14. Click SLICE2RT.

15. Move the pointer to the play diagram box in the
upper left corner labeled 1-1 and right-click to
remove thal play [rom the box.

16. Now left-click to put SLICE2RT in that slot. You
should now see a diagram of SLICE2RT in the
slot.

41
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vall got away from
15 times.

In 1993, quarterback
 Jim Harbaugh
fumbled more times
* than any other NFL
. player. While playing
~ for the Bears, the
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17. Click RETURN to go back to the Coaching
Profile and Game Plan Management Screen.

18. Click SAVE GAME PLAN....

18, Type MYPLAN and click OK to save your cus-
tomized Game Plan.

Tutorial 10: Customizing «
Coaching Profile

Now itis time to use your customized Game Plan in
a Coaching Profile. This Profile will allow you to
specify how often you want to call plays in given
game situations.

Continuing from the previous tutorial:
1. Click LOAD PROFILE....
2. Click OFFENSE.

The Load Couaching Profile dialog box shows the
SIERRE\FBPRO95\CUSTOM directory. The only
item listed is .. (double dot).

3. Double-click .. to move up a level to the
FBPROSS5 directory.

4. Highlight OFF'1 and click OK.
5. Click EDIT PROFILE.

Youshould now see the Coaching Profile Edit Screen
and, on it, the first of Football Pro ‘95's 2,520 possible
game situations per half. Notice that this specific
situation will be referred to by the Computer-con-
trolled offense whenever you face the following
game situation: You are on offense. There are more
than 5 minutes left in the half. It is first down with
1l yard or less to go inside the defensive 5 yard line.
You are leading by 8 or more points.

Football Pro 95's Coaching Profile Editor automati-
cally assigns each situation a set of three Play Types
or specific plays. For this situation, the default Profile
calls for the Play Types GOAL LINE PASS, RUN
LEFT, and GOAL LINE RUN.
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In this tutorial, we will be substituting a specific play
forthe GOAL LINE PASS Play Type. Youcould also
substitute specific plays for the other two Play Types.
The plays you substitute do not have to match the
defcult Play Types.

6. Highlight the top text box underneath the Se-
lected Play heading. The box should read
GOAL LINE PASS.

7. Move the pointer up to diagram box 1-1 and left
click. The play named SLICE2ZRT should now
appear in the text box. You have just replaced the
general Play Type GOAL LINE PASS with the
specific play SLICE2RT.

8. Now change the play weighting by clicking the
up arrew button under Weight. Change it
from 5 to 6. Notice how the percentage shown
changes from 50to 55. You have increased the
probability that this particular play will be
chosen by the computer when the specified
game situation occurs.

43
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In the 93 season,
Neil Smith of the
‘Kansas City Chiefs

lead the league with

|5 sacke

44

9. Now click COPY.... A check box menu will ap-
pear with all of Football Pro '35°s possible game
situation variables.

10. Godown the list of variables. Click the appropri-
ate check boxes to put an X beside the following
game variable options:

Mins in halif: >5 and >2-5
Down: 1,2and 3
Yards to go: 0-1

Field position: <DEF'5

Point spread: Ahead by 8+

The Situation Count should now read 6.
11. Once the variables are selected, click OK.

Clicking OK will copy the selected plays and play
types, plus the associated weighting and time out
information, to each of these six situations: 1, 127,
253,505,631 and 757.
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To verify that each of these situations has the correct
information, clickon the arrows nexttothe Situation
# box. A left-click on the arrows adjusts the situation
number by 1. A right-click adjusts the situation num-
ber by 10. Holding down both mouse buttons at the
same time adjusts the situation number by 100. You
may alsoclickinside the Situation # box, typeinany
number from 1 to 2520, and press [Enter].

12. Click RETURN to go back to the Coaching Pro-
file and Game Plan Management Screen. Notice
in the information box on the right side of the
screen that the specific play count is now set to 6.

13. Click SAVE PROFILE....
14. Type MYPROF and click OK.

Your customized Coaching Profile is now ready for
use.

Congratulations! You have completed all of the Foot-
ball Pro “95 tutorials, and now know several of the
main play options available to you. See the following
“"Game Play” section for complete descriptions of the
various simulation, set-up, and League Play options.

45
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STARTING GAMES
WITH QUICKSTART

QuickStart is the fastest way to start playing Foothall
Pro '95. When you first install the game, QuickStart is

GAME PLAY

F i

STARTING GAMES

Each time you start Footbail Pro ‘95, the program takes
you directly to the Main Menu screen. From here, you
have a number of different choices. There are three
ways to begin an actual game of Foothall Pro '95: you

I

set to a one-player Exhibition Game: Buffalo at Dal-
las. You control Dallas, using a joystick (if you have
one) or the keybocrd.

To review or change these default QuickStart
settings:

Game Play

can QuickStart, opt for an Exhibition game, or dive
right into League Play.

U LT 1T L

1. On the Main Menu screen, click Change

| &l &

QuickStart. g’
~=] 2 You should now see the Change QuickStart H
' screen. Here, you can modity any of the following ®
hd settings: s

e Type of Game K-
| *  Default League "4
| *  Quarter Length in Exhibition Games
—-a * Home and Visiting Teams
I *  Playcall and Action Modes for each team

[ ]

Type of Controls used by each team.

3.  When you are satisfied with the default settings,
click Save & Refurn to go back to the Main

*

|

(\ §

Go through the Tutorials in the preceding section if

The Los Angeles
Raiders beat the
Washington

Redskins 38-9 in

you have not done so already. The following Game
Play procedures and details will be easier to learn if
you are already familiar with the main simulation
screens and controls,

Menu screen.
To QuickStart a game with your new settings:

1. Click QuickSten-t.

W

Super Bowl XVIll in
January, 1984. In
‘that game, running

. back Marcus Allen
carried the ball 20
times, gaining 191
yards. Allen also
scored two touch-
downs, one on a
game-breaking 74

- yard run in the 3rd
guarter.

2. The Copy Protection dialog box will pop up. Find
the answer requested, type it in, then click OK.

Copy Protection

Regardless of how you begin the first actual game,
the floppy disk version will display « Copy Protec-
tion dialog box. This dialog box asks you a football
trivia question that is answered in the Footbhall Pro
‘85 manual. To proceed to game play, just turn to the
specified page, find the answerinthe starred “trivia
box,” type itinto the dialog box, and click OK. Note:
CD version players can skip this trivia question by
starting the game with the Football ‘95 CD in the
CD-ROM drive.

-

A dialog box will appear, showing the weather
conditions and default Coaching Profiles and
Game Plans. After making any Profile or Plan
changes you want, click OK to start the game.
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In the 1986 AFC
Championship
game, Denver trailed
Cleveland 20-13 with
98 yards but only
1:47 to go.
Undeterred, QB
John Elway began
an amazing effort
known to Bronco
fans only as “The
Drive,” ending with a
five yard TD pass to
Mark Jackson. After
tying the score, the
Broncos won in
overtime 23-20.
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STARTING
EXHIBITION GAMES

Exhibition Games are played outside the regula
league schedule. You may match up teams from the
same league, different leagues, or even play a tecm
against itself. Exhibition Games have noeffect on the
league standings or statistics of the teams and play

ers. Injuries in Exhibition Games are not recorded,
Note: If you start an Exhibition Game from a league
that is part way through its season, only teams that
have all their assigned roster slots filled will be
available to play. (See “Assigned Slots,” page 146.)

To start an Exhibition Game:
1. Click Exhibition Playonthe Main Menuscreen,

2. This takes you to the Exhibition Play screen,
Select « Home Team and a Visiting Team by
clicking on their team name text boxes. A dialog
box will show available teams in the current
league. Click on the team you want to select. If
youwant ctteam from another league, clickon the
Home or Visitor League text box to load the
league you want, click on the team name box,
then choose a team.

3. AttheExhibitionPlay screen, youmay alsochange
settings for your Controls, Playcall and Ae-
tion Mode, Home Jersey and Quarter
Length.

4, Whenyouhavemade all yourchoices, click Play
Football

5. The Copy Protection dialog box will pop up. Find
the answer requested, type it in, then click OK.

6. Choosehow weatherconditions forthe game will
be determined. Your choices are:

Specific: Choose the exact weather conditions:
temperature (in °F), humidity (%), wind speed (in
m.p.h.), and conditions (clear, partly cloudy,
cloudy, rain/snow). These conditions will be in
effect even if the home team plays in an indoor
stadium, unlike the other options listed below,
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Month: Select the month in which the game is
played and let the computer generate suitable
conditions. If the home team has an indoor sta-
dium, weather has no effect.

Computer: Allow the computer to generate con-
ditions appropriate to the home team's nearest
city for a randomly selected month. If the home
team has an indoor stadium, weather has no
etfect.

7. Load Offensive and Defensive Coaching Profiles
for each team that is not Computer-controlled.
(Depending on the Profiles you choose, you may
or may not have to select corresponding Game
Plans.) You can opt for the default Coaching
Profilesand Game Plans, or select others from the
files in the SIERRA\FBPRO95'STOCK direc-
tory. If you create your own Profiles and Game

Plans, just load them from wherever you have
saved them.

Note: If you have a Game Plan or Profile on a floppy
disk, you should save it to your hard drive before
trying to use it in a game.

Note: When you view the SIERRE\FBPROI5\
STOCK directory, you will see that some names are
listed in gold, while others are shown in grery. For
this and all other Football Pro ‘95 directeries, gold
listings are filenames (i.e. Coaching Profiles, Game
Plans, plays, etc.). Gray listings are subdirectories.

STARTING LEAGUE
GAMES

Football Pro ‘95 creates a full schedule of games for
each team in a league. Teams play one game per
week. (Exception: 28-team leagues may choose a
schedule with one or two byes for each team. & bye is
a week without a game.) All games in the current
week must be resolved (either played or simulated)
before the next week's games may be played.
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In James Lofton’s
rookie season in
1978, the amazing
wide receiver
caught 46 passes

~ for 818 yards and 6

touchdowns. By

1993, he had

caught 764 passes
for 14,004 yards

- and 78 touch-

- downs, making him
' the all-time NFL

~ receiver for total

- yardage.
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Play vs. Simulate

League games may be either played or simulated.
When a game is played, you see the game take place
on your screen. Games that involve Human-owned
teams (see “Teams,” page 141) are automatically set
to Play at the beginning of each week, Games that
involve only Computer-owned teams may be played,
but you will not be able to control either team. You
might want toplay a game with two Computer-owned
teams in order to scout an upcoming opponent.

When a game is simulated, the computer controls
both teams and the game is not shown on screen,
Because the computer makes all the decisions and no
graphics are shown, a simulated game takes much
less time than one that is played.

There are two types of simulated games. Normal sim
games are physics-based games, where the com-
puter calls all plays, controls each of the players,
keeps track of statistics, and saves highlights from
the game. Each game may take several minutes to
resolve, depending on the speed of your system.

In « fast sim game, the game results are generated
using the players’ ratings, home field advantage,
injuries, etc. Fast sims generate scores and statistics,
but no highlights. These games are resolved in just a
few seconds, but the statistics ofnormal sims are more
realistic. Whether your league uses normal sims or
fast sims depends on how you set the Ground Rules
when you create the league. (See "Ground Rules,”
pages 85, 139.)

Games involving only Computer-owned teams are
cutomatically set to Simulate at the beginning of
each week. You might also choose to sim a game
involving a Human-owned team whose owner is not
available to play that week.

Starting League Games

from the League Schedule
Screen

The League Schedule screen shows you all games for
the current week. You may look at past and future
weeks, but may start games for the current week only.
(Exception: The Pro Bowl, an Exhibition Game,
may be started from thisscreen atany time by clicking
Pro Bowl. ) You may also simulate groups of games
from this screen.

To start a League Game from the League Schedule
screen:

1. Click League Play on the Main Menu screen.

2. From the League Play screen, click League
Schedule.

3. The Copy Protection dialog box will pop up. Find
the answer requested, type it in, then click OK.

You should now see the League Play-Current Sched-
ule screen.

WEEK ONE: NFLPA 199

Hrizana AF Anabeim
#  Atlanta AT Detroit
.| Eleveland AT

Dallas AT P

4. Clickonthe Play or Simbutton beside the game
to be resolved.
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Fran Tarkenton was
not only quick on his
~ feet but prolific in his
passing as well. Be-
. tween 1861 and
1978, Tarkenton
~ attempted 6,467
. passes, an NFL
- record that still
~ stands.
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5. Click on the listing for the game. For example, if
you want to play the game Seattle AT Wash-
ingtomn, click directly on that text.

Note: If a League Game has been saved, the word
Paused will appear next to the game listing. You
may save a game in progress by pressing the [Ese]
key.

I[f the game isbetween two Computer-owned teams, it
will now begin. However, if the game involves a
Human-owned team, continue with the following
steps.

6. If both teams are Human-owned, a dialog box
asks you to choose a team to set up first.

7. Ifthe team has a password, a password check is
performed (for details, see "Team Passwords”
page 142). Enter the password and click OK. You
get two attempts. If the check fails, the user may
have the computer control the team (one- or two-
player game), or simulate the game (one-player
game only). lfthe gameis atwo-player game, and
the user chooses to have the computer take over,
it becomes a one-player game. In this case go to
Step 10.

8. Select controls for each team by clicking Key-
board, Joystick 1, Joystick 2 or Computer.

9. Take note of the game weather conditions. If you
wish, change your Offensive and Defensive
Coaching Profiles. Then, if necessary, load the
corresponding Game Plan(s). (You may click
Cancel to skip the game start sequence.) Click
OK.

10. Ifthecurrentteamisthe Home Team,click Light
or Dark jerseys.

11. Ifyou are setting up atwo-player game, the other
player takes over and begins with Step 7.

Note: The computer is considered the Head Coach of
each Computer-owned team and will select Coach-
ing Profiles using the team's Team Profile.
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Steating a League Greome from
the Teeom Schedule Screen

The Team Schedule screen shows a selected team's
games for the entire season. Only the current week's
game may be started. Forexample, assume your team
is Seattle and it is the first week of the season,

To reach Seattle's Team Schedule screen from the
Main Menu screen:

1. Click League Play.

2. On the League Menu screen, click Teams 8:
Standings.

3. Click Seuattle.
4. Click Schedule.

5. The Copy Protection dialog box will pep up. Find
the word requested, type it in, then click OK.

You should now see the Team Schedule screen for
Seattle.

Seattle AT Washington
Seatlle AT Lo& Apngeles
$an Diegs I Seatile

| WEER
IWEER
IVEEK
VIPMEER
IHEER
WEEK
WEER
1WEEK e AT Kansas City:
INEEH L & HI $an Diego
WEEK 10 Gincinnati AT Seattle
WEEK 11 Seattic AT Denper
HIEER :

T RO RS e S s

6. Click on the current week's game: Seattle AT
Washington.
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In 1984, Tampa Bay
back James Wilder
carried the ball 407
times, an all-time
league record in
_rushing attempts.
He finished the year
with 1,544 yards
“and 13 touchdowns.
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7. A dialog box will ask if you want to Play or
Simulate this game.

I this game is between two Computer-owned teams,
that is all you need to do. However, if the game
involves a Human-owned team, you must continue
from Step 6 under "Starting League Games from the
League Schedule Screen.”

Sterting a League Game
with QuickStart

By clicking Change QuickStert on the Main Menu
screen, you may choose to set QuickStart to play the
next Lecague Game for a selected team (by selecting
the team and clicking League). This is especially
convenientif the team is the only Humean-owned team
in its league.

Here are some things to keep in mind when using
QuickStart with League Games:

e After a QuickStart-initiated game is completed,
all unresolved gumes on the schedule involving
ONLY Computer-owned teams are simulated au-
tomatically.

s QuickStartcannot startLeague Gamesunder the
following circumstances:

a. Ifthe selected team has completed its game
for the current week or has a bye, but other games
are unresolved, QuickStart cannot start that
team's next game until the other games are re-
solved.

b. IftheselectedteamispartofaCareerLeague
that has not completed all pre-season activities
{College Draft, Supplemental Draft and Training
Camp), QuickStart cannot start a League Game
until those activities are completed.

c. If the selected team is part of a league that
has completed its regular season schedule, and
has not qualified for the playoffs, QuickStart can-
not start a League Game with that team until the
tollowing season.
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STARTING A PRO
BOWL GAME

The Pro Bowl is the NFL's All-Star exhibition game
and it is usually played shortly after the Super Bowl,
In Football Pro ‘95, you can elect to play this game at
any time during the season. The best players from the
National and American conferences will be selected
by a combination of the players’ ratings and their
statistics. You can set your own criteria to determine
the Pro Bowl players using the Player Ratings Profile
Editor.

1. To play the Pro Bowl, first load the league from
which you want the players to be selected. Then,
click on the League Schedule and click on
Pro Bowl Game from the list of buttons on the
right-hand side.

2. Adialogbox will ask whether you wanttouse the
Default Criteria or Custom Criteria for select-
ing Pro Bowl Players.

3. Ifyouchoose Defeault, you will start the Pro Bowl
game immediately.

4. If you choose Custom, you will be taken to the
Player Ratings Profile Editor. From here, you can
apply or edit a previously saved set of criteria, or
you may edit the default criteric.

5. Choose the Player Position for which you wish to
set Pro Bowl] selection criteria.

5. After you edit the criteria, click on Show
Hesulis.

6. Youwill then be taken to aranking of the players
in the chosen position.

7. Click on Return to go back to the Equation
Screen.

8. You can save the criteria under a new name or
over a previous name, by clicking on Save
Profile.

9. Click on Return to exit the Player Ratings
Profile Editor, and you will begin the Pro Bowl
game with the players selected by your criteria.
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In 1981, the San

. Francisco 49ers had
an awesome defen-

. sive backfield. In
one four-game
stretch, the defen-
sive backs scored
three touchdowns.

. Bytheendofthe

- season, the defense

~ intercepted oppos-

- ing quarterbacks no

- fewer than 27 times.

. Dwight Hicks had

- scored two touch-

~downs, and rookie

~ Ronnie Lott had

. scored three.
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COIN TOSS

Afteryouselect and startagame, you will see the coin
toss. A coin toss at the start of each game determinen
which team gets the ball first. The Visiting Team'n
captain calls Heads or Tails. The team winning the
toss may choose whether to Kick or Receive, Ol
may choose whether to defend the Neorth Goal or
South Goal. The team losing the toss gets second
choice (which usually means they choose whether to
defend the North or South goal). Per NFL rules, who-
ever loses the opening coin toss gets first choice after
halftime. e

Mt MMt

PLAYCALLING &
ACTION MODES

Modes

In Football Pro ‘85, Playcalling and Action each have
three modes of involvement: Basie, Standard, and
Advanced.

Tk

T

W

Playcalling Modes

The Playcalling mode determines how plays are
displayed on the Playcalling screen and how much
control you have over player substitutions. The
following is a summary of your options in each ol
the Playcalling modes:

Thathath

Basic

In Basic Playcalling mode, the four Play Diagram
windows of each team’'s Game Plan area show the
generic Play Type of the play in that slot.

An offensive play can be any of the following types:

Pass Short Left
Pass Short Middle
Pass Short Right
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Pass Medium Left
Pass Medium Middle
Pass Medium Right

Pass Long Left
Pass Long Middle
Pass Long Right

Run Left
Run Middle
Run Right

Goal Line Run
Goal Line Pass

Razzle Dazzle Run
Razzle Dazzle Pass

A defensive play will be listed as one of these types:

Run Left
Run Middle
Run Right

Goal Line Run
Goal Line Pass

Pass Long
Pass Medium
Pass Short

Razzle Dazzle Run
Razzle Dazzle Pass

In Basic mode, the computer will cutomatically sub-
stitute for players who are injured or tired based on
the team's Coaching Profile. You do not have the
option to make your own substitutions.
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Standerd

In Standard Playcalling mode, the Play Dicgrainm
windows of each team's Game Plan area show
diagrams of all player movement paths during the
AFTER THE SNAP portion of four plays. (Your
chosen game plan can contain sixty-four different
plays arranged in sixteen groups of four,) Timed
passes and Logic Boxes are not shown. The namo ol
the play is displayed below each diagram.

The underdog
Rams led the
Steelers 13-10 after
the first half of Su-
per Bowl XIV. Early
in the 3rd quarter,
Terry Bradshaw
threw a 47 yard

‘touchdown pass to

Lynn Swann, going

up 17-13. The

Rams scored again,

‘but minutes later, a
‘73-yard Bradshaw-
. to-Stallworth pass
. dealt the death’
 blow. The Steelers
- won their 4th Super
 Bowl 31-19.
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When you make substitutions in Standard Mode, the
play clock will stop while the Substitution window i
displayed. The computer will automatically subusti-
tute for players who are injured or tired according (o
the Coaching Profile. You may choose to make addi-
tional substitutions for a particular play, but if you
subsequently choose another play, the computer will
disregard your previous substitutions and again make
its own substitutions based on the Coaching Profile,

Advanced
In Advanced mode, you can customize playcalling
anyweay you choose.

Your options are:

Computer Substitutes For Fatigue: This loty
you determine if the computer automatically subsati-
tutes players infout for Fatigue. (See "Substitution
IN/OUT” on page 63 for more information on fatigue
subs.)

Show Plays HAs: Sclect Play Type to show the
plays on the Playcalling screen as play types. Select
Diagram tosee diagrams of the specific plays on the
Playcalling screen, and select Number to see only

s

the specific play numbers. (If you choose Number,
you will need to memorize the plays in your Game
Plam or print them out.)

Substitute Duration: This sets the length of time
that substitutions are in effect. Current Play will
keep your player substitutions for one play only. On
the next play, the player that was originally assigned
to the play will return, as in the standard Playcalling
mode. Until Chenged will keep your player substi-
tutions until you change them or for the rest of the
game, whichever comes first. (Players will still be
substituted out for injuries in either mode.)

Play Clock Runs During Subs?: If this is se-
lected, the game clock and 40 second clock will tick
down normally while you substitute players. Ifitis
not selected, the clock will stop while you make
substitutions.

Highlight Suggested Play?:If thisisselected, the
play Type, Diagram, or Number that the Cocaching
Profile suggests will be highlighted in white.
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In 1986, the Jets
won ten of their first
11 games. After be-
ing crushed by Miami
45-8 in game 12, the
Jets kept losing, in-
cluding a 45-24
pounding from Pitts-
burgh and a 52-21
disgrace from Cincin-
nati, While beating
the Chiefs in the

. wildeard game, the
Jets fell to the

Browns in the divi-
sional playoffs 20-17.
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PLAYCALLING
SCREEN

The Playcalling screen is divided into three parts: the
top third is the Visiting Team Game Plan area. The
middle third is the Scorebocrd. The lower third is the
Home Team Game Plan area.

Controls

You can use a mouse, joystick, or keyboard to con-
trol the Playcalling screen. Because most players
will be using a joystick, the following directions
refer to joystick control. For information on other
types of controllers, see the Quick Reference Card.

Calling Plays

Each team’s Game Plan area is divided into four
Play Diagram windows. Each team's Cffensive and
Defensive Game Plan may contain up tc 64 plays.

There are two ways to select a play:

1) Click on the play. If you change your mind, you
can pick a different play by clicking on the new
play. When you are sure you have the play you
want, click READY - BREAK!

2)  Double-click on a play to call it immediately.

Note: In Basic and Standard Playcalling modes, the
computer will automatically recommend a play based
on your Coaching Profile. In Advanced mode, the
Highlight Suggested Play option must be selected to
do this. The recommended play and its play group
button, or play number, will be highlighted in white,

Note: In a two-player game, you may click on a play
with button B (which does not select the play) todecoy
your opponent.

In Basic and Standard Playcall modes, play group
buttons numbered from 1 to 16 are shown onthe sides
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of your team's Game Plan area. To change the group
of four plays displayed, click the group number you
want. You may also change the play group shown by
holding down button B as you move the joystick up or
down,

Substitution

When playing Football Pro ‘35in Standard Playcalling
mode, you may decide to make substitutions for a
particular play or to rest tired players. If you want to
substitute a player, click on your chosen play, then
click SUBSTITUTION. A substitution window will

POp up.

Scroll the highlight up or down through the list of
Current players.

JTBALL ¥

The following information is shown for each player:

POS: Player's normal roster position (with a letter
abbreviation), his position on the depth chart (indi-
cated by a number after the position abbreviation),
and the on-field position he will take for the selected
play when chosen as a substitute. For example, the
third string tight-end would be listed as TE3. After
you put him in the game for your first string halfback
(who is listed as HB1), his POS will appear as
HB1(TE3).

NO.: Player's jersey number.

NAME: Player's name. Normally, the name will ap-
pearin gold. However, during a game, players may go
on "hot” or “cold” streaks. When they begin those
streaks and are available for use, you will be notified
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V.

The 1990 New En-
gland Patriots won
only a single game,
beating the Colts
16-14 in week 2.

. The Patriot defense

gave up 30 or more
points in seven

- games, while the
 offense never
. scored over 24
peints in one game
. all year.
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with a message, i.e. "Barry Sanders is hot.” or "Betry
Seanders is cold.” Occasionally, a player’s name will
be shown in Black. This indicates that a player i
injured or was injured in a previous game. When «
player is injured during play, he must leave the field,
Whenherecuperates sulfliciently toreturntoplay, you
will be notified with a message: "Ricky Watters i
available,” for example.

Effective Ratings: The next eight categories (SP,
AC, AG, ST, HA, EN, IN, and DI) are a player's
Effective Ratings. These ratings range between 0 and
99andrepresentacurrent measurementofthe player's
skilllevels. The higher the rating, the more physical or
mental skill the player possesses. The lower the rat-
ing, the lower the skill level. For more information on
ratings, see page 150.

ER: Indicates a player's current Energy Rating,
Throughout the game, each player has an energy
rating ranging from 1 to 100 percent. The player's ER
atfects all of the player’s other ratings during play
except IN, EN, and DI. Players become fatigued and
lose energy while they are in the game, and regain
energy on the sideline and at halftime.

Fatigue influences how substitutions are made for a
particular play during a game. A player's ER number
reflects his level of fatigue. The color of the ER number
tells you the player's status as follows:

Purple Player is as rested as he's going o
get.

Gold Playerisbecomingfatigued, butnot
enough to warrant substitution,

Crange Playeristired and should be subbud

out so he can rest.

If a player is tired and falls below specified Energy
Rating percentages, he will cautomatically come oul
of the game and the remaining players at the position
are shifted up on the Depth Chart. (Exception: Ad
vanced Playeall mode settings.)

Keep in mind that the player's maximum ER will
decline the more he plays. lf a player's maximum EH
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ig 100 and he is at 100, the number will be shown in
Purple. If his maximum ER is lower than 100 and he is
atthis maximum, the numberwill alsoshow in Purple.
How quickly a player's maximum ER declines is a
function of his endurcnce (EN). The higher his endur-
ance, the less his maximum ER will decline during

play.

IN/OUT: This is the ER level (or fatigue level) at
which players will automatically be substituted in or
out of the game. You can set these percentages for
various positions in your Coaching Profile.

For example, you might indicate in the Profile that
your Receivers should come OUT of the game when-
ever their ER falls below 75 percent, and should go
back IN when their ER reaches 90 percent. If you do
not select your own position percentages in the Pro-
file, the computer will subslitute all positions accord-
ing to the default percentages of QUT=70%, IN=85%.

To make a substitution yourself, highlight the player
youwant to take out, and pressbutton A.Ii youchange
your mind about the player you want to remove from
the game, click CANCEL. You may substitute as
many players as you wish before clicking READY -
BREAK! to call the play.

FOOTBALL '®

Once you select a player to take out of the game, the
window changes to show all players available for
substitution. To make the replacement, either double-
click on the player you want to put in, or highlight him
and click OK. Once you make your substitution, all
current players in the game are shown again. Click
OKtoaccept,or CANCELtorefusethelineupchange.
Click READY - BREAK! when you are ready to call
the play.
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The last tie game in
Atlanta Falcon his-
tory was in 1986.
That year, while
playing at heme
against the 49ers,
the game went into
QT at 10-10. The
Falcon defense had

 knocked out 49er

QB Jeff Kemp in the
second half, and 3rd

| sttinger Mike
. Moroski could not
_ lead the 49ers on a
. scoring drive.
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Special Tecms/Reguler Plays

For most of the game, you and your opponent will call
regular plays. When the Playcalling screen shows
regular plays, the SPECIAL TEAMSREGULAR
PLAYS button is labeled SPECIAL TEAMS, In
certain downs and game situations, the Playcalling
screen will switch to show special teams plays, and
the button will change to REGULAR PLAYS. To
see your special teams plays, click on the SPECIAL
TEAMS button when it's available. To return to
normal offensive or defensive plays, click on the
REGULAR PLAYS button.

Listed on the next page are the cffensive and defen-
sive special teams plays in each group:

Group #1: Field Goal end PAT-Specific
Plays:

Oifense

Play Name Description

FGPAT Field goal/PAT kick
FKFGPASS Fake FG, pass
FKFGRUN Fake FG, run

Defense

Play Name Description

FGPATD Field goal/PAT defense
FKFGPASD Fake FG defense, pass
FKFGRUND Fake FG defense, run

Group #2: Punt Plays:

Offense

Play Name Description

PUNT Punt

FKPNTPAS Fake punt, pass
FKPNTRUN Fake punt, run
Defense

Play Name Description

PUNTRET Punt return

FKPNTPSD Fake punt defense, pass
FKPNTREND Fake punt defense, run

Buwawawuwadadadewdudaddd ey aea
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Group #3: Clock Management:

Offense

Play Name Description

RUNCLOCK QB kneels behind line

STOPCLOK QB spikes ball into ground (also

available at the end of each play)

Note: The REGULARPLAYS/SPECIAL TEAMS
button is inactive if only one specific type of play is
available. For example, you must choose a kickoff
play at the beginning of a« game. Also, in the last few
seconds of a half when outside the field goal range of
your chosen Coaching Profile, you will have to manu-
ally switch from regular plays to special teams plays
to try long field goals or to call clock menagement
plays.

Two-Point Conversion
Attempts

In the 1994 season, the NFLintroduced the opticn to try
for a two-point conversion after touchdowns. To at-
tempt a two-point conversion, click on 2-POINT
PLAYS from the Playcalling screen, or a faked FG
pass or run play from the Special Teams screen. If
you are successiul in taking the ball into the endzone,
your team will be credited with two points. If the
defense intercepts a pass or recovers a fumble on the
attempt, the ball is dead and no peints after touch-
down (PAT) are credited to the offense. Note: Accord-
ing to NFL rules, if the offense advances a blocked
PAT kick into the endzone, they are still only credited
with | point.

Time Out

Click TIME OUT on the Playcalling screen to stop
the game clock. The play clock is automatically set to
90seconds. The offense has a full 90 seconds to launch
a play, but the defense has only 70 seconds.

Note: You may also stop the game clock by pressing
and holdingjoystick button B, then pressing button &
either on the Playcalling screen or before the ball is
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‘ Visiting teeom information

commiT T

ONTPAGE SPORTS.

snapped on the field. When you call time out from the
field, you return to the Playcalling screen where the
play clock on the Scoreboard is set to 90 seconds. Each
team may call time out upto three times each half and
two in each overtime.

Scoreboard
Thescoreboardin the middle of the Playcalling screen
shows the current status of the game.

The gume score and
guarter scores. A gray box

Indicators are displeyed for

is shown in the lop half of the the current down, yards to

scoreboard, and Home
team information is in the
bottom half. The Situation
Number relating to each
team's Coaching Profile is
shown in parentheses.

indicates the quarter being
played. I the game is in
overtime, a gray box will
appecr arcund the letters
"OT" in TOTAL.

go for lirst down,
scrimmage line (the
arrows show which team's
half of the field the ball is in),
and play clock.

Possession is indicated by a
football icon above or below
QTR.

*

The first American
Football League
commissioner was

'Joe Foss, a WWII

fighter ace who flew
for the Marine Corps
in the Pacific and

- shot down 26 planes

during his combat
career.
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The wind indicator shows
current wind speed and
direction

The game ¢lock indicates
time remaining and the
number of timeouts
remaining for each team.

After choosing the play you want from the Game Plan
area, click READY - BREAK! to accept and run the
selected play. Once you click this butten, the cursor
disappears and you may not call time cut, change the
play, make substitutions, or go to the Game Settings
screen until you are on the field.

It you click READY - BREAK! without selecting a
play, your team will run the suggested play. If the
offense clicks READY - BREAK! first, the defense
has only about 10 seconds left to call its play.
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ACTION MODES

The Action mode you select determines your level of
control over the action on the Play or Practice Field.

Basic mode is essentially a coaching-only mode. On
offense, you must snap the ball, but you cannot control
players. In Stendard mode, the computer controls
all the players until you take over. Advanced mode
oxpects you to control almost everything on the field.

Note: You may mix and match Playcall and Action
mode levels to suit your abilities and preferences. For
example, if your biggest strength is on-the-field play,
you could choose Standeard Playcall mode and
Advanced Action. On the other hand, if you prefera
coachinggame, youmightselect Adveanced Playcall
mode and Basie Action mode.

On-Field Controls

No matter which Action mode you have selected, you
must control the game with either a joystick or the
keyboard while on the Play or Practice fields. Mouse
control is not available, For information on using the
keyboard, see the Quick Reference Card.

Note: Youmay press [P]on the Playcalling sereen or
on the field to pause the game.

Basic

In Basic Action mode, the computer controls nearly
everything. Youmay call time-outs or audibles before
the snap. On offense, you must snap the ball. If you try
to snap the ball too early, the computer will ignore
your button press. After the snap, the computer has
complete control until the play is over.

Offense

Rudibles: If you decide the play you have called will
not work againstthe defense, youmay call an audible
before the snap. To call an audible, press and hold
button B, move and hold the joystick up, down, left, or

67
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The Houston Oilers
defeated the Los
Angeles Chargers in
the first AFL Cham-
pionship game. Age-
less George Blanda
completed 16 out of
31 passes for 301
yards, leading the
Oilers to a 24-16
victory.
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right to choose an audible as shown below, then
release button B. To call a fake audible, press and
release button B before the snap while leaving the
joystick centered.

The offensive audible default settings are as follows:
Joystick Up—Pass: Long
Joystick Down—Pass: Short
Joystick Lefti—Run: Outside
Joystick Right—Run: Inside

Time outls: Before the snap, hold down button B and
then press button A.

Sneap ball: Press button A. The computer will ignore
the button press if snapping the ball would cause an
illegal motion or other penalty to be called on your
team.

All other functions are controlled by the computer.

Defense
Call defensive audibles in the same way as offensive
audibles. The defensive audible default settings are
as follows:
Joystick Up—-Pass Coverage: Man to Man
Joystick Down—Pass Coverage: Zone
Joystick Left—Run Coverage: Outside
Joystick Right—Run Coverage: Inside

Time outs: Same as for Olfense.

All other functions are controlled by the computer.

Kicking & Punting
Snesp Ball: Same as for Offense.
Time ouls: Same as for Offense.

All other functions controlled by the computer.
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Standeanrd

In Standard Action mode, the computer will control
players after the snap until you choose to take control
with the joystick or keyboard.

Offense

You must snap the ball on offense. The computer will
not prevent illegal motion penalties. If you wish, you
may call audibles or time outs belore the snap.

After the snap, you may take control of the quarter-
back or other current ball carrier. To take control,
move the joystick or press a keypad directional key.
Handoffs and timed passes are run by the computer
as diagrammed, but you may take control of the ball
carrieraftfer the handoff or completion of a timed pass.
You may control the querterback during check-off
passes, and you may take control of the intended
receiver while the ball is in the air on any pass. You
may also take control of the kicker on all punts, field
goals, points after touchdown, or kickoffs. If you donot
take control of these actions, the computer will.

Note: When you take control of a player and change
his direction with the joystick or keypad, it may take a
moment or two for the player to make the change.
Exactly how long it will take depends on how sharp
the turn is, the player's agility (AG) rating, his energy
(ER) rating, and the condition of the field.

Budibles: Same as Basic mode.
Time outs: Same as Basic mode.

Snap ball: Press button A. The compuler will make
llegad Motion calls—if your players are moving for-
ward during the snap, you will get « penalty.

Dive: Press button A while moving the joystick in the
direction you want your ball carrier orreceiver todive.
This may help ball carriers get extra yards, and help
receivers make tough catches,

Leap: Press button B with the joystick centered to get
your ball carrier or receiver to leap straight up. This
may help the receiver catch a high throw,
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In 1970, the Oakland

Raiders were penal-

ized 179 times for
2,269 yards.
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Brealcteclde: When the defenseclosesinon your ball
carrier, press button B. Your runner will either stiff-
arm the tackler or do a spin move. This increases the
ball carrier's chances of brecking the tackle, but also
increases the chance of a fumble.

Check-off peass: After the snap, move your QB to set-
up position. Press button B to enter Passing mode and
select the primary receiver on the checkoff list. If you
think the receiver is open, press button A to throw the
ball. If he is not open, press button B to check the next
receiver. If you continue to press the B button, your QB
will check the primary receiver every other time while
moving down the listof alternate receivers. Areceiver
window appears forreceivers whomove off the screen.
The border of the window is color coded to indicate
the order in which the quarterback will check the
receivers:

1. White B. Gray

2. Yellow 7. White

3. White 8. Black

4. Orange 9. White

5. White 10. Red (sideline)

After checking the last receiver on the list, press
button B again to change your target to the sideline.
Now you can press button A to throw the ball away
and avoid asack. The QB can alsodoa "roll-out pass.”
The QB can scramble to the left or right and throw
while serambling. Keep in mind that a scrambling QB
can only throw at certain narrow angles, depending
on which direction he is turned. If the QB stops and
then throws, he will regain normal accuracy and
broader angles.

Timed pass: The computer will retain control of the
quarterback until the pass is thrown.

Bullet pass: Press butlon B to enter Passing mode,
then briefly press button A, Use bullet passes on
quick patterns when the receiver is closer to the QB
than the defender who is covering him. A bullet pass
travels faster than « lob, but, because of its lower
trajectory, cannot be thrown as far and is more likely

| to be knocked down by pass rushers.
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Lob pass: Press button B to enter Passing mode, then
press button A abit longer than for a bullet pass. Use
lob passes on longer patterns, especially when the
receiver has gotten behind the defender. A lob pass
has a higher trajectory and travels farther than o
bullet pass.

Receiving: While « pass is in the air, you may take
control of the receiver by pressing button B.

Defense

Prior to the snap, you may take control of any player
you choose, call time outs, or call audibles. After the
snap, you may switch to the player closest to the ball
or Catch Zone. You may make your player dive or
jump. You may take control of a defensive player who
intercepts a pass, recovers a fumble, or whoreturns a
punt or kickol!l. You may also signal fair catch or down
the ball in the end zone on kicks.

To take control of defensive players who make inter-
ceptions, recover fumbles, or return kicks, move the
joystick or press the keypad directional {arrow) keys.
If you do not, the computer will retain control of the
ball carrier on any return.

BAudibles: Same as for Basic mode.
Time ouls: Sume as for Basic mode.

Dive: Push the joystick in the direction you want to
dive and press button A. Diving tackles increase the
chance that your player will equse o fumble, but also
increase the risk of injury for both the defender and
the ball carrier. Also, diving tackles carry a greater
risk of missing the ball carrier entirely.

Leep: Press button A with the joystick centered. By
jumping, your selected defensive player can try to
block the quarterback’s throw, tip a pass away from a
receiver, or block « kick.

| '

Bl Note: You may down
the ball in the endzone af-
ter you catch it by pressing
button B.
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Fedr ceteh: On punt returns and kickofts, press button Budibles: Same as Basic mode.
B while the ball is in the air to have your kick returner
wave for the fair catch. It he is in the end zone, he will
down the ball. Once you have signaled for afaircateh,
you can also avoid catching the ball by moving your

player out of the catch zone before the ball arrives,

Switch pleayer: Before the snap, repeatedly press
button A until the cursor appears over the desired
player. With this method, you may switch to any
player on your defensive team. After the snap, press
button B to switch to the player closest to the ball or,
if a pass is on the way to a receiver, to the player
nearest the Catch Zone.

Time oufs: Saume as Basic mode.
Snerp ball: Same as Standard mode.
Dive: Same as Standcard mode.
Leeap: Same as Standard mode.

Shff Arme Same as Standard mode.

Wow oW ow

Bullet Pass: Same as Standard mode.

W

Lob Pass: Same as Standard mode.

u

Checloff Pass: Same as Standard maode.

t

Timed poss: After the snap, you musl lake contrel of
the quarterback. Press button B to enter passing
mode and select a pre-assigned pass location. In a
timed pass, the quarterback will throw the ball to a
designated spot on the field at a certain time. It is the
receiver's responsibility to be there.

Receiving: While the pass is in the air, you may take
control of the receiver by pressing button B.

Kicking & Punting

Snerp Ball: Same as for Basic mode.

Anig swiny I

Time outs: Same as for Basic mode.

Game Play

Lining Up 8 Kicking: You have 10 seconds to choose
an angle and aim. Use the techniques explained in
the Kicking Tutorial on page 30. If you take more than
10 seconds, the computer will choose the angle and
aim for you. Human-controlled kicks have a slight
advantage in distance and accuracy.

|

Defense
On defense, you may take control of any defensive
player and call time outs or audibles prior tothe snap.

w o ou

Advanced After the snap, you may switch to the player closest to
% In Advanced mode, you must control nearly every Fhe ball or Catch Zo“e'_ and makc—.: your plc{yer_dive or
action of a player on the field. On offense, you control jump. You may also signal a fair catch on kicks, or
In 1988, quarterback the ball carrier. On defense, you may control any down the ball in the end zone.
Randall Cunningham player and may switch players during a play. Advanced mode defensive controls are the same as
led the Philadelphia —-— those in Standard mode.
Eagles in rushing =i
Ofiense

with 624 yards on 93
attempts. He scored
six rushing touch-
downs, and threw 24
more in the course of
a 10-8 season under
coach Buddy Ryan.

You must snap the ball and may call time outs or
audibles prior to the snap. You may take control of
receivers while the ballis in the air. The computer will
retain control of the quarterback until after any dia-
grammed handotf, but you must control the quarter-
back on all passing plays and control the ball carrier
at all other times. You must control all kicks. If you do
not take control of these actions, your player will
stand on the field end do nothing.

Kicking & Punting
You must control the entire kicking process. You must
snap the ball, pick the angle, and aim.
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Head Coach Tom
Flores, currently
with the Seatile
Seahawks, got his
start in the pros by
playing quarterback
for the AFL Oakland
Raiders in 1960.
That year, he
completed 54% of

- his passes, and
threw for 12

touchdowns with 12

_ interceptions.
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PLAYER CURSORS

Ball carriers and players under human control are
marked with cursors over their heads showing their
jersey number and status.

Players with the Ball

For offensive players, the cursor displeays black num-
bers on agreen background. If the player with the ball
is computer-controlled, the cursor will have a blue
and orange border. If he is user-controlled, the cursor
will have a blue and white border.

For defensive players, the cursor has green numbers
on a black background. If the player with the ball i
computer controlled, the cursorhas ablue and orange
border. If he is user-controlled, the cursor has a red
and black border.

Players without the Ball

For most offensive players without the ball, the black-
on-green cursor will have a white border; the cursor
for an intended receiver, however, will have an or-
ange border. The green-on-black cursor for defensive
players will have ared border for players without the
ball.

You may toggle on number cursors, positions, or last
names for all players by pressing [F5]. You will
notice that, nomatter whatappears above all players,
the player with the ball and players that are con-
trolled by a human will have a number cursor above
them.

Catch Zone

When the quarterback has thrown a pass, an red
target circle with a orange ‘X' in it will appear where
the receiver should be to catch the ball. This target is
called the Catch Zone.

Down and Yardage Markers

The down marker is orange with gray and black
stripes. Yardage markers are orange with a circle on
top.

Instant Replay

If you are on delense, you will be able to choose
Instant Replay or Continue after each play.

If you are on offense, after each play you will be
prompted to choose either StopClock or Select
Play.Ifyouselect StopCloclk, you will immediately
go back to the field view and your team will run the

STOPCLOCK play.

If you choose Select Play, you will be given the
choice to watch an Instant Replay or Continue.
Click on Continue and you will go to the Playcalling
screern.

Note: If the Expanded Memory of your system is at or
near the minimum Football Pro ‘95 requirements, the
Instant Replay option may not be available to you.
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FRONT PACESPORTS

Quit VCR Player Detail Beginning Reverse

Q] (E]

]

Disk CAMS"”
Access [R]
(W]

*

The Dallas Cowboys
have beaten the San
Francisco 49ers in
every playoff game
except the 1981
NFC title match. In
1970, Dallas won
17-10, and in 1971
won 14-3. In the
1973 playoffs, Dallas
came from behind to
prevail 30-28, In the
‘92 title match, Dal-
las won 30-20, and
in 1993, won again
38-21.
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VCR Interface

When you select INSTANT REPLAY, the VCH
screen scrolls into view and the VCR control panel ig
displayed atthetopofthe screen. Youmay use mousge,
joystick, or keyboard control on the VCR.

Play

[T] (U] [O] i

| | | |

p— ||___.
Wl

Fast Pduse Fast Slow
Reverse [1] Play Motion
[Y] [P] [1]

From left to right, the VCR control buttons are:

e FEject: Exits VCR.

e  Disk Access: Loads and saves VCR tapes.

»  Player Detail: Displays player's numbers, posi-
tions, last names, or nothing above their heads
while on-field.

¢ CAMS": Opens and closes the Camera Angle
Management System™. CAMS™ will remain open
until you click the CAMS" button again to close it
or press [Escape] or [F10].

*  Beginning: Jumps to the beginning of the tape.

e  Fast Reverse: Runs the play backward quickly.

*  Reverse:Runsthe play backward atnormal speed.
If the PAUSE button is on, the play will step back
one frame per click.

*  Pause: Pauses replay. The PAUSE button will
remainlocked until youclickenitagain. I PAUSE
is activated, pressing the PLAY button will ad-
vance the replay one frame. Pressing the RE-
VERSE button will reverse the replay one frame,

*  Play: Runs the play forward at normal speed. If
PAUSE is turned on, PLAY moves the play for-
ward one frame at a lime.

e Fast Play: Runs the play forward quickly.

*  End: Jumps to the end ol the tape.

¢ Slo: Plays the tape at half speed. To resume
normal speed, click the SLO button again.

1.
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The VCR functions can also be activated with these
koybocrd controls:

Quit VCR Q1 Reverse U]
Digk Access [W] Pause [1]
Player Detail [E] Play [O]
CAMS"™ [R] Fast Play  [P]
Beginning [T] End ([l
Fast Reverse [Y] Slow Motion []]

Camera Angle Management
System” (CAMS")

Using the CAMS" interface, you can change the
camera's location, angle, and direction, even while
the play is running. If you chemge a camera position
during a play, the play will pause while you make
your changes. When you resume the play, the new
camera settings will be used. With CAMS™, you are
able to personalize the camera coverage of the game
to suit your tastes and viewing preferences.

Move
Camera

Zioom In/Out #

The buttons on the CAMS™ panel offer the following
options. From the left:

Forward: Moves the camera forward.
Backward: Moves the camera backward.
Left: Moves the camera left.

Right: Moves the camera right.

. & & @

*  Zoom In: Changes the focus of the aclive camera
to zoom in on the selected object or on-field ac-
tion.

*  Zoom Out: Changes the focus of the active cam-
era to zoom back for a more long-distance per-
spective of the selected object or player.

B Note: [F4] bringsup
the Replay screen from the
Playcalling screen.

Apnjg swnxy I

Pan Left/Right
Pitch Up/Down

N Raise or Lower
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In 1973, the Oakland
Raiders failed to
score a touchdown
in their first three
games. After Coach
John Madden re-
placed QB Daryle
Lamonica with Ken
Stabler, the Raiders
earned the AFC
West title and a
championship game
with Miami. Miami

~ proved too tough,
- though, and the
Raiders lost 27-10.
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¢  Raise: Raises the camera.
¢ Lower: Lowers the camera.

Pan Left: Rotates (or pans) the camera left.
Pan Right: Rotates the camera right.

Pitch Up: Changes the camera pitch up.

Pitch Down: Changes the camera pitch down.

[C] Resets the current view to its default camera
location.

[D] Resets all views to their default camera locations
and returns vou to the default camera maode.

The controls to the right of the CAMS™ buttons allow
you to change the Camera mode. In most cases, mul-
tiple camera locations/objects are available.

The red button next to the MODE Window is used to
assign views to the top row of number keys on your
computer's keyboard. To assign a view, adjust the
MODE and object (WHAT) to a view you desire, then
click on thered button. When the View Bssignment
menu appears, click on the number that you wish to
hold this view and the dialog box will disappear. Now
when you press that number while you are on the
tield, the view will change to the one assigned to thert
number.

CAMERA AND
REPLAY MODES

Football Pro ‘95 provides a variety of options for con-
trolling the cameras that cover the on-field action,

You have four camera modes to choose from:

e Track Object: Allows you to pick an object (player
or ball) as the camera’s focal point. You can
adjust the distance of the camera to the player,
the camera's elevation, and also rotate (left/right)
around the object. This camera will remain the
same relative distance and angle from the object
once the CAMS™ control panel has been turned
off.
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*  Static TV: Pans in any direction to track the se-
lected subject, and will zoom in and out cutomearti-
cally to keep the subject at a constant distance.
This stationary camera can be placed anywhere.
Its physical location will not change.

* Target Area: Allows you to define pre-set cam-
eras for each of nine field regions. With this
mode, the camera for the selected field region
will center on the catch zone while the ball is in
the air. Once the ball is caught, the cameras in
each region will "track” the ball until the ball
leaves that camera's region. When the object is
BActive, the active camera will be the one in the
zone where the ball is located.

e Free Floating: This is a stationary camera that
you can place anywhere in the stadium facing in
almost any direction. This camera does not track
or zoom in on any object. It remains in the same
location no matter whathappens during the play.

Objects (WHAT):

Most cameras require an object on which to focus.
Different modes will have different objects on which
they may focus.

Ball: When the Ball is selected, the camera centers
on the person who possesses the ball during run
plays, and the QB, receiver, and the hall in ilight
during pass plays. When the QB is checking off re-
ceivers, they appear in a pass window.

Ball Carrier: When the Bell Carrier is selected,
the camera centers on the ball carrier during run
plays. During pass plays, the camera cuts to the catch
zone when the ball is in flight. When the QB is check-
ing off receivers, they appear in a pass window.

Chechk Intended Receiver: In run plays, the cam-
era operates the same manner as for the previous two
objects. In pass plays, when the QB is checking off
receivers, the camera shows full screen views of the
intended receivers, with the current receiver always
centered in the view.

FOOTBALL &
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The New York Giants
won Super Bowl XXV
against Buffalo when
the Bills’ kicker, Scott
Norwood, missed a
potentially game win-
ning 47-yard field
goal in the last sec-
onds of the game.
New York retained its
slim 20-19 lead for a
victory.
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Selected-Off: When o human is on offense, the
camera will track the offensive player that you (or
another human) control. If you are on defense and the
computer is on offense, the camerawill follow the ball
carrier.

Selected-Def: When a human is on defense and the
computer is on offense, the camera will track the
defensive player the human controls. lf « human is on
defense and another human is on offense, the camera
will follow the ball carrier.

Selected Player; When a human plays the com-
puter, the camera will track the player that the human
controls, whether on offense or defense. If two hu-
mans are playing, the camera will track the human-
controlled offensive player.

Isolation:(Availableonly duringreplays) This brings
up « list of players who were in the previous play.
Clickonaplayer'snumber or position and the camera
will track only that player during the replay.

EDITING VCR TAPES

When you save replays to disk as a "VCR tape,” you
are able to re-run, re-edit, and re-save the camera
views on the play as many times as you wish for every
single frame of tape. '

To edit a tape you are viewing, open the CAMS inter-
tace by pressing [F'10] or clicking on the CAMS
button. Aslongasthe CAMS interfaceison the screen,
you are able to alter the viewing perspectives for the
current replay.

The camera positions you select while rerunning
tapes can be included on the tape. To record the new
camera position, the camera positioning interface
must be showing, and the frame must be “played"
withthenew camerasettings. Once recorded, the new
camera settings will be saved with the tape.

Remember that while you are watching areplay, you
can change your views in any way you like and this
will not affect the views you have already assigned
for play on the field.
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GAME HIGHLIGHTS

During League games, the computer will automati-
cally save five plays as highlights. Highlights from
League games may be viewed between games by
choosing Show Highlightson the Box Score screens.
You may overwrite computer-saved highlights with
your own choices (or save highlights in Exhibition
games) by clicking the Disk HReecess button and
choosing Felder. A dialog box will ask whether you
want to go to User or Game. Select Goame and then
type in a line of text to describe the replay. When you
are finished, click on Save As. You may also view
highlights during the game by selecting Instant
Replay after a play, clicking the Disk Hecess
button and choosing Locd.

PRO
‘85
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When you click Load and go to the GAME directory,
a list appears showing five replays that have been
saved for this game. Each play is marked with a "€"
prefix to indicate that the play was saved by the
computer. (The replays you saved will have a “U"
prefix.) Click a line to select aplay, then click Loetd or
just double-click on the replay you wish to load.

During a league game, the computer may overwrite a
computer-saved play, but not a human-saved play.
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In 1987, no fewer
than seven men
threw passes for the
Kansas City Chiefs:
Bill Kenney, Matt
Stevens, Frank
Seurer, Todd
Blackledge, Alex
Espinoza, Doug
Hudson, and Paul
Palmer.
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TRADING
HIGHLIGHTS

At the start of each week, all of the computer-savad
highlights for the previous week's games will ba
deleted from the \TAPES\GAME directory. If you
wish to keep these highlights so you can trade them
with other Foothall Pro ‘95 owners or view them latar,
do the following:

1. Click on Show Highlights from the box score
screen in the game where the highlight(s) oc
curred.

2. Click on the Disk Access button.
3. Double-click the highlight that you want to keep,

4. Yourview will now be from the playing field. You
can view the highlight, edit it, or save it as it is.

5. Click on the Disk Access button.

6. Click the Folder button and change to the
\TAPES\USER directory.

7. Click on Save As (or Save if you want to save
over an existing replay). Type in a brief descrip-
tion of the play, if you wish. Press [Enter].

This will change the replay's prefix from € to U and
save it in the TAPES\USER directory. This allows
you to retain the highlight at the end of the week,

To send highlights to a friend, copy the *.DAT files
from your SIERRA\FBPRO95\TAPES\WUSER di-
rectory into your friend's \USER directory. He can
view the replays by loading them from the VCR.

Note: Itis also possible to save and trade other types
of files (such as Leagues, Custem Plays, Coaching
Profiles, or Game Plans) with Football Pro ‘95. See
page 167 for details.
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FOULS & PENALTIES

If any player on the field commits a foul, the referee
will appear after the play toname the foul committed,
the player, and the penalty. The team fouled may
either accept or decline the penalty. Some penalties
are enforced automatically. Following is a summary
of Football Pro '95°s fouls and penalties.

FOOTBALL %

Foul against Offense

Delay of game

Five yards

False start

Five yards

[llegal forward pass

—  Second forward pass

Loss of down

—  Forward pass after ball has passed line once

Loss of down

— Forward pass beyond line

Five yards, loss of down

Nllegal formation Five yards
Nllegal motion Five yards
Ineligible player downfield Five yards

Intentional grounding

Ten yards, loss of down

Holding Ten yards
Pass interference Ten yards
_HO_Eside Five yards
Personal foul Fifteen yards
Foul against Defense
Encroachment Five yards
Holding Five yards, 1st down

Pass interference

Ball at point of foul, 1st
down

Offside

Five yards

Personal foul

Fifteen yards, lst down

Foul against Kicking Team

Fair catch interference Fifteen yards
[legal block Ten yards
Foul against Receiving Team
Illegal block Ten yards

| 83
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In 1978, Houston
Qiler great Earl
Campbell rushed for
1,450 yards and
scored 13 touch-
downs. That year,
the Oilers under
coach Bum Philips
went 10-8, beating
Miami 17-2 in the
AFC wildcard game
and New England
31-14 in the divi-
sional playoffs. The
bubble burst when

the Steelers crushed
them 34-5 in the
AFC title game.
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WEATHER

There are four main weather factors during gamen,
When the weather is hot, energy is lost at a faster rate
and the ball flies further on throws and kicks, When
the weather is cold, players are more likely ta ba
injured and the ball does not travel as well, Wind can
make cold weather even colder (wind chill) and hau
an effect on the football in flight. Humidity can meke
warm weather even warmer (heat index) and altor the
distance the football will fly.

Conditions may he set to Clear, Parily Cloudy,
Cloudy, and Rain/Snow. The amount of cloud cover
canmodify the effects of temperature. Rain will malke
the field muddy and increase the chance that playory
will lose their focting in the mud or in snow, Reain/
Snow also makes the ball slippery and harder to
catch.

The computer will generate conditions for QuickStart
games. You have the option to select weather condi-
tions from the Exhibition Play screen (excepl for
QuickStart Exhibition games). In League Games, the
computer will select weather appropriate tothe Home
Team's nearest city for the date of the game.

CHANGING GAME
SETTINGS

During a game, youcan change Playcall mode, Action
mode, controls, and other game settings. To make
these changes, open the Game Settings screen by
pressing [F'1]while youareon the Playcalling screen
or on the field prior fo the snap.

Playcall Mode, Action Mode

Select Basie, Standard, or Advanced Playcalling
and Action modes for each team.
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Controls

Selaect Joystick 1, Joystick 2, Keyboeard, or Coms-
puter control for the home or visiting team. Buttons
for unavailable devices are grayed out.

Ground Rules

The following rules may be toggled on or off: Fet-
tigue, Penalties, Injuries, Fumbles, Intercep-
tions or 40-second clock. (Can be changed during
game for Exhibition Games only.)

Note: When the 40-second clock rule is turmed off,
the game clock will pause until the snap if the 40-
second clock runs out.

CHANGING GAME
DETAIL

Press [F'3] to show the Detail Settings dialog box.
This box lets you adjust the graphic detail as needed
toincrease the game's speed on computers with slower

processors.

1%
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During his entirg 15-
year career, from
1970-1984, Ken Sta-
bler rushed only 118
times for 93 yards,
averaging .8 yard/
carry. He did, how-
ever, score touch-
downs on 4 of those
carries,
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Model: Allows you to change the stadium in which
you are playing.

Type: Allows you to change the playing surface to
Turf, Grass, Mud, or Snow. (Available in Exhibition
Games only.)

Extras: The following details may be switched on or
off.

Numbers: Field Numbers.
Shadows: Player and Ball Shadows.

Goal Posts: Goal Posts at each end of the field.

(You should probably have these on during a
Field Goal or PAT!)

Hash Marks: The hash marks in the middle of the
field.

Smooth Lines: Swilches between smooth anti-
aliased lines and regular lines.

Player Information: Allows you to set the
text above each player to None, Name, Number,
or Position.

Texture: Allows you to turn off the detailed textures
on the Sky, Field, and Endzone.

Sound:
Crowd: Switches the crowd cheers On/Off.

Effects: Switches the ball bounces, player hits,
and other sound effects on the field On/Off.

Horn: Switches the air horn On/Off.
OK: accepts changes and returns to the game.
Cancel: cancels changes and returns to the game.

You may turn some individual Field Detail options
On/Off from the field by pressing the appropriate “hot
keys.” (See the Quick Reference Card for details.)
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QUITTING AND
SAVING GAMES IN
PROGRESS

During games, you may quit by pressing the [Ese]
key prior to the snap.

League Games: You will be prompted to Quit
game? Y/N. If you press the [¥] key, the game is
saved and you will be returned to the DOS prompt. If
you press the [N]key, you are returned directly to the
game,

Exhibition Games: After you press the [Ese] key,
you will be prompied to SAVE GAME? Y/N. If you
choose [Y], the game will be saved and the program
will exit to DOS. If you press the [N] key, you are
returned to the Main Menu.

The nexl time you start Football Pro 95, you will be
told, "There is a saved game.” If the saved
game is an Exhibition Game, you may either Play/
Watch the game, Save for later or Delete it. [f
it is a League Game, you may either Play/Watch,
Save for later, or have the computer Simulate
the remainder of the game.

Any gamesyousave forlatercan be restarted from the
Main Menu screen by clicking on Restart Saved
Grame. Next, highlight the game you want and click
OIK to continue it.

87
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In the 1954 NFL
Championship game,
the Cleveland
Browns trounced the
Detroit Lions 56-10.
While passing for
only 163 yards,
Brown QB Otto
Graham threw three
touchdown passes
on nine completions.
Graham also ran for
three more
touchdowns on nine
rushing attempts.
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THE PLAY
EDITOR

This section explains how to use the Play Editor, It
describes how to build plays, how to load and save
them to your Game Plan with the Game Plan Editor,
and how to add them later to your chosen Coaching
Proliles with the Coaching Profile Editor.

THE PLAY EDITOR
SCREEN

The Main Window

Click Play Editor from either the Team Data screen
ortheExhibition Play screen todisplay the Play Editor
main window. This window shows the entire width of
the playing field and approximately forty yards of the
field length. Each green stripe represents ten yards,
The heavy black line across the field is the line of
scrimmage, which is always at the offense’s 20-yard
line. The scroll bar on the right side of the screen may
be used to scroll up und down the field. You may re-
center the screen on the scrimmage line by pressing
[Home] when the pointer is on the field.

Play Editor Controls

The Play Editor interface was designed for use with
mouse. [f you are using a joystick, move the joyslick
left, right, up, or down to move the pointer betwoon
buttons. When the pointer is over the main window,
press button A to change to a crosshair. Move the
crosshair over a player's symbol or Logic Box, then
pressbutton A toopen the Logic Script, or press butlon
B to substitute for that player. When the crosshair s
displayed, the joystick or keypad can move the cursor
to any point of the field. (The field will scroll when the
cursor recches the top or bottom of the window,) Move
the crosshair and pressbutton A tochange back to the
pointer.

I Lono.., [[
HELEADER
Not edited

BALL'®

THE SNHP

Ifyouare using the keyboard, see the Quick Reference
Card for instructions. If you press the [Tab] key, the
cursor goes to the field and changes to a crosshair.

Symbols

When a play is loaded, several types of symbols and
lines will appear on the field. The table below lists
some symbols and what they represent.

]| Blue square

Center

@ Blue circle

Other offensive players

e Blue line

Olfensive movement Path

. Light blue line

Offensive player's path after taking hando_ti

» = w Orange dotted line

Timed Pass

Various

Check off receiver routes colored lines

Red circle

Defensive back

®
[ Red square

Defensive lineman

h 4 Red triangle

Linebacker

— Lt litie

Defensive movement path

El Red open box

Defensive pass coverage zone

L Yellow Square

Logic Box

89
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plays, Custom plays aredivided into Reguler plays
and Speeial teams plays.

PLAY EDITOR
BUTTONS

Two rows of control buttons stretch across the top and
bottom of the main window of the Play Editor.

Direction

If you have chosen either Run or Pass Stock Of-
fense plays, you may also select the Direction of the
play.Choices include: Goal Line, Rzzl Dzzl (Razzle
Dazzle, or "trick” plays), Left, Middle, or Right.

lr-l-l_-l
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LOAD...

Click on the LOAD... button to display the Load

L

The Play Editor .

*

The last time the
wishbone offense
appeared in the NFL
was during the 1987
strike season. The
Giants and the
49ers strike squads
met in a televised
Monday night game,
but the New York
scabs were so bad
that SF coach Bill
Walsh started run-
ning the wishbone to
lighten things up.
The 49ers won
handily, 41-21.

Play dialog box. This window shows up to six source
and play-customizing categories: File Type, Team
Side, Play Type, Direction, Distance, and Coverage.

File Type
This category splits play files into three types:
Formation, Stock, and Custom.

Formation files are initial play lemplates. Eleven
players are placed in formation on the field but no
BEFORE THE SNAP or AFTER THE SNAP
logic is assigned to them. Use these files when de-
signing a new play from scratch.

Stoclk play files include any of the over 300 ready-to-
use plays included with Football Pro ‘95. There are
another 2,700 plays you can choose or edit located in
the SIERRA\FBPRO95\EXTRA directory and its
subdirectories (9,700 on CD, depending on your instal-
lation selection). You can use these as they appear in
your Game Plans, or modify them to make new plays
of your own.

Custom files are plays that you have built from
scratch or modified and saved from a Stock or Extra

play file.

Team Side
Youcanwork with Offense and Defense play types.

Play Type

These options vary with the File Type you have se
lected. Formation files have no Play type. Stoelk
plays may be either Run, Pess, or Special teams
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Distance

For Pass plays, you may chocse Distance: Short,
Medium, or Long.

Coverage

For Stoclk Defense plays, you may choose the type
of Coverage in the play. Pass options are Goel Line,
Rzzl Dzzl, Short, Medium, or Long. Run options
include Goal Line, Rzzl Dzzl, Left, Middle, and
Right.

Note: Although you cannot change the logic on spe-
cial teams plays, you can substitute the players you
want in these plays. See "Assigning Players to Plays”
on page 100 to see how substitutions work.

Toload aplay, you can double-click onits name in the
list box, or highlight its name in the list box and click
OK. If you know the name of the specific play you
wamnt to load, you may also highlight the Load Pley
box, hit[Delete] toclearthe box, type the name of the
play, and press [Enter].

SAVE...

When you are finished designing « new play or edit-
ing a Steck play, click SAVE... to save your play. A
dialog box asks you to name the file for the play to be
saved. (Filenames can be no more than eight charac-
ters, and are subjsct to DOS format limitations. The
computer automatically adds the extension . PLY to
plays.) If you are editing an existing Custom play,
you will have to give the play o unique filename to
avoid overwriting the original play. If you want to

Toypd Anjg 9y, l
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In 1990, when Jerry
Glanville became
head coach of the
Atlanta Falcons, the
team changed its
uniforms from red to
black. It didn’t help.
Under Glanville, the
team made the play-
offs in 1991 only. In
1990, they went 5-
11. In '92 they went
6-10. After Atlanta
finished 6-10 again
in 1993, Glanville
was replaced with
June Jones.
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modify an existing Custem play permanently, save
the modified version under the same filename.

Note: When you save a play, be sure to correctly
specify the type of play you have made. The play type
you specify here will be shown on the Playcalling
screen (when you use Basic mode) and in the Coach-
ing Profiles. For example, if you have designed aplay
as a run to the right, but save it as a Pass Left Long, it
will be saved and used by your Coaching Profile as a
pass. Notice that the play type is displayed in yellow
letters above the play diagram in the LOAD... or
SAVE... windows.

Where To Save Plays

You may save your new or modified play wherever
you choose. However, we strongly recommend that
you save plays in subdirectories of your
SIERRA\FBPROI5 directory. Adefaultsubdirectory
called CUSTOM is available for this purpose.

If you copy files to another computer, you must dupli-
cate the original directory structure of these files on
the other hard drive if you want use those files in a
custom Game Plen. If the computer can't find your
plays, you will see empty play slots in your Game
Plan.

ERASE...

The ERASE... bution asks vou what part of the
current play you would like to erase, depending on
what is loaded. It only erases from the screen. It does
NOT delete a previously saved file from your disk.
Your choices are:

Oifense: Erase the entire offensive play.

Offense Logic: Keep the formation, but erase all of
the Otfensive Player Logic.

Defense: Erase the whole defensive play.

Defense Logic: Keep the formation, but erase all of
the Defensive Player Logic.
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FLIP...

This button will reverse a play on its center axis. If
both the offense and defense are loaded, a dialog box
will ask you to pick which side you want to flip.

PRINT...

If you have a compatible printer connected to your
computer, you can print out your plays. Compatible
printers include: Epson 9-pin or 24-pin or 100% Epson
compatible printers, or an HP Laserjet II (or higher).
Pressing PRINT... brings up a dialog box with the
printing options available. Choose the appropriate
buttons for your configuration and what you want to
print.

Depending what you have loaded in the Play Fditor,
the following buttons may appear at the bottom of the
print dialog box:

Save Seltings: This will save any changes you have
made but will not print anything.

Cancel: Ignore any changes and close this box.

Offense: Print out the offensive play according to
your selected settings.

Detfense: Print out the defensive play according to
your selected settings.

Note: Since most printers require their own driver for
printing graphics, it is impossible for Foothall Pro ‘95
to support every printer available. If you are having
trouble printing, consult your printer manudl to see if
itis compatible with one of the choices available, and
switch your printer to one of those modes.

PROFILE/PLAN...

This button takes you to the Coaching Profile end
Game Plan Management screen. This is discussed in
more detail beginning on page 123.

(PROFILE/PLAN]
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Since 1977, the
Tampa Bay Bucca-
neers have had only
three winning sea-
sons. In 1979 they
went 10-6 to take
the division fitle. In
1981, they took the
Central Division by
going 9-7. The next
year, during the
strike, they went 5-4.
For the rest of their
17 year history, the
Bucs have rarely
won maore than six
games in a season.
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PRACTICE

This button takes you to the Practice Field to practice
the current play. Offensive plays begin onateam's 20-
yard line. Place-kicking plays (field goals or extra
points) start from random places on the field between
the 50-yard line and the defense’s goal line.

If you have loaded both an offensive and defensive
play, both teams will appecr on the Practice Field. If
only an offensive play has been loaded, only the
offense will appear. PRACTICE is not available if
only a defensive play has been loaded.

On the Practice Field, game controls work the same as
in the real games. To adjust the Game Settings, press
[F'1] prior to the snap. Use [Backspace] to restart
the play at any time during Practice (except during a
kick). Press [Ese] to quit Practice and return to the
Play Editor.

OPTIONS...

This button allows you to alter Play Editor settings.

Yard lines: Show or Hide

When Show is selected, a line will be drawn across
the field every five yards and hash marks appear
every yard. These lines do not appear when Hide is
selected. Hide is the default setting.

Show Logic Boxes for: Selected player
only or All players.

When Selected player only is chosen, movement
paths and Logic Boxes appear for one player at atime.
They appear for all players when All players is
selected. All Players is the default setting.

I
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View players by Position, Number, or
Symbol.

When Pesition is selected, players are represented
by the one- or two-letter abbreviation for their specific
position and their level in the Depth Chart (i.e. TEL,
HBS, QB2, etc.). See the table at right for Football Pro
'95's position abbreviations.

When Number is selected, the players are repre-
sented by their jersey numbers. When Symbol is
selected, centers appear as blue squares, other offen-
sive players are blue circles, defensive linemen are
red squares, linebackers are red triangles, and defen-
sive backs are red circles. Position is the default
setting.

Show formations for Offense Only,
Defense Only, or Offense and Defense
When Offense Only or Defense Only is selected,
only that side of the play is displayed and available
for editing. When Offense and Defense is se-
lected, one play of each type may be loaded and
edited and all players for both plays appear. This
allows youtoseehow offensive plays match up against
defensive plays of the opposite type. Offense and
Defense is the default setting.

RETURN

This button exits the Play Editor and returns you to the
previous screen—either the Exhibition Play screen or
a Team Data screen. If you have made changes to o
play and have not saved them, adiclog box asks if you
want to Exit (discarding the changes), Save then
exit..., or Cancel.

i

Football Pro '35
Position
BAbbreviations

Quarterback QB
Running Back RB

Halfback HB
Fullback FB
Receiver R
Wide Receiver WR
Tight End TE

Ottensive Lineman OL
Offensive Guard G
Offensive Tackle T
Center L
Defensive End DE
Defensive Tackle DT
Defensive Backs DB

Linebacker LB
Cornerback CB
Safety S
Kicker K

Punter P |
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¥ AFTER THE SMAP
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In Super Bowl |,
Green Bay beat Kan-
sas City 35-10. In
Super Bowl I1, after
the 1967 season,
Green Bay beat Oak-
land 33-14. Since
these back-to-back
victories, the Pack-
ers have not re-
turned to the Super
Bowl.
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BEFORE THE SNAP,
AFTER THE SNAP

These settings let you select which part of the play to
edit. BEFORE THE SNAP shows initial player
position and movement until the ball is snapped.
AFTER THE SNAP shows all positions and move-
ment {rom the moment the ball is snapped until the
completion of the-play.

LOGIC SCRIPT
WINDOW

Logic Boxes

You can determine what each player will do at any
point in the play by placing Logic Boxes and entering
instructions in them. Each Logic Box you place allows
you to define and edit a Logic Script: a set of instruc-
tions that determines the activity of each player when
he gets to that peint on the field. Logic Boxes are
represented by small yellow boxes.

To examine or edit a Logic Script, left click on any
Logic Box or player symbol. This opens the Logic
Script window. The text box in the window containg
any Logic Instructions that already have been as-
signed tothis player. If you are working on a new play
from a stock formation, all Logic Boxes will be emply.

Note: Each player's Logic Box #1 is contained in that
player's starting location. If a play has overlapping
Logic Boxes, you may click on the player you want
first. That player's Logic Boxes will now be on top of
the others. If your Logic Boxes are getting cluttered,
select Show Logic Boxes for: Selected player
only in the Options window (see page 94).

Title Bar

This shows which part of the play is being edited,
which Logic Box, and which player. To switch be-
tweenthe BEFORE THE SNAP and AFTER THE
SNAP portions of the play, click on the up arrow
button.

Click on any of the eleven position buttons to jump
directly to that player's Logic Box #1. The current
playerishighlighted in blue for offensive players and
red for defensive players.

Text Box

This area contains the actual Logic Script for the
current Logic Box. If there are more than two lines of
logic, use the up and down arrow buttons to scroll the
script up and down.

To delete a Logic Step, left click on it to highlight it,
then right click or press [Delete] or [Backspace].

Caution: Deleting a step also deletes any steps
following it, including subsequent Logic Boxes! If you
make amistake, click CANCEL immediately toundo
any edits.
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In the 1992 playoff
game with Houston,
trailing 35-3 in the
3rd quarter, Buffalo's
2nd string QB Frank
Reich began throw-
ing touchdown
passes—Iots of
them, The bewil-
dered Oilers were
barely able to even
the score at 38-38
and send the game
into OT. A final 32

' yard field goal by
. Steve Christie gave

Buffalo the greatest

~ come-from-behind

victory in NFL history.
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Some Logic Steps can be edited by double-clicking on
them.Forexample, youmay editthe delay on a STOP
AND WAIT FOR.... Double-click on that Logic Step
and adialog box will allow you to change the amount
of time the player will wait.

Logic Option and Control

Buttons

Along the bottom of the Logic Script Window are two
rows of buttons. The top row of buttons are the Logic
Optionssuchas MOVE TO..., BLOCK...,and STOP
AND WAIT FOR....

When you click on a Logic Option button, a Logic Step
is added to the Script in the text box. Often, dialog
boxes will appear asking for more detail. For ex-
ample, if you tell a linebacker or defensive back to
KEY ON..., a dialog box will ask whether you want
to key on a Quarterback, or Hot Player. Logic
Options that need more information have an ellipsis
(..} at the end of the command (for example, MOVE
TO..., PASS DEFENSE...).

The bottom row contains control buttons. Press
DONE when you have finished editing the se-
lected player. Press CANCEL to exit without keep-
ing changes for the selected player. Press MORE
to display any additional Logic Option buttons
available for the player during this portion of the
play. Buttons displayed with dark gray text are not
currently available.

Note: Clicking on a new player while a current
player’s Logic Script Window is open is the same as
picking DONE for the current player and then
selecting the new player.

-
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USING THE PLAY
EDITOR

Building and Editing Plays
After you have selected the LOAD... button at the
Play Editor main window, the Load Play dialog box
is displayed.

Highlight aplay or formation toload by clicking on the
filename. You may also select a play by typing its
exact name in the text box at the top-center of the
Load Play dialog.

A small diagram of the play is shown in the window
to the right of the dialog box. Click OK to load the
play. You may delete a Custom play by selecting it,
then clicking Delete.... Stock plays and formations
cannot be deleted.

If the play you are locking for is not in the current
directory, you canchange directories by double-click-
ing on a directory name. To back up through the
subdirectory structure, click the double dots at the top
of the filename/directory window, then click OK.
Change drives by clicking the drive button, selecting
a drive in the window, and clicking OK.

Moving Players

After you have loaded a play or formation, you may
move any player except the center. First, be sure you
arein the BEFORE THE SNAP portion of the play.
Then position the cursor on the desired player, press
and hold the left mouse button, and drag the player to
anew location. Release the mouse button to place the
player. A player being moved is drawn in gold. You

may move players only if they do not already have
SHIFT TO... or GO IN MOTION... logic.

Detensive players may be placed anywhere on their
side ofthe line of scrimmage, but there are limitations
on how offensive players may be placed. The center
may not be moved. (He is the reference point for the

FOOTBALL %
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In Tom Landry’s
final year of an
amazing coaching
career, the 1988
season, his beloved
Dallas Cowboys fell
to a terrible 3-13.
The next year coach
Jimmy Johnson
went 1-15. |n the
1992 and 1993 sea-
sons, though, the
Cowboys came
roaring back and
won back-to-back
Super Bowls over
the Buffalo Bills.
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other players.) At least six players, in addition to the
center, must be placed onthe line of scrimmage. If this
rule is not followed, the offense will be assessed an
illegal formation penalty of five yards.

Assigning Players to Plays
When you design a play, Football Pro ‘95 lets you
assign specific Depth Chart positions for the eleven

player roles of your formation. For example, you may
have WR1, WR2, and WR3 in the play as you design it.

To change a Depth Chart position assignment, click
on the position with the right mouse button. This
opens the window showing the Depth Charl position
(and the player in that position) highlighted at the top,
tollowed by all the other positions that may be used.
Double-click the position you want to put in the play,
or right-click to cancel the change.

When changing Depth Chart position assignments,
be aware of the fcllowing conditions:

¢ Running backs and receivers are interchange-
able.

¢  Onlyanotheroffensive lineman may be put in for
an offensive lineman.

*  Only another quarterback miay be put in for a
quarterback.

e  Punters and kickers are interchangeable, but a
kickersuffers penalties tohisratings when trying
to punt and punters suffer when trying to kick.

¢ All defensive players are interchangeable.

*  Youcannotedit Special Teams logic, but youcan
change the position assignments in the play.

Note: PuttingaLBorDB in for a DL will erase all logic
previously assigned to the DL. The same is true for
putting a DL in for « LB or a DB.
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How Player Assignments

are used during Games

During a game, the play will be run according to the
Depth Chart positions it is designed with, NOT with
the specific players.

Example 1: Michael Irvin is your WRI in the Depth
Chart and you use WR1 in a play called GODEEP.
When you call GODEEP in agame, Irvin will play as
the WRI1 (if he is not injured or fatigued).

Example 2: Before the game, you go to your rosler
and change your Depth Chart, moving Alvin Harper
from WR3 to WR1. Now when you call GODEEP in
the game, Harper will bein the play as WR1. Michael
[rvin may be in the play as WR2 or WR3, or he may
not be in the play at all, depending on where you
have him ranked on your Depth Chart.

Substitution: Playcall Mode
Logic

Substitution logic is attected by the Playcall mode
you have chosen.

Basic Mode. Substitutions are handled by the com-
puter in Basic mode.

Standeard Mode. When you make o substitution
during the game on the Playcalling screen, that sub-
stitution will apply only to the one play in which you
substitute. Forexample, ifyousubstitute HB2 Tommie
Agee in for TE1 Jay Novacek on the play SSFLOOD,
then Agee replaces Novacek for this play only, not for
the plays you call afterward.

Note: Keep this in mind when you are designing
Custom plays. It is not necessarily a good idea to take
your WRI out one play at a time or leave him in on
every passing play. You should rotate your players in
and out through careful play design. This will save
you d lot of time on the substitution window, and will
also give your best players a chance to rest.
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In 1989, the Detroit

Lions made Barry
Sanders their first-
round pick (third
overall) in the draft,

and he has lived up

to their expections.

" In 1993, he became

only the third RB
ever to rush for at |
least 1,000 yards in

_ each of his first five
~seasons. The other

twoare Eric |
Dickerson and Hall
of Famer Tony
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Adveanced Mode. Substituting in the Advanced
mode where Substitute Duration is set to <Until
Changed> isessentially changing your Depth Chart
"on the fly."” For example, if you substitute CB1 Larry
Brown in for LB2 (Robert Jones), then Brown replaces
Jones in every play to which LB2 (Jones) was assigned,
The computer will substitute in the next available
playerinthe depth chart on any plays where the same
player is playing two roles.

There are advantages and disadvantages tothismode
of substitution. Youmustbe careful about whoyou are
substitutingin, or youmightend up havingone player
trying to play several roles at once. Substitution in
this mode can also be a very powerful tool. You might
want to design some plays for use in the second half
that only use certain players in your Depth Chant,
Until you call those plays, those players will be rested
and on the sidelines. Then late in the game, you can
start calling that set of plays and using completely
tresh players. You could even design the exact same
plays and have o “first team” and a "second team”
filled for the positions. Experiment with this idea to
see if it fits your coaching philosophy.

Drawing Movement Peaths

Themostcommonly usedlogicoptionis MOVE TO....
This and all other movement options require you to
draw a movement path of the player. When you select
MOVE TO..., acrosshair will appear over the Logic
Box (or over the player if you are editing Logic Box #1).

As you move the crosshair around the field, a
straight line stretches between itand the Logic Box.
This line represents the player's movement path. If
you want to put a turn in the line, click the left
mouse button at the place on the field you want the
player toturn. When you want to end the movement
path, click the right mouse button. A new Logic Box
will appear at the end of the movement path. The
Logic Script Window cutomatically changes to the
new Logic Box.

"
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Other movement options work in o similar manner,
except PASS DEFENSE...Zone.... Here, you draw
the zone that the defender is to cover. Move the
crosshair to a corner of the zone, then press and hold
the left mouse button while moving the crosshair to
the opposite corner. As you move the crosshair, a red
box extends between the crosshair and the origin
point. When the zone is the desired size, release the
button to set the zone. [

Saving Plays

Whenyouhave finished editing aplay, click SBVE...
(or press [S]). A Save Play dialog box, similar to the
Load Play dialogbox, will appear. Enter afilename,
then click OK. Filenames are subject to the standard

DOS filename limitations. A three letter extension
PLY will be added automaticeally.

103

aoppq Aojg oy L




The Play Editor l

m
i\

104

LOGIC
ASSIGNMENTS

Offense: Before The Snap

Logic: SNAP TO...
Used by:C
When: Before the snap

Tells the center to whom to hike the ball. You can try
trick plays such as snapping to a running back. If you
do not assign this logic, the center will snap the ball
to the quarterback. The center's range is limited to an
area about five yards wide and 20 yards deep.

Logic: SHIFT TO...
Used by:R's and RB's
When: Before the snap

A few seconds after the formation is set the first time,
all players with this logic will shift to their new
location and get set again. This is useful in trying to
deceive the defense as to what kind of play is coming.
The players must be set for one full second before the
centerhikestheballorthe team willreceive anillegal
motion penalty.

Note: There are several differences between motion
and a shift. 1) The man in motion can stay in motion
while the ball is snapped, but a shifting man must
stop and get set. 2} A shifting player can move any-
where and in any direction behind the line of scrim-
mage, but a mon in motion may not move toward the
line of scrimmage. 3) You may shift several players at
once, but you can only have one man in motion at the
snap.

Logic: GO IN MOTION...
Continue until snap
Stop and get set at...
Reverse motion at...
Used by:R's and RB's

When: Before the snap
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GO IN MOTION...Continue until snap: Player
will move and stay in motion until the ball is hiked or
until he reaches the sideline.

GO IN MOTION...Stop and get set at...: Player
will go in motion then stop and get set when he
reaches the point you specity.

GO IN MOTION...Reverse motion al.... Player
goes in motion until he gets to the point you specify,
then turns around and goes back the way he came
until the snap or until he reaches the sideline.

Logic: RANDOM SNAP COUNT
Used by: QB
When: Before the snap

This can draw the defense offsides, but increases the
chance the offensive line will get called for a false
start. It also raises the chance of a fumble on the
exchange from the center to the quarterback. If this is
notchosen, the quarterback usesaregularsnap count.

Defense: Before The Snap

Logic: LINE UP ON MAN
Used by:LB's and DB's
When: Before the snap

Tells the defense to line up depending on where the
offense lines up. Defensive backs will usually line up
on wide receivers, and linebackers will usually line
up on the nearest uncovered receivers and running
backs. This only indicates where the defense willline
up, not what kind of pass coverage you are calling.
Note: If you choose man-to-man pass coverage cfter
the snap, that player will cutomatically line up on the
man he is to cover. Use LINE UP ON MAN to try to
fool the quarterback when youhave chosen zone pass
coverage after the snap. If you do not choose this
option, the defenders line up wherever you put them
to start or on their man if they have man-to-man pass
coverage.

Logic: PREFERRED PLAYER
Used by: All Defensive Players
When: Before the snap

105
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You may pick one player as your PREFERRED
PLAYER. He becomes the first defensive player
selected for you to control during each play of the
action game. This will draw a red box around the
player in the Play Editor.

Offense And Defense: After
The Snap

Logic: MOVE TO...
Used by: All Players
When: After the snap

This is the basic command for moving a player from
one spot to another. You use MOVE TO... to draw
pass routes, indicate a quarterback dropping back to
pass, establish defensive linebacker stunt rushes,
etc. The player will try to follow the path you draw, If
he gets knocked off the path by a block, he will try his
best to get back on the path and continue with his
logic.

Logic: STOP AND WAIT FOR...
Used by:All Players
When: After the snap

This is used mainly as a delay for players. With this
logic, players will stand at their current Logic Box
location for a specified length of time in seconds and
tenths of seconds. It is useful in crucial timing plays
suchashandoffs, stunts by the defensive linebackers,
timed passes, ete.

Offense: After The Snap

Logic: BLOCK...
Pass
Push Left
Push Right
Fire Out
Nearest Defender
Release to...
Lead To
Used by: All offensive players
When: After the snap
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BLOCI...Pass: Players will move between the man
with the ball (usually the quarterback) and the first
defender to try to “roll” the defender away from the
passer. With BLOCK...Pass, players are basically
trying to buy a little time for the passer instead of
moving the defender back and knocking him down.
The further away from the center of the line, the more
they will drop back before they start blocking. Note:
The longer the QB takes to throw, the more likely a
holding penalty will be called during pass blocking.

BLOCK...Push Left/Push Right/Fire Out: The
player will try to push the nearest opposing player in
the chosen direction ({ire out is straight chead). He is
trying to push the defender back several yards. This
move is used primarily when the blocker is trying to
open a hole for a running back.

BLOCK...Nearest Defender: Player will try to
block the defender who is closest. This is a good block
for areceiver who is downfield after another receiver
has caught the ball.

Note: On apass play, your blockers may not godown
the field before the ball is thrown or you will get an
ineligible man downfield pendalty. Usea STOP AND
WAIT FOR... or BLOCK...Pass.

BLOCK...Release to: Player will hold his block for
a few seconds, then let it go and proceed to his next
Logic Box. This is a good block for a tight end on o
"delay” pattern, or for running backs releasing out of
the backfield as a "satety valve” on a passing play.
This is also good for setting up the blocking for screen
passes. Note: You cannot have an eligible receiver
block past the line of scrimmage on a pass play until
AFTER the pass is caught. If he does, he will be called
for offensive pass interference.

BLOCK...Lead To: Player will block the first
unblocked man near his movement path from his
starting position to his next logic box. This is a good
block for lead blocking FBs or pulling guards on
sweeps.
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Logic: PASS...
Timed Pass...
Check receivers...
Fake Pass

Used by:QB, RB's, R's

When: After the snap

PASS...Timed Pass...Bullet/Lob: The quarterback
willdo « STOP AND WAIT FOR... for the length of
time you specify, then throw the ball to a specific spot
on the field (regardless of anything else). A bullet
travels more quickly, but can't go as far as alob. It is
also thrown lower and can be knocked down more
easily. A lob will go farther, but takes longer to get
there, which gives the defense time to react to it. Be
careful. A backward pass, or lateral, that is not caught
is a fumble! Note: Timed passes are good for quick,
short passes towards the sidelines or on slants by the
tight end. A timed pass into the ground by the QB is a
good way to stop the clock quickly. You can either
design one of your own or use the Stoek play called
STOPCLOK.

PASS...Check receivers...: The quarterback will
look atf one to five receivers, one at a time, in the order
you choose. The order is indicated by the color of their
movement path in the following order: white, yellow,
orange, gray, black. You may check up to five receiv-
ers, but checking each receiver takes time. You may
not have time to look at five receivers two or three
times each. A computer-controlled quarterback will
only throw to a receiver who currently has his LOOK
FOR PASS logic active.

Note: Running backs and receivers can also throw
the ball. This lets you try trick plays.

PASS...Fake pass: The passer will do a throwing
motion (“pump fouke”) to the spot on the field you
specify. Thistakes some time, but may fool some of the
defenders who have READ logic into reacting as if it
were a real pass to that spot.

Logic: LOOK FOR PASS
Used by:QB’s, R's, and RB's
When: After the snap
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Used mostly by players on o passing play. A com-
puler-controlled quarterback will only throw to a
player who has LOOK FOR PASS active. On a
human-controlled pass, the intended receiver has a
better chance of catching the ball if he is looking for it.
Players who have LOOK FOR PASS logic run
slightly slower than normal.

Note: You should give all receivers a LOOK FOR
PASS logic—even if they are only running dummy
pass routes. If you do not assign this logic, they may
try to block downlfield and, on pass plays, get called
for oftensive pass interference.

Logic: STOP LOOKING FOR PASS
Used by:QB's, R's, and RB's
When: After the snap

Used atter LOOK FOR PASS has been executed in
an earlier Logic Box. When o player stops looking for
the pass, he can run at full speed again.

Note: Youmay want tohave a haliback LOOK FOR
PASS in the backfield for a few seconds, then STOP
LOOKING FOR PASS so he can run downfield at
full speed to do another LOOK FOR PASS.

Logic: THROW A FAKE
Used by:QB's, R's, and RB's
When: After the snap

Generally used during a pass route. When a player
“throws” a fake, he takes a few stutter steps in an
attempt to confuse the defender covering him about
which way he is going.

Note: Throwing o fake takes alittle time, but when a
defender falls for it (usually in man-to-man pass cov-
erage) he will run the wrong way for a moment, giving
the receiver a chance to get open.

HANDOFFE/PITCH TO...
Real

Fake

Used by:QB's, R's and RB's

When: After the snap

Logic:

FOOTBALL %
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HANDOFF/PITCH TO...Real:Ifheiscloseenough,
the ball carrier will hand off to the player you specify
within a certain range, or piich if he is not within
handoff range. The longer the pitch is, the greater the
chance of a fumble.

HANDOFE/PITCH TO...Fake: The ball carrier
will do the handoff or pitch motion without actually
giving the ball away. Used on counters and play-
action kinds of plays.

Note: This takes some time, but sometimes defend-
ers (especially those with READ logic) will fall for it
and react as if it were « real handoff.

RUN...

Run to daylight
Inside

Qutside

Right

Left

Used by:QB's, R's, and RB's
When: After the snap

RUN...Run to daylight: The ball carrier will run
away from the defenders while generally trying to
move upfield. He may run sideways or even back up
a little to avoid a tackle.

Logic:

RUN...Inside: Ball carrier will look for a hole be-
tween the two players on the outside of the offensive
line (usually the tackles).

RUN...Outside: Ball carrier will run outside of the
offensive line closest to where he takes the handoff.

RUN...Right: Ball carrier goestotheright from wher-
ever he takes the handoff. Useful on traps and draws.

RUN...Left: Ball carrier goes to the left from wher-
ever he takes the handoif. Useful on traps and draws.

Note: If you give aball carrier a long MOVE TO...
followed by a RUN...Right or RUN...Left, he
may ignore the direction and run for daylight if the
field is open. Also, try combining a HANDOFF/
PITCH...Fake with any RUN... logic for a better
chance of fooling the defense.
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Defense: After The Snap

Logic: REBAD
Used by: All Defensive Players
When: After the snap

The player will wait for ¢ moment and try to analyze
what kind of play the offense is running, then react in
the best way.

DLs will react with a pass rush or run rush; LBs and
DBs will react with pass coverage or run pursuit. The
highertheplayer'sintelligencerating, the morelikely
he will “read” correctly and move more quickly. Play-
ers are also more susceptible to fakes when they are
trying to READ the play.

Logic: PASS RUSH
Used by:DL
When: After the snap

The player's goal is to get to the ball carrier before he
throws the ball. If aplayer is pass rushing, he has less
chance of tackling a runner who comes by him, but he
is also more likely to get past someone trying to block
him.

Logic: RUN RUSH...
Aggressive
Balanced
Conservative

Used by:DL

When: After the snap

RUN RUSH...Aggressive: The player will try to
charge three or four yards straight into the backfield,
then go directly after the ball carrier regardless of
blocking by the offense.

RUN RUSH...Balanced: The player will try to
plugup any holes that open in the line and hold his
position while trying to make the tackle at the line
of scrimmage.

RUN RUSH...Conservative: The player will try to
fight off blocks and move laterally with the ball car-
rier wherever he goes, then attempt a tackle when the
ball carrier gets close to him.
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Logic: PURSUIT IS... E IKEY ON...Hot Player: Defender will go after the
Aggressive E offensive player who has gained the most yardage in
Balanced the last several plays—regardless of position. If there
Conservative is no Hot Player, the defender will line up to key on

Used by:DL E the nearest skill player (i.e., haltback, fullback, wide

When: After the snap

PURSUIT IS...Aggressive: Tells the player to
chase the ball carrier aggressively after the ball has
been thrown or handed off. Defender will try to run
straight for the ball carrier, regardless of blocking,
and is much more likely to try a diving tackle.

Note: Although diving can give you more range on
your tackle and cause more fumbles, you will also
miss more tackles when you dive. The player also
must get up from the ground, which takes time based
on his agility rating.

PURSUIT IS...Balanced: The defenderis equally
likely to dive or to try a regular tackle. He will also try
to lead the ball carrier a litile before he makes his
tackle.

PURSUIT IS...Conserveative: The defender will
rarely dive on his tackle. He will move sideways with
the ball carrier, and wait for him to get close to make
sure of the tackle instead of charging at him.

Logic: KEY ON...
Quarterback
Hot Player

Used by:LB's and DB's

When: After the Snap

KEY ON...Quarterback: Defender moves parallel
to the quarterback as the quarterback moves left and

m
Wow

mmmm

momom m

AU IV AT L 1 T T Y T 1T T

receiver, tight end, or quarterback).

Logic: PASS DEFENSE...
Zone...
Man to Man...
Bump man at line
Shade coverage...
Underneath
Deep

Used by:LB's and DB's

When: After the snap

PASSDEFENSE...Zone...: Thedefender willmove
to the center of his zone when the ball is snapped. He
will cover receivers man-to-man in his zone until they
enter another zone. lf multiple receivers are in a zone,
the defender will cover the deepest receiver. If the
receiver leaves the zone and does not enter another
zone, the defender will abandon his zone and stay
with the receiver. If a defenderis dropping into a zone
and has LINE UP ON MAN in his BEFORE THE
SNHAP logic, he will not move with his man if he goes
in motion.

PASS DEFENSE..Man to Man: The defender
has the ability to look for specific players and at-
tributes. When the defender is selected, you will have
a choice of covering Backfield or Non-Backifield
or Either. Backfield offensive players are those
that line up behind the line of scrimmage and be-
tween the outermost ineligible Offensive Linemen.

Top3d Anig oYL I

right. If the quarterback crosses the line of scrim- Non-Backfield are all other eligible receivers. If

mage, the defender will try to tackle him. Usually, you Either is selected, the defender covers any receiver

will want to have at least one linebacker to key on the EI from either category who is not already covered.

quarterback on a deep pass play in case the quarter-

back decides torun the ball. This linebackeriscalled g You may also choose a rating and ranking by which

the “stay at home” man. - you can choose who is covered. Example: You choose
A adefender and assign him to cover EBither, SP, 1. He

Note: If the quarterback rolls out left or right around [ =4 would then be assigned to cover the fastest player

the ends of the offensive line, the defender will run that is not already covered by another defender.

straight at him. ’E} 'dJ
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likely to get an interception or knock down the ball,
but if the quarterback lobs one over his head, he can
get burned for the touchdown. He will always follow
his man if he goes in motion.

u_l—

Cover player

NS
|

O Backfield =]
2 Non-backfield -
ke | Logic: RUN DEFENSE...
Ml Bump man at line = ﬁ Aggressive
Wl %hade cowverage... | I Balanced
' Conservative

i

Used by:LB's and DB's
When: After the snap

u

These work the same as the RUN RUSH... for the
defensive line, but the player has a better chance of
realizing where the run is going (inside, outside, left,
right, etc.) and reacting correctly.

—

L Logic: BLITZ...
| Real

At the bottom of the Man-to-Man dialog box is a list L__ Fake
T

Used by:LB’'s and DB’s
When: After the snap

BLITZ...Real: When u linebacker blitzes, he is try-
ing to do the same thing as a defensive back who is
blitzing: get to the quarterback belore he can throw a
pass. He will run directly towards the quarterback.
When a linebacker blitzes, he will sometimes stutter
step a little to shake up the quarterback.

of the detenders that have Mean to Man coverage on
this play. This makes it easier to determine what
offensive players are being covered.

i

P

Man to Man...Bump man at line: This is basic
man-to-man coverage. Youmay choosetoboth Bump
mem et line and decide how to shade the coverage.
A player will always follow his man if he goes in
motion.

= | |
w W
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Note: A blitz sometimes works well against a run if
the ball carrierruns toa hole that the blitzer is coming
through.

Note: By bumping aman at the line, the defender can
disrupt timed pass patterns or slightly slow down the
receiver. There is also a chance, however, that the
detender will be called for defensive holding or that
hemay slip end fall and leave the receiver uncovered.
He might also completely miss the receiver and get
burned on a long pass.

| =
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BLITZ...Fale: The defender will do the stutter step
and move towards the line as if he will blitz. The goal
is to shake up the quarterback and get him to call an
audible, but the player will continue with whatever

1§

Men to Man...Shade coverage... Underneath/ other logic you give him.

Deep: In Shade coverage, the defender stays in -

man-to-man coverage, but will be slightly ahead or Logic: fqr R“N_- PURSUIT IS...

behind the receiver. In Deep, the defender will try to - QIEI ress;lve

stay between the end zone and the receiver and is CG anee ’

more likely to gi d make the tackl onservctive
ki o - ST Used by:LB's and DB's

later. If he plays Underneath, he will try to stay

between the quarterback and the receiver. He is more When:  After the snap

nammmmm
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This is similar to PURSUIT IS... logic for the defen-
sivelinemen. When the ballishanded off or areceiver
catches it and is running, this tells the defender how
to pursue the ball carrier. If the defender is fooled by
a fake handoff, he could switch to this logic early,
abandoning, for example, the pass defense. The de-
fender defaults to "balanced” if you don't choose an
option.

Logic: IF PASS, COVERAGE IS...
Aggressive
Balanced
Conservative

Used by:LB's and DB's

When: Atfter the snap

IF PASS, COVERAGE IS...Aggressive: The de-
fender is much more likely to go for the interception
and dive for the pass. He will pick more passes off and
knock more passes down, but if he misses, the re-
ceiver will not be covered. There is ahigher chance of
a pass interference call with aggressive coverage.

IF PASS, COVERAGE IS...Balanced: The de-
fender is equally likely to go for the interception or
for the tackle. There is less chance of a pass inter-
ference call than with aggressive coverage, but a
greater chance than with conservative coverage.

IF PASS, COVERAGE IS...Conservative: The
defender rarely goes for the interception. He will wait
until the receiver catches the ball, then make sure he
makes the tackle. There is a very low chance of apass
interference call. ‘
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INFRACTIONS

While designing plays, keep the following infractions
in mind:

Illegal formation: The offense must have at least
gseven men on the line of scrimmage on each play.

Ineligible receiver downfield: Certain offen-
sive players are not eligible toreceive a pass. Eligible
players include the man at each end of the line of
scrimmage (tightendsor splitends)and all playersin
the backfield (one yard or more behind the line of
scrimmage). Interior linemen are not eligible. It an
ineligiblereceivercrossesthe line of scrimmage (goes
downfield) and a pass is thrown, a penalty is called
regardless of whether the pass is thrown to the ineli-
gible receiver or not. After the pass is thrown, any
player may move downfield.

Note: Incligible receiver downfield will generally
happen when an OL has a blocking assignment other
than BLOCK...Pass on a passing play.

Illegal forward pass: A pass may be either a
forward pass or a lateral (also called a backward
pass). The offense may pass as many times asit wants
on a play, but only one pass may be a forward pass.
There are three types of illegal forward passes. 1) lfa
second forward pass is thrown during a play, it is an
illegal forward pass. 2) If a player in possession of the
ball is across the line of scrimmage and throws o
forward pass, itis anillegal forward pass. 3} If the ball
moves across the scrimmageline, then is moved back
behind the line and « forward pass is thrown, itis an
illegal forward pass.

Offensive pass interference: If an eligible re-
ceiver is given a MOVE TO... downlield on a pass
play, butdoes nothave c LOOK FOR PASS, he may
throw a block before the ball has been caught and get
called for offensive pass interference.
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Player Rat

PLAYER
RATINGS
PROFILE
EDITOR

Football Pro ‘95 includes a Player Ratings Profile
Editor that lets you reassign player ratings based on
your own criteria. You may edit any of the eight
ratings for any pogition and, from the ProBowl Screen,
edit and apply Pro Bowl player selection criteria. The
Formula screen allows you to create a formula for the
rating, while the Results screen allows you tosee how
players are ranked and to assign new ratings based
on one of four distribution curves. When you are
satisfied with the results, you may save the new
ratings to the original league or to newly-created
league. You may also go to the View All Ratings
screen to edit the ratings for individual players. In
addition, you can save cmy formulas you create intoa
Player Ratings Profile.

Note: The Player Ratings Profile Editor affects only
players who are currently assigned to teams.

EDITING FORMULAS

Youmay create formulas to establish each individual
rating for each position. For example, you may create
a QB strength (ST) formula, a DE agility (AG) formula,
and so forth. The Change Position button allows
you to choose any general position {e.g., receivers) or
specific position (e.g., tight ends). To change the cur-
rentratingbeing edited, clickone of the ratingbuttons
near the top of the screen.

1 T 11 11
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Player Hatlngs
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You may use the Calculator display to edit your new
formula. The buttens work as follows:

* (-9,.(decimal): These buttons insert a numeral or
decimal into your formule. (You may also use the
number keys on the top row of your keyboard.)

* +,— 7/ ( ) These buttons insert an operator into
your formulea. Note: You will get an error message
if yourleft and right parentheses donot match up.

e BKSP: Backspaces over the numeral, operator,
rating, or statistic to the left of the cursor. (You

may also use the [Backspace] key on your key-
board.)

e DEL: Deletes the numeral, operator, rating, or
statistic to the right of the curser. (You may also
use the [Delete] key on your keyboard.)

e CE/C:Clicking this once clears the previous item
entered (Clear Entry); clicking it twice clears the
entire formula.

e SP, AC, AG, ST, HA, EN, IN, DL: These buttons
inserl the current value of the player's rating into
the formula.

FOOTBALL ¥
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e Ind. Stats, Team Stats: Inserts a statistic into your
formula. A dialog box will allow you to choose
from all available statistics. Individual statis-
tics are indicated in the formula box by "I:"
followed by the abbreviation for the statistic.
Team statistics are indicated by “T:" followed
by the abbreviation.

e RANDOM: Inserts a random number into your
formula. A dialog box will ask you to specify a
maximum number up to 99. The number gener-
ated willbe between | and the numberyouspecify.

®  SetTo: Allows you toreplace the current formula.
You may choose Default, Blank, Revert To
Last Saved Formula (if you are modifying a
formulain a previously saved Ratings Profile), or
Another Position's Formula for the current
rating.

You may use the numeric keypad cursor keys (Up
arrow, Down arrow, Left arrow and Right arrow) and
the [Home] and [End] keys to move the cursor around
in the Formula display.

The other buttons on this screen are:

* Load Profile: Allows you to load (or delete) a
previously saved Ratings Profile.

*  SaveProfile: Allows youtosave a Ratings Profile.

s Print Profile: Prints all formulas in the current
Ratings Profile.

e  Apply Profile: Modifies all player ratings in the
current league using the formulas in the current
Ratings Profile.

*  View Results: Takes you to the Results screen to
see how players are ranked using the current
formula.

e View All Ratings: Takes you to the All Ratings
screen to see all of the ratings for players of the
current position.

e Return: Returns you to the League Menu screen.

o e —— = e B
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VIEWING RESULTS
AND ASSIGNING

I

RATINGS

Once you have finished your formula, click View
Results on the Formula screen to see how the players
are ranked according to your formula.
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Atthe bottomofthe Resulisdisplay aretwotextboxes,
labeled Min and Mex. You may use these text boxes
to define the range for the rating, then click the Cal-
culate buttonto calculate new ratings foreach player.

On the right side of the display, you will see lour
columns of ratings, labeled STR. (straight), BELL
(bell curve), LOG. (logarithmic), and EXP. (exponen-
tial). These indicate the distribution curves for the
ratings. Astraightlinedistribution has players equally
spaced inthe range. The bell curve groups the players
in the middle of the range. The logarithmic curve
groups the players near the bottom of the range, and
the exponential curve groups the players toward the
top of the range. Remember, the ratings are assigned
on the basis of the ranking of the players, not on the
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actual result of the formula. Two players may have
nearly the same result, but different ratings, because
one is ranked higher than the other. (If two or more
players have the same result, they are sorted on the
basis of their current ratings.) Now click on a column
heading toselectadistribution, and youmay save the
new ratings by clicking the Save bution. These rat-
ings can be saved to the original league or to a new
lectgue.

VIEWING ALL
RATINGS

Ifyouclick View All Ratings onthe Formulascreen,
vou will zee all of the ratings for the players at the
selected position. Youmay double-click on any player
to bring up a diclog box that will let you directly edit
his ratings.

| CTERMINGY R SPAC AL ST HATENTIIN B

Youmay also click on the Name column, or on one or
more ofthe ratings columns, then click Sert o sortthe
display. If youselect multiple ralings, the players will
be sorted by the sum of all ratings selected. (For
example, if you selected SP and AC, a player with SP
=80and AC =64 would be sorted above a player with
SP =95 and AC = 40.)
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COACHING
PROFILES, TEAM
PROFILES, AND
GAME PLANS

Touse the plays that youdesign, you must put them
into Game Plans. You may also choose specific
plays from a Game Plan when putting together a
new Coaching Profile.

You can tailor your offensive and defensive Game
Plans to suit anticipated opponent strategies and
game situations, and lo work against the playcalling
tendencies of other teams. Coaching Profiles allow
you to choose up to three general Play Types or spe-
cific plays to call for each of Foothall Pro '95% 2,520
game situations per half, and determine the chance
that a particular play will be called.

The Profiles assign your coaching decisions to the
computer for play selection, player substitutions, time
outs, and field goal range, as well as giving you the
ability to play computer-controlled games against
your friends. Profiles also let you begin a game per-
sonally controlling the on-field action, then have the
computer finish the contest for you.

To reach the Coaching Profile and Game Plan Editor
screens from the Play Editor screen, click PROFILE/
PLAN.

Team Profiles allow you to assign up to six Coach-
ing Profiles to computer-owned teams, and to de-
termine the chance that each will be called. To
reach the Coaching Profile and Game Plan Editor
screens, go to the Team Data screen and click on
Couaching Profile.

Plan And Profile
Descriptions

There are six types of stock Game Plans and Coach-
ing Profiles. The first three characters of a Plan or

123
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Profile’s file name indicate offense (OFF) or defense
(DEF). (The first three characters do not appear on the
Plan/Profile selection lists within the game.) The next
two letters denote the type of Plan or Profile:

RA Run Aggressive
RB Run Balanced
RC Run Conservative

PA Pass Aggressive
PBE Pass Balanced
PC Pass Conservative

The last character is a number. For Game Plans, the
number simply indicates which Plan it is—there are
six plans of each type, numbered 1 to 6. For example,
the OFFRCS is the Offensive Run Conservative #5
Plan.ForProfiles, itindicates forwhich halfthe Profile
was designed. For example, the Profile OFFPA2 is an
Offensive Pass Aggressive Profile for the second half.
There is one Profile of each type for each half. If you
are looking at the STOCK directory from DOS, .PLN
files are Plans and .PRF files are Profiles.

Whensaving plays, the play typeisdetermined by the
"radiobutton” on the Save Play dialog box. The play
type determines how the play will be used by the
Coaching Profile during a game. Sometimes you may
want to include a play in @ Game Plan that you want
the profile to use only in a very specific situation. In
this case, save the play using the Specific play type
(which won't be selected by the Coaching Profile
unless you assign it), then add the play to the specific
situation(s) in which it should be used.

Forexample, youdesign aplay in which tworeceivers
run routes down the sidelines and go out of bounds
when they catch the ball. You want to use this play
only in a "hurry-up” offense situation {for example,
down by 4-7 points late in the half), but not during
"regular” time. lf you saved the play as aregular Pass
type, it might be called at any point in the game. Save
itas aSpecificplay, then create aProfile that calls this
play only when you want to use it: for example, only in
the last 2 minutes on 3rd downs and 2-5 yards to go
when behind by 4-7 points.

Directories in Football Pro ‘95 can display up to 512
tiles. Any additional files in a directory will not be
visibleinany Lead dialogbox, although the files will

mamrERIMAEAAMAMMW YW W

gt gt

U L LT T L T L L L

still be there. If you are going to create more than 512
plays in the Play Editor, you may wish to create
subdirectories for the plays, such as \PASSLONG or
\RUNLEFT, and store your various categories of plays
there.

COACHING PROFILE
AND GAME PLAN
MANAGEMENT

Game Plans

Both the offense and defense have their own Game
Plans. Game plans can contain up to sixty-four plays
each. Youdonothave tofill all 64 slots in a Game Plan
touse it, but you must fill at least one. Each Plan also
contains additional Special Teams plays.

Coaching Profiles

This is where you decide what plays to call, what your
field goal range is, and whether to stop the clock
based on: minutes in the half, down, yards to go, field
position, and/or point spread. You may also decide at
what Energy level to substitute players in and out of
the game and whether or not your team will try for 2-
point conversions after touchdowns.

Should you decide that youdo not like one of the Stock
Profiles (which are used by the computer teams), you
may change it by creating a new one, then copying
that new Profile to the \STOCK directory and renam-
ing it with the name of the Profile you wish to replace.
Youshould preserve the original stock profile to some-
thing like OFFPA1.OLD, then name your replacement
profile OFFPAL.PRF. Your replacement must use the
same name, and must be in the \STOCK directory, or
the game may not work properly.

FOOTBA
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Using the Coaching Profile
& Game Plan Management
Screen

Following is « list of the buttons available on the
Game Plan Management screen and what they do.
When you first come to this screen, only the LOARD
PROFILE...,, LOAD GAME PLAN.... NEW GAME
PLAN..., DISPLAY..., PRINT..., and RETURN
buttons are available. To activate the other buttons
under Coaching Profile, you must first load a Pro-
file. Toactivate the other buttons under Game Plans,
youmust either load an existing Game Plan or start
a new one.

LOAD GAME PLAN...

Click on this button, then select Offense or De-
fense. This dialog box works in the same way as the
one for loading plays in the Play Editor. Two plans,
called OFF (for offense) and DEF (for defense) are in
the SIERRE\FBPROY5 directory. These are the
Game Plans used in Quickstart Exhibition games.

Go to the SIERRA\FBPRO95\STOCK directory to
find stock Game Plans. (The SIERRA\FBPRO95
\CUSTOM directory is the recommended location for
saving the Game Plans you create.) If you load a
Game Plan from a floppy disk, save it to your hard
drive before trying to use il

NEW GAME PLAN...

Click on this button, then select Offense or De-
fense. The display windows at the top of the screen
will become active (see DISPLAY... page 129). This
is a "blank sheet” on which you can start building a
Game Plan. All 64 slots are empty. To build the Game
Plan, you must now choose EDIT GAME PLAN.

When creating a Game Plan, try to group similar
plays together. For example, one group could include
short pass plays, another group could consist of goal
line runs, and so forth. ’

JOTBALL %

I——a-|+-—=—-r—;l
AU

SAVE GAME PLAN...

This works in the same way as the SBAVE... button in
the Play Editor. Your Game Plan must have at least
r ﬂ one play before you can save it. The default directory
Il for your plans is SIERRA\FBPRO9S5\CUSTOM.
The directory where you last saved a Game Plan
becomes the default directory for saving Game Plans
for your team.

EDIT AUDIBLES...

Use this to reassign cudibles to joystick directions.
Click on cny text box to highlight it, then click on a
second textbox. Those twoaudibles will switch places.

Offensive audible default settings are:

127

Joystick up: Long pass
= d Joystick down: Short pass
L___ Joystick left: Run cutside
E - Joystick right: Run inside
E— Jr a Defensivsj‘ audible defqult settings are:
J Joystick up: Meam to man pass coverage
. Joystick down: Zone pass coverage
E-' d Joystick left; Qutside run coverage
E* L' - Joystick right: Inside run coverage
E._;
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EDIT GAME PLAN

Use this function to modify @ Game Plan, or build a
new one. This will change the bottom portion of your
screen, but not the top.

This display is very similar to the Load Play screen
in the Play Editor. You can choose one button at atime
ineach group. Some buttons may notbe available. For
example, youcan have offensiveor defensive playsin
cny single Game Plan, but not both.

When vou change the buttons, the plays matching
your selections are listed in the window in the bottom
middle of the screen. To place the play in the Game
Plan, first highlight a play (left-click on its name in the
list). The dicgram for this play will show up in the
window on the right and its name will appear in the
text box above. Next, left-click on an empty slot in the
display at the top of the screen to place the play there.

You may click the numbered buttons on the left and
right sides toswitch the group you wanttoputthe play
in, but you must have the display set to 4 plays or 32

plays.
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To remove a play from a Game Plan, right-click on it.
You must first remove a play in an occupied slotif you
want to put adifferent play in that slot. To accomplish
this, right-click to remove the original play from the
slot, then left-click to place the new play in the slot.

You may mix Stock plays and Custom plays in a
Game Plan. Stock play names are in blue for Offense
and red for Defense. Custom play names are in gold
letters. If you are going to create a large number of
Custom plays, you may want to create subdirectories
soyou canorganize them into groups, such as PLL for
Pass Long Left plays, etc. This willmake iteasierto
find specific plays you want.

When you have finished editing the Game Plan, save
it by clicking on the RETURN bution, then SAVE
GAME PLAN...

DISPLAY...

Brings up a diclog box with choices for how you wish
to view the plays. The choices are:

4 Plays: Shows the plays in 16 groups of four dia-
grams each. Click numbered buttons 1-16 on the left
andrightofthe diagrams toswitch toadifferent group
of four. You must have a Game Plan loaded already or
these windows will be blank.

32 Plays: Lists 32 plays by theirnames only. Click 1-
8 or 9-16 to switch to the other set of 32 plays. You
must have a Game Plan loaded already or these
windows will be blank.

If you press and hold the right button on a play name,
the play diagram will appear.

Special Plays: Shows Special Teams plays avail-
able to all teams. These plays are automatically at-
tached to all Game Plans.

Play Types: Showsthe general categories that plays
fit into, such as GOAL LINE RUN, PASS ME-
DIUM MIDDLE or PASS RANDOM LONG. The
Play Types are based on distance and which side of
the field the play is going. The sides of the field for
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runs and passes are divided into thirds called Left,
Middle, and Right. The distances for passes are:

Short: 5vyards or less
Medium: 5to 10 yards
Long: 10 yards or more

There are four special offensive Play Types. RUN
RANDOM, PASS SHORT RANDOM, PASS
MEDIUM RANDOM, and PASS LONG RAN-
DOM will choose adirection atrandom. Forexample,
a PASS SHORT RANDOM could be o PASS
SHORT LEFT, « PASS SHORT MIDDLE or a
PASS SHORT RIGHT.

PRINT...

This allows you to print out your Profile or Game
Plan. When youclick on Print, you will have several
printing options.

Play Diagram:
Full Size: Prints a full page After-the-Snap dia-
gram of each play.
Mini: Prints all plays in a smaller format.
None: Prints no play diagrams.

Play Logic Text:
All Logic: The text for Before- and After-the-
Snap logic is printed for each play.
Before Snap Only: Only the text describing
Betore-the-Snap logic is printed for each play.
After Snap Only: Only the text describing
After-the-Snap logic is printed for each play.
None: Only the play names are printed.

BReturn: Takes youback to the Play Editor. Prompts you
to save any unsaved changes.

Choose the appropriate buttons for the printing setup
you have, then click the Game Plan or Profile
buttons to print that choice.

Click Save Setlings tc have these options saved as
your default options, without printing.
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The Coaching Profile Editor

LOAD PROFILE...

You must load a Profile before you can activate the
other Profile Editor buttons. Choose Offense or De-
fense. There are default Profiles called OFF'1 and
OFF2 (or offense) and DEF1 and DEF'2 (for de-
fense) in the SIERRA\FBPROS5 directory. Youcan
find additional Profiles in the SIERRA\FBPRO95
\STOCK directory.

GENERALIZE PROFILE

When you build a Profile, you can use either general
Play Types or specific plays in it. If you use specific
playsinyour Profile, the Game Plan using those plays
will be included automatically as part of the Profile. A
Profile using only Play Types can use any appropriate
Game Plan for offense or defense.

This button will take a Profile with specific plays and
will substitute the Play Types for those plays into the
Profile.

SAVE PROFILE...

This saves your Profile. The default directory is
SIERRA\FBPRO95\CUSTOM. Standard DOS f{ile
naming conventions apply.

EDIT SUB %’s...

This allows you to choose the Energy level (ER) at
which you want specific positions to sub in and cut of
the game. Click this button to bring up the percent-
ages windows. You may adjust the percentages up or
down by clicking on the arrows. The percentages
must be between 0 and 100.

Forexample, the defaults for most positions are 70%to
come out and 85% to go back in. When a receiver’s
energy reaches 70%, he will be substituted out of the
game and will rest until he gets back to 85% energy.
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EDIT PROFILE |

When you click this button, the bottom of the screen \ - Down: Yards to go:

will change to show you the Profile editing controls. ! 1 Firstdown 0-1 1 yard or less

You must first load « Profile before you can edit one. l 2 Second down 2-5 2to Syards

All Profiles mustbe completely filled out tobe used, so : 3 Third down 6-10 61to 10 yards

you can only edit a pre-existing Profile. Start with one 4  Fourth down >10 More than 10 yards

of the stock Profiles and adjust it as you wish. |

Field position:

wow owowow

<DEF 5 Inside the defense’s 5 yard line (5 yards or less to a TD)

i DEF 6 -35 Between the defense’s 5 and your field goal range

:*T:J DEF 35 - OFF 35 Between your field goal range and the offense’s 35 yard line
OFF 35-5 Between the offense’s 35 and 5 yard line

b <OFF 5 Inside the offense’s 5 yard line (5 yards or less for a safety)

L

Note: When you change your field goal range, the
DEF 35 changes to match it. The default is the DEF
35.

U.F

Point Spread:

Ahead by 8+ Behind by 1-3  Tied
Ahead by 4-7 Behind by 4-7

Ahead by 1-3 Behind by 8+

Yards to qo: il

Situation #

This is a number from 1 to 2,520 that describes the
game situation based on the variables that are cho-
sen. To change the Situation Number, you can click
the buttons to change the variables. You can alsoclick
the Situation # text box, type in a new number, and
press [Enter]. You may also use the up or down
buttons on either side of the text box as follows:

e vind by 1-3
@81 C6-18  OBehind by -7
22-5 @0 O Behind by #r

Wl

w

There are 2,520 game situations that can occurin each
half of a game, based on several variables. You can
select up to three Play Types or specific plays that the
computer will randomly select in each situation, and
the percentage chance that each of those plays will be
called (probability weighted against the others). You
may also change your field goal range and decide
whether you want to stop the clock before a particular
play starts.

__L_E_____________

Single left-click: Increase/decrease by 1
Single right-click: Increase/decrease by 10
Left & right-click and held: Increase/decrease by 100

Fardrdrdr

FG Range

The FG Range must be between 5 and 50 yards. Adjust
it the same way you adjust the situation number.
Changing this number changes two of the variables
in Field Position. By adjusting FG Range, youcan
customize your Profile to fit your kicker's ability.

Stop Clock?

Ifyouclick Yes for this situation, the computer QB will
call atime out if there are time outs remaining. If there
cre no time outs and it is not fourth down, the QB will
automatically run the play STOPCLOK. 133

The variables used are:

Minutes in healf: ‘
=5 More than 5 minutes left in the half

>2-5 Between 2 and 5 minutes left in the half

>1-2 Between 1 and 2 minutes left in the half

>:15-1  Between 15 seconds and 1 minute left in the half

0-:15 15 seconds or less left in the half

132
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2-Point PATs

This option brings up a dialog box that allows you to
determine when your team will try for 2 points after a
touchdown. It is very similar to the reqular coaching
profile screen, but applies only to 2-point conversion
attempts.

Selected Play

This shows the three Play Types or specific plays from
which the computer will choose for any given situa-
tion. To change one of these plays, click its text box,
then click on a specific play or Play Type from the
display above. Note: To generalize a specific play in
a Selected Play slot, right-click the slot.

Weight

Use this to increase or decrease the chance the com-
puter will pick that play over the others. The value
must be between 0 and 10. When you change the
weight, the percentage next toit will automatically be
recalculated as necessary. At least one play must
have a weight greater than zero: i.e., you must call
something.

COPY...

This powerful feature allows you to modify several
situations atonce. Click COPY... to open a display at
the top of the screen. Click the check boxes to select
game variables. The number of situations you are
changing will be shown in the upper left corner. You
must select at least one check box for each variable
before any situations will be changed. You may choose
to copy just the Stop clock logic, just the Selected
plays and their weighting, or both.
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When you click O, the information selected under
Copy Options will be copied over to all of the
gituations with the variables you have checked.

UNDO... .
Clicking this will cancel your most recent edit deci-
sion, whether it was changing a single selected
play, changing the weighting of a play, or copying
information to other situations with COPY...

First and Second Half Profiles

If you decide to edit Coaching Profiles, you will prob-
ably want to do separate profiles for the first and
second halves. For example, on 4th down on the
defensive 10yard line with 10 seconds to goin the half
and trailing by 6, you might settle for afield goalin the
first half, but you would definitely go for the touch-
down in the second half.

TEAM PROFILES

Real NFL teams do not use the same Coaching Profile
week after week. They vary their play selection some-
what to make it more difficult for their opponents to
predict what they will do. In Feotball Pro ‘95, you can set
the probability that a computer-owned team will select a
particular Coaching Profile using the Team Profile.

| %el Profile Selection G

Toaccess this profile, gotothe Team Datescreen for
the computer-owned team you wish to edit. Switch the
team to Human-owned. You may then click on the
Team Profile button and adjust the weights on the
offensive and defensive coaching proliles. (These
weights operate in the same manner as those in the
Coaching Profile.) When finished, switch the team
back to Computer-owned.

BALL '§ |
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LEAGUE PLAY

BACKING UP AND
BUILDING LEAGUES

Football Pro ‘95 offers you the choice of competing in
the default NFLPA 1994 league or building one or
more new leagues of your own. Tobuild anew league,
click Leaxgue Play at the Main Menu screen, then
click League Date. When the League Data screen
appears, click New League.

Defoault Leagues

We have included four single-season leagues filled
with players who are members of the NFL Players
Association (NFLPA). These leagues are NFLPA92,
NFLPHA93 NFLPA93E and NFLPHA94. These are
single season leagues only, which means that once
you have played through « full season with any of
these leagues, the personnel on the teams may have
changed due to trades and signing free agents.

We have alsoincluded autility you can use toback up
leagues. To use this, type BACKUP [Enter] in DOS
from your \FBPROS95 directory. We strongly recom-
mend that you back up the NFLPA%4 and NFLPA93E
leagues before you begin play.

NFLPRA93E League: The NFLPA players for this
league are on the same teams as they were at the end
of the 1893 season. This allows you to take your team
through the 1994 season with 1993 rosters.

NFLPHA94 League: This league is set to the begin-
ning of the 1994 season with 1994 rosters.
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Restoring Default Deta

It is best to have backups of both of these leagues
readily available in case you want restart the season
or use the Player Ratings Editor to adjust player rat-
ings. (For more information on the Player Ratings
Editor, see page 118.)

To restore these leagues to their original default sta-
tus, first, delete the NFLPAS94." files from your Football
Pro '95 directory on your hard drive. (Example: del
NFLPHA94.* [Enter].) Then copy all of the NFLPA34
filesfrom the SIERRA\FBPROS5\BACKUPdirec-
tory into your Football Pro ‘95 directory.

If you don't have room on your hard disk to store
backups of the default leagues, you may also restore
them to their default status by copying the default
files off of the Football Pro ‘95 CD or Disk #1. First,
delete the NFLPA94." files from your Football Pro
directory on your hard drive. Then change to your
Football Predirectory, insert the CD or Disk #1 in drive
A: and type COPY A:NLFPA94.* [Enter]. You may
also create a Career league, of course, and choose to
1ill it with the teams from one of the NFLPA leagues.

Editing Names and Ratings

Ifyoucompare NFLPA94 team rosters with thoseinthe
NFL, you may notice that some names have been
changed or are missing. This is because some players
are not available to license through the NFLPA and
havetheirown special arrangements with the league.
Other players, such as some rockie players, are also
notyetcovered by thelicensing agreement. Quragree-
ment does not permit us to provide the names of
players who are not NFLPA members.

If you wish to edit the names of any players, just
double-click on the player in the Offense/Defense
Roster and then click on the player's name in the
diclog box. You may then type in any name you wish.
You may also edit the player ratings in this same
manner. So if you don't agree with what is there,
adjust them however you wish. Ratings are the key to
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how the players perform, so experiment with them
and see what results you get. Note: Name changes
can only be made before the season starts.

Choosing League Type

Football Pro ‘95 offers two types of leagues: Career
leagues and Single-season leagues. In Career
leagues, new players are drafted each year. As sea-
sons pass, they accumulate career statistics, age and
retire. In Single-season leagues, there are no drafts,
players do not age or retire, and no career totals are
kept.

League Configureations

Football Pro ‘95 offers you five league sizes, from eight
totwenty-eight teams. Each hasits own configuration
of divisions, conferences, season length, and playotf
schedule.

Allleagues contain divisions of three to five teams. In
most leagues, each team will play about half its
games against other teams in its division. Usually,
each division rival is played once at home and once
on the road. In leagues with two conferences, the
conference champions meet in the Super Bowl at the
end of the post-season tournament.

Selecting Teams

You may accept Football Pro 85's default teams or
select the teams you want for the new league. When
you select teams, you may use teams from any exist-
ing league. Teams retain the team data they had in
their previous league, including type of ownership.
Human-owned teams are still Humean-owned and keep
the same password. If you want to remove this pass-
word, change the ownership to Computer or set all
Human-owned teams to Computer Manager using
the Manage Teams button (see "Manage Teams”
on page 139).

mmm

TIEUIGT LTI LT L I

If you decide to select your teams, a screen appears
with the default teams listed. You may change any
team by clicking on it, then clicking Select Team. A
dialog box with all of the teams in the current league
is displayed. Click on the team that you want to
replace the default team with. If the team you want is
inadifferentleague, click Load League toload that
league. Once you do, it becomes the current league.
When you are satisfied with your selections, click
Return to go back to the League Data screen.

New League Names

The League Data screen shows the default name of
the new league, its divisions, and the name of the
league championship trophy. You may change these
names by clicking on each respective text box, press-
ing [Delete] to clear the text box, then typing in your
chosen namef(s),

Ground Rules

With this option, Football Pro ‘95 lets you decide the
rule structure of your new league. Ceution: Once
you have saved your league, the ground rules will be
in effect for every game.

Ground Rules options include:

Fatigue Pendalties
Injuries Fumbles
Interceptions 40-Second Clock

Sim or Fast Sim 5:00, 10:00, or 15:00 Quarters

Manage Teams

This allows you to change the following functions for
all the teams in your league at once:

Playcall mode and Action mode

Computer Owner & Manager

Computer Manager

Clear Passwords
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Changes made on this dialog box will affect all Com-
puter-owned teams and allHuman-owned teams that
have no password. Teams with passwords are not
modified, unless the Clear Passwords box is turned
omn.

When Computer Owner & Manager is turned on, each
team’s ownership is changed to Computer. When itis
turned off, each team's ownership is changed to Hu-
man, with no password. Similarly, when Computer
Manageris turned on, each Human-owned team is set
to Computer Manager; when it is turned off, it is
turned off for each Human-owned team.

Note: Whenyouclick OK, the settingsfor all teams in
the league will be changed. For example, you have a
league with some Human and some Computer-owned
teams and you click Manage Teams, then OK. All
of the teams in the league (except Human-owned
teams with passwords) will be immedicately changed
tothe default settings onthe Manage Teams dialog
box. (The default settings are: Basic Playcall Mode,
Basic Action Mode, not Computer-owned, not Com-
puter-managed, and passwords will not be cleared).
If you do not want to make these changes, click
Cancel.

The Manage Teams optionisavailable atalltimes.
It is especially useful when creating a new league
with teams selected from existing leagues, because
teams that were Human-owned in their previous
league retain all of their team data, including their
passwords. You may also want to use this to set all
teams to Human-owned with Computer Manager
turned off, in order to exactly duplicate trades and free
agentsignings when youare simulating your favorite
real-world professional league.

Past Champions

In Career leagues, click here to see who has won the
Super Bowl in previous years. You can also see who
they defeated and by what score.
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Saving New Leagues

To save your league, click Return. At the Save this
new league? dialog box, click Yes. On the Save
New League dialog box, click in the filename box,
pregs Delete to empty the box, type a file name for
your league of 8 letters or less, then click O,

TEAMS

Buying A Team

All teams in a new league start with their Owner-
ship listed as Computer (unless they were Human-
owned teams copied into the new league—see "Se-
lecting Teams" on page 138). You may "buy” any team
by changing its ownership from Computer to Hu-
man, or "sell” a team by chemging ownership from
Human to Computer. You may buy or sell ateam at
any point during the season.

DIDISION: wesTERN

To take ownership of a team, go to the League Play
screen. Click Teams & Standings. Choose any
team on the League Standings screen and click on it.
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(Each of the team names are actually buttons that you
can click on to take you to specific information about
that team.) Choose Team Deate. Then, click the text
box labeled Ownership.

Team Passwords

Human-owned teams can be configured to require a
password to perform the following team manage-
ment functions:

edit team data

view and edit playbook

edit player data

change player numbers

initiale or accept trades

sign players from free agent pool

move players to or from injured reserve

modify rosters

modify coaching profiles

Password protection prevents other human ownersin
your league from altering your team. When changing
Ownership from Computer to Humen, you will be
osked to enter a password. Type any password (of
eightcharacters orless) youlike, then press [Enter]. As
you type each letier of your password, an asterisk will
appear in the text box. If you do not wish to use a
password, leave the text box blank. Confirm the new
password by retyping it in the text box, then press
[Enter]orclick OK. To change your password (or add
one if you have not been using one). click New
Pussword.

Whenever you go to the team information screens of a
Human-owned team that is password-protected, you
will be asked to enter the team password. [f youdonot
correctly enter the password after two attempts, a
dialog box informs you that the check failed and the
buttons that perform these functions become inactive.
You may still look at these screens, but you may not
alter anything.

A team's password, it it has one, is required to play
league games, but not to simulate them. (See "Start-
ing League Games” on pages 43-54.)
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Pick Uniform Colors

Click Jersey Colors to go to the Uniform Color
sereen, You may customize both Light and Derk
versions of your team's uniforms. The Light uniform
version will appear on the players running in the left-
hand windows. The Dark uniform version will be
shown in the right-hand windows. Choose which
version you want to work on by clicking on either
Stripe, Jersey or Pants, then clicking on Light or
Darlk.

Youmay alsochange the color of your Helmet, which
is the same for both the Light and Derle uniforms.
Next, adjust the R (red), G (green), B (blue} slider bars
up or down to alter the combination of basic colors
and change the hue of your Stripe, Jersey, Pants, or
Helmet. When you are finished, click OK to save
these settings.

Note: You cannot change your uniform colors after
the first game of a league season.

Stadium, Surface 8& Nearest
City

Each team has a home stadium located in or near a
major city. The surface and the city can affect players’
performance during the game. Stadiums may be in-

door (domed) or outdoor. Indoor stadiums have artifi-
cial turf and are not affected by weather. Outdoor
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stadiums may have natural turf (grass) or artificial
turf. The nearest city, and the month in which the
game is played, determine the weather for the game,
which in turn atfects the players' performance.

You may change your stadium, or move your team to
a new city, before the first game of any season. To
change the Surface, click the text box. To change the
Nearest City, click the text box. On the dialog box,
scroll through the list until the desired city appears,
then click the city name and click QK.

Computer Manager

You may want to let the computer control some team
functions such as trading players, signing free agents,
placing players on Injured Reserve, modilying the
Depth Chart, and moving players between assigned
and open roster slots.

In Careerleagues, the computer may also select play-
ers in the College and Supplemental Drafts and allo-
cate training time in Training Camp. The Computer
Manager option is turned off when ownership is
changed from Computer to Human. It may be turned
on or off at any time.

For example, say you want to control your team's draft
without worrying about managing assigned and open
slots during the season. Simply turn Computer Man-
ageroffafterstarting the new season, then turnitback
on after completing the Supplemental Dratt.

Each team has a philesophy and personality that is
reflected in the way the computer manages it. Some
teams place an emphasis on their passing offense,
othersondefense againsttherun, etc. Astime goeson,
each team will change its priorities based on its
performance during the previous season.
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Other Team Data

You may pick out a new Team Name, Nickname,
Abbreviation, Head Coach, or Stadium for your
team by clicking the respective text hoxes, press-
ing [Delete], and typing in your new choices.

The following table lists the information about each
team that can be customized:

Data May be changed:

BALL ' |

Name of head coach
Stadium

Surface

Nearest city (affects weather)
Uniform colors

Post-Season Play

Inallleagues, the team that has the best won-lost-tied
percentage in each division is the division champion
and advances to the post-season tournament. In most
league configurations, one or more wild card teams
are selected in each conference on the basis of won-
lost-tied percentages of the remaining teams.

Tiebreakers

In case of a tie in the standings, the following tie-
breaking procedures are used:

l. Head-to-head (best won-lost-tied percentage in
games between the clubs.)

2. Best won-lost-tied percentage in games played
within the division.

3. Best won-lost-tied percentage in games played
within the conference.

4. Best net points in division games,

Before the first game of the season: Anytime:

Team name Ownership

Team nickname Computer management option
Team abbreviation Playcalling mode

Action mode
Team password
Team profiles
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5. Best net points in all games.

6. Strength of schedule. Combined won-lost-tied
percentage of all opponents faced. Neote: Other
teams in division are counted once only.

7. Best net touchdowns in all games.

8. Cointoss.

PLAYERS
Slots

A team consists of 53 player slots. You must have
between forty-two (42) and forty-six (46) of these play-
ers Active for each game. Before each game starts,
you will be able to change which players will be
active for that game. To do this, gotothe team's roster
and click on Turn te... then Active/Inactive.

You will be shown « list of all players on your team.
The Active players will be at the top of the list and the
Inactive players at the hottom. To change a player's
status, double-click on his name and select the status
from the buttons shown there.

There are three types of slots:

Assigned Slots (A)

Assigned slots are reserved for specific positions. For
example, each team has two assigned slots for quar-
terbacks. Note: All assigned slots must be filled
beiore any game can begin. This ensures that teams
will be able to field enough players on offense, de-
fense, and special teams al the beginning of the
game. If you wish to trade or release a player in an
assigned slot, you must replace him with a player of
the same position. There are 34 assigned slots on each
team. All assigned slots are cutomatically on the
active roster.
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Distribution of assigned slots.

Pogition Slots
Offense

Quarterback QB 2
Running back RB 3
Receiver R 5
Offensive line OL 6
Defense

Defensive line DL 4
Linebacker LB &
Defensive back DB 7
Special Teams

Kicker K 1
Punter P 1

Note: Per NFL rules, once a third string QB (QB3) is
subbed in during a game, you will no longer be able
to use your starting QB (QB1) or second-string QB
(QB2) for the rest of that game.

Open-Active and Open-Inactive Slots

(O orI)

Open slots may be filled by players of any position.
This allows you to fill in your team as you see fit.
Players in open slots may be traded or released, and
replaced with players of any position. Players in an
Open-Inactive slot are on the team, but not eligible to
play in games.

Injured Reserve Slois (IR)

Injured Reserve (IR) slots may be filled by injured
players of any position. In Football Pro ‘95, each team
has ten IR slots. Once a player has gone on IR, how-
ever, he cannot come off IR until the next season. The
IR slots allow o team to replace injured players who
will not be able to play, without releasing them.

In summary, the roster definitions are:
A = Assigned/Active Player
O = Open/Active Player
I = Open/Inactive Player
IR = Injured Reserve

DOTBALL '
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Roster Requirements
A = Minimum 34
A + O = Minimum 42; Maximum 46
A+O+1=53
IR = Maximum 10

Remember, it you want to switch a player from Active
to Inactive or vice-versa, go to your team’s Offense/
Detfense Roster and click on the Active/Inactive but-
ton. Then, point to the player you want to switch and
double-click. A dialog box will appear which will
allow you to change the player's status.

Rosters and Depth Chenrts

To view a team roster, select a team on the League
Standings screen. When the diclog box appears, click
BRosters. This takes you to the Offense roster. Tosee
other rosters, click Turn to.... This will bring up «
dialog box with several display options. Your choice
also determines the roster moves you can make.

On the roster, each player's position has a number at
theend. Thisindicates theranking of the playerforhis
position in the depth chart. On some rosters there isa
box with Selection Mode and two buttons in it. On
these roster screens, you can select Choose Player,
or you may use Depth/Slet to change the Depth
Chart position of players.

Roster display options are:

1. Offense or Defense: Shows all offensive or
defensive players. Youmay choose aplayer(click
on him to highlight him) and try to trade him to
another team (Propose Trade). Or youcanrelease
him (Release Player) and sign a free agent (Sign
Free Agent). Youmay alsodouble-clickonaplayer
to edit some of his data (see "Player Data” on
page 152).
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2. Position (QB, BB, etc.): Shows all of the players
al their general positions. You may Sign Free
HAgent or Propose Trade from here or choose
Depth/Slot to change your Depth Chart. To do
this, click the radio button next to Depth/Siot.
Click and hold the left button on the player you
want to move, then drag his name to the spot you
want him to be in and release the button. Notice
the slots changing as you move the player up or
down theroster window. Use this same method to
change players from assigned to open slots.

You may only trade ranks in the Depth Chart for the
same position (e.g., CB1 to CB3, FB1 to FB2, etc.). A
player's rank in the Depth Chart is important to sub-
stitutions and play design.

If you have an injured player, make sure to move him
down in the Depth Cheurt or make him Inactive before
your next game to prevent him from playing while
injured.

3. Active/Inactive: Showsall playerson the team
cand whether they are Active or Inactive.

4, Injured players: This shows all of the injured
players on your team. You may place a player on
Injured Reserve (IR) from here if he is injured
seriously enough to be eligible for IR, or you may
trade him, but an injured player may not be
released to the free agent pool until one week
after his injury is healed (and he has returned
from IR).

To move a player to Injured Reserve, double-click on
the injured player. Ifhe is eligible to go on IR (he must
be expected to be injured for six weeks or more), he
will move to an IR slot.

To bring a player back from IR, double-click on the
player. You can only do this in Career leagues. [the is
eligible to return from IR (must be at the end of the
geason)and thereis aslotavailable for him, he willbe
returned to the active roster. You may have torelease
a player in either an assigned or an open slot in order
to bring the player heack from IR.
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Ratings

Players have eight basic ratings which range be-
tween 0 and 98. These numbers represent a measure-
mentofthe player'scurrentskill levels. The higher the
rating, the more physical or mental skill the player

possesses. The lower the rating, the lower the skill
level.

To see the players in the roster ranked by a rating or
ratings, just click on the rating(s) and click Sort Ros-
ter. The players will be ranked by position with the
highest-rated players at the top. Nete: This option
cannot be used while in the Depth/Slot mode. To use
Sort RosteronaRosterscreen, first youmustchange
to Choose Player mode.

Speed SP
Acceleration AC

How fast the player can run.
How fast the player can
achieve his top speed from a
standing start.

Agility AG How well the player changes
direction or leaps.

Strength ST Howstrongtheplayeris(mak-
ingorbreaking tackles, block-
ing, ete.).

Hends HA How well the player uses his

hands (catching passes,
avoiding fumbles, etc.)

How well the player resists
injury and fatigue,

How well the player interprets
events and uses that informa-
tion.

How well the player performs
under pressure or avoids mis-
takes.

Endurance EN

Intelligence IN

Discipline DI

Each player has three different sets of these ratings,
which are used at various points in the game:

® Actual ratings are the player's normal perfor-

mance levels as shown on the roster screens.
Actual ratings do not change during the season.

¢ Potential ratings are the maximum level the
player can gain. You will never actually see «
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player's potential ratings. & player's actual rat-
ings may increase during training camp, but
never above the level of his potential ratings.

*  FEffective ratings are up-to-the-second player rat-
ings during a game, shown on the substitution
screen. The effects of injury, streaks, and fatigue
are reflected in a player's effective ratings.

Here are some examples of the use of ratings by
players at each position.

QBs: ST determines how far he can throw
the ball. :
DI affects completion percentage and
interception rate.
HA is used when checking for a fumble
on the snap from the Center.
RBs: HA affects catching passes and fum-
bling.
ST is used when blocking and when
trying to break tackles.
Rs: HA is checked when catching the ball.
AG is used when trying o fake.
OLs: ST isimportant when runblocking("fire
out”).
AG is crucial in pass blocking.
DLs: AG and ST are used in various types of
rushing.

ST is key in tackling.

LBs: HA affects the chance of interceptions.
IN is checked when calling audibles.
ST is used in tackling.
DBs: AG and SP are important elements in
staying with a receiver.
IN is checked when a receiver tries a
fake.
HA affects the chance of interceptions.
Ks/Ps: ST helps determine how far the ball is
kicked.
DI affects the accuracy of the kick.

The following table lists the key ratings used by the
computer when evaluating players for trades, drafts,
etc., and when setting up depth charts. They are also
the most important and frequently-used ratings for
each position during games.

JTBALL '
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QB ST, IN DE AC,ST
FB ST SP DT AG,ST
HB ©SP HA LB SP ST
TE HA ST CB ©SP AG
WR HA SP S SP, HA
c HA, ST K ST, DI

G ST, AG P ST. DI

T ST, AC

NFLPA Ratings

We have assigned ratings to players for the 1994
season based on their statistics and performance
during the 1993 season. For example, Steve Young has
a higher than average ST, IN, SP, and AC rating. Of
course, there will be as many arguments aboul how
each player should be rated as there are football fans.
Feel free to adjust the ratings as you desire. You can
also create your own formulas to determine the play-
ers' ratings with the Player Ratings Profile Editor (See
page 118 for more information).

Player Data

The table below summarizes all the data shown for
players on the rosters. You may change most items,
but Injury Status is maintained automatically by the
computer.

Data may be changed

First name
Last name
Years in league

Before the first game of the season:

Anytime:
Active/lnactive
Slot

Jersey number
Ratings

League Play
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Injury status data may be changed automatically by
computer.

To edit a player’s data, go to the Offense, Defense
or a position roster. Highlight the player you want to
edit, then click on his name. A dialog box allows you
to edit various items. You may type directly in any of
the text boxes except Position.
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Injury Status

The team rosters list the injury status of all players.
Retings reductions for injured players appear only
on the substitution screen during games. The Re-
ducticn column in the following table specities
how much an injury has cutintothe player's normal
Effective Ratings.

Code: | Injury Status: Reduction:
OK healthy none

P probable 10%

Q questionable 40%

D doubtful 70%

O out 100%

CEI career-ending injury | 100%

The number of weeks a player is expected to remain
sidelined is listed after the injury status. Injured play-
ers heal between games and during bye weeks. Al-
though their status may not change, (they may still be
listed as Q-3 two weeks in a row) their injury is being
healed. Players who play in games while injured will
heal about half as fast as they normally would. Play-
ers on Injured Reserve heal a little bit faster than
normal. No player may be released to the free agent
pool until one week after he is healed, although an
injured player may be traded at any time.

Note: Players may getinjured during games. Injuries
may be minor, like getting shaken up for a few plays,
or serious enough to end a player's career. {Injuries
sustained during Exhibition games, regardless of
severity, are not recorded after the game is over.)
When a player is injured, the computer will replace
him with another player from the bench. A player who
receives a minor injury cannot be put back in the
game until he has recovered. When he is available,
you will be notified on the playcalling screen. If an
injury is more serious, the player will be listed on «
team'’s injury roster after the game. In the following
weeks, while a player heals, he may be put into a
game, but his ratings will be reduced.

As soon as the Super Bowl is over, all players are
completely healed. Nete: All players on IR must be
moved back onto the regular roster before a new
geason can be started.

BALL %
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Trading _ NEW SEASONS FOR

Trading is allowed from the completion of the Super

Bowl until eight weeks into the next season. Trades . h CHREER LEHGUES

can be proposed only before the first game of the week
is started.

FRONT PACE SPORTS
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i The following rules apply only to Career leagues:

1
1]

Any team may propose o trade to any other team.
Trades are always one player for one player. Players
in assigned slots may only be traded for other players
of the same position. Players in open slots may be
traded for any other player.

Player Retirement

: ;J Bach year, players decide whether to come back for
another season or to hang up their cleats. Factors
involved in the decision include: the number of sea-
gons they have played, how well they performed in
| - the previous season, and how well their team per-
formed in the previous season.(Younger players might
1. On any roster screen, highlight the player you ! try to win cmo’fhelj championship, older plcryl.ers liketo
wish to trade away. ! go out on a winning season,? Note: According to the

2. Click Propose Trade. . NFLPA, the average player's career lasts only 3.32

3. Choose the position of the player you want to gl YOOXS.
acquire. ‘

4, You will be shown a list of players that other = | Rqi
teams are willing to trade for your player. | ging

5. Ifyou see a player you want, select the player by — ‘ All players who contir{ue for another year will experi-
double-clicking. . ence the effects of aging. The player's potential rat-

. ings may be reduced and a corresponding reduction

in his actual ratings will occur. The effects of aging

m m
ul

To make a trade

m m m
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6. The proposed trade is shown to you in a dialog
box.Ifyouchange your mind about the playeryou

4 |
1],

selected, you may click on anew player. lfyou are el N will be greater eqch year the player remains in _the
satisfied with the trade, click OK. To cancel the B =l league. Note: Aging only affects a player's physical
entire trade, click Cancell. ratings—mental ratings (IN & DI) are not affected.
~T—
A message will appear in the Team News screen for Plﬂyel' Drafts

your team and the team to which you proposed the
trade. Toacceptorrejectatrade thatanother team has
proposed, click the trade proposal text on the Team
News screen, then choose Accept or Reject.

*d At the beginning of each season, Career leagues
1 conduct a College Draft and a Supplemental Dretft.
# Team owners may adjust their open and assigned
roster slots or make trades prior to either draft, but
no trades may be made while the draftis in progress.
Free ngnts g Free agents may not be signe_d from the tim.e the

Start New Season bution is pressed until the
Supplemental Draft is complete.
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Free agents may be signed before any gameis started
during any week of the season. To sign a free agent,
select the position of the player you want to acquire,
then choose the player. The new player will be placed
in an assigned slot, if one is available, or an open slot.
Ifyouhave ncempty slots, you willbe asked torelease
a player.

League Play I
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click the Resume Draft button on the League Play
soreen.

The College Dreft

All teams in the league must participate in the Col-
lege Draft. Teams take turns selecting players from
the College Draft pool. The draft lasts for three rounds.
All players not selected during the College Draft and
all players released to make room on the roster for
draftees are placed into the Supplemental Draft pool.

If you want to get through the draft quickly, click
QuiclkDreft. This works the same as Seleet, with
two exceptions: 1) There isno display of players taken
by Computer-managed teams. 2) The draft does not
gtop until a Human-managed team's turn.

The Supplemental Draft

The Supplemental Draft is similar to the College
Draft. However, teams may pass during any round or
quit drafting altogether at any time. The Supplemen-
tal Draft continues as long as there are still teams who
want to participate. Players not drafted remain in the
free agent pool and may be picked up by any team
during the season.

Common Draft Pool

When a new league is formed, you will be given the
option to release all of the players to a common dratt
pool. This option allows you to release all of the
players from the NFL teams and send them to free
agency. Then all of the NFL owners start from scratch
and redraft their entire team.

Drait Order

Teams draft in reverse order of their regular season
won-lost-tied record (i.e., worst to best). If two or more
teams are tied for selection order, the conventional
strength-of-schedule tie-breaker (see page 145) will
be applied. Regardless of records, the League Cham-
pion will be the last team to draft and the loser of the
Super Bowl will be next-to-last.

SPECIAL REPORT
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Making Selections

When you are ready to start making selections, click
Stoart Draft on the League Play screen. (You may
wish to print the draft pool and decide whom you want
to draft before clicking Start Dreait.) There are two
ways to proceed through the draft. If you want to see
which players are taken by each team, click Select.
Computer-managed teams (Computer-owned teams
or Human-owned teams with Computer Manager
turned on) will make their selections, then o dialog
box will tell you who was selected. You must click
Select for each team that will draft. When it is a
Human-managed team'’s turn to pick, you must passa

Return

If you decide to release all players and redraft from a
common draft pool, you will be taken to the Common
Draft Pool Screen. From this screen you will have
several options.

password check, then cheose the position and the League Schedule: View the schedule for the teams in your league.
player you want to draft. If you fail the password Examine Draft Roster:  View all of the players available for draft.
check, you may have the computer select for you, or League Data: Allows you to change league attributes.

LMOEL OO MO R OMOM AWM MM W

IR 1 VL T | | | Y L

Canecel. If you Cancel, your team still must make a
selection before the draft can continue. You may exit
the draft after any selection. To continue the draft,

Draft Order Method:  Letsyousetthe teams’draft orderyourselforallow the
computer to set it randomly.
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described as a plan that you give to your Football Pro
‘95 Gieneral Manager—the computer—who then does
the drafting for you.

Tochange thedratftorder, gotoeitherofthesescreens:

Examine Drait Order: Allows you to view or change the dratt order.
Start Draft: Change the draft order or begin the dratt.

SPECIAL REPORT

Team Draft P

r‘_l

When the draft begins you will be given two options:

L'..'

POS K]

.1 08 H
2 HB HA

Use Draft Profile[Name] | Your draft will proceed by using the draft profile
that is currently assigned to the team through the
Team Data screen.

Dratft By Round: You will be able to draft players round by round
when it is your team’s turn to pick.

r._

b

3 FB 8T
4 €8 Sp
5

6

u._f

f

1

The computer-owned teams’ draflling will automerti-
cally be guided by a Draft Profile. This profile gives
priorities with respect lo positions, and the option to
use one or two ratings as draft pick criteria.

If you decide to draft round-by-round, you will see a
dialog box when it is your turn that gives you a list of
player positions from which to choose. Click on a
position and you will be given a list of the available
players in the league at that position. You will also
see an Assigned Slot Status box. This box will
update you as to what assigned slots still need to
be {illed. This is especially important because a
team'’s game cannot begin until all of the assigned
slots have been filled. (For more information on as-
signed slots, see page 146.) It there are any assigned
slots left open at the end of the draft, you will have to
fill those with free agents before you can play agame.
Once the dratit is completed, you can View League
Schedule, and start playing games with the teams.

i :J To enter the Draft Profile Editor, click on Draft Pro-
l .y file inthe Team Datascreen. Youwill then ses a Dratft
==  Profile Editor like the one above. There are six default
\ Dratt Protiles available. Each concentrates on build-
=] ingateamwithspecificstrengths. Youcan view these
\ profiles by using the Draft Profile Editor.
I

= | Toeditadraft round, you must first select the round in
— which you want to draft a position. Click on thisround
fJI and adialogbox will appear. From thisbox, youselect
. the position for which you want to draft (QB, HB, WR,
»| etc) aratingby whichitshouldjudge the position (SP,
AG, ST, etc.), and, if you wish, a second rating by
— which it should judge the players. If you only want to
use one rating, select the same one for rating 1 and
— = rating 2.
:_JI
=
=l

For example, if you choose WR, HA, and ST, the Gen-
eral Manager (computer) will look through all of the
available wide receivers and select the one with the
highest combined hands (HA) and strength (ST). If
there is atie, the General Manager will chose the WR
with the highest of all eight ratings combined.

Using The Draft Profile
Editor

In the NFL, the General Manager is usually respon-
sible for scouting, drafting, and hiring replacement
players during the season. The Draft Profile is best

League Play l_
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ﬂssngned Slots Remamlng :
R OL DL LB DB ELP
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. Position

i B.a:hn'g 1
Sl
& RC
T AB
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Ralung 2
i o B
BilE=t: et
oA
ST
D HA
LN
£2IN

| ©HA
N

B Nofte:Rememberthat
the last Draft Profile that
has been loaded when you
leave the Draft Profile Edi-
tor is the one that will be
assigned to that team. So, if
you edit multiple profiles,
be sure to load the profile
you want assigned to that
team belore you leave the

editor.

B Note: Drait Profiles
must be saved in the
FBPROSS directory or
they will not be used by the
draft.

160

. Editing Draft Profile information:

Clicking on an empty slot will bring up a Draft
Assignment dialog box.

Clicking on ean occupied slot will highlight that
zlot.

Double-clicking on an occupied slot will open
a Draft Assignment dialog box with the default intor-
meation selected. You may edit this as you wish.

Clicking on an occupied slot and then click-
ing on another slot (empty or occupied) will swap
the information in the two slots.

Once you have made achange tothe Draft Profile, you
will be asked if you want to save it. You can then save
over a previous profile or create a new name.

You may change the Draft Profile assigned to com-
puter-owned teams by changing the ownership to
Humemn, changing the Dratft Profile to whatever
you wish, and then changing the ownership back to
Computer.
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Training Camp

Feach July, teams hold a training camp to get their
players in shape for the new season. Head coaches
assign percentages of training time to each of the
elght player skill ratings (see pages 150-152 for rat-
ings), With sufficient training time, players’ actual
ratings will increase. The amount of increase in an
actual rating depends on the amount of training time
allocated and the percentage of his potential rating
the player has reached. If a player has an actual
rating that is very close to his potential, very little
increase will be gained even by a large amount of
training.

To allocate training time, select the team on the
Teams & Standings screen, then choose Train-
ing Camp. Click on the up and down arrow but-
tons to adjust the allocations for each exercise. The
remaining training time for the current position is
displayed at the bottom of the screen. Each position
has its own set of allocations.

When all teams are ready, click Start Training
Camp on the League Menu screen. If any teams
have incomplete allocations, a dialog box will list
those teams and ask if you want to have the computer
finish their allocations.

Statistics

There are three types of statistical screens in Football
Pro ‘95: Box Score screens, Team Statistics screens,
and League Leaders screens.

Box Score Screens

Box score screens, available during the game and
from the Team or League Schedule screens, show
detta for both teams in the selected game. Box scores
are available for any completed game in the current
week (or the previous week if no game has been
completed in the current week). Statistics are shown
automatically at the half and at the end of the game.

To get statistics during games, press [F2]. Tosee the
box scores from the schedule screens, click the text
line showing the score from that game.

F00TBA
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RUSHING:

Box Scores: Offense
This screen shows offensive statistics for players in the selected game.

Rushing: Rushing attempts, rushing yards gained, rushing touchdowns.

Passing: Pass completions, pass attempts, net passing yards, passing
touchdowns, and interceptions thrown.

Receiving: Passreceptions, receiving yardsgained, receiving touchdowns.

Field goals: Field goals attempted, field goals made.

SPECIAL REFORT

. Boi Scores:
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Box Scores: Defense

This screen shows defensive statistics for individual players in the selected game.
Tackles: Number of tackles.

Sacks: Number of sacks.

Interceptions: |Number of interceptions.

SPECIAL REPORT

Box Scores: Week 4 '

1st DOLWNS
Rushing : Gl %
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Box Scores: Team

Team Statistics screens show team totals and opponent totals for the selected game.
1st downs: Total first downs earned by the offense.

Rushing: First downs earned on rushing plays.

Passing: First downs ecarned on passing plays.

Penalty: First downs gained on penalties.

Firstdowns ecrned onthird down plays, number of third downs
attempted.

First downs earned on fourth down, number of fourth downs
that the team did not punt or attempt a field goal.

Net yards gained on otfense.

Total play: Offensive plays run by the team.

Avg gain: Average yards gained per offensive play.

Total rushing yards gained.

Rushes: Total rushing attempts.

Avg/rush: Average yards gained per rushing play.

163

3rd downs:

4th downs:

Total yards:

Hush yds:

continued next page
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Pass yds:

Total passing yards gained.

Comp/att: Pass completions/ pass attempts.

Yds/pass: Average yards gained per passing play.
Sacks/yds: Times sacked, all passers/yards lost on sacks.
Intercepted: Interceptions thrown.

Puntis/avyg:

Punts/net average yards per punt.

Return yds:

Yards gained on punt, kickoff, and interception returns.
Punts/rets: Punts returned/total punt return yards gained.
KO/rets: Kickoffs returned/total kickoff return yards gained.
Interceptions: Interceptions caught/total interception return
yards gained.

Penal/¥ds:

Number of penalties against team/yards penalized.

Fmbls/Lost:

Fumbles by team/fumbles lost.

Time Poss:

Time of possession.

164

Team Statistics

Team Statistics screens show player totals, team to-
tals, and opponent totals for the last game or for the
season to date. In Career leagues, they also show
player career totals for selected categories.

To lock at a team’s statistics, choose the team you
would like to examine from the League Standings
screen. Click on the team name, then choose
Statistics from the dialog box.

Initially, these screens show totals for the current
season. The second button from the bottom (labeled
Career in a Career league, or Last Geme in a
Single-Season league) changes the time period for
which statistics are displayed. Each time you click on
it, it will switch to the next selection (watch the title at
the top of the statistics page). Click Turn to... tobring
up different stetistical categories to examine.

Note: Team statistics are calculated from the current
roster of players on the team. A team's season totals
may not equal the sum of all players listed if the team
has traded or released players during the season.
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League Leaders

League Leaders compares all of the players and teams
In the league according to criteria you define. To
access these statistics, click League Leaders from
the League Play screen. -

To wort through the list for any given category, left-
click the column heading. Each of these abbrevia-
tions acts as a button for that column. For example, on
the Passing screen, left-click on RT G to see the play-
ers in order of passing rating from best to worst. Left-
click on AVG/ATT to see the average per attempt
from best to worst.

Note: In the League Leaders screens, you may right-
click on a column heading or abbreviation to bring up
ahelpboxthat gives you a definition for the abbrevia-
tion. For example, on the second page of the Passing
screen, right-click the heading SK YDS. A dialog box
will open that says SK YDS: Number of yards
lost on sacks.

Buttons available on most League Leaders screens
include:

First Page/Next Page: If there is more than one
page for this statistical category, click on this to go to
the other page.

Individual/Team: Toggles between showing the
individual players (as defined by your criteria in
Turn to....) and the team statistics.

Print: Prints out the current screen to your printer.

Return: Lets you turn to another team information
screenm.

Turn to...: This bri_ngs uf) a dialog box that allows
youtochoose a statistical category to view, and select
the players to be shown in that category.

The Qualifiers options let you choose to show all
players who have statistics in the category, or only
those players who have reached the league mini-
mums. After five games, for example, selecting All
players might show you a player with 1 pass recep-
tion for 55 yards as one of highest ranked receivers in

FOOTBALL 55
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concerned that nothing seems to be happening, try
moving the “running player” cursor with your mouse.
It still animates when you move it, the machine has
not locked up, but it is still sorting. You may also try
using SMARTDrive or some other disk caching soft-
ware to speed things up, if your system configuration
pormits.

theleague.lf youchoose League min, however, that
player would not have enough receptions to qualify.

m

There are three Positions options:

m

All Positions—checks every single player to see if
they qualify in the statistical category. For example, if
aPunter attempted a pass, he would be shown on the
Passing display (assuming you had also chosen All
Players for qualifiers). This option gives you the
most thorough list, but also takes the longest time to
generate.

m m

REMOTE LEAGUES

Remote Football Pro leagues are very popular on
some of the on-line information services, such as
Prodigy, America Online, CompuServe, and GEnie.In
a remote league, one user is the Commissioner, and
other users play their games on their own machines
all across the country. We have added two commeand
line options for use in remote leagues.

||

Hll Applicable—checks only players at positions
that "make sense” for the chosen category. For ex-
ample, no defensive players will be checked for pass-
ing stats. This is faster than All Pesitions, but some
players may be left out.

m m

Choose Positions—lets you decide the exact posi-
tions you want to include for any given category. For
example, you may want to look only at running backs
(RB) for Rushing, or linebackers (LB) for Sacks. Al-
though other players may have Rushing yards or
Sacks, only the players you choose will show up. This
is typically the fastest and shortest list.

If you are the Commissioner, start the program with
the command HIKE -X€. This adds a button labeled
"Commissioner”tothe League Schedulescreen. Press-
ing thisbutton generates afile called GAMExxyy. IN
for each game in the current week's schedule. In this
filename, "xx" is o two-digit number for the current
week. (For example, the first week would be 01.) “yy”
is a two-digit number for the game. The top game
listed on the League Schedule screen is 01. The last
game listed in a 18-team league, for example, with
nine games each week is 09. A GAMExxyy.IN file
should be senttoone of the usersin each game. (In our
office league, we send it to the user who is the HOME
team.)

m m m

A third set of buttons is available when you are using
the default 28-team league (INFLPA94). These allow
you tolook at final 1993 statistics for the NFLPA (1993
NFLPHA), or the current season of the default league.

\

The Current Category button on the Turn to...
dialog box allows you to re-gort the category you are
in with any new Qualifiers or Positions criteria you
may have chosen. For example, choose RB and QB
under Choose Positions, then click on Scoring.
You will see the scoring for RB's end QB's only. Click
Turn to... and then turn off RB and @B and turn on corresponding GAMExxyy INfiles, depending on who
R. Now click Current Category. You will see will actually play the game on their machine. The
Scoring for R's only. remote user should copy that file to the directory in
which Football Pro ‘95 has been installed, then start
the program with the HIKE -XP command. After the
game has been completed, the program will ereate a
GAMExxyy.OUT file, which should be sent back to
the Commissioner.

m

|

For example, if Philadelphia is visiting Green Bay in
week number 2, send the GAMEQ0207.IN file to the
owner of Green Bay. Send the other owner's their |

m m
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Note: Football Pro 95 has hundreds of statistical
categories. When used with the more than 1,400 play-
ers in a 28-team league, the statistical database
quickly grows very large. Slower machines may take
quite a while to sort through large lists. If you are

m
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With the powerful Cocaching Profile Editor, the Game
Plan Editor, and the Play Editor, the visiting team can
send a very good representation to the user hosting
the game. When the Commissioner receives the
GAMEx=xyy.OUT file, he must copy it into his Foot-
ball Pro directory, so he can then integrate it into the
leaguedatafiles with the command UPSTATS -XC.

Note: We recommend that each remote user create a
new league and modify one team in it for use in the
remote league. (You may also use a team from any
existing league.) When you have finished, send the
league files to the Commissioner. To copy the league
files for a league named MYLEAGUE to a floppy
disk, gotothedirectory where the files are located and
type: COPY MYLEAGUE.* B: [Enter].

When the Commissioner receives all of the leagues
from the remote users, he should create the remote
league by selecting the appropriate teams from each
of these leagues. When the remote league is created,
he should send these league files out to «ll remote
users.

All remote users must keep the league files in the
same directory on theirhard drive where the Commis-
sioner stores it on his machine. For example, if the
Commissioner saves MYLEARGUE to o directory
called \REMOTELG, all remote users must copy the
files to \REMOTELG on their machines.

The Commissioner should keep the ownership for all
teams owned by remote users as Human, with Com-
puter Manager turned off. The Commissioner will be
entering all roster moves submitted by remote users.

If you are playing a game as o remote user, and your
opponent (another remote user), sends you a Profile,
Game Plan, or plays for his team to use in the game,
these data files must be installed to the same direc-
tory on your hard drive as they are on his, or the
program may not be able to find them.

mammammmmmmm
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If you are playing a game, and quit (and save] in
progress, when you start the program to resume play-
ing the game, you must use the command line option
«XP to generate the GAMExxyy.OUT file. When
you (as the Commissioner) are using UPSTATS -XC
toupdate theleague, youmusthave a GAMExxyy.IN
file for each GAMExxyy.QUT file you are using.

For help with the remote lecgue option, log on to your
favorite BBS service and find a league to join. Many of
our betatesters are “locals” on the large networks and
can direct you to a league to join, as well as give you
helpful hints about the game.

Please see the “readme” file for other options added
atter the manual was printed.

Anig anbnary l
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and strategy. They analyze the individual player
positions in more detail and describe each
position’s individual responsibility. Unfortu-
nately, there is no glossary.

L

B

*  National Football League; The Official National
Football League 1994 Record & Fact Book; Work-
man Publishing Co.; New York; 1994,

AR

- — — - — i —

RECOMMENDED
READING

If you want more information on the rules and strate-
gies of professional football, the Football Pro team
recommends the following bocks:

L:_I

w
Ul

This book has just about any football statistic you
could want to know, as well as all of the current
playerrosters, schedules, records, and history.In
addition, there is a comprehensive explanation
of the rules of football. Perfect for the statistical
buff and the intermediate to advanced fan.

Lt

e National Football League Properties; The Illus-
trated NFL Playbook; Workman Publishing Co.;
New York; 1988.

%
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TECHNICAL HELP
Troubleshooting

Not just en X's and O’s book, this one very clearly
explainsg the fundamentals of the game and
touches on the rules and strategy as well. The
glossary is excellent and explains a few ad-
vanced concepis such as stacks, stunts, and
pinches in clear, easy-to-understand terms. This
is the best one-volume introduction to football.

[Ny
s

Problem: [ just installed the game, and the sound
isn't working right.

Possible solution: The installation software may
not have identified your sound card correctly. See
"Changing Sound Settings"” on page 11.

Lil

(WA
Lo

*  Barrett, Frank and Lynn; How to Watch a Football
Game; Holt, Rhinehart & Winston; New York;

MMM

=,

1980, ~ Problem: [ have installed Football Pro ‘95 on a com-
Althoughthisbookisabitold, iteffectivelytecches = | pressed drive, and it doesn't run.
the novice how to watch a game for both the ~  Possible Solution: Football Pro ‘85 may need more
cction and strategy aspects. It explains football  disk space. Compression software estimates avail-
terms in simple language and has plenty of clear “ able disk space using an expected compression ratio
diagrams. This is an excellent choice for the ., of2tol or more. However, many Foothall Pro '35 files
novice to intermediate fan. ®4  won't compress much. This means you may need to

free up to twice as much space as the compression

*»  Wilkinson, Bud; Sports [llustrated Football Win- E_'! software says.

ning Offense; Sports [llustrated Winner's Circle
Books; New York; 1987. Problem: The joystick is not responding properly, or
the cursor skips through the menu options on its own.
Possible Selution: This may happen if you have a
fast computer and have connected your joystick using
a sound card's joystick port. Try re-calibrating your
joystick. If this doesn't work, you may need to use a
dedicated game card with a speed-adjustable joy-
= | stick adapter, or simply disable the joystick with the
[Alt]+[J] command.

- 171
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e Wilkinson, Bud; Sports llustrated Football Win-
ning Defense; Sports [llustrated Winner's Circle
Books; New York; 1987.

Oriented toward fans with anintermediate knowl-
edge of the game, these books include some
chalkboard talk but also discuss physical skills

m
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Problem: After upgrading to MS-DOS 6.0, [ can no
longer run Football Pro ‘95. [ keep getting an “Out of
Memory” error.

Possible Solution: If you have installed MS-DOS
6.0 and run the MemMaker utility, it may have config-
ured your computer's memory so that there is no
lenger enough conventional memory to run Football
Pro “95. See your MS-DOS 6.0 manual, or try the Boot
Disk option in the INSTALL program.

Problem: My computer has at least 4 megabytes of
memory, but | receive a message saying that | don't
have enough conventional or expanded memory.
Possible Selution: Football Pro ‘95 requires 590,000
bytes of free conventional memory and 2,621,440 bytes
of expanded memory (EMS). Your computer's conven-
tional memory may be taken up by background pro-
grams or device drivers, or not configured correctly.
Try creating a Boot Disk.

Problem: My computer has at least 4 megabytes of
memory, but even after creating a boot disk, I still
receive a message saying that [ don’t have enough
memory to run the game.

Possible Seolution: Your boot disk may require
turther modifications to load your device drivers cor-
rectly into upper memory. See the “"Customizing the
Boot Disk"” section, or consult your computer system
manual or manufacturer for assistance.

Problem: When trying to load the program or after
running the program, the computer locks up or I am
returned to the MS-DOS prompt.

Possible Solution: Although your computer may
satisty all of the hardware and software require-
ments, there may be a configuration or software con-
flict in your computer while running Football Pro ‘95.

Try loading the program after booting from a boot
disk.

Problem: My program hesitates or locks up during
game play. I am using a SoundBlaster or compatible
sound card.

Possible Solution: Run the Install procedure from
the game sub-directory and change the sound option
to "No Sound."” If the program operates properly, there

¥
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may be a “interrupt conflict” with your sound card.
Sound Blasters should be run with the default settings
of IRQ=5 and DMA=1.If you need more help, call your
sound card manufacturer for assistance, or call Tech-
nical Support at Sierra On-Line.

Problem: My mouse is not responding.

Possible Solution: Your mouse driver may not be
loaded for MS-DOS programs. You will need to edit
the AUTOEXEC.BAT or CONFIG.SYS files on the boot
disk to include the command to lead your mouse
driver.

Problem: | have o SCS! drive and Foothall Pro ‘95
does not work properly.

Possible Solution: There are incompatibilities be-
tween SMARTDRV.SYS and SCSI drives. Don't use
SMARTDRV.SYS for Foothall Pro 95 if youhave a SCSI
drive.

Problem: [ am getting vertical white bars or other
graphic anomalies in the game.

Possible Seolution: You may be using a mouse
driver that is not fully compatible. Foothall Pro 95
requires a 100% Microsoft compatible mouse.

Error Messuages
This section offers possible solutions for error mes-
sages you may encounter.

YOU NEED XXX MORE BYTES OF FREE MEMORY
AVAILABLE TO RUN THIS GAME. Try using a boot
disk.

GENERAL FAILURE READING DRIVE (floppy drive
letter). You may have a low-density drive that can't
read the high-density game disk(s).

CRC ERROR.
DATA ERROR READING DRIVE (A orBor C or D)

SECTOR NOT FOUND READING DRIVE (A orBor C or
D)

These mean you have a faulty game disk, and should
return it for a replacement.

FOC
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I Note: For informa-
tion on ingtalling Foothall
Pro ‘95 or changing sys-
tem sound card settings,
see "Getting Started” be-
ginning on page 6.

ASSERTION FAILED...

The program cannot load afile because of insufficient
memory, or because the file is missing or corrupted or
some other abnormal program condition exists. You
should be able to avoid most of these by keeping your
files in the default directories and configuring your
PC correctly for the game.

Meanueal Installation

If you have trouble with the normal Foothall Pro ‘95
installation, youcan try installing the program manu-
ally. (You need to be confident with MS-DOS com-
mands to do this.)

Forfull instructions, see the file MANFB35.TXT on the
Football Pro ‘95 CD or Disk #1. You may view or print
thisfile using your MS-DOS EDIT utility, the Windows
Notepad, or your preferred word processor in its text-
only mode.

Configuring Memory

Even if your system has the minimum 4MB of RAM,
Football Pro ‘95 may not run correctly unless the RAM
is configured (set up) correctly: you need at least
590,000 bytes of free conventional memory and 2,621,440
bytes of free expanded memory (EMS).

If Football Pro '95 DOES NOT start correctly, use the
MS-DOS MEM command to see if you need to free up
some of your computer's memory. From your MS-DOS
prompt, type MEM and press [Enter]. "Largest execut-
able program size" is your free conventional memory;
“bytes free EMS" is your expanded memory. If you do
nothave enough memory, you probably have resident
or "background” programs and device drivers taking
up memory thatl the game needs. This means you will
need to free up memory for Football Pro ‘35 by remov-
ing one or more of these programs, or moving them
into "upper memory.”

|8y

iMoo
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Freeing up Memory

1. I you cannot run Football Pro ‘95 because of low
memory, try the Install program’s "Make Bootable
Floppy Disk” option as described below. A boot
disk is a fast and etfective way of freeing more
memory to run the game.

2. Ifyoucontinue tohave problems even with aboot
disk, try customizing the boot disk's
AUTOEXEC.BAT and CONFIG.SYS start-up files.
See "Customizing the Boot Disk” on page 177 for
details.

3. Consult your DOS and memory manager soft-
ware documentation for detailed information
about system memory and how to optimize it.

Creating a Boot Disk

A boot disk is the simplest way to conligure your
computer's memory for running Football Pro '95. The
Football Pro '35 Install program has a “Make Bootable
Floppy Disk” option that makes creating a boot disk
easy. If you set it up successfully, all you will have to
dois put the boot disk in your floppy drive and restart
the computer to configure its memory correctly and
launch the game.

Although the “Make Bootable Floppy Disk” option
does a very good job of configuring most systems, it
may not be able to properly recognize every possible
sound card, mouse, or disk-controlling device driver.
This means that you might have to make additional
changes to the boot disk to get the program running.
If you are having trouble starting the game, try "Make
Bootable Floppy Disk”—it can't hurt. If it does not
work, however, see the "Customizing the Boot Disk”
section, below.

“Make Bootable Floppy Disk” Option

You can use the Install program to format and create
a Foothall Pro ‘95 boot disk for your computer's Bz
drive. Before you start, have a blank or formattable
floppy disk for your A: drive ready. (All files on it will

Reference I

:: i be erased.)
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1. Startthe Install program from the Football Pro ‘95
directory on the hard disk, or from disk #1.

2. From the Installation Choices window, select

"Make Bootable Floppy Disk.”

3. The Install program will guide you through the
process—iollow the on-screen prompts carefully.

Customizing Your Boot Disk

To customize aconfiguration for your specific system,
you can edit the CONFIG.SYS and AUTOEXEC BAT
start-up files on the boot disk the install program
created, or create a new Boot Disk from scratch.
CONFIG.SYS and AUTOEXEC.BAT are simple text
files that you can edit using your MS-DOS EDIT utility,
the Windows Notepad, or your preferred word proces-

Insert the blank diskette into your A: drive when
prompted. Install will use DOS commands to
format the floppy disk and write all the necessary
start-up files to it.

=] SOT in its text-only mode. On your hard drive, these

files tell your computer how to arrange its memory for
; normal operation. On the boot disk, these files tell
yourcomputerhow toarrange its memory specifically
for running Football Pro ‘35,

LA A R AN

Whenthe processisfinished, exit the Install program.
You can then re-boot your computer with the boot disk

in the A: drive. Warning: Manually altering the CONFIG.SYS and

AUTOEXEC.BAT start-up files can be « trial and error
process. When opening a file to edit, triple-
check to MAKE SURE you are working with
the files on your boot disk in the A: drive.

L W
Ul

Using a Boot Disk

B Note: Some comput- The boot disk you have created with the Install

ersare set uptoignore boot program's "Make Bootable Floppy Disk” option con- E — gltjh‘l‘egg?g’c%?Tnﬁy change the C((i:)l(\lijtIG‘S_YS and
disks. If your PC starts nor- tains a stripped-down version of your usual start-up | - ol . HHeS on. your har i instead,
mally even with a bootdisk files. Youmust start (or restart) your computer with the = which in turn may impair the normal operation of your
in A, YO‘; will need to con- bootdiskin the A:drive for it to work. (Note: aboot disk E = system.
ult its documentation or F G L . T
rsnnnufc:[cturerforasolutirm. will work only in the A: drive). E -] Elote:lf youhavenot cxlreadj.f tri:ad the Insta]lprogram's
1. Place the boot disk in the A: drive and start the —  "Make BOUf_Gble Floppy D_15k methoc_i, try that first
computer. (If your computer is already running, | .. Dbeforestarting here. Fvcazn 1i.thcrt boot dl.Sk doesnotlet
exit any programs and restart the system with % yourun Football Pro E.:‘S_. it w111atlec?st gwgyou_agood
your PC’s Reset button, or use [Ctrll+[Alt]+[Del] y - place to start customizing the configuration files.
from the keyboard.) = Ifyou prefer tocreate a boot disk from scratch, you will
2. The computer will start up using the boot disk's E = need a freshly formatted system diskette for your &

drive. (See your MS-DOS manual for details on how to
create a system diskette.) You can then create a new
CONFIG.SYS and AUTOEXEC.BAT from scratch right
on the boot disk.

memory configuration. (If you created the boot
disk with the Install program from within the
Football Pro 95 directory, it will also try to start
the game automatically.) Otherwise, start the
game manually by entering HIKE as usual in
your Football Pro ‘95 directory. (To return your
computer to its normal setup later, just restart it

]
Ul

1]
i

Compare the CONFIG.SYS and AUTOEXEC.BAT files
on your boot disk to the following examples. Differ-
ences may indicate places where you can remove a

0
Wl

again without using the boot disk.)

If the game still will not run, or the drivers for your
mouse, sound card, or CD-ROM will not load correctly,

l

driver, load it into upper memory, or change a device
switch to use less memory. As always, refer 1o your
system reference manuals if unsure about anything.

you will need to customize the start-up files manually
as described in the following section.

Reference
da ol Wl
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: . EI i To disable a line in one of your start-up files, you can

Sample Boot Disk CONFIG.SYS File : just type REM in front of it. For example,
These examples show a "minimum configuration” that will let you run Foot- E - REM DEVICEHIGH=C:MOUSE\MOUSE.SYS
ball Pro 95 on mest PCs. The lines in your start up files will differ according to | willdisable the mousedriver. Tore-enable it, just take
yoursystem’sdrivers and directory names, and the version of MS-DOS you use. = = the REM back out again.
(NOTE: Parentheses indicate comments that are NOT part of the file.) |
DEVICE=C:\DOS\HIMEM.SYS Eu = - -
DEVICE=C:\DOS\EMM386.EXE RAM 2560 ouse Urivers
g co’us mlc?; ;s*ii ("IJ cl\l:lfgarent expanded memory manager) E! = If you hgvehcz mouse, the Insliall ;Eflogmm will hcva

= < : assumed that you want to be able to use it wit
(Loads DOS into Upper Memory) l . Football Pro 95, and put a mouse statement on the
FILES=30 E = boot disk. This means vou should have one mouse
BUFFERS=20 l driver line in either your CONFIG.SYS or
BREAK=0ON E-‘ = AUTOEXEC.BAT file—but not both! For example:
LASTDRIVE=Z |

DEVICEHIGH=-C: MOUSE\MOUSE.SYS
{Used in the CONFIG.3YS file only)

LOADHIGH C:\MOUSE\MOUSE.COM
(Used in the AUTOEXEC.BAT file only)

DEVICEHIGH=C:MOUSE\MOUSE.SYS

(Only if using a mouse. See “Mouse Drivers,” below.)
DEVICEHIGH=C:\DOS\DBLSPACE.SYS /MOVE

(Only if using DBSLSPACE. See "Disk Compression Drivers,” below.)
DEVICEHIGH=C:\DRV\CDROMDRV.SYS /D:MSCDO001 /P:220

mm
U w

-.'l ’
(See "CD ROM Drivers,” below.) = If you have a different mouse driver name
J. ., (MOUSE.EXE, IMOUSE, GMOUSE, HPMOUSE, etc.) or
E' = if you keep the driver in a different directory
— " _ (C: USE, C: , etc.) the path and driver
y . CAMSMOUSE, C:ADRIVERS ) th handd
Sample Boot Disk AUTOEXEC.BAT file E" =  name will be different. See your mouse manual if
@ECHO OFF ,ﬂ!. b, R
PROMPT FFBPRO95 Boot Disk $P$G EI wd
(If you are working with files created with “Make Bootable F1 Disk.” r
BRI RO ke Bootable Floppy Disk.") = = CD.ROM Drivers
SET COMSPEC=C:\COMMAND.COM I Foothall Pro 95 does not play completely from the
LOADHIGH C:\MOUSE\MOUSE.COM E,f - CD—most of it must be in‘stalled to your hard drive.
(Only if you do not use MOUSE.SYS in CONFIG.SYS. See “Mouse Drivers,” ‘ You may bypass the game’s manual-based copy pro-
below.) E i . tectionbyplaying with the Football Pro ‘95 CDin your
C:\DOS\MSCDEX /D:MSCD001 /E =l CDdrive. If you wish to do this, you still need to have
(See “CD ROM Drivers,” below.) II. . theCD-ROMdriversloadedbefore youstartthe game.
C: = :
P o ) If you need more memory after you install the game,
g;;) %»gfé;gﬁ{;g;;lgggy Disk.” Changes to hard drive.) — =  youmay "REM" or exclude any CD-ROM lines from
o ’ your Foothall Pro ‘95 boot disk files: the MSCDEX line
grorr; M:)kae Bootable Floppy Disk. Changes to current Foothall Pro ‘95 E! — in AUTOEXEC.BAT and the CDROMDRV.SYS line in
1_11;(;;};) 24 | =/ CONFIG.SYS. This will require you to use the manual-
| based tection, h ;
(From "Make Bootable Floppy Disk.” Starts Football Pro ‘95.) EI' = et
E=
178 E‘g 179
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The BootDisk AUTOEXEC.BAT file needs an MSCDEX
line. Depending on your CD-ROM type, it should lock
much like one of the following:

C:\DOS\MSCDEX /D:MSCDO001 /E
LH C:\DOS\MSCDEX /D:MSCDO001 /E
LOADHIGH /L:14429 C:\DOS\MSCDEX /D:MSCD001 /E

Note: We recommend that you use the latest version
of MSCDEX.EXE to insure the best CD access. As of
this writing, the current version of MSCDEX is 2.23.

The Boot Disk CONFIG.SYS file needs a CD device
driverline.Depending on your CD-ROM type, itshould
look much like one of the following:

DEVICE=C:\DRV\CDROMDRYV.SYS /D:MSCDO001 /P:220
DEVICEHIGH=C:\DRVWWCDROMDRV.SYS /D:MSCDO0O01 /P:220
DEVICEHIGH /L:14652 =C:\DRV\CDROMDRV.SYS /D:MSCD001 /P:220

‘ Since the program requires expanded memory, you
| will also want to add the "/E” switch to the end of the
| MSCDEX line. For example:

DEVICE=C:\DOS\MSCDEX /D:MSCD001 /P:220 /E

| Mouse Hints

If you do not want to use a mouse with Football Pro ‘95
| atall, "/REM” the mouse driver statement from your
boot disk’'s CONFIG.SYS or AUTOEXEC.BAT file as
described above. This will free up memory.

Use MOUSE.SYS rather than MOUSE.COM or
MOUSE.EXE, if possible. MOUSE.SYS is smaller and
takes less memory.

Malke sure you donot have amouse driver line in both
the CONFIG.3YS or AUTOEXEC.BAT files. If you do,
remove one, because you are needlessly loading two
mouse drivers into memory.
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] Disk Compression Drivers
1 ﬂ If you use disk compression on your hard disk, you
I must include the correct disk compression driver
- . statement on your boot disk, or your mouse or other

= drivers may not load correctly. The example
l CONFIG.SYS shows the correct statement if you
=] reusing the DBLSPACE utility from MS-DOS 6.0—
] L 6.2. If you are using Stacker 3.1 or later, use the
o=  following line instead:
l- -,  DEVICEHIGH=C:STACKER\STACHIGH.SYS

-
l For other utilities, refer to your manual or contact the
1= manufacturer for complete instructions.
] . Reminder:Forthebootdisktowork, youmust REBOOT
"= your computer with the boot disk in your A: drive.
| . Place the boot disk in drive A: and press your PC's
w==4  Reset button, or [CtrlJ+[Al{]+[Dell. Your computer will
l now reboot, using the start-up files on the boot disk in
i _;__} A:.Have a great time!
| — RAdditional Boot Disk Instructions
l - If you have a modem, you can download additional
_ boot disk instructions from the Sierra Bulletin Board
l Y Service, or BBS. The file to download is BDALL.EXE or
1~ =| BDALL.ZIP (BDALL.ZIP is compressed—you will need
| the PKUNZIP shareware utility toopen it.). Afterdown-
ro=] loading this file, select the instructions that will best
l match your system and program needs.
*“=]  IntheU.S. the BBS numberis 209-644-0112; in the UK.,
' ) the BBS number is (44) 734 304227.
1 :_j
e
=
L
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CUSTOMER
SERVICES

The best customer service in the industry.
“You don't just buy our games—you buy the
support of the whole company.”

Sierra On-Line is dedicated to helping you with
each and every question or problem. Whether it's
memory shortages, software compatibility, or any
other issue affecting our products, we guarantee
your satistaction.

Customer Service

Contact the Customer Service Department for ques-
tions pertaining to returned merchandise, back or-
ders, defective merchandise, and general game infor-
mation. In the U K. and Europe, use these contacts for
Technical Support, Returns, and Direct Sales as well.

United Stertes

Sierra On-Line
Customer Service

P.O. Box 85007

Bellevue, WA 98015-8507

Call 1-800-SIERRA-5
(1-800-743-7725)
Fax (206) 562-4223

United Kingdem

Sierra On-Line Limited Call (44) 734 303171
4 Brewery Court Fax (44) 734 303201
The Old Brewery 9:00 a.m. - 5:00 p.m.,
Theale, Reading, Berkshire Monday-Fridey
RG7 5A] United Kingdom

Continentel

Coktel Vision Call 33-1-46-01-4650

Pere Tertiaire de Meudon
Immeuble “Le Newton”
25 rue Jeanne Braconnier
92366 Meudon La Forét Cedex
France

Fax 33-1-46-31-7172
Hint line 33-1-36-68-4650
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U.S. Technical Support

Inthe U.S., contact the Technical Support Department
for help in installing or configuring your Sierra prod-
uct, or resolving hardware or software compatibility
issues.

Butomated Technical Support

1 (206) 746-8100

Sierra On-Line offers a 24-hour Automated Technical
Support line with recorded answers to the most fre-
quently asked technical questions. To access this
service, call 1 (206) 746-8100, and follow the recorded
instructions to find your specific topic and resolve the
issue. If this fails to solve your problem, you may still
contact our Technical Support Department as de-
scribed below.

Technical Support Department

If you are unable toresolve aproblem with your game
using this manual or through the Automated Support
line, contact our Technical Support representatives
directly. You may call, write, or fax us with your
questions, or contact us via BBS e-mail.

If you choose to write, fax, or e-mail us with your
request, plecse provide detailed information on your
computer system and the nature of your problem. In
addition, please include your address and telephone
number should we need to call back or send you
further informeation.

U.S. Technicul Support
Sierra On-Line Call (206) 644-4343
Technical Support Fax (206) 644-7637

P.O. Box 85006
Bellevue, WA 98015-8506

8:15a.m.-4:45p.m.PST,
Monday-Friday

Sierra U.S. Technical Support is dlso cveilable
through:

Sierra BBS: U.S. (206)644-0112 or U.K. (44) 734 304227
CompuServe: GAMAPUB (Sierra [D 76004, 2143)
Prodigy: Technical Support ID- WBWW55B
BAmerica Online: Keyword Sierra (Private Email
DynamixTS)

GEnie: Private E-mail to SIERRA.SUP

l
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Sierra on CompuServe

Sierra offers technical support and patch files via its
CompuServe forum, as well as product demos, hints,
and reviews. Members of CompuServe can type GO
GAMAPUB and leave a message for us at Sierra (CIS
ID 76004, 2143). If you are not currently a member of
CompuServe, call toll-free (800) 848-8199 and ask for
Representative 461 for your FREE introductory mem-
bership and usage credit.

Patch Disks

If you have spoken to a Sierra Technical Support
Representative orhaveread about an available patch
(repair) disk in our magazine InterAction, please send
in your request to the address below, or contact us via
BBS. Let us know the game, version number (VER#on

the front of your game disk(s)), and the disk type you
have.

Sierra On-Line

Patch Disks

Dept. 10

P.C. Box 485

Coarsegold, CA 93614-0485

U.S. Direct Sales

To order games, hint books, or hardware, redeem
coupons, use special discounts, or to find out where
youcan purchase Sierragamesinthe U.S., contact our
Direct Sales Department.

us.

Sierra On-Line

Direct Sales

P.O. Box 53250

Bellevue, WA 98015-3250

For divect orders:
Call 1-800-757-7707
Fax (206) 562-4223

BALL'® |

The Sierra No-Risk Guarantee!

you happy.

THE PROMISE: We want you to be happy with every Sierra product you
purchase. Period. Complete and return the enclosed owner registra-
tion card, and we will be able to serve you better if you contact us with
aproblem. If you are unhappy with one of our software products for any
reason, you can return it for an exchange or full refund within 30 days
of purchase. (If it was purchased retail, please include the original
sales receipt.) Note: this policy applies to the original owner only.

THE ONLY CATCH: You have to tell us why you don't like it, so we can
improve. If you send it back and tell us why, we'll do our best to make

Software Warranty & Replacements

If your Sierra software or disk fails within 90 days of
purchase, we will replace it free of charge. To replace
faulty software, return the CD or diskette #1 directly to
us. Include a copy of your sales receipt, anote stating
your game machine or computer type, and the type of
disk(s) you need. More than 90 days aifter purchase,
you must also include « $10.00 U.S. {£6.00 in U.K)
replacement chearge.

In the US, return your software to:
Sierra On-Line Fuliillment

P.O. Box 485

Coarsegold, CA 93614

Atin: Returns

Overseas, return your disk(s) to the appropriate Sierra
Customer Service center, marked "Attn: Returns.”
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Executive Producer and Designer ............ocou....... Patrick Cook I _ Publications MOnQger ... K@vin Lamb
B = Manucd EAHOT oo eesseeesscsnssesssssessssssssesnnennen. KtiIt Weber
Associate Producer and Additional Design ........ Steven Miles l Manual Design ......... e oue Roberts
Simulation Programming ........ccccceeveccccricnnee David McClurg E e Additional Design ....cceeseieeiaensserennen-. Cameron Mitchell
Tim Midkiff I Carmen Garcia
Nels Bruckner B Manual Historical Research ........ocevcervcniecnienenn. JOhn Bruning
Steve Cordon
Play Editor Programming ......cccceevevevcerncrcnennenenen. Dave Merrill E ! —.4 Director of Marketing vrerrneesrrnsssasseresssssnnnsnssenenenssns Kit@ Kloos
Shell and Stats Programming .......cceeeveieennienennn. Glen Wolfram I —J Marketing ... .o David Rice
Timothy Strelchun . Public Helailons Dlrector ...... v Kathy Gilmore
David Sandgathe k= ] *{  Public Relortions ASSIStANL eveerreressesseeerrerresssre, Matireen McNulty Smith
Art Director .. . RS PNPPRPU | o o ¢ & 8] [o147s
Lead Productlon Amst s LlOMAs YanVelkinburgh i ==  Sound Operating System .........cccescveiessisinnnnnn. Humem Machine Interfaces, Inc.
3D Stadium Artist ............. weer. Vance Naegle l Foothall STAHSHES rvrererrerrereressircresssieeniiisinns S LA LS INC.
Production Artist....cccoivcncniicnncnicincsccencccennenene. Gerald Harrison E_‘ T
QA Engineer... sumesmnin scott Tl ley |
Additional Demgn und Testlng: ciereerererenrenesnsnenenn. Allen McPheeters i —_—
Scotl Youngblood | =
Doug Johnson —
Randy Teal E e
Title Theme Music... ...... Timothy Clarke y l k Special Thanks:
Sound Effects.. e ..Christopher Stevens | Tony Reyneke
Programming Support crereeree e s DN Duncalf I 9 Stew Apelzin
Rhett Anderson [ IR | Kurtis Engle
Piotr Lukaszuk \ David Stambaugh
Rick Overman E — Gary Brown
Edwin Wise i o Todd Hannon
Louie McCrady B = Shawn Bird
‘ - The GOLDSTAR team
Quality Assurance Mandger ..........ccocoeuevvinenen. David Steele .
Quality Assurance Technician ... ......John Wolt E
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INDEX

A

Abbreviations 95

Bcceleration Rating 150

Action Medes
HAdvanced 72
Bosic 67
Standard 69

Advanced Mode,
Action 72
Playcall 58

After Snap Logic 36, 106

Aging, Player 155

Aim Bar, Kicking 30

Angle Bar, Kicking 30

Apply Player Ratings Profile
120

Aszsigning Players 100

Attributes, Player 150

Audibles 67,127

Ball Carrier Control 21-26
Basic Mode, Playeall 55
Basie Mode, Action 67
Before Snap Logic 34, 104
Bibliography 170
Blitz Logic 115
Bleck Logic 108
Boot Disk 175
Box Score Statistics, 161
Break Tackle 70
Building Plays 32, 88
BBS Leagues 183
Bullet Pass,
Logic, 108
Throwing 23, 70
Buying Tecm 141

C

Calculater, Player Ratings
119

Calling Plays 60

Calling Time Out 65

Camera Angle Mgmt. System
28,77

Career Leagues 155

Catch Zone 25, 74

CD-ROM Drivers 179

CD Samplers 7

Champions, Leagues 140

188

Changing Game Settings 84
Check Receivers, Logic 108
Checkoit Pass 23

Clock Mgmt. Plays 65
Coaching Profile 42, 123-126
Coin Toss 55

College Draft 156

Colors, Uniform 143
Common Draft Pool 157
Computer Manager 144
Computer Owned Teams 141
Computer Substitutes 58
Configuring Memory 174, 178
Controls 18, 60

Conversions B4-85

Copy Protection 14

Copying Football Pro "85 10
Copy Situations 134
Coverage 91

Current Category 186
Cursors 74

Customer Service 182
Custom Plays 88-91

Credits 186

D

Defaults,
BAudibles 67
Leagues 136

Defense,
Audibles 87,127
Logic 105, 111
Stock Plays 90
Tutorial 29

Delete, Logic Seript 92

Depth Chart 100

Discipline Rating 150

Direction, Play 91

Disk,
Access VCR 81
Compression 8, 181
Spoce, 8

Display Options, Coaching
129

Distance, Play 91

Dive 71

Down Marker 75

Draft Order 156

Drafts 155

Draft Prefile Editor 158

Drawing Player Movement
32,102

Edit,
Audibles 127
Draft Profile 160
Formulas 118
Game Plan 128
Logic Script 34, 96
Player Names 137
Plays 99
Praofiles 132
Ratings 137
Sub%'s 131
VCR Tapes 80
Effective Ratings 62
Endurance Rating 150
Energy Reotings 62
Erase Buttcn 92
Exhibition Games, Starting
48
Extras, Display 85

F

Fair Catch 72

Fake Puss Logic 108

Fatigue 85

Field Goals 30

Field Goal Range, Profiles
133

Field Positicn, Profiles 133

Flip Play 93

Formations 90

Fouls and Penalties 83

FPSUPDAT 13

Free Agents 154

Free Floating Camera 79

Fumbles 85

G

Game Clock 66

Game Highlights 81

Game Plan Tutorial 39
Gome Settings, Changing 84
Game Situctions 132
Generalize Profile 131

Goal Posts 86

Go In Motion Logic 104
Ground Rules 85
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Hendefi/Pitch Logic 109
Hands Rating 150

Hard Drive Installation 10
Hardware Requirements 8
Hash Marks 86

Highlight Suggested Play? 59
Highlights, Trading 82

Hike Commeand Options 14
Home Team Info 66

If Pass Logic 116
Infractions 117
Injury Stertus 153
In/Cut, Subs B3
Installetion 10
Instant Replay 28, 75
Interceptions 85
Isclation Coamera 80

]

Joystick Controls 168

K

Key On Logic 112
Key Batings 151
Kicking Tutorial 30

L

League,
Configurations 138
Default 136
Ground Rules 139
Leaders 165
Management 139
Type 138
Leap 71
Line of Scrimmage 66
Line Up On Mar Logie 105
Load,
Game Plan 126
Play 90
Profile 131
VCR Tape 81
Lob Pass 71
Logic Boxes 94, 96-93
Lock for Pass Logic 108

Man to Mon Poss Defense |
113-114
Manual Installation 174
Memery Requirements 9
Minutes [n Half 132
Model, Deteil 86
Modes,
Action 67
Camera 78
Playecall 56
Mouse 15, 179, 180
Move To Logie 102, 106
Moving Players 99, 102

NFLPA
Leagues 136
Player Rotings 152

o

Objects, Camera 79
On-line Help 17
On-field Conlrols 67
Options, Play Editor 94

P

Pan Camerx 78
Passing Play Tutorial 23
Pass Defense Logic 113
Pass Logic 108
Pass Rush Logic 111
Password, Team 142
Past Champions 140
Pateh Disks 184
PAT Floys 64
Penalties and Fouls 83
Pitch/Handoif Logic 109
Play Building Tutoricl 32
Playcall Modes

Advanced 58

Basic 56

Stomdard 58
Play Clack Runs? 58
Play Clock 88
Play Editor 88

Symbols B89
Player Info Digplay 36
Player Ratings Editor 118-120

Players,
Data 152
Injury Status 143
Ratings 150
Rosters 148
Slots 146
Trading 154
Play/Watch Game 87
Point Spread, Profiles 133
Position,
Abbreviations 85
Ratings 151
Possession 66
Practice,
Button 94
Tutorial 18
Preferred Player Logic 105
Print,
Game Plan 130
Play 93
Profile 130
Pro Bowl 55
Profile/Plan 123
Filenames 124
Punt Plays B4
Pursuit Logic 112

Q

Quitting Games 87

Random Snap Logic 10§
Roanking Players 121
Ratings 150

Read Legic 111
Ready-Break 60
Receiving 71

Regular Flays 84
Remote Play 14, 167
Reset Camera 77
Restart Game 87
Hestore Default League 137
Retirement, Player 155
Reverse, VCR 77
Eounds, Draift 158

Fun Logic 110

Running Play Tutorial 19
Run Rush Logic 111
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Saving,
Games 87
Game Plans 127
Leagues 141
Plays 91, 103
Profiles 131
Scoreboard 66
Selecting Teams 138
Shadows 86
Shift To Logic 104
Shaow,
Formations 95
Highlights 81
Play As 58
Simulating Games 50
Situation # 133
Slo Mo, VCR 77
Slots, Player 146
Snap Ball 68, 69
Snep To Logic 104
Specicl Teams 64
Sorting by Ratings 122, 150
Sound Settings,
System 11
In Game 86
Stadium, Select 143
totic TV 73
Statistics 18]
Status, Injury 153
Starting Games 46
Exhibition Games 48
League Games 43-54
Proc Bowl 55
QuickStart 47
Stock Plays 90
Stop and Wait Logic 106
Stop Clock, Profiles 133
Stop Looking Logic 109
Streaks, Hot/Cold E1-52
Substitution Tutorial 58
Substilutions 61
Duration 59
Effective RAatings 62
Logic 101
Playcall Mcde 58, 101
Supplemental Dradt 156
Surlace Type 86
Switch Player 72
Symbels, Play 89
System Problems 171-181
System Requirements §

190

T

TAPES Directory 82

Target Area, Camera 79
Team Data 141-164

Team Password, Leagues 142
Team Profiles 135

Team Schedule 53

Team Side, Load Button 90
Team Statistics, Leagues 181
Technical Assistance 171-181
Texture, Display 86

Throw a Fake Logic 108
Tie-breaker 145

Time Out 65

Timed Pass 73, 108

Track Object 78

Trades, League 154

Trading Play Highlights 82
Training Camp LBl
Troubleshooting 171

Turn To 165

Tutorials 18-45

Two-point attempts, profiles

134

U

Undo Proiile Edit 135

Uniforms, Pick Colors 143

Upgrading To Football Pro '95
11

Using This Monual &

\'4

VCR Interface, Instunt Replay
75-82

View Assignment 78

View
Players 95
Banking Results 121
Ratings 122

Visiting Team Info 66

W

Warranty Information 185

Weather, On Field 84

Weather Options, Exhibition
Games 48

Weight, Play 134

Wind Indicator 66

Y

Yard Lines, Options 94
Yoardage Marker, Cursor 75

Z

Zone, Pass Defense 103
Zoom In/Out 77
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IT IS ILLEGAL TO MAKE
UNAUTHORIZED COPIES OF THIS SOFTWARE

This soltware {s protected under federal copyright law, It is illegal te make or distribute copies of this
software except to make a hackup copy for archival purposes only. Duplication of this software for any
other reason including for sale, loan, rental or giftis a federal crime. Penalties include fines as high as
550,000 and jail terms of up to five years,

ESIERRA

Sierra On-Line, Inc. suppor?s the industry's effort to fight the illagal copying of
personal computer software. Report Copyright Violations To:
SPA, 1730 M Street N.W. Suite 700, Washington, D.C. 20036 — (202} 452-1600

This manual, and the software described in this menual, are copyrighted. All rights are reserved. No part
of this manual or the described softweare may be copied, reproduced, translated or reduced to any
electronic medium or machine-readable form without the prior wrilien consent of Sisrra On-Line, Inc..
®and™ designate trademarks of, or licensed to Sierra On-Line, Inc, © Sier ra On-Line, Inc. 1384, All rights
raserved. Printed in the USA.

Other Trademarks: QEMM-388™ ie & trademark of Quarterdecl Oifice
Systems. [BM®, PC® are trademarks of International Business Machines
Corporation. Microsoft®, MS-DOS®, Windows™, HIMEM™, are trade-
marks of Microsoft Corporation. Sound Blaster® is a trademeark of Creative
Labs, Inc, ThrustMaster® and ThrustMaster WCS® are trademerks of
ThrustMaster. Stacker® is a tredemark of Stac Electronics, AdLib@ is a
trademark of AdLib Incorporated, Reland®, LAPC-1™, gnd MT-22m™ are
trademerks of Roland Corporaticn. Deluxe Paint® is o trademark of Elec.
tronic Arts. Officially Licensed preduct of the NFL Players Association. NFL
shield is et registered trademark of the NFL. Digital Waveiorm Driver ©1934
by HMI®, Inc, Portions copyright 1384-1990 Fairecm Corporation, all rights
resarved. NFLPA information provided by STATS, Inc. STATS™ is o trade-
mark of Sports Teem Analysis and Tracking Systems, Inc.

T ——y @;

LIMITATIONS ON WARRANTY
UNAUTHORIZED REPRESENTATIONS: SIERRA WARRANTS ONLY THAT THE PROGRAM WILL PER.
FORM AS DESCRIBED IN THE USER DOCUMENTATION. NO OTHER ADVERTISING, DESCRIPTION, OR
REPRESENTATION, WHETHER MADE BY A SIERRA DEALER, DISTRIBUTOR, AGENT, OR EMPLOYEE,
SHALL BE BINDING UPON SIERRA OR SHALL CHANGE THE TERMS OF THIS WARRANTY.

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, SIERRA MAKES NO WARRANTY, EX-
FRESS OR IMPLIED, REGARDING THIS PRODUCT. SIERRA DISCLAIMS ANY WARRANTY THAT THE
SOFTWAREISFITFOR A PARTICULAR PURPOSE, AND ANY IMPLIED WARRANTY OF MERCHANTARIL-
ITY SHALL BE LIMITED TO THE NINETY (90} DAY DURATION OF THIS LIMITED EXPRESS WARRANTY
AND IS OTHERWISE EXPRESSLY AND SPECIFICALLY DISCLAIMED. SOME STATES DO NOT ALLOW
LIMITATIONS ONHOW LONG AN IMPLIED WARRANTY LASTS, 5O THE ABOVE LIMITATION MAY NOT
APPLY TO YOU.

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BELIAR LEFOR SPECIAL, INCIDENTAL, CONSE-
QUENTIAL OR OTHER DAMAGES, EVEN IF SIERRA IS ADVISED OF OR AWARE OF THE POSSIBILITY OF
SUCH DAMAGES. THIS MEANS THAT SIERRA SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST
PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS OF TIME,
DATA OR USE OF THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THE ACTUAL COST OF THE
PRODUCT. IN NO EVENT SHALL SIERRA'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS PROD-
UCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSE-
QUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APFLY TO YOU.

YOU AREENTITLED TO USE THIS PRODUCT FOR YOUR OWN USE,BUT MAY NOT SELL OR TRANSFER
REPRODUCTIONS OF THE SOFTWARE, MANUAL, OR BOOK TO OTHER PARTIES IN ANY WAY, NOR
RENTOR LEASE THEPRODUCT TO OTHERS WITHOUT PRICE WRITTEN PERMISSION OF SIERRA. YOU
MAY USE ONE COPY OF THE PRODUCT ON A SINGLE GAME MACHINE, COMPUTER, OR COMPUTER
TERMINAL. YOUMAY NOTNETWORX THEPRODUCT OR OTHERWISEINSTALLIT OR USEIT ON MORE
THAN ONE GAME MACHINE, COMPUTER, OR COMPUTER TERMINAL AT THE SAME TIME.,
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Join the Front Page Sports team!

Register today and you'll ger all the late breaking news on upcoming
Front Page Sports products and add-ons. Just complete and mail the
postage-free Football Pro *95 registration card today!

Return your registration card and you'll also receive a free one year
subscription to /nterAction magazine. InterAction takes you behind
the scenes to meet game designers, get playing tips, and learn about
special sales.

Don't get sacked for a loss! Mail your registration card today!
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0 you own Front Page Sports: Baseball ‘947

Do you subscribe to an on-line service?

D
Do you want your frée InterActions?
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BASEBALL '94

BASEBALL SEASON CHAMPIONSHIP!

(starts right after dinner!)

Despite the loss of a potential record-breaking season, fans around the country are taking their
teams to baseball’s Fall Classic. And why shouldn’t they? With Front Page Sports: Baseball ‘94, fans
have all they need to take control of the season. Basebaill 94 is an officially licensed product of the
Major League Baseball Players Association, and has all the pro players. Each one has over 500
statistics driving his performa.nce, induding situational ratings for home and away games, clutch
situations, and monthly performance records. Baseball '94's high resolution
graphics put you in the batter’s box for intense pitcher-batter duels in 3-D
replicas of twelve of the nation’s top ball parks. And with Front Page Sports’
unique Camera Angle Management System™ (CAMS™), you'll get more

exciting replays than the networks!

@MLBPA
Officially licensed by the
Major League Baseball
Players Association

Available at retail, or call 1-800-757-7707 to order direct from Sierra today. (Offer D871.)

|| ‘ | ” NO POSTAGE

NECESSARY IF

With Front Page Sporis: Baseball *94 your baseball season starts today!
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COARSEGOLD, CA 93614-9850
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