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WELCOME TO @
FRONT PAGE SPORTS: FOOTBALL PRO

The best has gotten even better — again! Each of the
Front Page Sports: Football series — Football, Football
Pro, Football Pro ‘95 and Football Pro *96— have been
voled “Best Football Game Of The Year” by the critics.
Football’s scrambling arcade action, sophisticated stats,
and powerful coaching and team manager capabilitics
have proven popular with hundreds of thousands of
PC football fans as well.

This scason, Football Pro ‘97 Season blasts onto the
field with more hi-res SVGA graphics than cver
before. You will see all of the actual NFL team logos
(including the new Baltimore Ravens), helmets and
the endzone artwork from each team in stunning
640x480 resolution. Updated NFL team rosters are
included and contain all NFLPI players for the 1996
season. Inaddition to the current NFL team rosters, we
have included rosters for the last three NFL seasons.
We’ve also given you a common draft pool which lets
you release all players from their NFL teams and
redraft them as you see fit. Set up the teams and rules
the way you want to run the league. Multiplayer trades
are now supported: up to three players per side may be
traded.

With Football Pro ‘97 you can now play head to head
over local area networks or via modem. Taunt your
opponent in real time with the chat box. Winning has
never felt so good.

Create new plays with an ease never before seen in a
football simulation. The inclusion of the new Play
Wizard allows you to create plays from scratch in a
matter of seconds. Offensive plays can be created in

five easy steps, defensive plays in just three! The new
Windows interface makes editing playvs much easier
than in previous versions of Football Pro! Substitu-
tions are also easier, allowing you to substitute players
in groups using the new Sets method. You can define
collections of players as a set in the Play Editor.
During the actual game you can substitute groups of
players using the Sets interface with the single click of
a button.

Flexibility is what Football Pro is all about. You can
set player attributes based on the previous year’s
statistics, or change those attributes as you prefer, Qur
powerful Camera Angle Management System (CAMS)
has been improved so you can select exactly the view
you want to see on the field and recording instant
replays is easier than ever before. Create and edit your
own “game highlight” films to swap with your friends,

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

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

— The Front Page Sporis Team

FOOTBALL PRO
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GETTING STARTED
USING THIS MANUAL

This manual will help you install Football Pro and
learn the game quickly. The “Getting Started” and
“Tutorials” sections will get you up and running.
Then, as you play, the “Game Play” and “Trouble-
shooting” sections should answer any “How do I do
this?” or “What do [ do now?”” questions you may have.

The Getting Started section contains all the hard-
ware, software, and memory requirements necessary
to run the game on your computer. Use the “Installing
| Football Pro” section 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 organi-
zational 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 field. 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 a Coaching Profile, use the VCR/CAMS™
functions, and a host of other Foothall Pro essentials.

The Game Play section takes the skills you have
acquired on the practice fields of the tutorials and
offers in-depth explanations on how to use them in an
actual game or during the course of a season, This
section expands your basic knowledge of how to play
a game, create teams, manage leagues, and design
plays. It also provides more detailed information on
menu and statistical screens, game configuration,
game control, and the VCR/CAMS™ interface. This
section also explains Multiplayer play via a network or

modem. In short, it is a comprehensive rundown on all
Football Pro features.

The Play Editor section details the Play Editor, and
the Game Plan and Coaching Profile Editors. It also
gives all the details of Logic Assignments and shows
you how to work with Team Profiles.

The Player Ratings Profile Editor section shows you
how to edit player ratings and create player ratings
formulae.

The League Play section explains how to build and
manage leagues, as well as buy and manage teams.
You'll also learn how to manage, trade, and draft
players, and work with a Draft Profile.

Check out the Reference section for troubleshooting
solutions to technical problems that might affect how
Football Pro installs or runs on your system.

Any changes made to Football Pro after the manual
was printed are detailed in the README file in your
Football Pro folder. To view the file, from the Win-
dows 95 START menu, select PROGRAMS
>SIERRA>FOOTBALL PRO 97 READ THIS FIRST.

SYSTEM REQUIREMENTS

To run Feotball Pro, the following minimum software
and hardware is required:

An IBM-compatible computer with an 80486/66
MHz DX2 or better processor.

Local-bus video.

Eight megabytes (8 MB) of RAM.
Window 95

A hard disk with 100 MB free,

FOOTBALL PRO
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B Note:FootballProdoes
not require a memaory man-
ager. If you want to use one,
setitto useextended memaory,
not expanded. If you use
QEMM, do not use the DPMI
function.

An SVGA graphics card and SVGA color moni-
tor.

A CD-ROM drive.

The following hardware and soflware is strongly rec-
ommended:

Pentium or better processor.
16 MB of RAM.

A mouse.

One or two joysticks.

Sound Blaster™ sound card or a 100% compatible
sound card.

Football Pro ‘97 supports 9600 baud modems (or
higher), and network cards for multiplayer play.

MEMORY REQUIREMENTS

To run Football Pro, your computer must have at least
8 Megabytes (MB) of RAM and at least 409,600 bytes
(400 kilobytes) of free conventional memory. Football
Pro will take advantage of additional memory by
loading graphics and sound effects to reduce disk
access time during play.

If Football Pro 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
line “Largest executable program size” ({ree conven-
tional memory). If you do not have enough free memory,
you probably have resident or “background” programs
and device drivers taking up memory that the game
needs.

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 in

Football Pro. These programs may corrupt important
game files, and you may then have to completely
reinstall your game for it to work properly.

INSTALLING FOOTBALL PRO

This section describes how to install Football Pro. The
installation program automatically determines the
graphics and sound capabilities of your computer
system, then takes you step-by-step through the pro-
cess of installing Football Pro on your hard drive.

You must install the game with the Football Pro
installation program, not “copy” commands, to ensure
that the game is installed correctly.

These instructions assume that you are using CD drive
D: and hard drive C:. If not, please substitute the
appropriate drive letters for D: and C:.

1. After starting your machine, insert the Foot-
ball Pro CD into your CD-ROM drive.

2. Follow the on-screen instructions.

To manually install Football Pro:

1. Insert the Football Pro CD into your CD-
ROM drive.

Select Run from the Windows START menu.
In the file text box, type D:\SETUP.EXE.
Click OK.

4. Follow the on-screen instructions.

FPS UPDATE UTILITY

To use previously created leagues and plays from
Football Pro '96 with Football Pro ‘97, you must use
the FPS Update utility. To do this, go to the Windows
95 Start menu, and select
PROGRAMS=>SIERRA>FOOTBALL PRO 97 UP-
DATE.

pandels Buniay .
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Bl Note:Toturn musicon/
off in the game intro and
menus, press [M].

B Note: There is no PC
speaker sound available.
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RUNNING FOOTBALL PRO

1. Start your computer, and insert the Foothall
Pro CD, if you haven't already.

2. Follow the on-screen instructions

To manually start Football Pro:

1. Start your computer, and insert the Football
Pro CD, if you haven't already.

2. Select PROGRAMS>SIERRA>FOOTBALL
PRO 97 from the Windows START
menu.

If you wish to skip the introduction and credits, click
anywhere on the screen.

ADVANCED USER OPTIONS

You can start Football Pro with a number of additional
options that can impact printing and on-line game
preferences. Each start-up option can be found under
the Start menu (PROGRAMS=SIERRA>).

OPTION

Print To File: Print all output to a text file called
PRINT.OUT. You can view this file with any ASCII
text editor.

Log: Save a log of all play-by-play information. Only
one log is saved at atime. To save multiple logs, simply
rename the PLAY.LOG file before you start your next
game.

Remote Commissioner: BBS league users please see
page 196 for more information.

Remote Player:BBS league users please sce page 196
for more information.

Remote Game Update: BBS league users please scc
page 196 for more information.

Remote Computer: BBS league users please see page
196 for more information.

CONTROLS

The menu screens, Game Plan Editor, Coaching Pro-
file Editor, Player Ratings Profile Editor, Draft Profile
Editor, and Play Editor in Football Pro were designed
to be controlled with a mouse, although you may use a
keyboard. Note: Mouse control of players is not avail-
able on the Practice Field or during games.

Use the mouse to control the cursor on the screen. Most
functions require a single c/ick on an on-screen button.
Move the cursor over the button and press the left
mouse button once. (This is sometimes referred to as a
lefi click.) Some other functions require a right 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.

Joystick Keyboard Equivalents

If you are using the keyboard, you can use the numeric
keypad to emulate the eight movement directions of a
joystick. The [Enter| key and [Spacebar] emulate
Button A, and the [Shift], [Ctrl], and [Alt] keys
emulate Button B. See the Quick Reference Card for
details.

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

[Enter] or [Spacebar] S f
may be used as Button AX

‘97 SEASON
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keys on the numeric keypad

only.
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The keypad keys emulate the eight
directions of the joystick.

CONTEXT SENSITIVE AND
ON-LINE HELP

Additional information about menu screens, includ-
ing information not detailed in this manual, is avail-
able via context-sensitive help and on-line help sys-
tem.

For context-sensitive help when in a menu screen,

click any on-screen buttons and text fields with the

right mouse button, or press the [Shift], [Ctr]] or [Alt]
keys to display any available help text. Clear the help
text by pressing the right mouse button, or the [Shift],
[Ctrl] and [Alt] keys again.

The on-line manual deals with most of the topics
discussed in this print manual. Press [F1] any time to

access the on-line manual

Note: No context sensititve help is available in Foot-

ball Prois Play Editor because the right mouse button,

and the [Shift], [Cwl] and [Ali] keys have been as-
signed different functions. However, you may use the

[F1] key while inside the Play Editor to access on-line

help.

TUTORIALS
ON THE FIELD

The following step-by-step practice drills encompass
most basic Feotball Pro skills. By completing these
tutorials, you will become familiar with the main
Football screens and procedures.

Tutorial 1: Entering Practice Mode

This series of tutorials begins on the Practice Field,
and features the Green Bay Packers. You will be
experimenting with a running play and a passing
play. Ineach case, you try the play with just the offense
on the field, and then add in the defense.

Note: The tutorials assume you are using a mouse on
the menu screens and in the Play Editor, and joystick
1 on the Practice Field.

To get to the Practice Field, you must first go to the
Play Editor.
1. To start Football Pro, select

PROGRAMS>SIERRA>FOOTBALL PRO 97
from the Windows START menu.

2. From the Main Menu screen, click Exhibition
Play.
Click on the text box labeled Home Team.

4, When the dialog box appears, click Green Bay.

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

6.  Inthe section marked Action Mode underneath
the Home Team text box, click Standard.

7. Click Play Editor.

You are now in the Play Editor, This has a set of
pulldown menus along the top 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

sjerdoing .
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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

running play:

1. Select LOAD from the Play Editor pulldown
menu.

2. Under File Type, click on the button next to
Stock.

3. Click Offense for Team Side.

FDBWFS30
FI_FPN13

FPROPNS2
FPROPS30
FSPRPMOT
FSPRPMO2
FTRPPRMO7
FTRPFM3E
GOALPMOZ
AL PR

The Load Play
dialog box.

14

4.  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.
7.  When the play loads, you will see the offensive

formation with the player positions in blue let-
ters.

8. From the Options pulldown menu, select VIEW
PLAY > AFTER SNAP and SHOW LOGIC
BOXES FOR > ALL PLAYERS.

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 (HB1). The right
running back (HB2) acts as lead blocker.

Now go to the Practice Field.

9.  SelectPRACTICE from the Play Editor pulldown
menu

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 A. This
tells the center to snap the ball.

Offensive play
HBLEADER loaded
with movement
showing for After
the snap.

15
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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 [Backspace]. To
watch the play from a different angle, press the various
number keys. A text message will appear briefly in the
lower left-hand corner that states which view you are
in.

Repeat step #10 until you understand what all the
players do. Notice how an orange and blue “cursor”

appears over any ball carrier controlled by the com-
puter. You will see the cursor box shift from the
quarterback to the halfback when the handoff is made.
The number displayed in the cursor is the player
number of the current ball carrier.

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

I1. Snap the ball by pressing button A.

12.  When the ball carrier cursor switches from 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.

The cursor will change to a blue and white outline
around a green box with the ball carrier’s number in
black. This blue and white cursor outline means this
player has the ball and he is under your control. (For
a description of all the Player Cursors, see page 73.)

Try running the play a few times while controlling the
ball carrier. Sweep the halfback around the right end
of the line to practice the play as it is designed. Or,
reverse field and cut back around the left side. When
you are finished experimenting, return to the Play
Editor and add the defense.

13. Press [Ese].

14. When the “Quit practice?” dialog box appears,
press [Y] to return to the Play Editor,

I5. In the Play Editor screen, select LOAD.
16. Click Stock.

17. Click Defense.

18. Click Pass.

19. Click Medium.

20. In the text box listing the Stock Play names,
double-click 34PMZONE.

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

FOOTBALLPRO

'87 SEASON
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The red outlined boxes show the zone coverage of the
defensive backs on this play.

22.  Select PRACTICE.

Now, run the play a couple of times, letting the
computer control the action so you can see how the
defense reacts to the play. When you are ready, run the
play against the defense and take control of the ball
carrier.

While practicing your running moves, try a couple of
Football Proplayer control options. First, press button
A while pushing the joystick in a chosen direction, and
your halfback will dive in that direction. Next, press
button B to try to break a tackle. Your running back
will either stiff-arm the defender or do a spin move to
elude defensive pursuit.

Tutorial 3: Passing Plays

Now that you have polished your open field running
moves against a live defense, it is time to work on your
passing game. Continuing from the previous tutorial:

1. Quit Practice and Return to the Play Editor.

2. Select ERASE from the Play Editor pulldown
menu.

3. Click Defense to remove the current defensive
play.
Select LOAD.
Click Stock, Offense, Pass, Right, and Short.

6.  Scroll down to SLICE2RT and double-click to
select it.

This play is a check-off pass from the “I” formation. In
a check-off pass, the quarterback has a list of receivers
he will look at and possibly throw to. If the first one is
covered, he shifts attention to the next receiver on 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 flanker —
his movement path is yellow. His route is a “fly”
pattern (straight down the field). The remaining re-
ceiver is running a dummy pass route and has a blue
movement path. The running backs are blocking.

Now go to the Practice Field.

7. Select PRACTICE from the Play Editor
pulldown menu.

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 a few passes.
9. Snap the ball.

‘ 10. Tmmediately pull the joystick back. This gives you

19
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- 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 is
the primary receiver.

Note: The window border is the same color as the
receiver’'s pass route seen in the Play Editor.) A
receiver who is wide open will wave to the quarter-

back.

el |

12. Press button A to throw the ball.

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

Football Pro s player control options let you throw the
ball two ways. If you press button A briefly, 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.

Try it again. This time, throw to the secondary re-
ceiver.

13.  Snap the ball.
14. Move the joystick to take control of the QB.

5. Press button B to enter passing mode and check
the primary receiver.

I 16.  Press button B again to check the next receiver.
1

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 to zip the ball and when to rainbow it. Alternate
throwing to each of your wide-outs. When you feel
‘ready, bring on the defense.

21
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18.  Return to the Play Editor.

19.  Select LOAD.

20. Click Stock, Defense, Pass, and Long.
21. Double-click 34REDDOG.

22.  Select PRACTICE.

Hike the ball and let the computer run the play a few
times to see how the defense reacts, then try taking
control of the quarterback yourself. (To learn more
about check-off and timed passes, see pages 69 & 107.)

Tutorial 4: CAMS™

Football Pro features a sophisticated view control
system that allows you to customize any game view or
instant replay camera angle. You have been running
these practice plays in the TRACK OBJECT-BALL

view. Now we’ll tun the pass play from Tutorial #3

from a ditferent field view.

1. Select PRACTICE to return to the 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 [F9].

3. Click on the window beside WHAT and drag
down to highlight CHECK RECEIVER.

4. Press [F9] or [Esc] to leave CAMS.
Snap the ball.

6. Take control of the QB and press button B to
enter 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 centered in 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.

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

Next, try programming the TRACK OBJECT-
CHECK RECEIVERview into the[1] button on your
keyboard.

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

9.  Press the red button 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
MENLL

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 pro-
gram 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 are
saved along with each view).

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 Football
Pro 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 you run the practice play from Tutorial

23
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#3, click on the button marked INSTANT
REPLAY.

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

Click the MODE window and drag down to
highlight TRACK OBJECT, then release.

Click the WHAT window and drag down to
highlight ISOLATION.

A window listing all the players in the previous
play will appear. Click on#89 and the view will
switch to center on that player.

Now go to the Zoom In/Out bution and zoom
in on the receiver (see page 75 for diagram).

Click on the 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 81.)

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.

Tutorial 6: Playing Defense

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

T

When the offense has lined up on the ball,
press [F7]. The Game Settings Screen will
appear.

In the section under OFFENSE, click Com-
puter.

In the section under DEFENSE, click Joy-
stick 1.

In the Action Modes section under DEFENSE

+ ol

10.

S0 IIINE REPOR

click Standard.
Click OK.

Before the offense snaps the ball, press [F9] to
start CAMS and click on the WHAT box.
Change it to SELECTED-DEF.

Now exit CAMS and press button A to take
control of a player. (The defensive player control
cursor is an orange outline around a black box
with green numbers. Remember, the offensive
player control cursor uses a green box with black
numbers.)

Press button A again to change the player you
control. You will sec the view change to center
on your selected defender. You may do this as
many times as you wish before the ball is snapped.

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.

As the offense continues to run plays, experi-
ment with Football Pro’s defensive player con-
trol options. Move your chosen defensive player
near the ball carrier, then press button A while
holding the joystick in the direction of the ball

carrier. Your player will try to make a diving
tackle.

25
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scoreboard flag is oriented
to the points of the com-
pass, the kicking flag is ori-
ented toward the kicker.
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11.  When you defend against a passing play, have
your player rush the quarterback, or cover the
primary receiver. If you press button A with the
joystick centered, your player will leap up to try
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 Goals

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

Continuing from the practice ficld of the previous
tutorial:

1. Press [F7] to get to the Game Settings Screen.

2. In the section under DEFENSE, click Com-
puter.

3. In the section under OFFENSE, click Joystick
1.

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

5.  Click OK to return to the Practice Field, then
press [Esc| and [Y] to return to the Play Editor.

Select LOAD.

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

Select PRACTICE to return to the Practice Field.

0. Change the CAMS™ view to Track Object-
Ball.

i N B0 i SR

On the left side of the screen is the Angle Bar. This
control sets the angle of your kick, which determines
how far the ball will travel and its trajectory. 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.

I1. As the red bar moves up and down, press button
A when it reaches the desired angle (from 25 to
65 degrees).

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 A to aim and kick the ball. The yellow 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 between each kind of kick in Football Pro. 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 has a sophisticated Play Editor that
allows you to create virtually any type of offensive or
defensive scheme. You canbuild customized playbooks

‘97 SEASON
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by creating all-new plays or by modifying some of the . At the Main Menu Screen, click Exhibition
over 10,000 plays included on the CD. Play.

Make sure that the home league is NFLPI 96.

After you have created a play, you can test its effective- Clidk-on:the text box lnbeied Home Foam:

ness by trying it out against a variety of opposing

formations on the Practice Field. Once the play is Y- Click Green Bay.

perfected, the Game Plan Editor allows you to as- 6. Click Play Editor. .

semble your plays into opponent-specific Offensive

and Defensive Game Plans. The heavy black line is the line of scrimmage, and each E'
green stripe represents ten yards. The full width of the =4

There is a Play Wizard within the Play Editor that field is shown. g

allows you to quickly create a play, then modify it later =

on the Play Editor screen. Step-by-step instructions on ‘Now load some players.

how to use the Play Wizard begin on page 100. The

5 ; 7. Select LOAD from the Play Edi 11d
tutorial below explains how to build a play from a ! SRy fom e Elay, Hator pulldown

beginning formation. mf.:nu.
8. Click Formation and Offense.
Tutorial 8: Building a Play 9. On the Load Play dialog box, double-click
PRO_SET.

In this tutorial you will create a passing play for the
Green Bay Packers. (Note: Unlike earlier tutorials,

this one does not continue from the preceding lesson.) 10.  Underthe Options pulldown menu, select VIEW

. PLAYERS BY > POSITION.
1. Start Football Pro or return to the Main Menu,

as needed.

You now have 11 player abbreviations on the field in
their initial positions. The C1 abbreviation represents
your center, who cannot be moved. You can, however,
move the other players to modify the formation. 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. WR1
— the wide receiver located behind the line of scrim-
mage on the far right) in closer to the tight end.

11.  Plays are divided into two parts: BEFORE
THE SNAP and AFTER THE SNAP. Select
BEFORE THE SNAP from the Options pulldown
menu.

12.  Click on and drag the WRI1 abbreviation to
the desired position.

29
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Substitution Window

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

To make this shift in the formation work with the plan
to fool the defense into thinking that you are calling a
running play, substitute a tight end (a potential blocker)
for the wide receiver you just moved.

ucky Brooks
ith Jackson

13. Right-click on WRI1 and select Substitute from
the pop-up menu.

14. In the Substitution window, click on the player
whose position is TE2, then click OK.

To confuse the defense further, give your right running
back (FB1) instructions to Shift To a new position.

15. Right-click onFB1and selectShift to... from the
pop-up menu.

Instructions on the message bar along the bottom of the
Play Editor window assist you with what to do next.

16. Click with the left mouse button directly to the
right of your FB1 current position and about
seven yards outside of your slotback (TE2). This
will create a first anchor position so you can
change the player's direction.

| L i Svobd el L R : e bk o b A

- 17. Right click about a yard above your first anchor
position. This sets a final anchor position even
with and seven yards to the right of the slotback.

/A box appears at the end of the movement path. This
is called a Logic Box, normally displayed in yellow.
After you place the Logic Box, your screen should look
like that pictured above.

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 another
player while the current player's Logic Script Window
18 open will end the editing for player 1, and open
player 2’s Logic Script Window.

FB1 is now the flanker, and TE2 is lined up next to
- TE1 in the slot position. For a final bit of deception,
have the slot man (TE2) go in motion.

18. Right-click on TE2.

31
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19. Select Go in motion....
20. Choose Stop and get set at....

21. Left click about halfway between the left tackle
(T1) and the left split end (WR2).

You have just finished the BEFORE THE SNAFP part

ofthe play. Now youneed to work on the AFTER THE

SNAP logic.

22. Select VIEW PLAY > AFTER SNAP from the
Options pulldown menu.

All of the players you moved in the BEFORE THE
SNAP part of the play now appear in their positions at
the moment the ball is snapped.

You must now give each player his assignment for the
play. First, the offensive linemen, as well as the tight
end and the running back, need to form a pocket to pass
block for the QB.

23. Right-click on the center, C1, then select Block
> Pass from the pop-up menu.

Note: This pass-blocking command will now auto-
matically apply to all other offensive linemen—Gl,
G2, T1, and T2 In Football Pro, when a blocking
command 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.

24. Right-click on TEL.
25. Select Block > Pass from the pop-up menu.
26. Right-click on HBI1.
27. Select Block > Pass from the pop-up menu.

Note: If youmake a mistake or change your mind while
entering a command, you can usually cancel it by
pressing the [Esc] key.

)

Next, give the receivers their assignments.

28. Right-click on the left split end, WR2.

29. Select Look for pass from the pop-up menu.
30. Right-click on WR2 again and select Move to....

31, Left-click a movement path about seven yards
down the field.

32.  Right-click to set a second movement path about
five yards directly toward the sideline and to set
a Logic Box.

33. Right-click on TE2.

34. Select Move to....

35. Right-click to set the movement path about ten
yards down the field and set the Logic Box.

Note: When a new Logic Box is created for a player,
the Logic Script Window automatically includes the
new Logic Box. FEach new Logic Box can contain
additional instructions for the player. Each player can
have several Logic Boxes during a play.

36. Right-click on TE2 again and select Throw a
fake.

37, Right-click on TE2 again and select Move to...
then left-click a movement path that goes toward
the left sideline at a 45-degree angle.

38. Right-click about 5 yards from the left sideline
and set a Logic Box.

39. Right-click on FBI.

40. Select Move to..., and right-click a movement

path down the field seven yards and set a Logic
Box.

41. Right-click on FB1 again and select Look for
pass.

42. Right-click on FB1 again and select Move to,
then right-click a movement path about two-
thirds of the way to the left sideline, and set the
Logic Box.

FOOTBALL P
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Finally, you must tell the QB what to do.
43, Right-click on QBI.

44, Select Move to..., and right-click to set a pa?h
about five yards straight back, and set a Logic
Box.

45. Right-click the Logic Box and select Pass >
Check receivers.

46, Left-click on your primary receiver TE2.
47. Then left-click on your secondary receiver FB1.
48. Next, right-click anywhere to finish the (.Zheck
~ Receivers command. The Logic Script Window
will list the receivers you have selected to be
checked off by the quarterback.

s =

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

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

49. SelectSavefrom the Play Editor pulldown menu.

50. In the filename box, type MYPLAY.

Click OK.

To see what MYPLAY looks like in action,
select Practice from the Play Editor pulldown
menu.

utorial 9: Editing A Game Plan

I'he sophistication of Football Pro does not stop with
the Play Editor. Football Pro recognizes 2,520 differ-
ent game situations in each half and gives you the
power to design plays and make decisions based on

How much time is left in the half? What down is it?
How much yardage is needed for a first down? Where
“ire you on the field? Are you ahead or behind? Foot-
i all Pro lets you address all these questions, and more,
With Game Plans and Coaching Profiles that specify
the play you want to call and how often you want to call

1 given a particular game situation.

These final two tutorials will take you through the
Steps necessary to edit a Game Plan, and then use that
revised Game Plan to customize a Coaching Profile.
‘To edit a Game Plan and/or Coaching Profile, the first
ﬁ;;‘der of business is getting to the Coaching Profile and
(Jame Plan Management Screen.

Start Football Pro or return to the Main Menu
Screen, as needed.

At the Main Menu, click Exhibition Play.
Make sure that the home league is NFLPI96.
Click on the text box labeled Home Team.
Click Green Bay.

Click Play Editor.

Select LOAD > OFFENSE from the Game Plan
pulldown menu,

The Load Game Plan dialog box shows the SIERRA/
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8.) Highlight the first plan shown in the list box,
called OFF. Click OK.

You will now see the Game Plan Management Screen
with the first four play slots showing.

9.  Click on the first play slot, labeled 1-1
DBLWRS30, to open the Load Play dialog box.

10. Click Stock, Offense, Pass, Right, and Short.
11. Click SLICE2RT then click Add.

You should now see a diagram of SLICE2RT in the

first play slot.

12. Click Close to go back to the Game Plan Man-
agement Screen.

13. Click SAVE under the Game Plan pulldown
menu.

14, Type MYPLAN in the upper left text box and
click OK to save your customized Game Plan.

Tutorial 10: Customizing a Coaching
Profile

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

Continuing from the previous tutorial:

1. Select LOAD > OFFENSE from the Coaching
Profile pulldown menu. Note: The Coaching
Profile Editor will default to the previously loaded
Game Plan.

- The Load Coaching Profile dialog box shows the
- SIERRA\FBPRO97 folder.

2. Highlight OFF1 and click OK.

3. Select Edit from the Coaching Profile pulldown
menu.

Saleciec Play
| [Goa UNERRSS T

Jescniption
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st cdown and

|1 yard o less to go
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You should now see the Coaching Profile Edit Screen
and, on it, the first of Football Pro’s 2,520 possible
game situations per half. Notice that this specific
situation will be referred to by the Computer-con-
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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 1 yard or
less to go inside the defensive 5 yard line. You are
leading by 8 or more points.

Football Pro’s Coaching Profile Editor automatically
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.

In this tutorial, we will be substituting a specific play
for the GOAL LINE PASS Play Type. You could also
substitute specific plays for the other two Play Types.
The plays you substitute do not have to match the
default Play Types.

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

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

6. Now change the play weighting by clicking the
up arrow button under Weight. Change it from
5 t0 6. Notice how the percentage shown changes
from50 to55. You have increased the probability
that this particular play will be chosen by the
computer when the specified game situation
oceurs.

7. Now click COPY.... A check box menu will
appear with all of Football Pro 's possible game
situation variables.

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

Mins in half:  >5 and >2-5

Down: 1,2and 3
Yards to go: 0-1
<DEF 5

Ahead by 8+

Field position:
Point spread:

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

Clicking OK will copy the selected plays and play
types plus the associated weighting and time out
nformation, to each of these six situations: 1, 127,
css 505, 631 and 757.

To verify that each of these situations has the correct
informatlon click on the arrows next to the 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 also click inside the Situation # box, type in any
number from 1 to 2520, and press [Enter].

10. Click RETURN to go back to the Coaching
Profile and Game Plan Management Screen.

FOOTBALL PRO
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Notice in the information box on the right side of the
screen that the specific play count is now set to 6.

11. Select SAVE from the Coaching Profile pulldown
menu.

12. Type MYPROF and click OK.

Your customized Coaching Profile is now ready for
use.

Congratulations! You have completed all of the Foot-
ball Pro 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.

GAME PLAY
STARTING GAMES

Hach time you start Football Pro, the program takes
you directly to the Main Menu screen. From here, you
have a number of different choices. There are four
Ways to begin an actual game of Football Pro: you can
QuickStart, opt for an Exhibition game, or dive right
‘Into League Play.

[

(o through the Tutorials in the preceding section if
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,

STARTING GAMES WITH
QUICKSTART

QuickStart is the fastest way to start playing Football
Pro. When you first install the game, QuickStart is set
10 a one-player Exhibition Game: Pittsburgh at Dallas.
“You control Dallas.

To review or change these default QuickStart settings:

|, On the Main Menu screen, click Change
QuickStart.

M
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2. You should now see the Change QuickStart screen.
Here, you can modify any of the following settings:

Type of Game

Default League

Quarter Length in Exhibition Games
Home and Visiting Teams

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 & Return to go back to the Main Menu
screen.

To QuickStart a game with your new settings:
1. Click QuickStart.

2. 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.

STARTING EXHIBITION GAMES

Exhibition Games are played outside the regularleague
schedule. You may match up teams from the same
league, different leagues, or even play a team against
itself. Exhibition Games have no effect on the league
standings or statistics of the teams and players. Inju-
ries 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,” pagel71.)

To start an Exhibition Game:
1. Click Exhibition Play on the Main Menu screen.

. This takes you to the Exhibition Play screen. Select
A Home Team and a Visiting Team by clicking on
heir team name text boxes. A dialog box will show
Aivailable teams in the current league. Click on the
leam you want to select. If you want a team from
Ainother league, click on the Home or Visitor League
lext box to load the league you want, click on the team
lame box, then choose a team.

1}, At the Exhibition Play screen, you may also change
'lattings for yourControls, Playcall and Action Mode,
Jﬁome Jersey and Quarter Length.

& When you have made all your choices, click Play
Football.

5, Choose how weather conditions for the game will be
determined. Your choices are:

Computer: Allow the computer to generate conditions
fippropriate to the home team’s nearest city for a
fandomly selected month. If the home team has an
Indoor stadium, weather has no effect.

Set Month: Select the month in which the game is
;_p[ayed and let the computer generate suitable condi-
fions. You will also be presented with an option to
select the city in which the game will be played. If the
ﬁome team has an indoor stadium, weather has no
effect.

Set Conditions: Choose the exact weather conditions:
lemperature (in °F), humidity (%), wind speed (in
m.p.h.), and skies (clear, partly cloudy, cloudy, rain/
dnow). These conditions will be in effect even if the
home team plays in an indoor stadium, unlike the other
options listed below.

6. Load Offensive and Defensive Coaching Profiles for
sich team that is not Computer-controlled. (Depend-
Ing on the Profiles you choose, you may or may not
iave to select corresponding Game Plans.) You can
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opt for the default Coaching Profiles and Game Plans,
or select others from the files in the
SIERRA\FBPRO97\STOCK folder. 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 fo use it in a game.

Note: When youview theSIERRA\FBPRO97\STOCK

| folder, you will see that some names are listed in gold,

while others are shown in gray. For this and all other
Football Pro directories, gold listings are filenames
(i.e. Coaching Profiles, Game Plans, plays, etc.).
Gray listings are subdirectories.

MULTIPLAYER GAMES

Multiplayer games can be played across a network or
a modem. Multiplayer mode is possible in Exhibition
or League Play. To start a multiplayer game:

1. Click on the Multiplayer button in the Exhibition
Play or the Team Schedule screen.

2. This opens the Multiplayer Game dialog box. Enter
the name you wish to use in the game. Whether you are
the Home or Visitor team will depend on which team
you have selected. Click the Full Arcade Mode
checkbox if you want to control all of the on-field
action in addition to calling plays. Click on the Con-
nection Type text box to toggle through the connec-
tion type options. The options are Modem Connection
For DirectPlay (modem play), and Winsock TCP or
IPX Connection For DirectPlay (network play).

Network Play

When you choose either Winsock TCP or Winsock
IPX Connection For DirectPlay in the Multiplayer
Game dialog box, you are presented with two options:

Start Game — Choose this option when you want to
-.-" tiate a network game. First click inside the empty
fext window and type in a name to identify your game.

Then click the Start Game button. This will broadcast
your message over the network and a message reading
aiting For Someone To Join” will appear in the text
box.

Join Game — The Join Game button will only be
iivailable when another game is available. Press the
Join Game button and a list of currently available
es will be displayed in the text window. You can
select a game by highlighting it in the text window and
_pl’icking the Join Game button, or by double-clicking
Ihe desired game in the text window.

Modem Play

“When you chooseModem Connection For DirectPlay
n the Multiplayer Game dialog box, you will be able
10 choose an opponent from the list that is displayed in
the text window. If none are displayed, then click the
~Add button to add a new opponent. The other options
re Edit, Delete, and Cancel.

‘Add: To add an opponent, click the Add button. You
W ill then be able to type in your opponent's name,
phone number, and baud rate (the speed of his mo-
em). Press [Enter] and the information will be added
0 the opponents list and you will be returned to the
‘Multiplayer Game dialog box.
: dit: To edit an opponent, highlight the desired
Opponent then click on the Editbutton. Ifno opponent
has been highlighted then the Edit button will be
L unavailable. Once you have finished making edits

pressing [Enter] to return to the Multiplayer Game
dialog box.

Delete: To delete an opponent, highlight the desired
Opponent then click on the Delete button. You will

_' eive a confirmation to delete. Press Y or N. To
leeept or cancel.
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Cancel: Pressing cancel will return the user to the
Multiplayer Game dialog box.

To initiate a modem game, highlight the opponent
you wish to play and click on the Dial Opponent
button. An indicator box will let you know the sta-
tus of your connection.

To join a modem game, click on the Wait For Call
button. An indicator box will let you know the sta-
tus of your connection.

STARTING MULTIPLAYER
GAMES

After connecting with another player in either a net-
work or a modem game, you will be returned to the
Exhibition Play screen. Each player will have control
ofthe information for his respective team. Any changes
made in the Exhibition Play screen will be mirrored on
your opponent's screen. You will not be able to make
any changes to your opponent's team.

Both users must have identical Game Plans, Coaching
Profiles, and teams loaded onto their computers. If one
user does not have matching data, then it will be
automatically transferred from the other player's sys-
tem.

The Home Team user will be able to control the length
of game quarters and the weather conditions. When
the weather conditions have been set, the Visiting
Team user will get a dialog box stating what the
weather conditions are. Click OK in this dialog box to
continue with the starting sequence.

Multiplayer Chat

This window will be available to both users in the
setup and the arcade portions of the game. It is the
mechanism by which you will communicate with your

opponent. The Home and Visitor names appear in the
B Dttom left corner of the window. When you send a
message, it will be automatically preceded by the
hyer name you chose in the Multiplayer Game dialog
box. To send a message, type it in from the keyboard.
It will appear along the bottom portion of the chat
: vindow as you type it. Press the [Enter] key to transfer
the message. Tt will then appear in the upper portion of
he chat window for both you and your opponent.

| you or your opponent have the chat window mini-
Imized when a message comes in, it will automatically
Mmaximize to display the incoming message. Note: The
Chat window can be minimized via the standard Win-

‘dows 95 minimize button in the upper right corner of
the window.

‘There are two buttons at the bottom of the chal win-
dow:

‘Setup — Click this to open the sctup dialog. Buffer
Size is the number of lines the chat window will be able
10 scroll through via the scroll bar. Hot Key is the
X ey(s) you specify to maximize the chat window manu-
ully. Click inside this text box, then press the key
‘Combination you want to use as the hotkey. If you check
uto Hide, the chat window will automatically mini-
_ize anytime you enter commands within the arcade
Jportion of the game.

Disconnect — Click this button to end the game. You
Will receive a confirmation to delete. Press Y or N. To
diceept or cancel.

Disconnected Multiplayer Games

If you are accidentally disconnected during a
multiplayer game, the program will automatically
Mive the game and exit. When you attempt to restart the
jame, the program will attempt to reestablish the
connection with the other player. If connection cannot
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be reestablished, then the computer may assume the
role of the other player.

STARTING LEAGUE GAMES

Football Pro creates a full schedule of games for each
team in a league. Teams play one game per week.
(Exception: 30- and 28-team leagues may choose a
schedule with one or two byes for each team. A 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.

Play vs. Simulate

League games may be cither played or simulated.
When a game isplayed, you see the game take place on
your screen. Games that involve Human-owned teams
(see “Teams,” page 163) 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 to
play a game with two Computer-owned tecams in order
to scout an upcoming opponent.

When a game is simulated, the computer controls both

il no highlights. These games are resolved in just a
seconds, but the statistics of normal sims are more
ulistic. Whether your league uses normal sims or fast
| s depends on how vou set the Ground Rules when
bu create the league. (See “Ground Rules,” page 87.)
you exit a fast sim game in progress, you will need

) te-simulate the whole game later to complete that

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

slarting League Games from the
ague Schedule Screen

e League Schedule screen shows you all games for
e current week. You may look at past and future
Veeks, but may start games for the current week only.
(Kxception: The Pro Bowl, an Exhibition Game, may
b started from this screen at any time by clicking Pro
. W1, ) You may also simulate groups of games from
this screen.

TOUTEAL.PhQ
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teams and the game is not shown on screen. Because SPEC|AL RERI: : o The League Play —
the computer makes all the decisions and no graphics LEAGUE PLAY -CURRENT SCHEDULE Current Schedule
are shown, asimulated game takes much less time than B el _ screen.

. MEEK ONE: NFLPISS

one that is played.

There are two types of simulated games. Normal sim
games are physics-based games, where the computer
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.

ANNANEAKA A AN &
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Ina fast sim game, the game results are generated
using the players’ ratings, home field advantage,
injuries, etc. Fast sims generate scores and statistics,

0 start a League Game from the League Schedule
sreen:
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1. Click League Play on the Main Menu screen.

2. From the League Play screen, click League Sched-
ule.

Youshould now see the League Play-Current Schedule
screen.

3. Click on the Play or Sim button beside the game to
be resolved.

4. Click on the listing for the game. For example, if you
want to play the game New England AT Miami, 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 [Escf key.

If the game is between two Computer-owned teams, it
will now begin, However, if the game involves a
Human-owned team, continue with the following steps.

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

6. If the team has a password, a password check is
performed (for details, see “Team Passwords” page
167). 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). If the
game is a two-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.

7. Select controls for each team by clickingKeyboard,
Joystick 1, Joystick 2 or Computer.

8. 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.

9. If the current team is the Home Team, click Light
or Dark jerseys.

10. If you are setting up a two-player game, the other

layer takes over and begins with Step 7.

jole: The computer is considered the Head Coach of
ch Computer-owned team and will select Coaching
vofiles using the team’s Team Profile.

tarting League Games from the
igam Schedule Screen

I'he Team Schedule screen shows a selected team’s
mes for the entire season. Only the current week’s
1 e may be started. For example, assume your team
i Green Bay and it is the second week of the season.

1'0 reach Green Bay’s Team Schedule screen from the
Main Menu screen:

I, Click League Play.

!, On the League Menu screen, click Teams & Stand-
ngs.

1. Click Green Bay.

}, Click Schedule.

ou should now sec the Team Schedule screen for

0, Click on the current week’s game: Philadelphia AT
sreen Bay.

I, A dialog box will ask if you want toPlay orSimulate
hils game.

o1
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If 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.”

Starting League Games with
QuickStart

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

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

» After a QuickStart-initiated game is completed, all
unresolved games on the schedule involving ONLY
Computer-owned teams are simulated automatically.

« QuickStart cannot start League Games under the
following circumstances:

a. If the 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 resolved.

b. If the selected team is part of a Career League
that has not completed all preseason activities
(College Draft, Supplemental Draft and Train-
ing 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 cannot
start a League Game with that team until the
following season.

STARTING A PRO BOWL GAME

Ihe Pro Bowl is the NFL’s All-Star exhibition game

tis usually played shortly after the Super Bowl. In
‘ootball Pro, you can elect to play this game at any
e during the season. The best players from the
Ntional and American conferences will be selected by
| tombination of the players’ ratings and their statis-
ies. You can set your own criteria to determine the Pro

' If you choose Default, you will start the Pro Bowl
ime immediately.
i}, [f you chooseCustom, you will be taken to the Player
Ratings Profile Lditor. From here, you can apply or
(it a previously saved set of criteria, or you may edit
he default criteria.

4, Choose the Player Position for which you wish to set

'1o Bowl selection criteria.
After you edit the criteria, click on Show Results.

. You will then be taken to a ranking of the players in
e chosen position.

L Click onReturn to go back to the Equation Screen,

! __You can save the criteria under a new name or over
evious name, by clicking on Save Profile,

- '_yers selected by your criteria.
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COIN TOSS

After you select and start a game, you will see the coin
toss. A coin toss at the start of each game determines
which team gets the ball first. The Visiting Team’s
captain calls Heads or Tails. The team winning the
toss may choose whether to Kick or Receive, OR may
choose whether to defend the North Goal or Seuth
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, whoever loses
the opening coin toss gets first choice after halftime.

PLAYCALLING & ACTION MODES

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

Playcalling Modes

The Playcalling mode determines how plays are dis-
played on the Playcalling screen and how much con-
trol you have over player substitutions. The following
is a summary of your options in each of the Playcalling
modes:

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

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

\ 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

| Basic mode, the computer will automatically substi-
for players who are injured or tired based on the
im’s Coaching Profile. You do not have the option
) make your own substitutions.

:- nﬂﬂl"d
| Standard Playcalling mode, the Play Diagram win-
0Ws of each team’s Game Plan area show diagrams of
ll player movement paths during the AFTER THE
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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 name of'the play is displayed below
each diagram.

When you make substitutions in Standard Mode, the
play clock will stop while the Substitution window is
displayed. The computer will automatically substitute
for players who are injured or tired according to the
Coaching Profile. You may choose to make additional
substitutions for a particular play, but if you subse-
quently choose another play, the computer will disre-
gard your previous substitutions and again make its
own substitutions based on the Coaching Profile.

Advanced

In Advanced mode, you can customize playcalling any
way you choose from the ficld by pressing [F3].

Your options are:

Computer Substitutes For Fatigue: This lets you
determine if the computer automatically substitutes
players infout for Fatigue. (See “Substitution TN/
OUT” on page 61 for more information on fatigue
subs.)

Show Plays As: SelectPlay Type to show the plays on
the Playcalling screen as play types. SelectDiagram to
see diagrams of the specific plays on the Playcalling
screen, and select Number to see only the specific play
numbers. (If you choose Number, you will need to
memorize the plays in your Game Plan or print them
out.)

e
| { titute Duration: This sets the length of time that
bititutions are in effect. Current Play will keep your

yer substitutions for one play only. On the next play,
layer that was originally assigned to the play will
as in the standard Playcalling mode. Until
hanged will keep your player substitutions until you
inge them or for the rest of the game, whichever

ames first. (Players will still be substituted out for
juries in cither mode.)

Iy Clock Runs During Subs?: Ifthis is selected, the
ime clock and 40 second clock will tick down nor-
illy while you substitute players. Ifit is not selected,
¢ clock will stop while you make substitutions.

~J- hlight Suggested Play?: If this is selected, the

Ity Type, Diagram, or Number that the Coaching
tofile suggests will be highlighted in white.

YCALLING SCREEN

lie Playcalling screen is divided into three parts: the
ip third is the Visiting Team Game Plan area. The
dle third is the Scoreboard. The lower third is the
lome Team Game Plan area.

'0u can use a mouse, joystick, or keyboard to control
ie Playcalling screen. Because most players will be
§ing a joystick, the following directions refer to
lystick control. For information on other types of
introllers, see the Quick Reference Card.,
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Bl Note: To substitute a
player, you must first click on
the play, then click on Sub-
stitution. The playercanthen
be subbed out.

Calling Plays

Each team’s Game Plan area is divided into four Play
Diagram windows. Each team’s Offensive and Defen-
sive Game Plan may contain up to 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) to decoy
your opponent.

In Basic and Standard Playcall modes, play group
buttons numbered from 1 to 16 are shown on the sides
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.

When playing Football Pro in 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, or player scts, click on your chosen
play, then click SUBSTITUTION. A substitution
window will pop up.

1oll the highlight up or down through the list of

16 following information is shown for each plaver:

08S: Player’s normal roster position (with a letter
breviation), his position on the depth chart (indi-
led by a number after the position abbreviation), and
¢ on-field position he will take for the selected play
hien chosen as a substitute. For example, the third
ring tight-end would be listed as TE3. After you put
im in the game for your first string halfback (who is
ited as HB1), his POS will appear as HB1(TE3),

\0).: Player’s jersey number.
' E: Player’s name. Normally, the name will
ipear in gold. However, during a game, players may
0 on “hot” or “cold” streaks. When they begin those
teaks and are available for use, you will be notified
ith a message, i.e. “Barry Sanders is hot,” or “Barry
'd_cl'S is cold.” Occasionally, a player’s name will be
llown in black. This indicates that a player is injured
I' Was injured in a previous game. When a player is
jjured during play, he must leave the field. When he
Cuperates sufficiently to return to play, you will be
_ﬁed with a message: “Ricky Watters is available,”
I example.

ffective Ratings: The next eight categories (SP, AC,
G, ST, HA, EN, IN, and DI) are a player’s Effective
itings. These ratings range between 0 and 99 and
sent a current measurement of the player’s skill
s. The higher the rating, the more physical or
ental skill the player possesses. The lower the rating,
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the lower the skill level. For more information on
ratings, see page 176.

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
affects 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 to
get.

Gold Player is becoming fatigued, but not
enough to warrant substitution.

Orange Player is tired and should be subbed

out so he can rest.

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

Keep in mind that the player’s maximum ER will
decline the more he plays. If a player’s maximum ER
is 100 and he is at 100, the number will be shown in
Purple. If his maximum ER is lower than 100 and he
is at this maximum, the number will also show in
Purple. How quickly a player’s maximum ER declines
is a function of his endurance (EN). The higher his
endurance, the less his maximum ER will decline
during play.

/OUT: This is the ER level (or fatigue level) at
1C h players will automatically be substituted in or
_,f the game. You can set these percentages for
lous positions in your Coaching Profile.

I example, you might indicate in the Profile that
I Receivers should come OUT of the game when-
I their ER falls below 75 percent, and should go
Kk IN when their ER reaches 90 percent. If you do
select your own position percentages in the Profile,
‘omputer will substitute all positions according to
0 default percentages of OUT=70%, IN=85%.

make a substitution yourself, highlight the player
ll want to take out, and press button A. If you change
Ur mind about the player you want to remove from
¢ pame, click CANCEL. You may substitute as
1y players as you wish before clicking READY -
l AK' to call the play

Ndow changes to show all players available for
bstitution. To make the replacement, either double-
on the player you want to putin, or highlight him
lick OK. Once you make your substitution, all
nt players in the game are shown again. Click OK
uccept, or CANCEL to refuse the lineup change.
Itk READY - BREAK! when you are ready to call

:play

ubstituting Player Sets

Itk the Sets button to substitute multiple players at
jame time. This is especially useful for substituting

I6e you select a player to take out of the game, the
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a group of players with bigger size, high speed, or high o _ se
hands ratings. 1 Name Description

IPATD Field goal/PAT defense
FGPASD Fake FG defense, pass

FGRUND Fake FG defense, run

'oup #2: Punt Plays:

Iense

Click the name of the Set you want to substitute, then
click OK.

1 Name Description

.fn apd Punt
KPNTPAS Fake punt, pass
{PNTRUN Fake punt, run

Special Teams/Regular Plays ofense

For most of the game, you and your opponent will call Name Description
regular plays. When the Playcalling screen shows UNTRET Punt return
regular plays, the SPECIAL TEAMS/REGULAR KPNTPSD
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 rfoup #3: Clock Management:
your special teams plays, click on the SPECIAL Miense

TEAMS button when it’s available. To return to
normal offensive or defensive plays, click on the
REGULAR PLAYS button.

Note: You can only create and modify Sets in the Play
Editor.

Fake punt defense, pass
Fake punt defense, run

lay Name Description
'13! CLOCK QB kneels behind line

'OPCLOK QB spikes ball into ground (also

Listed below are the offensive and defensive special filable at the end of cach play)

teams plays in each group:
. The REGULAR PLAYS/SPECIAL TEAMS
itton is inactive if only one specific type of play is
Vailable. For example, you must choose a kickoff
lay at the beginning of a game. Also, in the last few

Group #1: Field Goal and PAT-Specific Plays:
Offense

Play Name Description leonds of a half when outside the field goal range of
FGPAT Field goal/PAT kick r chosen Coaching Profile, yvou will have to manu-
R EIH Fake FG, pass ) swilch from regular plays to special teams plays
J iry long field goals or to call clock en
FKFGRUN Fake FG, run ys. ¢ oo anasement
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Two-Point Conversion Attempts

To attempt a two-point conversion, click on 2-POINT
PLAYS from the Playcalling screen, or a faked FG
pass or run play from the Special Teamsscreen. If you
are successful in taking the ball into the endzone, your
team will be credited with two points. If the defense TION MODES
intercepts a pass or recovers a fumble on the attempt,
the ball is dead and no points after touchdown (PAT)
are credited to the offense. Note: According to NFL
rules, if the offense advances a blocked PAT kick into
the endzone, they are still only credited with I point,

i click READY - BREAK! without selecting a
your team will run the suggested play. If the
¢ clicks READY - BREAK! first, the defense
y about 10 seconds left to call its play.

Action mode you select determines your level of
0l over the action on the Play or Practice Field.

It mode is essentially a coaching-only mode. On
lise, you must snap the ball, but you cannot control
015, In Standard mode, the computer controls all
players until you take over. Advanced mode ex-
A you to control almost everything on the field.

Time Out

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

i bokth definse has aly 705605 i You may mix and match Playcall and Action

¢ levels to suit your abilities and Dpreferences. For
iple, if your biggest strength is on-the-field play,
could choose Standard Playcall mode and Ad-
i Action. On the other hand, if you prefer a

bhing game, you might select Advanced Playcall
¢ and Basic Action mode.

Note: You may also stop the game clock by pressing
and holding joystick button B, then pressing button A
either on the Playcalling screen or before the ball is
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 up to three times each half igteam informationisshown  The game score and quarter  Indicators are displayed for the

and two in each overtime. p half of Ithe scorgbo?rq, scores. A gray box indicates the current down, yards to go for first
1e team qurma_tron isin quarter being played. If the game down, scrimmage line (the ar-
half. The Situation Num- is in overtime, a gray box will ap- rows show which team's half of the

g ach team SCOaCJ o pear aroul t S p Yy .
n iDB 14 nd ' e lette OT" ir Eld the ba 8 Ia CIO k.
” I },al d C

&

Scoreboard

The scoreboard in the middle of the Playcalling screen
shows the current status of the game (see opposite

page). e — i
00 10 o in (= TIME DUTS 08N
_ . 1o i BALLON
After choosing the play you want from the Game Plan i g0 _00..03. 0o U . PLAY CLOC

area, click READY - BREAK! to accept and run the
selected play. Once you click this button, the cursor
disappears and you may not call time out, change the

Possession sindicated byafoot- Thewind indicator shows current  The game clock indicates time

v iskeenbsiintons; orge the Game Settings ball icon above or below QTR.  wind speed and direction. remaining and the number of
screen until you are on the field. Ilmehms IR o s
eam.
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" In Basic Action mode, the computer controls nearly

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. Mous¢
control is not available. For information on using the
keyboard, see the Quick Reference Card.

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

other functions are controlled by the computer.

'ﬂefensive audibles in the same way as offensive
'_Ies. The defensive audible default settings are as

Note: You may press the[Pause] key on the Playcalling
screen or on the field to pause the game.

Joystick Up—-Pass Coverage: Man to Man
Joystick Down—Pass Coverage: Zone
Joystick Left—Run Coverage: Outside
Joystick Right—Run Coverage: Inside

everything. You may 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 com-
plete control until the play is over. :
e outs: Same as for Offense.
Offense

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

| other functions are controlled by the computer.

Kking & Punting

_ Ball: Same as for Offense.
e outs: Same as for Offense.

‘other functions controlled by the computer.

The offensive audible default settings are as follows:
©au £ andard
Standard Action mode, the computer will control

yers after the snap until you choose to take control
h the joystick or keyboard.

Joystick Up—Pass: Long

Joystick Down—~Pass: Short
Joystick Left—Run: Outside
Joystick Right—Run: Inside

Time outs: Before the snap, hold down button B and

I must snap the ball on offense. The computer will
then press button A. )

prevent illegal motion penalties. If you wish, you
y call audibles or time outs before the snap.

67
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After the snap, you may take control of the quarterback
or other current ball carrier. To take control, move the *
joystick or press a keypad directional key. Handoffy
and timed passes are run by the computer as dias
grammed, but you may take control of the ball carrier
after the handoff or completion of a timed pass. You
may control the quarterback 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 do not take
control of these actions, the computer will.

carrier’s chances of breaking the tackle, but also
lbases the chance of a fumble.

ick-off pass: After the snap, move your QB to the
ip position. Press button B to enter Passing mode
select the primary receiver on the checkoff list. If
| think the receiver is open, press button A to throw
ball. If he is not open, press button B to check the
il receiver. If you continue to press the B button,
ir QB will check the primary receiver every other
‘while moving down the list of alternate receivers.
ou have checked Receiver Checkoff on the Detail
lings screen, then the QB will not alternately check
primary receiver. Instead, he will proceed sequen-
ly through his receivers according to the color

1,

les listed below.

Note: When you take control of a player and change
his divection with the joystick or keypad, it may take q
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.

leceiver window appears for receivers who move off
§creen. The border of the window is color coded to
licate the order in which the quarterback will check

Audibles: S as Basic mode.
ame as 1. White 6. Gray

Time outs: Same as Basic mode. 2. Yellow 7. White
3. White 8. Black
Snap ball: Press button A. The computer will make 4. Orange 9. White
Tllegal Motion calls — if your players are moving 5. White 10, Red (sideline)

forward during the snap, you will get a penalty.

o

er checking the last receiver on the list, press button
n to change your target to the sideline. Now you
ess button A to throw the ball away and avoid a
K. The QB can also do a “roll-out pass.” The QB can
limble to the left or right and throw while scram-
Ng. Keep in mind that a scrambling QB can only
OW at certain narrow angles, depending on which
fection he is turned. If the QB stops and then throws,
Will regain normal accuracy and broader angles.

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

Leap: Press button A with the joystick centered to gel
your ball carrier or receiver Lo leap straight up. This
may help the receiver catch a high throw.

Break tackle: When the defense closes in on your ball
carrier, press button B. Your runner will either stiff:
arm the tackler or do a spin move. This increases the

med pass: The computer will retain control of the
rterback until the pass is thrown.

fejd awey .
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Bullet pass: Press button 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 a lob, but, because of its lower trajectory,
cannot be thrown as far and is more likely to be
knocked down by pass rushers.

Lob pass: Press button B to enter Passing mode, then
press button A a bit 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 a bullet
pass.

Receiving: While a 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. Aflter 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 who returns a
punt or kickoff. Y oumay 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 dircctional (arrow) keys.
If you do not, the computer will retain control of the
ball carrier on any return.

Audibles: Same as for Basic mode.

Time outs: Same as for Basic mode.

Dive: Push the joystick in the direction you want to

‘and press button A. Diving tackles increase the
nce that your player will cause a fumble, but also
tease the risk of injury for both the defender and the
Il carrier. Also, diving tackles carry a greater risk of
Nsing the ball carrier entirely.

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

atch: On punt returns and kickoffs, press button
le the ball is in the air to have your kick returner
for the fair catch. If he is in the end zone, he will
wn the ball. Once you have signaled for a fair catch,
'can also avoid catching the ball by moving your
lyer out of the catch zone before the ball arrives.

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

iking & Punting

ap Ball: Same as for Basic mode.
me outs: Same as for Basic mode.

ning Up & Kicking: You have 10 seconds to choose
angle and aim. Use the techniques explained in the
king Tutorial on page 26. If you take more than 10
s, the computer will choose the angle and aim
you. Human-controlled kicks have a slight advan-
¢ in distance and accuracy.

FOOTBALL PRO

‘87 SEASON

B Note: Youmaydownthe
ball in the endzone after you
catchit by pressing buttonB.
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uarterback will throw the ball to a designated spot
the field at a certain time. It is the receiver’s
onsibility to be there.

Advanced

In Advanced mode, you must control nearly every
action of a player on the field. On offense, you control
the ball carrier. On defense, you may control any

player and may switch players during a play. teiving: While the pass is in the air, you may take

trol of the receiver by pressing button B.

Offense

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

fense

| defense, you may take control of any defensive
yer and call time outs or audibles prior to the snap.
ler the snap, you may switch to the player closest to
b all or Catch Zone, and make your player dive or

. You may also signal a fair catch on kicks, or
Wi the ball in the end zone.

ivanced mode defensive controls are the same as
e in Standard mode.

Audibles: Same as Basic mode.

Gking & Punting
I must control the entire kicking process. You must
Ip the ball, pick the angle, and aim.

LAYER CURSORS

Il carriers and players under human control are
tked with cursors over their heads showing their
by number and status.

Time outs: Same as Basic mode.
Snap ball: Same as Standard mode.
Dive: Same as Standard mode.

Leap: Same as Standard mode.

Stiff Arm: Same as Standard mode.

Bullet Pass: Same as Standard mode.
Lob Pass: Same as Standard mode.

Check-off Pass: Same as Standard mode.
Timed pass: After the snap, you must take control 0
the quarterback. Press button B to enter passing mode
and select a preassigned pass location. In a timed pass,

73
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Players with the Ball

For offensive players, the cursor displays black num-
bers on a green 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.

tch Zone

en the quarterback has thrown a pass, a red target
with a orange ‘X’ in it will appear where the
iver should be to catch the ball. This target is called
Catch Zone.

\n and Yardage Markers

' down marker is orange with gray and black
pes. Yardage markers are orange with a circle on

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

STANT REPLAY

DU are on defense, you will be able to chooseInstant

Players without the Ball

For most offensive players without the ball, the black-
on-green cursor will have awhite border; the cursor for
an intended receiver, however, will have an orange
border. The green-on-black cursor for defensive play-
ers will have a red border for players without the ball,

you are on offense, after each play you will be
mpted to choose either StopClock or Select Play.
jou select StopClock, you will immediately go back
the field view and your team will run the
OPCLOCK play.

fejd awey .

You may toggle on number cursors, positions, or last
names for all players by pressing [F5]. You will notice
that, no matter what appears above all players, the
player with the ball and players that are controlled by
a human will have a number cursor above them.

'ou choose Select Play, you will be given the choice
itch an Instant Replay or Continue. Click on
nue and you will go to the Playcalling screen.
| shortcut: Press [F4] to replay the last play
npleted.

Interface

:n you select INSTANT REPLAY, the VCR
en scrolls into view and the VCR control panel is
played at the top of the screen. You may use mouse,
dtick, or keyboard control on the VCR.

ym left to right, the VCR control buttons are:
Eject: Exits VCR. [Q]

Disk Access: Loads and saves VCR tapes. [W]

74

78



FRONT PAGE SPORT

Bl Note: [F4]bringsupthe
Replay screen from the

Playcalling screen.
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| t&ll CAMS™: Opens and closes the Camera Angle

-’L?ﬁi Player Detail: Displays player’s numbers, posis
= tions, last names, or nothing above their heads
while on-field. [E]

! Management System™, CAMS™ will remain opel
until you click the CAMS™ button again to close
it or press [R].

4 I Beginning: Jumps to the beginning of the tape.
[T]

144! Fast Reverse: Runs the play backward quickly,
Y]

4 || Reverse: Runs the play backward at normal speed,
' If the PAUSE button is on, the play will step back
one frame per click. [U]

H.!-ldl‘ Pause: Pauses replay. The PAUSE button. willl
’ remain locked until you click on it again. If
PAUSE is activated, pressing the PLAY button
will advance the replay one frame. Pressing the

REVERSE button will reverse the replay one

frame. [1]

PAUSE is turned on, PLAY moves the play for-
ward one frame at a time. |O]

llﬁ‘j\ Fast Play: Runs the play forward quickly. [P]
L!.!.ji End: Jumps to the end of the tape. [ [ ]

'ip| Slow Mo: Plays the tape at half speed. To resume
— normal speed, click the slow button again. | | ]

Play: Runs the play forward at normal speed. If

I ngg) Angle Management System"

Ig the CAMS™ interface, you can change the
era’s location, angle, and direction, even while the
: is running. If you change a _camera position

ings will be used. With CAMS™, you are able to

Sonalize the camera coverage of the game to suit
I tastes and viewing preferences.

~ Pan Left/Right
Pitch Up/Down

%z

Zoom In/Out

N

Raise or Lower

 buttons on the CAMS™ panel offer the following

lions. 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 active camera
1o zoom in on the selected object or on-field action.

Zoom Out: Changes the focus of the active camera
o zoom back for a more long-distance perspective
of the selected object or player.

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.

FOOTBALL PRO
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Bl Note: See tutorial #4
fora CAMS™ walkthrough.
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[C] Resets the current view to its default camera
location.

[D] Resets all views to their default camera locations
and returns you to the default camera mode.

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.

NOTE: You can load a different set of default CAMS
views. (Before doing this, finish any saved games, or
they will be deleted,) Then, from your FBPROY]
folder, type OLDPRO. To return to the original views,
type NEWPRO insicad — again, finish any saved
games first.

The gray button next to the MODE Window is used 10
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 the red button, When the View Assignment
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 field,
the view will change to the one assigned to thal
number,

CAMS™ Joystick Interface

The following functions can be controlled by the
joystick:

Function Buttons
Move None
Elevate A
Rotate B
Zoom A+B

| example, to move the current camera position,
8 [F6] to bring up the CAMS interface, then move
nystlck (with no buttons pressed) to place the
lera where you want it. To zoom in, press both
ons and move the joystick forward until you have
right zoom level.

le: If the pointer is placed over a control, pressing
Joystick button will activate the control that the
liter is over. This allows proper mouse functional-
80, when using the joystick to manipulate CAMS
ke sure that the pointer is NOT on a CAMS control.

ERA AND REPLAY MODES

utball Pro provides a variety of options for control-
| the cameras that cover the on-field action.

1) as the camera’s focal point. You can adjust the
ce of the camera to the player, the camera’s
Vi tmn, and also rotate (lcﬂ;/rlght) around the Obj ect.

ject, and will zoom in and out automatically to keep
bject at a constant distance. This stationary
iera can be placed anywhere. Its physical location

Fget Area: Allows you to define preset cameras for
h of nine field regions. With this mode, the camera
the selected field region will center on the catch
¢ while the ball is in the air. Once the ball is caught,
cameras in each region will “track™ the ball until
ball leaves that camera’s region. When the object
\ctive, the active camera will be the one in the zone

79
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B Note:TargetAreamode
is best suited to Coach-only
play, since the constantly-
changing views make it diffi-
cultto control players.

where the ball is located. Target Area. To define targel
area views:

1. Open CAMS™ and set Mode to TARGET
AREA.

2. Set each individual zone’s camera view (lefl
short, middle short, etc.).

3. After you have set the views you want, sl
WHAT to ACTIVE and assign each view to 4
specific number key.

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
what happens 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 ball in flight during pass
plays. When the QB is checking off receivers, they
appear in a pass window.,

Ball Carrier: When the Ball 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 checking off
receivers, they appear in a pass window.

Check Intended Receiver: In run plays, the camera

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.

eted-Off: When a human is on offense, the camera
| track the offensive player that you (or another
1an) control. If you are on defense and the computer
I offense, the camera will follow the ball carrier,

geted-Def: When a human is on defense and the
Iputer is on offense, the camera will track the

| follow the ball carrier.

{ ted Player: When a human plays the computer,

| mera will track the player that the human con-

8, whether on offense or defense. If two humans are
ying, the camera will track the human-controlled
énsive player.

Hlation: (Available only during replays.) This brings

Llist of players who were in the previous play. Click
Al player’s number or position and the camera will
gk only that player during the replay.

JITING VCR TAPES

ien you save replays to disk as a “VCR tape,” you are
) to rerun, reedit, and re-save the camera views on
‘play as many times as you wish for every single
me of tape.

edit a tape you are viewing, open the CAMS™
itface by pressing [F9] or clicking on the CAMS
lon. As long as the CAMS™ interface is on the
bn, you are able to alter the viewing perspectives for

i

‘current replay.

) camera positions you select while rerunning tapes
ition, the camera positioning interface must be
ing, and the frame must be “played” with the new
\era settings. Once recorded, the new camera set-
8 will be saved with the tape.

‘87 SEASON
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Remember that while you are watching a replay, 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.

GAME HIGHLIGHTS

During League games, the computer will automatis
cally save five plays as highlights. Highlights from
League games may be viewed between games by
choosing Show Highlights on the Box Score screens;
you may overwrite computer-saved highlights with « Double-click the highlight that you want to
your own choices (or save highlights in Exhibition Keep.

games) by clicking the Disk Access button and choos: 4. Your view will now be from the playing field
ing Folder. A dialog box will ask whether you want 0 You can view the highlight, edit it, or save it as if':
go to User or Game. Select Game and then type in 4 ' ’
line of text to describe the replay. When you are
finished, click on Save As. You may also view high-
lights during the game by selecting Instant Replay
after a play, clicking the Disk Access button and
choosing Load.

ilights for the previous week’s games will be
led from the \TAPES\GAME folder. If you wish
ep these highlights so you can trade them with
! .f;?f'ootbaf! Pro owners or view them later, do the
..-..v ng:

on Show Highlights from the box score
en in the game where the highlight(s) occurred.

} . Click on the Disk Access button.

0. Click the Folder button and change to the
\TAPES\USER folder.

/. Click on Save As (or Save if you want to save
over an existing replay). Type in a brief descrip-
When you clickLLoad and go to the GAME folder, a lis| tlon of the play, if you wish. Press [Enter].
appears showing five replays that have been saved for
this game. Each play is marked with a “C” prefix t0
indicate that the play was saved by the computer. (The
replays you saved will have a “U” prefix.) Click a ling
to select a play, then click Load or just double-click on

the replay you wish to load.

I8 will change the replay’s prefix from C to U and
© it in the TAPES\USER folder. This allows you to
in | the highlight at the end of the week.

send highlights to a friend, copy the *.DAT files
_yourSIERRA\FBPR097\TAPES\USER folder
- your friend’s \USER folder. He can view the
llys by loading them from the VCR.

During a league game, the computer may overwrite i
computer-saved play, but not a human-saved play.

Note: To reduce the hard drive space needed 10 [t is also possible to save and trade other types
simulate a game, you can delete the FBPRO97\ TAPES les (such as Leagues, Custom Plays, Coaching
folder. However, this means you will have no high files, or Game Plans) with Football Pro. See page
lights tapes. | Jor details.

TRADING HIGHLIGHTS

At the start of cach week, all of the computer-saved

FOOTBALL PRO
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FOULS & PENALTIES
If any player on the field commits a foul, the referee A 3 E
will gpgeaj; after the play to name the foul committed, il against Kicking Team
the player, and the penalty. The team fouled may either k ir catch interference Fifteen yards
accf:ept gr dcclinc. tlhe p;niillty{‘ Sogle penalties ar:; llegal block Ten yards
enforced automatically. Following is a summary 0 il P
Football Pro s fouls an penaltiei, " | against Receiving Team
egal block JTen yards
'Foul against Offense
Delay of game Five yards
False start ) Five yards
Illegal forward pass _ ‘ .
— Second forward pass Loss of down
- — Forward pass after ball has passed line once  Loss of down g
— Forward pass beyond line Five vards, loss of %
down
Tllegal formation Five yards a 5
Illegal motion Five yards =
Ineligible player downfield Five yards
Intentional grounding Tenyards, loss of down
Holding Ten yards
Pass interference Ten yards
Offside Five yards
Personal foul Fifteen yards
Foul against Defense |
Encroachment Five yards
Holding Five yards, lst down
Pass interference Ball at point of foul,
1st down
Offside Five yards
~ Personal foul F iﬁégnyards,lst down
84 85
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WEATHER

There are four main weather factors during games.
When the weather is hot, energy is lost at a faster rate
and the ball flies farther on throws and kicks. When the
weather is cold, players are more likely to be injured
and the ball does not travel as well. Wind can make
cold weather even colder (wind chill) and has an effect
on the football in flight. Humidity can make warm
weather even warmer (heat index) and alter the dis-
tance the football will fly.

IANGING GAME SETTINGS

Ing a game, you can change Playcall mode, Action
e, controls, and other game settings. To make
i changes, open the Game Settings screen by
sing [F7] while you are on the Playcalling screen
on the field prior to the snap.

aycall Mode, Action Mode

t Basic, Standard, or Advanced Playcalling and
tion modes for each team.

Conditions may be settoClear, Partly Cloudy, Cloudy,
andRain/Snow. The amount ofcloud cover canmodify
the effects of temperature. Rain will make the field
muddy and increase the chance that players will lose
their footing in the mud or in snow. Rain/Snow also
makes the ball slippery and harder to catch.

‘ _t Joystick 1, Joystick 2, Keyboard, or Com-
T coqtrol for the home or visiting team. Buttons
[ unavailable devices are grayed out.

pound Rules

following rules may be toggled on or off: Fatigue,
nalties, Injuries, Fumbles, Interceptions or 40-
tond clock. (Can be changed during game for
hibition Games only.) Per NFL rules, if the offense
Ibles with less than 2:00 left in the first half or 5:00
the second half, only the player who fumbled the ball
';.:' radvance it. If another offensive player picks up
0 ball, the ball is dead at that point.

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

le: When the 40-second clock rule is turned off, the

me clock will pause until the snap if the 40-second
ek runs out.

[Wiset Conditians

0 Wind Speed (Mph)
Temparature (F)
T 20 Humidity (%)
Shlew
e ur
lr-llicleudg
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Bl Note: Select None for

no stadium or crowd.

CHANGING GAME DETAIL

Press [F3] to show the Detail Settings dialog box. This
box lets you adjust the graphic detail as needed to
increase the game’s speed on computers with slower
Processors.

er Information: Allows you to set the text above
¢h player to None, Name, Number, or Position.

[ X ture: Allows you to turn off the detailed textures
I the Crowd, Endzone, Field, and Sky.

SIDELINE REPORT

DETAIL SETTINGS

Crowd: Switches the crowd cheers On/Off.

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

Horn: Switches the air horn On/Off.

eceiver Checkoff: If this is checked, then the quar-

Sta dium. rback will not alternate between the primary receiver

Model: Allows you to change the stadium in which
you are playing.

arterback will simply check off the list of receivers
I order of priority. See page 69 for details,

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

K: accepts changes and returns to the game.

_ _ ancel: cancels changes and returns to the game,
Extras: The following details may be switched on or

off.
Numbers: Field Numbers.

-}_i: may turn some individual Field Detail options
0/Off from the field by pressing the appropriate “hot

Weather: Rain/Snow animation. Bys.” (See the Quick Reference Card for details.)

Goal Posts: Goal Posts at each end of the field.
(Youshould probably have these on during a Field
Goal or PAT!)

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

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

Referees: Referee animations for penalties, first
downs and touchdowns.

FOOTBALL PRO
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QUITTING AND SAVING GAMES
IN PROGRESS

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

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

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

The next time you start Football Pro, you will be btold,
“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. If it is a League
Game, you may either Play/Watch, Save for later, or
have the computer Simulate the remainder of the
game.

Any games you save for later can be restarted from the
Main Menu screen by clicking on Restart Saved
Game. Next, highlight the game you want and click
OK to continue it.

HE PLAY EDITOR

lay Editor allows you to create your own, cus-
mized, offensive and defensive plays. This section
llows you how to use all of the Play Editor pulldown
enus, how to use the Play Wizard to create new
lays, and how to use the Play Editor to edit plays. It
hows you how to load and save the plays you
eate to your Game Plan with the Game Plan Editor,
u d how to load them later to your Coaching Profile
|r1- the Coaching Profile Editor.

'E PLAY EDITOR SCREEN

0 open the Play Editor, click on the Play Editor
itton from either the Turn To... or Exhibition Play
reens.

Football Peg '97

e ot Lo T —
Ou will sce the entire width of the playing field and
oximately 40 yards of the field's length. Each
stripe represents ten yards. The heavy black line
s the field is the line of scrimmage, which is
Ways at the offense’s 20-yard line. The scroll bar on

I T e T

a1

FOOTBALL PRO

The Play Lditor
screen.
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the right side of the screen may be used to scroll up and
down the filed. You may re-center the screen on the
scrimmage line by pressing [Home] when the mouse
pointer is on the field.

Symbols : DELWPS93

FOEBWPSS0

When a play is loaded. several types of symbols and FILFPNTA
; : i FPRD
lines will appear on the field. The table below lists R
some symbols and what they represent. FSPRPMOT

FSPRPMOZ

[ Blue square Center
@ Blue circle Other offensive players
e Blue line Offensive movement Path
. Light blue line Offensive player’s path after taking
handoff
; ; log box. This window shows up to six source and
= = = Orange dotted line Timed Pass -customizing categories: File Type, Team Side,
Various Check off receiver routes colored lines y Type, Direction, Distance, and Coverage.
@ Red circle Defensive back B e
Bz Red square Defensive lineman lis category splits play files into three types: Forma-
i, Stock, and Custom.
«  Red triangle Linebacker i ’ e
waes Red Tine Defensive movement path 'mation files are initial play templates. Eleven
: ers are placed in formation on the field but no
O Red open box Defensive pass coverage zone ore The Snap or AFTER THE SNAP logic is

ed to them. Use these files when designing a new

y from scratch.

ek play files include any of the over 300 ready-to-
plays included with Football Pro.

stom files are plays that you have built from scratch
odified and saved from a Stock or Custom play
There are over 10,000 plays you can choose or edit
the FBPRO97\EXTRA folder on the CD. You can
| " hese as they appear in your Game Plans, or modify
om to make new plays of your own.

Play Editor Pulldown Menus

There are five pulldown menus along the top of the
main window of the Play Editor. This section describes
the function of each menu selection.

Play Editor Menu
Load
Click on the Load button to display the Load Play

FOOTBALL PRO

The Load Play
dialog box.
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Play Naming Conventions

Most ofthe offensive stock plays use the following
naming convention:

4 letter formation description

R/P for run or pass.

Motion: S=shift M=motion B=both N=none.
ID number: 01 02 03 04 etc...

For example: TWNGPNO2.ply is Triple Wing,
Pass, No motion, 02

Team Side
You can work 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. Stock plays
may be either Run, Pass, or Special teams plays.

Custom plays are divided into Regular plays and

Special teams plays.

Direction

If you have chosen either Run or Pass Stock Offense
plays, you may also select the Direction of the play.
Choices include: Stock Offense 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.

Distance

For Pass plays, you may choose Distance: Short,

Medium, or Long.

Coverage

For Stock Defense plays, you may choose the type of
Coverage in the play. Pass options are Goal Line, Rzzl
Dzzl, Short, Medium, or Long. Run options include

Goal Line, Rzzl Dzzl, Left, Middle, and Right.

ote: Although you cannot change the logic on spe-
_I'-", teams plays, you can substitute the players you
it in these plays. See “Assigning Players to Plays”
it page 117 to see how substitutions work.

0 load a play, you can double-click on its name in the
il box, or highlight its name in the list box and click
K. Ifyou know the name of the specific play you want
load, you may type the name of the play in the Load
iy edit box, and click OK.

tock play, click Saveunder the Play Editor menu to
¢ your play. A dialog box asks you to name the file

hin eight characters, and are subject to DOS format
mitations. The computer automatically adds the ex-

ame Lo avoid ovemntlng the original play. If you
:_.-- to modify an existing Custom play permanently,
ve the modified version under the same filename.

ote: When you save a play, be sure to correctly
ify the type of play you have made. The play type
specify here will be shown on the Playcalling
reen (when you use Basic mode) and in the Coach ing
0files. For example, if you have designed a play as
run to the right, but save it as a Pass Left Long, it will
__.s__’aved and used by your Coaching Profile as a pass.
Otice that the play type is displayed in yellow letters
bove the play diagram in the Load or Save windows.

here To Save Plays

U may save your new or modified play wherever you
hoose. However, we strongly recommend that you
ve plays in subdirectories of your
RRA\FBPROS'? folder. A default subdirectory
lllled CUSTOM is available for this purpose.

you copy files to another computer, you must dupli-

FOOTBALL PRO
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cate the original folder structure of these files on the
other hard drive if you want use those files in a custom
Game Plan. If the computer can’t find your plays, you
will see empty play slots in your Game Plan.

Flip
This 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.

Erase

When you select Erase, you are prompted for what part
of the current play you would like to erase, depending
onwhatis loaded. It only erases from the screen. [tdoes
NOT delete a previously saved file from your disk.
Your choices are:

Offense: Erase the entire offensive play.

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

Defense: Erase the entire defensive play.

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

Add Play To Game Plan

After you create or edit a play, you can add it to a game
plan. You must have a game plan open in order to do
this. #

Print

If you have a compatible printer connected to your
computer, you can print out your plays. Selecting Print
brings up a dialog box with the printing options
available. Choose the appropriate buttons for your
configuration and what you want to print.

The following check boxes appear at the bottom of the
print dialog box:

Play Diagram:
Full Size — Prints the play diagram at full size.

Mini — Prints the play diagram as a thumbnail
image.

None — No Play diagram prints.
iy Logie Text:

All Logic — Prints a list of each position's logic
before and after the snap.

‘Before Snap Only — Prints a list of each position's
logic before the snap.

After Snap Only — Prints a list of each position's
logic after the snap.

None — Print no logic.
rint:

Play — Prints the diagram/logic combination you
selected.

Plan — Prints the open Game Plan.
Profile — Prints the open Coaching Profile.

art the Play Wizard which allows you to create new
ensive and defensive plays in just a few steps. This
i discussed in detail on page 100.

am’s 20-yard line. Place-kicking plays (ficld goals or
Ktra points) starl from random places on the field
een the 50-yard line and the defense’s goal line.

Il appear. PRACTICE is not available if only a

i ensive play has been loaded.

___.the Practice Field, game controls work the same as
i\-‘.the real games. To adjust the Game Settings, press

prior to the snap. Use [Backspace] to restart the

Jo1p3 Aejd 8yj
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Football Pro
Position
Abbreviations

Quarterback QB
Running Back RB
Halfback HB
Fullback FB
Receiver R
Wide Receiver WR
Tight End TE

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

Linebacker LB
Cornerback CB
Safety S
Kicker K
Punter P

play at any time during Practice (except during a kick),
Press [Esc] to quit Practice and return to the Play
Editor.

Return

This exits the Play Editor and returns you to the
previous screen—either the Exhibition Play screen or
aTeam Data screen. If you have made changes to aplay
and have not saved them, a dialog box asks if you wanl
to Exit (discarding the changes), Save then exit..., or
Cancel.

Game Plan Menu

All of the Game Plan pulldown menus are described
in detail in the Game Plan Editor section that starts on
page 137,

Coaching Profile Menu

All of the Coaching Profile pulldown menus are
described in detail in the Coaching Profile Editor
section that starts on page 143.

Windows Menu

Selecting any of the three options (Play Editor Script,
Game Plan, Coaching Profile) will bring that window
to the front if it is already open.

Options Menu

This pulldown menu allows you to alter Play Editor
settings.

Yard Lines: On or Off

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

One- or two-letter abbreviation for their speciﬁé
lion and their level in the Depth Chart (i.e. TE],
4, QB2, etc.). See the table on the opposite page for
otball Pro’s position abbreviations.

e 8 appear as blue squares other offensive playerg
'blue circles, detenslve lmemcn are red squares

W Logic Boxes for: All Players or Selected
yer Only

en Selected player only is chosen, movement
ths and Logic Boxes appear for one player at a time.
_.. appear for all players when All Players is
lected. All Players is the default setting,

low formations for: Offense and Defense,
Imsa Only, or Defense Only

hen Offense and Defense is selected, one play of
th type may be loaded and edited and all players for
ith plays appear. This allows you to sec how offensive
| , ¥8 match up agamst defensive plays ofthe oppo':ute

iew Play: Before Snap and After Snap

iese settings let you select which part of the play to
lit. Before Snap shows initial player position and
Ovement until the ball is snapped. After Snap shows
| positions and movement from the moment the ball
8 apped until the completion of the play. After Snap
‘the default.

FOOTBALL PRO
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)

THE PLAY WIZARD

The Play Wizard, new to the *97 version Football Pro,
takes you through the development of new offensive
plays in six steps, and new defensive plays in four
steps. The Wizard is designed for use with a mouse.

Note: As you move through this section of the manual,
you may encounter logic assignment terminology thal
you are not familiar with. All of the logic assignments
that you can give players in the Play Wizard are
described in the Logic Assignments section starting on
page 121.

To get to the Wizard, select Play Wizard from the
Play Editor menu. Your first choice is to decide what
type of play you want to create, offensive or defensive,
Once in the Wizard, make your choices and click Next
to continue, Caneel to return to the main Play Editor
window, or Help for context sensitive advice. On
subsequent screens in the Wizard, you may click Back
to move back a step, or Finish to create the play using
the information you have entered.

Creating An Otfensive Play

Play Wizard Menu—~Choose Offensive
Scheme

Click Offense from the Play Editor>Play Wizard
menu.

Play Wizard Step #1
Select Starting Play Formation.

This is the formation your team will assume when
getting set for the ball. There are 20 formations from
which to choose. You will see a set of six formations
visibleatatime. Toscroll through the formation list, click
on the slider barbuttons or on the slider bar itself. Select
a formation by clicking directly onit. A dashed box will
appear around the perimeter of the formation window

fe-snap adjustments. Click Next to move on.

Dashed line terminating

Il an arrow

double arrow

jgic assignment window on the right. The play dia-

V8. dark blue) in the play diagram window. The left-
105t player who is either a running back or receiver is
Ie current player and is indicated in yellow in the play
lagram window. You can select the other cligible
liiyers by left-clicking on the solid circle that repre-
ients the desired player.

the formation window and the Next button will
ghlight, allowing you to move to the next step.

Ay Wizard Step #2
lect Pre-Snap Logic

is is the adjusted formation your team will move
Just prior to the snap of the ball. Selection is made
the same manner as in step 1, The elements of the
Ie-snap formation illustrations are as follows:

e default logic set labeled “None” will result in no

lay Wizard Step #3
Pgate Receiver and Running Back
gsignments

pre arc two smaller windows in this step of the
‘izard: the play diagram window on the left, and the

FOOTBALL PRO

in a hollow circle

Shows the position shift

Dashed line terminating
Shows player motion

Dashed line with a Shows positions have

reversed

Dashed line terminating in i

 hollow circle Stop and get set
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window is scrollable up and down via the slider
1 the right side of the window. Each player that needs
assignment during this step is shown in light blue
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i Playwfizard - Step 3 of B

Note: Player positions in the play diagram window
are approximations of position based on the estimated
time of snap. For example, players who are in motion
will be moved in the play window to the approximate
position where the computer thinks they should be al
the time of the snap.

Player assignment occurs via the logic assignmen
window (right side of dialog box.). Logic is broken
down into three distinct categories:

_ SaZIeG’tar_ﬁ.'Pl_aye.;.:..lT_E1. . . _:. \: i e ]

] Runs

_. e |

<._B_-eick 1 ._&ax.t} i . Cancel I i Hei.p. I

An example of a
route diagram.

102

Routes: Each position will have a passing route tree
specific to that position (WR, TE, RB.) To assign a
route to a player, click on the Route button to display
route information in the logic assignment window,
The logic assignment window will automatically dis-
play the correct route tree based on the currently
selected player’s position. To assign a route to the
displayer, left click on the end of the route (the arrow
head) you choose. The route pattern will then be drawn
in the play diagram window. In the player logic text
box, a message describing the route will appear. To
replace the route, simply select a new route or delete it
by highlighting the text message in the logic text

dow and pressing Delete on your keyboard. Only
& route may be assigned to a player.

In§: Runs are assigned in a similar manner to routes.
ick on the Runs button below the logic assignment

indow, click on the block path that best represents
hat you want that player to do.

ie: unlike routes and runs, blocks may be appended.
Vou choose a blocking path for a player on a route
a run assignment, the computer will assume that the
acking action is a block\release to combination,
here the player will hold his block for a few seconds,
6N let it go and proceed to his run/route assignment.
is is a good block for a tight end on a “delay”
Utern, or for running backs releasing out of the
ckfield as a “safety valve” on a passing play. This
ulso good for seiting up the blocking for screen

I run holes and block locations are the “ending”
ieces of logic for a player. When a hole (location) is
losen, the computer will generate the necessary
love to” logic to get the player from his starting
gition to the start of the run/block logic. Once a

layer gets either a route, run, or block assignment, the
uxt player without an assignment automatically be-

imes the “current player.” You can click anytime on

eligible player and (re)assign or delete logic for that
lnyer.

'B7 SEASON
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Hﬁlﬁ 1

Above: WRI has been assigned an “Out” route. Note the wide receiver
specific route tree in the logic assignment window.

Below: A tight end is assigned a slant pattern.

PlayWizard - Step 3 of 5 Ll

104

ce all running backs and receivers have been given
' gnments, the Next button highlights. Click it to
Ve on.

- Step 3 of 5

FEET ]}

it

v Wizard Sten #4
lgn Quarterback Logic

his step is broken into three categories.

andoff: Handoffs can either be fake or real and have
i gle target. Only one fake handoff is allowed per
. When you select the Handoff button below the
pic assignment window, the window will change to
idoff mode. There are three options that you can
ect in this mode.

Handoff type: Real or Fake

To: This is the target player for the handoff. Only
WR’s, TE’s and RB'’s are eligible for handoffs.
Select the target by either clicking the up and
down arrows next to the target box until the player
you want is listed, or click directly on the player in
the play diagram window.

QB movement path: This is the general direction
that the QB is going to move during the handoff.

Since the handoff location will be determined by

HBI is assigned a
“Run - through
Hole #4" command,

105
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the computer, the actual path may vary slightly
from what you choose here. In the logic assign«
ment window, click on the path you want the QH
to take.

ll: Assigning runs to the QB is the same as assign-
1uns to receivers or running backs. Click on the
I button below the logic assignment window, then
k on the hole number you want the QB to try and
(hrough. The Wizard will generate the appropriate
i to get the QB to the desired hole location.

] layWizard - Step 4 of 5

l-lep 4 of 5

.~ Duarterback Pass

Liaterback Lagic:

= | Pass tpe; T
——— {4 Check T Timed
e

:

ISERESERSE INEEE TS0 5

Drap: |5 Step =
1IreT = 4 [ABz =3

@waT = ey
4 JWHQ et

; ; : Gl T I
1. Fake handoff/pilch to L HiH

| 2 Pass - check receivers - #15, #85, e i i

n-!-uu

i
L3
T
o
o
3
o
2

e e i
The OB is doing a Pass: There are three types of passes available < Back | gem 0 cg,,gc_g':. |  wee |||
fake handoff to through the Play Wizard. Each type can have 4 ‘ -
HBI. drop distance, and from one to five targets. lay Wizard Step #5 After the fake Eg
Check Receiver: Select from one to five targets t Offensive Line Blocking Scheme. handoff. the OB | mm
for the QB to check off. i offensive line blocking will default to a set scheme ;ii;saif ‘::ji‘z §=
Timed Pass: The timed pass has only a single ied on the selections made for the QB and the other ' I

Jour receivers.
target. In addition to the target selection box there

is a time delay box. Using the target, his ratings,
and his route pattern, in conjunction with the time
delay, the “best” throw location will be automati-
cally generated by the computer. A dashed red line
will appear originating from the QB’s position to
the throw target location. Only one timed pass i§
allowed per play.

lled players in the previous two steps. You can
wify the scheme if you wish. Select a lineman in the
lly diagram window. If you choose to modify both the
hve logic and the Blocks logic for an offensive
man, you must modify the Move logic first.

lick the Move button to display the movement path
ignment box (similar to what you saw in the QB
bvement path assignment). Click the path you want
lincman to take. You can then click the Blocks
lon to set the block for the lineman then modify it
th one of the four options displayed above the

Fake: A fake pass has a single target. You can
assign other pass types after doing a fake pass.

(Drop Distances: Set the number of steps or the
direction the QB will drop after the snap.)
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Blocks button: Pass, Push right, Push left, and Fire
out.

Click the Move button to have the computer assign a
block.

Finish

Once all logic has been assigned, click on the Finish
button to finalize the Play Wizard process. All of the
commands that were assigned will be pieced together
to create a “real” play that can be further edited via the
main Play Editor window. To save a play created with
the Play Wizard, click Saveunder the Play Editor pull
down menu. You will be prompted to name your new
play and to select the destination folder.

To make additional edits to a play you have created, see
“Logic Assignments” starting on page 121.

Creating a Defensive Play

Play Wizard Menu—Choose Defensive
Scheme

Click Defense from the Play Editor>=Play Wizard
menu.

Play Wizard Step #1
Select Starting Play Formation

This is the formation your team will assume when
getting set for the ball. The available schemes allow
you to start with most formations and personnel ar-
rangements currently in use in the NFL today. You will
sec a set of six formations visible at a time. To scroll
through the formation list, click on the slider bar
buttons or on the slider bar itself. Select a formation by
clicking directly on it. A dashed box will appear
around the perimeter of the formation window and the
Nextbutton will highlight, allowing you to move to the
next step.

By Wizard Step #2

pate Linebacker and Defensive Back
signments

ich player that needs an assignment during this step
Shown in light red (vs. dark red) in the play diagram
indow. The left-most player who is either a defensive
or a linebacker is the current playver and is
tlicated by a yellow icon in the play diagram window.
i can select the other eligible players by left-
icking on the solid icon that represents the desired
lnyer.

lnyer logic assignment occurs via the logic assign-
ent window (right hand portion of the dialog box)
lich consists of the following components:

ss Defense: Click on the Pass Defense button to
hange to pass defense mode. In pass defense mode,
J0 buttons are active in the upper portion of the logic
iiignment window. The Man to man button enables
0u to assign man to man logic for the current player.
lie Zone button enables you to assign zone logic to the
urrent player.

one: Click on the Zone button and a dialog box
ntaining the default zones will appear. To choose a
ne for the current player, click on the name of the
ine desired. Once a zone has been chosen (by clicking
| the area of the zone name) a box will be drawn inside
¢ dialog box with the range of the zone outlined by
yellow box. To pick a different zone, click on the
me of the new zone. The previous yellow outline will
sappear and the new zone will be outlined with the
llow box. To finish the zone logic assignment, click
1 the O K button to return to the Linebacker\Defensive
ick logic assignment window. Note: The OK button
il not appear until you have chosen a zone.

hce the zone has been chosen the logic text window
Will contain the appropriate text for the assigned logic.

FOOTBALL PRO
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litz: When assi gning blitz logic to a player, you have
N0 choices: Real or Fake.

FOOTBALL PRO

ine up an man
F'urswr F_'a_aé. i

':-"_F.!:uh. i
Aggwssws e

|

(E S W

FAEE

1. 1f run, pu.rsuit is .ag.gréssi\u.'e
2. If pass, coverage is aggressive
3. Move to Loaic Box H2

Seiecl.ad F’i&yer

ic Box Sﬂ.f‘l

Pass Befense]

IF run, pursuit is aggresswe

20f pass, coverags is aggressive

1 3. Fake hlitz

In this example, the
plaver was given a

SLOT zone to cover.
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ﬁunDefen&e ! 5. g

Man to Man: To assign a player man to man logic, '_:E:aéi«_ el
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click on the Man to man button in the upper portion
of the logic assignment window. When this button i3 ead: Assigns the current player read logic. All other
clicked, a pop-up dialog will appear. The first portion igic assignment buttons will ghost once a player has
of the dialog relates to the target for the man to man Ben given read logic.

logic: Backfield, Non Backfield, and Either.

ey on: When a player is given Key on Logic he has
Y0 choices for the player to be “keyed on™: Quarter-
ick or Hot Player. All other logic assignment buttons
h | ghost once a player has been assigned key on logic.

The second portion of the dialog is specific instruc-

tions for how to play the man. This consists of two long

check boxes: Bump Man at Line, and Shade Cover-

age.

laddition to the type of logic assigned for each player,

-:- may set the following pieces of logic via the lower
3 portion of the logic assignment window:

All logic assigned to a player for man to man logic will
appear as part of a single line in the play logic text
window. For example: Pass Defense - Man to man -
Non Backfield - Shade underneath. If the text is too
long to fitin a single line of the text display window it
will wrap to the next line.

u;g ¢ up on man: If you do not choose this option, the
senders line up wherever you put them to start or on

eir man if they have man-to-man pass coverage.
Jefault is Off,
Run Defense: When this button is clicked, you can Rt
choose the type of run defense that the player should
follow: Aggressive, Balanced, or Conservative.

Run Column — Set the run pursuit logic for the
current player. Default is Balanced.

Pass Column — Set the pass pursuit logic for the

LB2 is given fake
blitz logic for his
first command.
Note how the other
logic assignment
buttons are still
available.

m

J0)p3 Aeld syl




FRONT PAGE SPORTS

112

current player. Default is Balanced.

These logic statements will always follow the
other assigned logic text in the logic text window,
For example, if you had given the player Key On
- Hot player logic, no Line up on man logic, and
conservative pursuit logic for both a run and pass,
the text would appear in the logic text window in
the following order:

Key On - Hot Player

If Run... Pursuit is Conservative

If Pass... Pursuit is Conservative
Click Next to move on.

Play Wizard Step # 3
Assign Defensive Linemen Logic.

Defensive linemen can be assigned three types of play
logic: Pass Rush, Run Rush, and Read. Pass and Run
Rush logic can be further modified with Aggressive,
Balanced, or Conservative pursuit,

Assigning a player Run Rush logic will ghost the other
two logic options.

Finish

Once all the defensive players have received play logic
the Finish button will highlight. Click it to compile all
of'the data entered and generate actual player logic that
can be further edited in the main Play Editor window,

Tosave a play created with the Play Wizard, clickSave
under the Play Editor pull down menu. You will be
prompted to name your new play and to select the
destination folder.

To make additional edits to a play you have created, see
“Logic Scripts” next.

EATING AND EDITING PLAYER
JBIC SCRIPTS

cript is the set of commands that are issued to each
lyer on any given play. Scripts are automatically
ited in the Play Wizard, however, you can also
iite scripts from scratch, or edit existing ones,
ectly in the Play Editor main window.

 greate a new script, load any formation play from
¢ Load dialog box. To edit an existing script, load
y other custom or stock play. When you click on a
iyer, his Logic Script will be displayed in a Logic
tipt Window. You can choose to edit logic Before
nap or After Snap by selecting either one from the
ptions menu.

-:relgase to Logic Box H2

te: All of the other choices in the Options menu also
ct what you view in the Play Editor window. For
lails on these menu commands, see "Options Menu”
| page 98.

hen you click on a command from the Logic Pop-Up
enu, a Logic Step is added to the Script in the Logic

FOOTBALL PRO
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fee: Mot Loadeds

The Play Editor
with an open Logic
Seript Window.
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Note: Each player’s Logic Box #1 is his starting

Script Window. Often, dialog boxes will appear asking )y will tell you other mouse movements and key-
for more detail. For example, if you tell a linebacker or pkes you need to make in order to complete a Logic
defensive back to KEY ON..., a dialog box will ask [pt step.

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...).

‘awing Movement Paths

@ most commonly used logic option is Move To.
8 and all other movement options require you to
W a movement path of the player. Click on the field
lere you want the player to go. A line will appear that
iresents the player’s movement path. If you want to
L turn in the line, click the left mouse button at the
iee on the field you want the player to turn. When
I want to end the movement path, click the right
buse button. A new Logic Box will appear at the end
[ the movement path. The Logic Script Window
llomatically changes to the new Logic Box.

Logic Boxes

A Logic Box is actually a location assignment for i
player and is represented by a yellow square. Logic
Boxes are automatically created when you select i
command from the Logic Pop-Up Menu. To see the
menu, click with the right mouse button on the player
youwant to edit. The player's symbol will turn gray, his |
Logic Script Window will open, and the Logic Pop-Up
Menu will appear. Here you will see a list of commandsy
to assign. A detailed description of each command
starts on page 121.

er movement options work in a similar manner,
ept Pass Defense...Zone. Ilere, you draw the zone
it the defender is to cover. Move the mouse to a
itner of the zone, then press and hold the left mouse
itton while moving it to the opposite corner, As you
ove the mouse, a red box extends between the cursor
d the origin point. When the zone is the desired size,
|ease the button to set the zone.

location. If a play has overlapping Logic Boxes, you
may click on the player you want first. That player'y
Logic Boxes will now be on top of the others. To reduce
clutter, select Show Logic Boxes for: Selected Player
Only in the Options menu (see page 98).

You can combine commands from the Logic Pop-Up
Menu as long as the last command selected is not 4
final one. You will know whether you can continue to
assign commands by the text in the Logic Pop-Up
Menu. If all commands are ghosted, then no more
options are available.

y have been assigned to this player. The infor-
fition in the Logic Script Window header shows the
ayer's number, name, logic box number selected, and
tal number of logic boxes associated with that player.
liere are also two arrow buttons at the top right of the
indow. These allow you to scroll forward and back-
{ ‘.' d through the logic boxes for that player (assuming
 has more than one).

After additional Logic Boxes are assigned, you can
click on them to assign additional commands to the
same player.

Look for additional instructions in the message bar
along the bottom of the Play Editor main window,
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The Logic Script

i L
1. Move to Logic Box 2

Window for a TE,

WR, or RB.
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3

Jving Players

ler you have loaded a play or formation, you may
ve any player except the center. First, be sure you
; the Before Snap portion of the play. Then
ition the cursor on the desired player, press and
d the left mouse button, and drag the player to a new
lition. Release the mouse button to place the player.
player being moved is drawn in yellow. You may
: players only if they do not already have Shift To
;0 in Motion logic.

If you are working from a play formation, all Logi¢
Scripts will be empty. If there are more than four linex
of logic, click on the up and down arrow buttons (o

sorgil-the;seriptup-and down, fensive players may be placed anywhere on their

le of the line of scrimmage, but there are limitations
| how offensive players may be placed. The center
iy not be moved. (He is the reference point for the
players.) At least six players, in addition to the
nter, must be placed on the line of scrimmage, If this
¢ is not followed, the offense will be assessed an
bgal formation penalty of five yards.

To delete a Logic step, left click on it to highlight it,
then press [Delete].

Caution: Deleting a step also deletes any steps
following it, including subsequent Logic Boxes!

USING THE PLAY EDITOR
Building and Editing Plays

After you have selected Load from the Play Editor
menu, the Load Play dialog box is displayed.

isigning Players to Plays

ien you design a play, Football Pro lets you assign
cific Depth Chart positions for the eleven player
s of your formation. For example, you may have

o ) o R1, WR2, and WR3 in the play as you design it.
Highlight a play or formation to load by clicking on the :

filename. Youmay also select a play by typing its exacl
name in the text box at the top-center of the Load Play
dialog.

) change a Depth Chart position assignment, click on

‘position with the right mouse button. Then click
ibstitute from the Logic Pop-Up Menu. This opens
¢ window showing the Depth Chart position (and the
wyer in that position) highlighted at the top, followed
 all the other positions that may be used.

A small diagram of the play is shown in the window (o
the right of the dialog box. Click OK to load the play,

If the play you are looking for is not in the curren(
folder, you can change directories by double-clicking
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.

bstituting Players

you sclect a player who is already on the field for
bstitution with the currently selected player, the
pliyers will swap positions on the field. The OK
lton will only be available after a player has been
phlighted in the available players window. Press the
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OK button to compete the substitution. The Cancel
button will exit the dialog without making any subsl
tution changes.

Substituting Player Sets

Right-click any player on the Play Editor screen and
select Substitute from the po-up menu. Click the Sets
button to substitute multiple players at the same time,
This is especially useful for substituting a group ol
players with bigger size, high speed, or high handy
ratings.

I HNew Set

bk Zandofsksy
Robbie Tobeck
Dave Richards
Roman Fortin
Bob WwWhitfield
Eric Metcalf
Terance kMathis

Judl Birden
WRATEAMBAF.
WRATEAHBAF.

Ricky Sanders
Gene wWiliams

The Sets dialog box consists of the Set Name and the
Set Positions (1 1 players). There are default player sety
or you can create a Set. Click New to create a new Sel,

The Sets dialog
box.

First, name the Set by typing in the name (up to 24
characters) in the Set Name text box. Below this tex!
box are two windows, the Players In Set, and the
Players available. Double click onan available player’s
name to add him to the set in the upper window. You
can sort players by position or individual ratings by
clicking on any column heading. An offensive Sel
must include a quarterback, five linemen, and a com-

118

U can edit Sets by clicking the Edit button. This

ited a new Set. To replace a player, highlight his
e in the Players in Set window by clicking once on
hen double click on the replacement player’s name
he Players available window. You can also change
name of the Set anytime by typing in a new one in

 player you want to put in the play. Click OK when

thout making changes.

bstitute a group of players using the Sets bution.

aware of the following when changing Depth Chart
Sition assignments:

Inning backs and receivers are interchangeable.

inters and kickers are interchangeable, but a kicker

ition of five running backs and receivers. A defen-
~. et must include at least three linemen and eight
I defensive players of any position. All 11 posi-
8 must be filled for a set to be complete. When a Set
omplete, you can click OK to return to the Sets

0g box. The new Set you created now appears in the

28 you back to the same dialog box as when you

I can remove a Set by highlighting it and clicking
Delete button. To select the Set you want for

are ready or click Cancel to close the dialog box

This is the dialog box where you can also
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suffers penalties to his ratings when trying to punt and | ! I[: As SIENMEN 'I‘s

punters suffer when trying to kick. 5
i 18 a detailed description of all the commands that

All defensive players are interchangeable. B .
be issued from the Logic Pop-Up Menus.

You cannot edit Special Teams logic, but you can
change the position assignments in the play. ense: Before The Snap
Note: Putting a LB or DB in for a DL will erase al .t'.' SNAP TO...

logic previously assigned to the DL. The same is true i by: C

Jfor putting a DL in for a LB or a DB. Before the snap

IlI§ the center to whom to hike the ball. You can try
k plays such as snapping to a running back. If you
110t assign this logic, the center will snap the ball to
quarterback. The center’s range is limited to an
| about five yards wide and 20 yards deep.

How Player Assignments are used
during Games
During a game, the play will be run according fo the
Depth Chart positions it is designed with, NOT witly
the specific players.
gic: SHIFT TO...
d by: R’s and RB’s
en: Before the snap

Example 1: Michael Irvin is your WR1 in the Depth
Chart and you use WR1 in a play called GODEEP
When you call GODEEP in a game, Irvin will play ay

the WR1 (if he is not injured or fatigued). seconds after the formation is set the first time,

layerb with this logic will shift to their new

Example 2: Before the game, you go to your roster an j_‘,,wn and get set again. This is useful in trying to

change your Depth Chart, moving Alvin Harper fror cive the defense as to what kind of play is coming.

WR3 to WR1. Now when you call GODEEP in the players must be set for one full second before the

game, Harper will be in the play as WR1. Michael Irvi: e hikes the ball or the team will receive an illegal

may be in the play as WR2 or WR3, or he may not by lion penalty.

in the play at all, depending on where you have him

ranked on your Depth Chart. ¢: There are several differences between motion
shg‘t 1) The man in motion can stay in motion

Saving P|ays lle the ball is snapped, but a shifiing man must stop

N ‘ . | get set. 2) A shifiing player c ) here
When you have finished editing a play, click Save .- ‘) L 4 H‘%’,p ayerbmn Tnm.e anywhere
: ) Lin any direction behind the line of scrimmage, but
under the Play Editor menu. A Save Play dialog box, B i ot : G
nd ! : MG ion may not move toward the line of
similar to the Load Play dialog box, will appear. Entef b s
! . ; _ immage. 3) You may shift several players at once,

a filename, then click OK. Filenames are subject to the You can only have one man in motion at the sna
standard DOS filename limitations. A three lettel e

extension .PLY will be added automatically. ic: GO IN MOTION

Continue until snap

Stop and get set at..,
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Reverse motion at...
Used by: R’s and RB’s
When: Before the snap
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
g0 in motion then stop and get set when he reaches the
point vou specify.

GO IN MOTION...Reverse motion at...: Player goel
in motion until he gets to the point you specify, they
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 starl
It also raises the chance of a fumble on the exchange
from the center to the quarterback. Ifthis is not chosen,
the quarterback uses a regular snap 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 uj
on wide receivers, and linebackers will usually line up
on the nearest uncovered receivers and running backs,

This only indicates where the defense will line up, nol
what kind of pass coverage you are calling. Note: I

you choose man-to-man pass coverage after the snap,

{ player will automatically line up on the man he is

over. Use LINE UP ON MAN to try to fool the
irterback when you have chosen zone pass coverage

Br the snap. If you do not choose this option, the
enders line up wherever you put them to start or on
I man if they have man-to-man pass coverage.

i PREFERRED PLAYER
td by: All Defensive Players
en: DBefore the snap

Il may pick one player as vour PREFERRED
AYER. He becomes the first defensive player se-
led for you to control during each play of the action
nie. This will draw a red box around the player in the
y Editor.

lense And Defense: After The Snap
ic:. MOVE TO..,

ed by: All Players

ien:  After the snap

18 is the basic command for moving a player from

¢ spot to another. You use MOVE TO... to draw

i routes, indicate a quarterback dropping back to
establish defensive linebacker stunt rushes, etc.
8 player will try to follow the path you draw. If he
s knocked off the path by a block, he will try his best
ket back on the path and continue with his logic.

gic: STOP AND WAIT FOR...

ed by: All Players
fien:  After the snap
5 is used mainly as a delay for players. With this

ic, players will stand at their current Logic Box
ation for a specified length of time in seconds and

iths of seconds. It is useful in crucial timing plays
th as handoffs, stunts by the defensive linebackers,
1ed passes, etc.
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Offense: After The Snap
Logic: BLOCK »

¢: On a pass play, your blockers may not go down
ld before the ball is thrown or you will get an
ble man downfield penalty. Use a STOP AND
Pass IT FOR... or BLOCK...Pass.

Push Left
Push Right OCK...Release to: Player will hold his block for a
Fire Out ‘seconds, then let it go and proceed to his next Logic

X, This is a good block for a tight end on a “delay”
lern, or for running backs releasing out of the
kfield as a “safety valve” on a passing play. This is
b good for setting up the blocking for screen passes.

Nearest Defender
Release to...
Lead To...
Used by: All offensive players
When: After the snap

BLOCK...Pass: Players will move between the mai
with the ball (usually the quarterback) and the firl
defender to try to “roll” the defender away from th
passer. With BLOCK...Pass, players are basically
trying to buy a little time for the passer instead ¢
moving the defender back and knocking him down
The further away from the center of the line, the mo
they will drop back before they start blocking. Notel
The longer the QB takes to throw, the more likely
holding penalty will be called during pass blocking,

You cannot have an eligible receiver block past
line of scrimmage on a pass play until AFTER the
N is caught. If he does, he will be called for
msive pass interference.

OCK...Lead To: Player will block the first un-
Jeked man near his movement path from his starting
ition to his next logic box. This is a good block for
(I blocking FBs or pulling guards on sweeps.

PASS »

Timed Pass (Bullet)...

Timed Pass (Lob)...

Check receivers

Fake Pass

i by: QB, RB’s, R’s

After the snap

5S...Timed Pass...Bullet/Lob: The quarterback
I do a STOP AND WAIT FOR... for the length of
e you specify, then throw the ball to a specific spot
the field (regardless of anything else). A bullet
¢ls more quickly, but can’t go as far as a lob. It is
thrown lower and can be knocked down more

--5! A lob will go farther, but takes longer to get
‘e, which gives the defense time to react to it. Be

BLOCK...Push Left/Push Right/Fire Out: The playt
will try to push the nearest opposing player in th
chosen direction (fire out is straight ahead). He
trying to push the defender back several yards. Th
move is used primarily when the blocker is trying (0
open a hole for a running back.

BLOCK...Move To: You do not need to add a block
at the end. The computer will do that for you.

BLOCK...Nearest Defender: Player will try to blod
the defender who is closest. This is a good block for
receiver who is downfield after another receiver hi
caught the ball.
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careful. A backward pass, or lateral, that is not caugl
is a fumble! Note: Timed passes are good for qui¢
short passes towards the sidelines or on slants by (li
tight end. A timed pass into the ground by the QB iy
good way to stop the clock quickly. You can eitls
design one of your own or use the Stock play call¢
STOPCLOK.

\ You should give all receivers a LOOK FOR
8 logic — even if they are only running dummy
routes. If you do not assign this logic, they may
0 block downfield and, on pass plays, get called for
ive pass interference.

1 STOP LOOKING FOR PASS
Wby: QB’s, R’s, and RB’s
1:  After the snap

after LOOK FOR PASS has been executed inan
lier Logic Box. When a player stops looking for the
i, he can run at full speed again.

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

vt You may want to have a halfback LOOK FOR
88 in the backfield for a few seconds, then STOP
OKING FOR PASS so he can run downfield at full
wd to do another LOOK FOR PASS.

! THROW A FAKE
vd by: QB’s, R’s, and RB’s
( After the snap

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 fake”) to the spot on the field you
specify. This takes some time, but may fool some of th
defenders who have READ logic into reacting as if I
were a real pass to that spot.

tierally used during a pass route. When a player
(ows” a fake, he takes a few stutter steps in an
mpt to confuse the defender covering him about
ich way he is going.

te; Throwing a fake takes a little time, but when a
der falls for it (usually in man-to-man pass
Werage) he will run the wrong way for a moment,
ing the receiver a chance to get open.

Logic: LOOK FOR PASS
Used by: QB’s, R’s, and RB’s
When: After the snap

Used mostly by players on a passing play. A compute

controlled quarterback will only throw to a player who yic: HANDOFF/PITCH TO »
has LOOK FOR PASS active. On a human-con: ' Real..

trolled pass, the intended receiver has a better chance

of catching the ball if he is looking for it. Players who ¢ Fake...

have LOOK FOR PASS logic run slightly slower i by: QB’s, R’s and RB’s

than normal. jen: After the snap
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HANDOFF/PITCH TO...Real: If he is close enougli
the ball carrier will hand off to the player you specil
within a certain range, or pitch if he is not withi
handoff range. The longer the pitch is, the greater (I
chance of a fumble.

HANDOFF/PITCH TO...Fake: The ball carrier wil
do the handoff or pitch motion without actually givi
the ball away. Used on counters and play-action kini
of plays.

Note: This takes some time, but sometimes defende
(especially those with READ logic) will fall for it an
react as if it were a real handoff.

RUN »

To daylight

Inside

Outside

Right

Left

Used by: QB’s, R’s, and RB’s
When:

Logic:

After the snap

RUN...Run to daylight: The ball carrier will run awiy
from the defenders while generally trying to move
upfield. He may run sideways or even back up a litll¢

to avoid a tackle.

RUN...Inside: Ball carrier will look for a hole betweell

the two players on the outside of the offensive lin
(usually the tackles).

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

RUN...Right: Ball carrier goes to the right fro

sver he takes the handoff. Useful on traps and

.. Left: Ball carrier goes to the left from wherever
kes the handoff. Useful on traps and draws.

\If you give a ball carrier a long MOVE TO...
ved by a RUN...Right or RUN...Left, he may
@ the direction and run for daylight if the field is
Also, try combining a HANDOFF/
CH...Fake with any RUN... logic for a better

e of fooling the defense.

inse: After The Snap
. READ

{ by: All Defensive Players

i After the snap

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

will react with a pass rush or run rush; LBs and
| will react with pass coverage or run pursuit. The
er the player’s intelligence rating, the more likely
yill “read” correctly and move more quickly.
ers are also more susceptible to fakes when they
rying to READ the play.

ic: PASS RUSH
it by: DL
After the snap

player’s goal is to get to the ball carrier before he
Ws the ball. If a player is pass rushing, he has less
ice of tackling a runner who comes by him, but he
50 more likely to get past someone trying to block
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Logic: RUN RUSH »
Aggressive
Balanced
Conservative

Used by: DL

When: Afier the snap

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

RUN RUSH...Balanced: The player will try to pl
up any holes that open in the line and hold his positil
while trying to make the tackle at the line of scriil
mage.

RUN RUSH...Conservative: The player will try
fight off blocks and move laterally with the ball car|
wherever he goes, then attempt a tackle when the b
carrier gets close to him.

Logic: PURSUIT IS »
Aggressive
Balanced
Conservative

Used by: DL

When: After the snap

PURSUIT IS...Aggressive: Tells the player to chig

the ball carrier aggressively afier the ball has bet

thrown or handed off, Defender will try to run straigl
for the ball carrier, regardless of blocking, and is mue

more likely to try a diving tackle.

Note: Although diving can give you more range

your tackle and cause more fumbles, you will also mis

move tackles when you dive. The player also mus!

un the ground, which takes time based on his
) rating.

SUIT IS...Balanced: The defender is equally
y to dive or to try a regular tackle. He will also try
id the ball carrier a little before he makes his

SUITIS...Conservative: The defender will rarely
on his tackle. He will move sideways with the ball
er, and wait for him to get close to make sure of the
¢ instead of charging at him.

KEY ON »
Quarterback
Hot Player
.Eby: LB’s and DB’s
n: After the Snap

N...Quarterback: Defender moves parallel to
quarterback as the quarterback moves left and
I, If the quarterback crosses the line of scrimmage,
defender will try to tackle him. Usually, you will
[ to have at least one linebacker to key on the
terback on a deep pass play in case the quarterback
des to run the ball. This linebacker is called the
{ at home™ man.

¢ If the quarterback rolls out left or right around
inds of the offensive line, the defender will run
8ht at him.

Y ON...Hot Player: Defender will go after the
nsive player who has gained the most yardage in

st several plays — regardless of position. If there

Hot Player,the defender will line up to key on the

est skill player (i.e., halfback, fullback, wide re-

, tight end, or quarterback).
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Logic: PASS DEFENSE >
Zone...
Man to Man...

Darmien Covingtors

Bump man at line
Shade coverage...
Underneath
Deep

Used by: LB’s and DB’s

When: After the snap

PASS DEFENSE...Zone...: The defender will mo
to the center of his zone when the ball is snapped. ||
will cover receivers man-to-man in his zone until the
enter another zone. 1f multiple receivers are in a zong:
the defender will cover the deepest receiver. If (l
receiver leaves the zone and does not enter anoth
zone, the defender will abandon his zone and stay will
the receiver. If a defender is dropping into a zone and
has LINE UP ON MAN in his BEFORE THE SNAI*
logic, he will not move with his man if he goes I
motion.

Il to Man...Bump man at line: This is basic man-
lan coverage. You may choose to both Bump man
ne and decide how to shade the coverage. A player
‘always follow his man if he goes in motion.

¢: By bumping a man at the line, the defender can
upt timed pass patterns or slightly slow down the
ver. There is also a chance, however, that the
inder will be called for defensive holding or that he
Slip and fall and leave the receiver uncovered. He
ht also completely miss the receiver and get burned
i long pass.

PASS DEFENSE...Man to Man: The defender hi
the ability to look for specific players and attributes 3
When the defender is selected, you will have a chol
of covering a player according to his ranking |l
specific skills, such as Speed or Hands.

i to Man...Shade coverage... Underneath/Deep:
ade coverage, the defender stays in man-to-man
ge, but will be slightly ahead or behind the
iver. In Deep, the defender will try to stay between
:nd zone and the receiver and is more likely to give
L pass and make the tackle later. If he plays
lerneath, he will try to stay between the quarter-
nd the receiver. He is more likely to get an
reeption or knock down the ball, but if the quarter-
K lobs one over his head, he can get burned for the
thdown. He will always follow his man if he goes
0t101’1

Example: You choose a defender and assign him (¢
cover SP, 1. He would then be assigned to cover I
fastest player that is not already covered by anothe
defender.

At the bottom of the Man-to-Man dialog box is a lisl
of the defenders that have Man to Man coverage on th
play. This makes it easier to determine what offensi
players are being covered.

133

i~

5

J01ip3 Aeld ay)



Bt pic o B

Logic: RUN DEFENSE »> Conservative

Aggressive ' ‘by: LB’s and DB’s

Balanced I\ After the snap

Conservative 18 similar to PURSUIT IS... logic for the defen-
Used by: LB’s and DB’s linemen. When the ball is handed off or a receiver

it and is running, this tells the defender how to

When: After the snap e the ball carrier. If the defender is fooled by a

These work the same as the RUN RUSH... for I handoff, he could switch to this logic early,
defensive line, but the player has a better chance i loning, for example, the pass defense. The de-
realizing where the run is going (inside, outside, ¢ or defaults to “balanced” if you don’t choose an

right, etc.) and reacting correctly.

Logic: BLITZ » ¢: IF PASS, COVERAGE IS »
Real 3 Aggressive
Fake ~ Balanced
Used by: LB’s and DB’s Conservative
When: After the snap (by: LB’s and DB’s
BLITZ...Real: When a linebacker blitzes, he is tryi ! n:  After the snap
to do the same thing as a defensive back who PASS, COVERAGE IS...Aggressive: The de-

blitzing: get to the quarterback before he can throw
pass. He will run directly towards the quarterback
When a linebacker blitzes, he will sometimes stull
step a little to shake up the quarterback.

or is much more likely to go for the interception
dive for the pass. He will pick more passes off and
k more passes down, but if he misses, the receiver
not be covered. There is a greater chance of a pass
ference call.

J03Ip3 feid ay)

Note: A blitz sometimes works well against a run if

ball carrier runs to a hole that the blitzer is comii IASS, COVERAGE IS...Balanced: The defender
through. Jually likely to go for the interception or for the
le. There is medium chance of a pass interference

BLITZ...Fake: The defender will do the stutter sl
and move towards the line as if he will blitz. The go

is to shake up the quarterback and get him to call § IASS, COVERAGE IS...Conservative: The de-
audible, but the player will continue with whatey er rarely goes for the interception. He will wait

other logic you give him. e receiver catches the ball, then make sure he

s the tackle. There is a very low chance of a pass

Aggressive

Balanced
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INFRACTIONS

While designing plays, keep the following infractiol
in mind:

ACHING PROFILE AND GAME
AN MANAGEMENT

1e Plans

| the offense and defense have their own Game
5. Game plans can contain up to sixty-four plays
l. You do not have to fill all 64 slots in a Game Plan
¢ it, but you must fill at least one. Each Plan also
lains additional Special Teams plays.

Nlegal formation: The offense must have at lo
seven men on the line of scrimmage on each play,

Ineligible receiver downfield: Certain offensive plig
ers are not eligible to receive a pass. Eligible playel
include the man at each end of the line of scrimmi
(tight ends or split ends) and all players in the back (ol
(one yard or more behind the line of scrimmagel
Interior linemen are not eligible. If an ineligible |
ceiver crosses the line of scrimmage (goes downficld
and a pass is thrown, a penalty is called regardless ¢
whether the pass is thrown to the ineligible receiver
not. After the pass is thrown, any player may mo
downfield.

ching Profiles

I§1s where you decide what plays to call, what your
 goal range is, and whether to stop the clock based
‘minutes in the half, down, yards to go, field
ition, and/or point spread. You may also decide at
it Energy level to substitute players in and out of the
e and whether or not your team will try for 2-point
versions after touchdowns.

Note: Ineligible receiver downfield will generall
happen when an OL has a blocking assignment oll

uld you decide that you do not like one of the Stock
than BLOCK...Pass on a passing play.

liles (which are used by the computer teams), you
{change it by creating a new one, then copying that
Profile to the \STOCK folder and renaming it
il the name of the Profile you wish to replace. You
uld preserve the original stock profile to something
OFFPA1.0LD, then name your replacement pro-
OFFPAL.PRF. Your replacement must use the
e name, and must be in the \STOCK folder, or the
ie may not work properly.

Illegal forward pass: A pass may be either a forwi
pass or a lateral (also called a backward pass) pass. TIi
offense may pass as many times as it wants on a pliy
but only one pass may be a forward pass. There il
three types of illegal forward passes. 1) If a secoll
forward pass is thrown during a play, it is an illeg
forward pass. 2) If a player in possession of the ball
across the line of scrimmage and throws a forwi
pass, it is an illegal forward pass. 3) If the ball moy
across the scrimmage line, then is moved back behin
the line and a forward pass is thrown, it is an ille
forward pass.

e Plan Management

| can manage Game Plans in the Play Editor from
Game Plan pulldown menu. Following is a list of
choices available on this menu and what they do.

Offensive pass interference: If an eligible receiver f
given a MOVE TO... downfield on a pass play, bl &
does not have a LOOK FOR PASS, he may throw

f.i- on this menu option, then select Offense or
block before the ball has been caught and get called [ ense. This dialog box works in the same way as the
offensive pass interference.
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hlighted. Click on the play slot to open the Play
.Ction Window. Again, this dialog box works in the
way as the one for loading plays in the Play
lor. Simply click on the play you want and click the
d button. The play will be automatically inserted
) the first play slot labelled 1-1. The highlight will
Il move to the play slot labelled 1-2. Click on the
itplay you want to insert, and continue to build your
me Plan, up to 64 plays total. To close the Play
ection Window, click the Close button or the x
iton in the upper right corner of the window.

one for loading plays in the Play Editor. Two plan
called OFF (for offense) and DEF (for defense) are i
the SIERRAVFBPRO97 folder. These are the Gam
Plans used in Quickstart Exhibition games.

Go to the SIERRA\FBPRO97\STOCK folder to find
stock Game Plans. (The SIERRA\FBPROY7 \CUS
TOM folder is the recommended location for saving
the Game Plans you create.) If you load a Game Pla
from a floppy disk, save it to your hard drive befor
trying to use it.

NEW

Click on this menu option, then select Offense o
Defense. The Game Plan Window at the top of
screen will become active (sec DISPLAY MODI,

lremove a play from the Game Plan, make sure it is
highlighted play slot, then select Erase from the
ly Editor pulldown menu. To replace a play in the
me Plan with a different play, click on it, then select
bther play from the Play Selection Window. The old
y will automatically be replaced with the new one.
he first four slots are filled, the next four empty
roll into view. If all 64 play slots are filled, the
hlight will automatically “wrap around” to the
inning (play slot 1-1).

[z roBvREr _

LwRS30

| T e 2RI en creating a Game Plan, try to group similar plays
" [ wRiRNE! T EESWRIBNTD T[S WA (34 DECWRNSE - ether. For example, one group could include sh
A R Lt i e R P G ' Eola it it ; i
S e :_p ys, another group could consist of goal line
[PEFENESE T T (RS Fogwen B R il B and so forth.
R e e e L R e e e |
B 2 ] T S 4 i may mix Stock plays and Custom plays in a Game

n. Stock play names are in blue for Offense and red
Defense. Custom play names are in gold letters. If
lare going to create a large number of Custom plays,
| may want to creale subdirectories so you can
janize them into groups, such as PLL for Pass Long
It plays, etc. This will make it easier to find specific
y§ you want.

Gtterse © Custom plags: 0 Stackplagst B4 Specialplays 0 i

The Game Plan
Editor screen. page 140). The Game Plan Window is a "blank shect

on which you can start building a Game Plan. All 64
slots are empty although only the first four shots a
showing. Below each slot is a text slot which wil
display the play name once the slot is filled. When yo
first open a Game Plan Window, the first play slol |

138
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Game Plan Editor Keyboard
Commands

Rightarrow key

Left arrow key

Up arrow key

Down arrow key

[Delete]

Move forward
tonextplay
slot

Move back to
previous play
slot

Move up to
play one row
above

Move downto
play one row
below

Delete high-
lighted play

140

SAVE

In addition to the play names and mini-diagrams, the
Game Plan Window displays the following informi
tion in a message bar along the bottom:

Plan Type — Offense or Defense
Custom Plays — the number of custom plays in the
Game Plan.

Stock Plays — the number of stock plays in the Gami
Plan.

Special Plays — the number of special plays in the
Game Plan.

This works in the same way as the Save button in the
Play Editor. Your Game Plan must have at least ong
play before you can save it.

The default folder for your plans I§
SIERRA\FBPROY7. The folder where you last save
a Game Plan becomes the default folder for saving
Game Plans for your team.

DISPLAY MODE

4 Play — This is the default view where four play sloly
are displayed in the Game Plan Window.

32 Play— This will still display four play diagrams, but

32 play names are listed in groups of four below the

diagrams. You can click on any row of play names {0

display the corresponding play diagrams. Use the
scroll bar on the right to quickly move through the il
of plays. You must have a Game Plan loaded already
or these windows will be blank.

64 Play — Again, this will display four play diagramsy,

but all 64 play names are listed in groups of four below

the diagrams. You can click on any row of play names
to display the corresponding play diagrams.

Special Plays — Shows Special Teams plays available

ill teams. These plays are automatically attached to
(Giame Plans.

y Types — Shows the general categories that plays
lito, such as GOAL LINE RUN, PASS MEDIUM
IDDLE or Pass Random Long. The Play Types are
itd on distance and which side of the field the play
0ing. The sides of the field for runs and passes are
. ed into thirds called Left, Middle, and Right. The
lances for passes are:

Short: 5 yards or less

Medium: 5 to 10 yards

Long: 10 yards or more

bre are four special offensive Play Types. RUN
ANDOM, PASS SHORT RANDOM, PASS ME-

M RANDOM, and PASS LONG RANDOM
choose a direction at random. For example, a
SS SHORT RANDOM could be a PASS SHORT
iET, aPASS SHORT MIDDLE or aPASS SHORT

Jick Plan allows you to quickly assemble a Game

i by just choosing the number of each kind of play
Il want. From the Game Plan pulldown menu, select

= ¢k Plan and either Offense or Defense. This
giings up the Quick Plan creation dialog box. This

log box contains all of the possible play types with

limber box next to each type. Use the arrow butions
Xt to each number box to increase or decrease the
mber of plays, then click the Create Plan button. If
| Custom plays check box has been selected, the
inputer will first look for matching plays from your
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custom plays folder. Once all of the custom plays ha
been chosen that match, you can in fill the rest of the:
game plan (if necessary) with stock plays.

Once the Quick Plan has been completed a Game Plai:
Window opens with all of the plays listed.. Make aiy
edits desired as described in the “New” section on paji:
138.

Printing a Game Plan

Y ou can print out your Game Plan. When you click on
Print from the Play Editor pulldown menu, you will
have several printing options.

Play Diagram:
Full Size: Prints a full size After-the-Snap dii
gram of each play.
Mini: Prints all play diagrams in a thumbnall
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 Spnap Only: Only the text describiny
Before-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.

Note: Printing a Game Plan with None selected on
both Play Diagram and Play Logic Text, will prinl
play number, type, and name only.

Print:

Play: Print only the highlighted play in the Gam
Plan.

Plan: Print the entire Game Plan. Be careful — [

you have a lot of plays in your plan, and especially
f you have diagram and logic options printing,
this can amount to quite a few pages.

¢ Page: Yes will print a title page with game plan,
n name, team nickname, team abbreviation, coach,
jue, conference, and division information on it. No
| not print a title page.

Ke the appropriate selections for the printing setup
have then click OK to print, or Cancel to return
lhe Game Plan Window.

@ Coaching Profile Editor

ien you build a Profile, you can use either general

/ Types or specific plays in it. If you use specific

y§ in your Profile, the Game Plan using those plays
| be included automatically as part of the Profile. A
ifile using only Play Types can use any appropriate
ime Plan for offense or defense.

option will take a Profile with specific plays and
ubstitute the Play Types for those plays into the

5 saves your Profile. The default folder is

LRRA\FBPROY7\CUSTOM. Standard DOS file
ning conventions apply.
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s iz | EDIT SUB %'s

This allows you to choose the Energy level (ER) ul
which you want specific positions to sub in and out ol
the game. Select this option to bring up the percentage
windows. You may adjust the percentages up or dowll
by clicking on the arrows. The percentages must b
between 0 and 100.

hother you want to stop the clock before a particular
iy starts,

1¢ variables used are:

Minutes in half: |

) 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

For example, 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.

EDIT PROFILE pn: Yards to go:
When vou select this option, a dialog box opens wills g‘fgfj‘;n g-i ; fagd orliless
Profile editing controls. You must first load a Profili :l";ird ; 0\;'11 6-_] . 2 to 1Oyal Z
before you can edit one. All Profiles must be conis i g(‘)’“'wn >—10 a4 Ef))r : th);ar ls;)
pletely filled out to be used, so you can only edit i i = n
preexisting Profile. Start with one of the stock Profiles yar
and adjust it as you wish. | =

, eld position: =

There are 2,520 game situations that can occur in eucl <DEF 5 Vil e dfetios’s's vt i (5 s -
half of a game, based on several variables. You cull o less to a TD) B
select up to three Play Types or specific p_layslthat the DEF 5 - 35 B A 5 %l o il =
computer will randomly select in each sml:zltlon3 and — 3 Y
the percentage chance that each of those plays will b DEF 35 - OFF 35 Between your fiéld goal range ad the =
called (probability weighted against the others). Yoll ' offense’s 35 yard line =
C —— ' ' (OFF 35 -5 Between the offense’s 35 and 5 yard line

<OFF 5 Inside the offense’s 5 yard line (5 yards

or less for a safety) _J

le: When you change your field goal range, the
£7 35 changes to match it. The default is the DEF
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lected Play

1is shows the three Play Types or specific plays from
hich the computer will choose for any given situa-
in. To change one of these plays, click its text box,
i click on a specific play or Play Type from the
iplay above. Note: To generalize a specific playina
tlected Play slot, right-click the slot.

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+

Situation #

This is a number from 1 to 2,520 that describes the k
game situation based on the variables that are choser, |_B|'It
To change the Situation Number, you can click the
buttons to change the variables. You can also click the
Situation # text box, type in a new up or down button
on either side of the text box as follows:

¢ this to increase or decrease the chance the com-
ter will pick that play over the others. The value
st be between 0 and 10. When you change the
ight, the percentage next to it will automatically be

Single left-click: Increase/decrease by | ulated as necessary. At least one play must have
Single right-click: Increase/decrease by 10 Weight greater than zero: i.e., you must call some-
Left & right-click and hold: Increase/decrease by 100 -
The scoreboard and play-by-play text includes the -:1'

situation number. This helps you track your coaching

S his powerful feature allow i
skills on a printout of your profile. 3 kAl 8 ows you o modiy eyl

luations at once. Click COPY to open a display at the
p of the screen. Click the check boxes to select game
riables. The number of situations you are changing
L Il be shown in the upper left corner. You must select
| least one check box for each variable before any
uations will be changed. You may choose to copy
it the Stop clock logic, just the Selected plays and
pir weighting, or both.

FG Range

The FG Range must be between 5 and 50 yards. Adjusl
it the same way vyou adjust the situation number,
Changing this number changes two of the variables in
Field Position. By adjusting FG Range, you can
customize your Profile to fit your kicker’s ability.

Stop Clock?

If you click Yes for this situation, the computer QB will
call a time out if there are time outs remaining. If there
are o time outs and it is not fourth down, the QB will
automatically run the play STOPCLOK.

2-Point PATs

This option brings up a dialog box that allows you ta
determine when your team will try for 2 points after i
touchdown. It is very similar to the regular coaching
profile screen, but applies only to 2-point conversio
attempts.
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When you click OK, the information selected under
Copy Options will be copied over to all of the situas
tions with the variables you have checked.

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 informa-
tion to other situations with COPY,

First and Second Half Profiles

If you decide to edit Coaching Profiles, you will
probably want to do separate profiles for the first and
second halves. For example, on 4th down on the
defensive 10 yard line with 10 seconds to go in the half
and trailing by 6, you might settle for a field goal in 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
wecek after week. They vary their play selection some-

et Proflis Selaction Criteria
M Computer Profile {7 Choose Team Proflie

Offense Defense
Weight Pot, Walght Pel,

Rush Aggressive 17 7 2g
fush Balanced Al 19
Rush Conservative i SO

FPazs Aggressive 4 7

Fass Balpnoed iy b 18

Fasz Conzerpative [7 ™

what to make it more difficult for their opponents to
predict what they will do. In Feotball Pro, you can sel

¢ probability that a computer-owned team will select

varticular Coaching Profile using the Team Profile.

e computer normally selects the best profile for its

tsonnel (weight=0). To alter this profile, go to the

m Data screen for the computer-owned team you

18h to edit. Switch the team to Human-owned. You
iy then click on the Team Profile button and adjust
6 weights on the offensive and defensive coaching
ofiles. When finished, switch the team back to
bmputer-owned.
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PLAYER RATINGS
PROFILE EDITOR

Football Pro includes a Player Ratings Profile Edito
(PRPE) that lets you reassign player ratings based aii-
your own criteria. You may edit any of the eight ratings
for any position and, from the Pro Bowl Screen, edii’
and apply Pro Bowl player selection criteria. (Ratings
are kept in .RAT files, while selection criteria are ke
in .RAS files.) The Formula screen allows you to creal
a formula for the rating, while the Results screeil
allows you to see how players are ranked and to assigil
new ratings based on one of four distribution curvel,
‘When you are satisfied with the results, you may savi
the new ratings to the original league or to a newlys
created league. You may also go to the View All
Ratings screen to edit the ratings for individual play:
ers. In addition, you can save any formulas you creal¢
into a Player Ratings Profile.

ADJUSTING PLAYER RATINGS

Follow these basic steps to adjust ratings. Sec the
following sections for more detail.

1. In the League Data screen, load the league thil
contains the players you wish to edit. Exit to Leagu¢
Play and click on Player Ratings Editor to open the
PRPE.

2. Create a formula that will be used to RANK the
players. Note: This formula determines only the orde
ing of players from best to worst, not the actudl
ratings.

3. Go to the Curve Selection screen by clicking on ¥
Show Results. You will see all of players ranked

according to your formula, and the raw data (“RIS
SULT”) for cach player. Decide what the lowest and
highest ranked player’s ratings should be, and enfer
them into the MIN and MAX boxes, respectively.

ight: even distribution between Min and Max.

I more players near the average of the Min and

)g: more players near the Min.

pi more players near the Max.

- change the players’ ratings, you must APPLY the
ifile or SAVE RATINGS.

e: Some default player ratings have been modified
oduce more realistic scores and statistics. If you
the DEFAULT player ratings, some ratings in

t league will not match those that came with the
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Prafile Editor
interface.
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l/C: Clicking this once clears the previous item
lered (Clear Entry); clicking it twice clears the
lire formula.

!, AC, AG, ST, HA, EN, IN, DI: These buttons
jert the current value of the player’s rating into the
irmula.

[D. STATS, TM. STATS: Inserts a statistic into
ur formula. A dialog box will allow you to choose
bm all available statistics. Individual statistics are
dicated in the formula box by “I:” followed by the
breviation for the statistic. Team statistics are indi-
ted by “T:” followed by the abbreviation.

EDITING FORMULAS

You may create formulas to establish each individug
rating for each position. For example, you may crei
a QB strength (ST) formula, a DE agility (AG) fo
mula, and so forth. The Select Position button allo
you to choose any general position (e.g., receivers) (
specific position (e.g., tight ends). To change th
current rating being edited, click one of the rating
buttons near the top of the screen.

ANDOM: Inserts a random number into your for-
ila. A dialog box will ask you to specify a maximum
mber up to 99. The number generated will be
itween | and the number you specify.

iT TO: Allows you to replace the current formula.
may choose Default, Blank, Revert To Last
ved Formula (if you are modifying a formula in a
feviously saved Ratings Profile), or Another
psition’s Formula for the current rating.

You may use the Calculator display or the keyboar
(see “’Smart Formula' Entry” on page 155) to edit your
new formula. The buttons work as follows:

0-9. . (decimal): These buttons insert a numeral ol
decimal into your formula. (You may also use the
number keys on the top row of your keyboard.)

§e your mouse to move the cursor around in the
brmula display. You can also use the numeric keypad
irsor keys (Up arrow, Down arrow, Left arrow and
ight arrow) and the [Home] and [End] keys.

he other buttons on this screen are:
+,—, *,/, (,): These buttons insert an operator into your
formula. Note: You will get an error message if your.
left and right parentheses do not match up.

BKSP: Backspaces over the numeral, operator, rating,
or statistic to the left of the cursor. (You may also use
the [Backspace] key on your keyboard.) Be carelul near
numbers- it‘s easy to clip the first digit.

ating Profile: This opens a window with four addi-
bnal Profile options.

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

Save Profile: Allows you to save a Ratings Pro-
file.

Print Profile: Prints all formulas in the current

DEL: Deletes the numeral, operator, rating, or statig: .
p £ Ratings Profile,

tic to the right of the cursor. (You may also use the
[Delete] key on your keyboard.) Apply Profile: Modifies all player ratings in the
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bntext sensitive help. Use the right mouse button to
lick on any calculator button. A pop-up text box
lains the function of each one.

SMART FORMULA" ENTRY

can create formulas that rank players by their
ars in the league, passer rating, personal stats, team
ats, stats for opposing teams, or even the current
tings. The examples below show you how to do this.
Ou can type in formulas via the keyboard, or use your
louse to click on the individual calculator buttons. As
bu type, the computer automatically checks your
itries for validity. Ifit is determined that what you are
{ping is not a valid entry, then you will be warned with
I audible beep. In addition to this “auto check”
fture, you can type in a partial entry, followed by an
fterisk, then press the [Tab] key to have the program
bnduct a search for the first alphabetical match. For
ce, if you type in I:PA (the beginning of an
vidual Stats, Pass formula), the program will come
h I:PASA (Pass Attempts). You can continue
search by pressing the [Tab] key again. I:PASC
Pass Completions) would be the next alphabetical
ch in the search. Continue to press the [Tab] key
itil the proper match is made. Once the proper match
made, you can continue typing in other formula
itries.

current league using the formulas in the current
Ratings Profile.

Cancel Profile: Returns you to the main Profilg
Ratings editor screen.

Select Position: Allows you to choose any general
position (e.g., receivers) or specific position (e.g., tight
ends). You can also select from the following options
to further define the position and ratings you want (0
effect: Entire League, All Teams, Specific Team,
Draft/Free Agent Pool, Actual Ratings, and Poten«

t / Frae RAgent Pool ke
ot Genwral or Specific Pasition
= pL
™ DE
D7
mip
Woa

tial Ratings. Note: An Actual Rating can never be
greater than a Potential Rating.

Calculate: Opens a dialog box that shows the selected
players’ ratings, from a minimum and maximun
value, through four different distribution curves. You
can change the MIN and MAX values and click
Calculate again from the dialog box to redistribute the
ratings.

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

Return: Returns you to the League Menu screen.

CONTEXT SENSITIVE HELP

All buttons on the Player Ratings calculator have

I the examples below, you can replace the mouse click
Istructions with the equivalent keyboard entries.

ote: Statistic-based formulas results begin the sea-
on at “0” but become more useful as the season
rogresses.

)rmula Example 1:

0u have just completed a season with the NFLPI96
ague. For the 1997 season, you want all the HBs’
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Il other ratings, endzone art, insignia, etc. will re-
lain from NFLPI96.

speed (SP) adjusted so the players with the mosl
yardage in the 1996 season will be the fastest for 1997,

ormula Example 2:

Ou want to improve the HA “Hands” rating of all the
ends (TE), but have them ranked in the same

To do this you would go to the Player Ratings Editor
and:

1. Click onSelect Position, then chooseEntire League
and HB. Click OK to return to the main screen.

2. Click on “SP” in the gray ratings box at the top. You
will now be editing the formula ranking all HBs speed
in this lcague. (You have NOT changed the ratings
yet.)

I\ Click on Select Position, then choose TE. Click OK
) return to the main screen.

 Click on “HA” in the gray ratings box at the top.

- 3. Clear the current formula by clicking on CE/C Set the TE HA formula equal to HA. To do this, clear

e current formula (double-click CE/C) and then
lick the red “HA” button.

. When you show results, the TEs will be ranked by
16 current HA rating, If the highest TE IIA rating is
%and the lowest is 60, you could change the MAX to
5 and the MIN to 70.

. Choose a Straight Distribution, and then Save

twice.

4. Click on Ind. Stats to display individual statistics,
Scroll down to “Rushing Yardage.” Click on it to place
its abbreviation (:RUY) in the formula display.

5. The formula is now “HB SP = LRUY”. Click on
Calculate to open the Curve Selection screen. This
shows all of the HBs ranked by rushing yardage for the
1996 season. Under Result, each player’s rushing
vardage for 1996 will be shown. (All results will be
zero if you have not actually played any games yet in kample 3: Pro Bowl
1996.) )
6. Set the MIN and MAX values. (Use 50 and 90,
respectively.) Then click on Calculate to distribute the
players’ ratings from 50 to 90 through four different
distribution curves.

7. Scroll through the list and determine which of the
four distributions you like best, then click on the
column heading for that distribution.

0 set Custom criteria for a Pro Bowl Game, use the
ime method as above. You will not be able to select a
ling, however, because you can’t adjust ratings in the
0 Bowl. You can only set criteria for Pro Bowl player
lection. For example, if you set the HB formula to be
Rushing Yardage,” then Show Results lists all of the
by yards rushing. (If there are no yards rushing
ieginning of the season) then the HBs will be ranked

8. To assign these ratings to the actual league, click on f the total of their ratings.)

Save Ratings. You will be asked to select a league
from the scroll box. You can either select NFLPI96 (to

) IEWING RESULTS AND
replace the ratings in that league) or enter a new name
to create a new league using the revised HB SP 3 S|ENING HA."NGS

ratings). Now, the HB SP ratings have been revised bul lice you have finished your formula, click View
_ults on the Formula screen to see how the players
¢ ranked according to your formula.
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At the bottom of the Results display are two text boxes,
labeled Minand Max. You may use these text boxes i
define the range for the rating, then click the Caleus
late button to calculate new ratings for each player.

On the right side of the display, you will see four
columns of ratings, labeled STR. (straight), BELL
(bell curve), LOG. (logarithmic), and EXP. (expo-
nential). These indicate the distribution curves for the
ratings. A straight-line distribution has players equally
spaced in the 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
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 to select a distribution, and you may save the

new ratings by clicking theSave button. These ratingy

can be saved to the original league or to a new league,

bu will see all of the ratings for the players at the
lected position. You may double-click on any player
ring up a dialog box that will let you directly edit
I8 ratings.

Ou may also click on the Name column, or on one or
ore of the ratings columns, then click Sort to sort the

Splay. If you select multiple ratings, the players will
 sorted by the sum of all ratings selected. (For

ample, if you selected SP and AC, a player with SP
80 and AC = 64 would be sorted above a player with

P =95 and AC = 40.)

The League
Player Ratings
screen.
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M Note: In 1995, the NFL
Players' Association (NFLPA)
changed its name to NFL
Players Incorporated
(NFLPI).

B Note: Leagues with an
“E"onthe end ofthe filename
arerostersastheywereatthe
end of the season. All other
leagues are beginning of sea-
son rosters.
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LEAGUE PLAY

BACKING UP AND BUILDING
LEAGUES

Football Pro offers you the choice of competing in (hi
default NFLPI 1996 league or building one or moig
new leagues of your own. To build a new league, clich
League Play at the Main Menu screen, then clich
League Data. When the League Data screen appearn,
click New League.

Default Leagues

We have included eight career leagues filled will
players who are members of the NFL Players Associis
tion (NFLPA, laternamed NFL Players, Inc, or NFLPI),
These leagues areNFLPA92, NFLPAY93, NFLPA93L,
NFLPA94, NFLPAY4E, NFLPI95, NFLPI9SE, an(l
NFLPI96.

We have also included a utility you can use to back up
leagues. To use this, select PROGRAMS>SIERRA™
FOOTBALL PRO 97> BACKUP from the Windows
START menu. We strongly recommend that you back
upthe NFLPI96, NFLPI9S, NFLPA94, and NFLPA93 [t
leagues before you begin play.

NFLPA93E League: The NFLPA players for this
league are on the same teams as they were at the end
of the 1993 season. This allows you to take your teain
through the 1994 season with 1993 rosters.

NFLPAY4 League: This league is set to the beginning
of the 1994 season with 1994 rosters.

NFLPAY4E League: This league is set to the begin:

ning of the 1995 season with the rosters as they wert.

at the end of the 1994 season.

FLPI95 [League: This league is set to the beginning
the 1995 season with 1995 rosters.

FLPA9SE League: This league is set to the begin-
ng of the 1996 season with the rosters as they were
the end of the 1995 season.

FLPI9G League: This league is set to the beginning
[ the 1996 season with 1996 rosters.

@storing Default Data

Is best to have backups of default leagues readily
ailable in case you want restart the season or use the
layer Ratings Editor to adjust player ratings. (For
.. ¢ information on the Player Ratings Editor, see
ipe 150.)

0 restore these leagues to their original default status,
t5t, delete the NFLPI96.* files from your Football Pro
blder on your hard drive. Then copy the NFLPI96 files
(om the SIERRA\FBPRO97\BACKUP folder into
our Football Pro folder.

" you don’t have room on your hard disk to store
ickups of the default leagues, you may also restore
em to their default status by copying the default files
i [f of the Football ProCD. First, delete the NFLPI96.*

es from your Football Pro folder on your hard drive.
ien insert the CD in drive D:, and use Windows 95
Kplorer to copy the files into your Football Pro folder.
fou may also create a Career league, of course, and
hoose to fill it with the teams from one of the NFLPA

fliting Names and Ratings

f'you compare NFLPI96 team rosters with those in the

{FL, you may notice that some names have been
(

hanged or are missing. This is because some players
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B Note:Toretainanyofthe
NFL helmets, insignia, and
endzoneart forteamsinanew
league, ALL teams selected
must be from the NFLPI96
league.
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T

are not available to license through the NFLPI and
have their own special arrangements with the league,
Other players, such as some rookie players, are also nol
yet covered by the licensing agreement. Our agree-
ment does not permitus to provide the names of playery
who are not NFLPI members.

If you wish to edit the names of any players, jusl
double-click on the player in the Offense/Defense
Roster and then click on the player’s name in the
dialog 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 how the
players perform, so experiment with them and see
what results you get. You can change any attribute of
the players or teams at any time.

Choosing League Type

Football Prooffers two types of leagues: Career leagues
and Single-season leagues. In Career leagues, new
players are drafted each year. As seasons pass, they
accumulate carcer 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 Configurations

Football Pro offers you five league sizes, from eight to
thirty teams. Each has its own configuration of divi
sions, conferences, season length, and playoff sched-
ule.

All leagues 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.

jelecting Teams

{ou may accept Football Pro’s default teams or select
e teams you want for the new league. When you
elect teams, you may use teams from any existing
tague. Teams retain the team data they had in their
previous league, including type of ownership. Human-
ned teams are still Human-owned and keep the
¢ password. If you want to remove this password,
hange the ownership to Computer or set all Human-
wned teams to Computer Manager using the Manage
Peams button (see “Manage Teams” on page 164).

i you decide to select your teams, a screen appears
vith the default teams listed. You may change any
I. by clicking on it, then clicking Select Team. A
llalog box with all of the teams in the current league
b displayed. Click on the team that you want to replace
he default team with. If the team you want is in a
erent league, click Load League to load that
ague. Once you do, it becomes the current league.
Vhen you are satisfied with your selections, click
teturn to go back to the League Data screen.

hw League Names

the League Data screen shows the default name of the
league, its divisions, and the name of the league
hampionship trophy. You may change these names
\ chckmg on each respective text box, pressmg

With this option, Football Pro lets you decide the rule
fructure of your new league. Caution: Once you have
'_ved your league, the ground rules will be in effect for
very game.
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Ground Rules options include:

Fatigue Penalties
Injuries Fumbles
Interceptions 40-Second Clock

5:00, 10:00, or 15:00
Quarters

Sim or Fast Sim

Note: You cannot change ground rules in NFLPA/l
leagues. However, you may create a new league with
all NFLPA teams and then change the rules.

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

Changes made on this dialog box will affect all Com-
puter-owned teams and all Human-owned teams that
have no password. Teams with passwords are nol
modified, unless the Clear Passwords box is turned
on.

When Computer Owner & Manager is turned on,
each team’s ownership is changed to Computer. When
it is turned off, each team’s ownership is changed fo
Human, with no password. Similarly, when Com-
puter Manager is turned on, cach Human-owned
team is set to Computer Manager; when it is turned off,
it is turned off for each Human-owned team.

Note: When you click OK, the settings for 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

L]

le teams in the league (except Human-owned teams

Vith passwords) will be immediately changed to the

Gult settings on the Manage Teams dialog box.
lhe default settings are: Basic Playcall Mode, Basic
letion Mode, not Computer-owned, not Computer-
lunaged, and passwords will not be cleared). If you do
01 want to make these changes, click Cancel.
he Manage Teams option is available at all times. Tt
i especially useful when creating a new league with
ams selected from existing leagues, because teams
lat were Human-owned in their previous league
ttain all of their team data, including their passwords,
‘0u may also want to use this to set all teams to

luman-owned with Computer Manager turned off, in

Ider to exactly duplicate trades and free agent signings
yhen vou arc simulating your favorite real-world

rofessional league.

last Champions

:Career leagues, click here to see who has won the
luper Bowl in previous years. You can also see who
ey defeated and by what score.

II,_I_HBI‘ Awards

lick the Awards button on the Teams & Standings
ireen to view the recipients of the following awards:

Player of the Game

Player of the Week

All-Pro Team

Rookie of the Year

Most Valuable Player

Coach of the Year

Offensive Player of the Year (one per conference)

Defensive Player of the Year (one per conference)
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screen.
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Hall of Fame

Whenever a player is retired, either due to injury, or |
voluntary retirement, he is evaluated to sce if
qualifies for nomination to the Hall of Fame. Playgi
are eligible to be elected to the Hall of Fame five y
after retirement and remain eligible for 15 years, If}
player has not been elected to the Hall after 15 yearss
eligibility, he loses eligibility.

take ownership of a team, go to the League Play
en, Click Teams & Standings. Choose any team

e League Standings screen and click on it. (Each
lie team names are actually buttons that you can
k on to take you to specific information about that
1) Choose Team Data. Then, click the text box
gled Ownership.

ns/Profiles Management

m the Team Data screen, you can set the defaults for
I team's Game Plan and Coaching Profile, for
and Defense, and for the first and second half.
pse defaults will be automatically set each time you
It a game with that team.

Saving New Leagues

To save your league, click Return. At the Save (i
new league? dialog box, click Yes. On the Save Ne#
League dialog box, click in the filename box, pie
Delete to empty the box, type a file name for yo
league of 8 letters or less, then click OK.

TEAMS
Buying A Team

All teams in a new league start with their Ownersh
listed as Computer (unless they were Human-owiie

,'_m Passwords

man-owned teams can be configured to require a
ord to perform the following team management
otions:

edit team data
view and edit playbook
e . edit player data
TEAM DATA -INDIANRPOLIS % change player numbers
i initiate or accept trades

CONFERENGE:

sign players from free agent pool

move players to or from injured reserve
modify rosters

modify coaching profiles

sword protection prevents other human owners in
ir league from altering your team. When changing
ynership from Computer to Human, you will be
ked to enter a password. Type any password (of eight
racters or less) you like, then press [Enter]. As you
¢ each letter of your password, an asterisk will
jear in the text box. If you do not wish to use a
sword, leave the text box blank. Confirm the new

teams copied into the new league—see “Selectin
Teams” on page 163). You may “buy” any team h
changing its ownership from Computer to Human, (i
“sell” a team by changing ownership from Human (¢
Computer. You may buy or sell a team at any poii
during the season.
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The Uniform Color
selection screen.
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-alter anything.

password by retyping it in the text box, then pie
[Enter] or click OK. To change your password (or i
one if you have not been using one), click Ne#
Password.

or down to alter the combination of basic colors and
nge the hue of your Jersey, Jersey Stripe, Pants,
its Stripe, Sock Stripe, or Helmet.

Ul can match the color of your jersey number with a
or already created for any other part of the uniform.
do this, click the radio button under Number Color
Il corresponds to the uniform part you want to
{Le h When you are finished, click OK to save these
.’ £s.

Whenever you go to the team information screens of
Human-owned team that is password-protected, yu
will be asked to enter the team password. If you do it
correctly enter the password after two attempts,
dialog box informs you that the check failed and (e
buttons that perform these functions become inactiv

You may still look at these screens, but you may ne te; You cannot change your uniform colors afler the

il game of a league season.

A team’s password, if it has one, is required to pluy
league games, but not to simulate them. (See “Starting
League Games” starting on page 49.)

adium, Surtace & Nearest City

Ch team has a home stadium located in or near a
Jor city. The surface and the city can affect players’
tformance during the game. Stadiums may be in-
or (domed) or outdoor. Indoor stadiums have artifi-
| turf and are not affected by weather. Outdoor
diums may have natural turf (grass) or artificial
The nearest city, and the month in which the game
played, determine the weather for the game, which
urn affects the players’ performance.

Pick Uniform Colors

Click Jersey Colors to go to the Uniform Colup
screen. You may customize both Light and Darl
versions of your team’s uniforms. Choose which ve
sion you want to work on by clicking on Light ol
Dark, then clicking on either Jersey, Jersey Strip
Pants, Pant Stripe, Sock or Sock Stripe.

)l may change your stadium, or move your team to
lew city, before the first game of any season. To
inge the Surface, click the text box. To change the
arest City, click the text box. On the dialog box,
Il through the list until the desired city appears,
N click the city name and click OK.

YEAM DATA - JERSEY COLORS

mputer Manager

)l may want to let the computer control some team
Ictions such as trading players, signing free agents,
Cing players on Injured Reserve, modifying the
pth Chart, and moving players between assigned

Youmay also change the color of your Helmet, which
l open roster slots.

is the same for both the Light and Dark uniform j
Next, adjust the R (red), G (green), B (blue) slider bu
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| leagues, the team that has the best won-lost-tied
entage in each division is the division champion
I idvances to the post-season tournament. In most
e configurations, one or more wild card teams are
pted in each conference on the basis of won-lost-
| percentages of the remaining teams.

In Career leagues, the computer may also select pli
ers in the College and Supplemental Drafts and all
cate training time in Training Camp. The Compul#
Manager option is turned off when ownership I
changed from Computer to Human. It may be turi
on or off at any time.

For example, say you want to control your team’s drif
without worrying about managing assigned and opil !' rl'ﬂakﬂl's
slots during the season. Simply turn Computer Ml '
ager off after starting the new season, then turn it bug
on after completing the Supplemental Draft.

ase of a tie in the standings, the following tie-
iking procedures are used:

|. Head-to-head (best won-lost-tied percentage in
Each team has a philosophy and personality that | games between the clubs.)
reflected in the way the computer manages it. So
teams place an emphasis on their passing offens
others on defense against the run, etc. As time goes 0ll,
ecach team will change its priorities based on I
performance during the previous scason.

;f-l' 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.
Other Team Data

You may pick out a new Team Name, Nicknamy,
Abbreviation, Head Coach, or Stadium for your teufi
by clicking the respective text boxes, pressing [I}
lete], and typing in your new choices. You may alui
select another team with the Change Team button,

5. Best net points in all games.

6. Strength of schedule. Combined won-lost-tied
percentage of all opponents faced. Note: Other
teams in division are counted once only.

7. Best net touchdowns in all games.

8. Coin toss.

LAYERS

The following table lists the information about eacl
team that can be customized:

Team name

Uniform colors

Team nickname
Team abbreviation

Data may be changed: its

Before the first game of the season: Anytime:

tam consists of 53 player slots. You must have
Ween forty-two (42) and forty-six (46) of these
yers Active for each game. Before each game starts,
1will be able to change which players will be active

Ownership
Computer management option
Playcalling mode

Name of head coach Action mode Ihat game. To do this, go to the team’s roster and
Stadium Team password ik on Turn to... then Active/Inactive.

| Surface Team profiles
Nearest city (affects weather) Plans/Profiles Il will be shown a list of all players on your team.

6 Active players will be at the top of the list and the
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Inactive players at the bottom. To change a playes
status, double-click on his name and select the stutil

from the buttons shown there.

There are three types of slots:

Rssigned Slots (A)

Assigned slots are reserved for specific positions, I
example, each team has two assigned slots for quarl
backs. Note: All assigned slots must be filled befon
any game can begin. This ensures that teams will I
able to field enough players on offense, defense, Al
special teams at the beginning of the game. If you wis
to trade or release a player in an assigned slot, you mii
replace him with a player of the same position. The
are 34 assigned slots on each team. All assigned sl

are automatically on the active roster.

Distribution of assigned slots.

Position 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
Special Teams

Kicker K 1
Punter p 1

Open-Active and Open-Inactive Slots (0 or

Open slots may be filled by players of any positioi
This allows you to fill in your team as you see [I
Players in open slots may be traded or released, ul

laced with players of any position. Players in an
Bn-Inactive slot are on the team, but not eligible to
y in games.

: If your roster shows unoccupied Active As-
led slots, you can select a player only for positions
Which there are too few players. For example, if
have enough players for every Assigned position,
n!y have one OB, and you have one unoccupied
lve Assigned slot, you must pick a OB.

ired Reserve Slots (IR)

ited Reserve (IR) slots may be filled by injured
yers of any position. In Football Pro, cach team has
; ﬂ slots. Once a player has gone on IR, however, he
1ot come off IR until the next season. The IR slots
W a team to replace injured players who will not be
' to play, without releasing them.

jummary, the roster definitions are:
A = Assigned/Active Player

0 = Open/Active Player

| = Open/Inactive Player

IR = Injured Reserve

jter Requirements

= Minimum 34

A + O = Minimum 42; Maximum 46
A+O+1=53

IR = Maximum 10

lember, if you want to switch a player from Active
flactive or vice-versa, go to your team’s Offense/
inse Roster and click on the Active/Inactive but-
,; hen, point to the player you want to switch and
ble-click. A dialog box will appear which will
¥ you to change the player’s status.
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To make sure your roster is ready for the next gy lon, Notice the slots changing as you move the
yer up or down the roster window. Use this same

1. Make sure you have no more than 34 Assigned, ;
hod to change players from assigned to open slots.

Open Active, and 7 Inactive players.

2. Mak have lots.
RIE SIS YORMAVE N0 0PSSOk I may only trade ranks in the Depth Chart for the

1t position (e.g., CB1 to CB3, FB1 to FB2, etc.). A
yer’s rank in the Depth Chart is important to
Mtitutions and play design.

3. Make sure all of your assigned slots are filled,

Rosters and Depth Charts

To view a team roster, select a team on the Leuy
Standings screen. When the dialog box appears, ¢l|
Rosters. This takes you to the Offense roster. To
other rosters, click Turn to.... This will bring up’
dialog box with several display options. Your chall
also determines the roster moves you can make,

ou have an injured player, make sure to move him
vn 1in the Depth Chart or make him Inactive before
I next game to prevent him from playing while
ired.

Active/Inactive: Shows all players on the team and
On the roster, each player’s position has a number bther they are Active or Inactive.
the end. This indicates the ranking of the player for |\
position in the depth chart. On some rosters there Ik
box with Selection Mode and two buttons in it, (I
these roster screens, you can select Choose Player, (|
you may use Depth/Slot to change the Depth Cha

position of players.

Injured players: This shows all of the injured
yers on your team. You may place a player on
ired Reserve (IR) from here ifhe is injured seriously
ugh to be eligible for IR, or you may trade him, but
injured player may not be released to the free agent
ol until one week after his injury is healed (and he

Roster display options are: returned from IR).

1. Offense or Defense: Shows all offensive or defe
sive players. You may choose a player (click on him I
highlight him) and try to trade him to another tei
(Propose Trade). Or you can release him (Releus
Player) and sign a free agent (Sign Free Agent). Y
may also double-click on a player to edit some of
data (see “Player Data™ on page 179).

move a player to Injured Reserve, double-click on
injured player. I he is eligible to go on IR (he must
xpected to be injured for six weeks or more), he will
we to an IR slot.

bring a player back from IR, double-click on the
yer. You can only do this in Career leagues. If he is
_ble to return from IR (must be at the end of the
ison) and there is a slot available for him, he will be
irned to the active roster. You may have to release
layer in cither an assigned or an open slot in order
bring the player back from IR.

2. Position (QB, RB, etc.): Shows all of the playery
their general positions. You may Sign Free Agent o
Propose Trade from here or choose Depth/Slot [
change your Depth Chart. To do this, click the rad
button next to Depth/Slot. Click and hold the lef!
button on the player you want to move, then drag |l
name to the spot you want him to be in and release (i
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Ratings

Players have eight basic ratings which range betwi
0 and 99. These numbers represent a measuremeiil
the player’s current skill levels. The higher the rating
the more physical or mental skill the player possesy
The lower the rating, the lower the skill level.

To see the players in the roster ranked by a rating
ratings, just click on the rating(s) and click Soi

Roster. The players will be ranked by position with ()

highest-rated players at the top. Note: This opil
cannot be used while in the Depth/Slot mode. To
Sort Roster on a Roster screen, first you must chai
toChoose Player mode. On long rosters, you may 1o
to scroll up the list manually.

Speed

Acceleration

Agility

Strength

Hands

Endurance

Intelligence

Discipline

SP

AC

AG

ST

EN

DI

How fast the player can rui

How fastthe player can achiuy
his top speed from a standifl

start.

How well the player chang
direction or leaps.

How strong the player is
(making or breaking tackle
blocking, ete.).

How well the player uses h
hands (catching passes, avol
ing fumbles, etc.).

How well the player resists If

jury and fatigue.

How well the player interp
events and uses that inforn
tion.

How well the player perfor
under pressure or avoids n

takes.

e are some examples of the use of ratings by players
iach position.

ST

DI

HA

HA

ST

HA
AG
ST

AG

ch player has three different sets of these ratings,
ich 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 a player’s
potential ratings. A player’s actual ratings may
increase during training camp, but never above
the level of his potential ratings.

[Effective 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.

determines how far he can throw
the ball.

affects completion percentage and
interception rate.

is used when checking for a fumble
on the snap from the Center.

affects catching passes and fum-
bling.

is used when blocking and when
trying to break tackles.

is checked when catching the ball.
is used when trying a fake.

is important when run blocking
(“fire out™).

is crucial in pass blocking.
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h player should be rated as there are football fans,
b1 free to adjust the ratings as you desire. You can
0 create your own formulas to determine the play-
" ratings with the Player Ratings Profile Editor (See
4¢ 150 for more information). Use the ratings to
npare players at the same position. For example, a
 with an 84 ST rating is not necessarily stronger
n a DL rated 65. QB’s use their ST rating for
s5ing, while DL’s use theirs for rushing and tack-

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 interceptiony,

Ks/Ps: ST helps determine how far the ball iy
kicked.

DI affects the accuracy of the kick.

ep in mind that football is a team sport. A QB with
¢ best individual ratings may not be the league leader
lis offensive linemen don’tblock well. Try to match
 plays and profiles of your favorite team and coach,
d see what kind of results you get with the players.

;_'i, Data
¢ table below summarizes all the data shown for

lyers on the rosters. You may change most items, but
lry Status is maintained automatically by the com-

The following table lists the key ratings used by th
computer when evaluating players for trades, drafly,
etc., and when setting up depth charts. They are als(
the most important and frequently-used ratings fo
each position during games.

95 S5 D% Bhst Data may he changed:

i ol B he first game ofr..he season. Anytime:

HB SP,HA LB SP, ST f - . o Active;’[ﬁac[ivc

TE HA,ST CB SP,AG Slot

WR HA, SP S SP, HA Jersey number

C  HA,ST K ST, DI Rakings IR
G ST, AG p ST, DI iry status data may be changed automatically by |

T ST, AC pruicr.

edit a player’s data, go to the Offense, Defense or
josition roster. Highlight the player you want to edit,
n click on his name. A dialog box allows you to edit
fious items. Y ou may type directly in any of the text
Xes except Position.

NFLPI Ratings

We have assigned ralings to players for the 1996
season based on their statistics and performance dur
ing the 1995 season. For example, Steve Young has i
higher than average ST, IN, SP, and AC rating. O
course, there will be as many arguments about how

Aejd anfieal
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Injury Status

The team rosters list the injury status of all playes
Ratings reductions for injured players appear only|
the substitution screen during games. The Reducll
column in the following table specifies how much!
injury has cut into the player’s normal Effective Il
ings.

wr heals, he may be put into a game, but his ratings
be reduced.

oon as the Super Bowl is over, all players are
pletely healed. Note: All plavers on IR must be
back onto the regular roster before a new
on can be started.

Code: [ Injury Status: Reduction: [l ]nﬂ
OK | healthy none ling is allowed from the completion of the Super
P probal;le 10% J until cight weeks into the next season. Trades
Q questionable 40% be proposed only before the first game of the week
D doubtful 70% arted.
O out 100%
CEI career-ending injury | 100% | team may propose a trade to any other team.

les are always one player for one player. Players in
gned slots may only be traded for other players of
jame position. Players in open slots may be traded
iny other players.

The number of weeks a player is expected to re
sidelined is listed after the injury status. Injured pl
ers heal between games and during bye weeks, A
though their status may not change (they may still
listed as Q-3 two weeks in a row), their injuries
healing. Players who play in games while injured
heal about half as fast as they normally would. Play
on Injured Reserve heal a little bit faster than nori
No player may be released to the free agent pool ul L) e e :
one week after he is healed, although an injured pli BGST R leﬂiAHﬂFﬂLIS
may be traded at any time. LN PR R

nake a trade

Dn any roster screen, click on the Propose Trade
on to bring up the trading block screen.

Note: Players may get injured during games. Inju
may be minor, like getting shaken up for a few pli
or serious enough to end a player's career. (Injur
sustained during Exhibition games, regardless of
verity, are not recorded afier the game is over.) Wh
a player is injured, the computer will replace him
another player from the bench. A player who rec
a minor injury cannot be put back in the game untll !
has recovered. When he is available, you will |
notified on the playcalling screen. If an injury is mi
serious, the player will be listed on a team’s injil
roster after the game. In the following weeks, whi

amaball Fra 187 L Supdember 4, 1

' place a player in the trading block double click
e desired player in the roster window.

¢ selected player is in an “Assigned” slot then the
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Prapase the foflowing tradet ntial trade offers. The trade can be from one to
Gl i ol : ; : players. To see the detailed list of players in any
e .,?;,"{ ";E: S5 6l % ax _ﬂ _ ¢, highlight the trade in the list box. The details of
Rinks e i i b bl | player in the currently highlighted trade will
jar in the Trade Block box along the bottom edge
he screen.

position to trade for will automatically default (o §
position of the selected player. Ifthe selected player
in an “Open” slot, then you will need to choost
position for which you want to trade. You may do 1l
with the Any position button,

b le click on the desired trade or click the Accept
ide button. The upper box will display your players,
| the lower box will display the chosen players.

pe Agents

© agents may be signed before any game is started
Ing any week of the season. To sign a free agent,
‘ct the position of the player you want to acquire,
N choose the player. The new player will be placed
In assigned slot, if one is available, or an open slot.
ou have no empty slots, you will be asked to release
layers.

Note: To remove a player from the trade block ol
on name of the player in the Roster window. To chu
the position to trade for on a plaver listed in the (ral
block, double click on that player in the trade blo
window. Only players in an Open or Inactive slot m
be traded for players in different positions.

To remove a player from the trade box, highlight hi

in th indow, tl lick him in th il Te
LILXI e roster window, then click on him in the tr “;: SEAans Fﬂﬂ GAHEER
'‘AGUES

3.) Once you have placed the desired player(s) into (h followi

] (& f les ol . ¥ p
Trade Block, click on the Find Offers button to bl i oving miles apply;only to:Cares leagues
up the Players Open For Trade screen.

ayer Retirement

:j_-: year, players decide whether to come back for
other season or to hang up their cleats. Factors
/olved in the decision include: the number of sea-
18 they have played, how well they performed in the
'vious season, and how well their team performed in
ade iager. ARSTER:pansig basks ;  previous season. (Younger players might try to win
other championship, older players like to go out on
Winning season.) Note: According to the NFLPI, the
erage player's career lasts only 3.32 years.

The Players Open For Trade screen contains a list ¢

TEAM ROSTER - OPEN FOR TRADE

! ]II g
Il players who continue for another year will experi-
LI L R T : ice the effects of aging. The player’s potential ratings
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may be reduced and a corresponding reduction i |
actual ratings will occur. The effects of aging will I
greater each year the player remains in the leagy
Note: Aging only affects a player’s physical ratings
mental ratings (IN & DI) are not affected.

- e the last team to draft and the loser of the Super
vl will be next-to-last.

King Selections

len you are ready to start making selections, click
rt Draft on the League Play screen. (You may wish
print the draft pool and decide whom you want to
ft before clicking Start Draft.) There are two ways
stoceed through the draft. If you want to see which
yers are taken by each team, click Select. Com-
ler-managed teams (Computer-owned teams or
an-owned teams withComputer Manager turned
) will make their selections, then a dialog box will
| you who was selected. You must click Seleet for
h team that will draft. When it is a Human-man-
d team’s turn to pick, you must pass a password
ck, then choose the position and the player you
to draft. If vou fail the password check, you may
¢ the computer select for you, or Cancel. If you
incel, your team still must make a selection before
draft can continue. You may exit the draft after any
ection. To continue the draft, click the Resume
aft button on the League Play screen.

Player Drafts

At the beginning of each season, Career leaguey ¢l
duct a College Draft and a Supplemental Draft. Toul
owners may adjust their open and assigned roster uli
or make trades prior to either draft, but no trades
be made while the drafl is in progress. Free agents
not be signed from the time the Start New Senyil
button 1s pressed until the Supplemental Drall
complete.

The College Draft

All teams in the league must participate in the Colly
Draft. Teams take turns selecting players from (I
College Draft pool. The draft lasts for three rounds,
players not selected during the College Draft and ul
players released to make room on the roster for drafl
are placed into the Supplemental Draft pool.

you want to get through the draft quickly, click
lickDraft. This works the same as Select, with two
geptions: 1) There is no display of players taken by
mputer-managed teams. 2) The drafl does not stop
til a Human-managed team’s turn.

The Supplemental Draft

The Supplemental Draft is similar to the Colley
Draft. However, teams may pass during any round
quit drafting altogether at any time. The Supplemen
Draft continues as long as there are still teams wi
want to participate. Players not drafted remain in (h
free agent pool and may be picked up by any teul
during the season.

)i can also just select the top round players, and then
the computer select the rest using your profile.
jinge your team to computer-owned after the round-

Draft Ordep sround portion, complete the draft, then switch it

Teams draft in reverse order of their regular seasu
won-lost-tied record (i.e., worst to best), If two or maf
teams are tied for selection order, the conventio
strength-of-schedule tie-breaker (see page 171) will i
applied. Regardless of records, the League Champi

)mmon Draft Pool

lien a new league is formed, you will be given the
lon to release all of the players to a common draft
0l. This option allows you to release all of the players

185

FOOTBALLPRO

‘87 SEASON

fejd anfiea




FRONT PAGE SPORTS

redraft their entire teams.

several options.

from the NFL teams and send them to free ageney
Then all of the NFL owners start from scratch

If you decide to release all players and redraft froni
common draft pool, you will be taken to the Commu
Draft Pool Screen. From this screen you will hay

b computer-owned teams’ drafting will automati-
ly be guided by a Draft Profile. This profile gives
Orities with respect to positions, and the option to
Lone or two ratings as draft pick criteria.

afting Round By Round

ou decide to draft round-by-round, when it is your
ou will see a dialog box that gives you a list of
er positions from which to choose. Click on a

League Schedule:

View the schedule for the teams in your league,

lition and vou will be given a list of the available
yers in the league at that position. You will also see

Examine Draft Roster: View all of the players available for draft.

Assigned Slot Status box. This box will update you

League Data: Allows you to change league attributes.

0 what assigned slots still need to be filled. This is

Draft Order Method:
allow the computer to set it randomly.

Lets you set the teams” draft order yourself or

ially important because a team’s game cannot
until all of the assigned slots have been filled.

To change the draft order, go to either of these screens:

o more information on assigned slots, see page
|.) If there are any assigned slots left open at the end

Examine Draft Order:

Allows you to view or change the draft order,

he draft, you will have to fill those with free agents
ore you can play a game. Once the draft is com-

Start Draft: Change the draft order or begin the draft.

d, you can View League Schedule, and start

When the draft begins you will be given two options:

ying games with the teams.

Use Draft Profile:[Name]

screen.,

Your draft will proceed using the draft profile
assigned to the team through the Team Data

ing The Draft Profile Editor

the NFL, the General Manager is usually respon-
le for scouting, drafting, and hiring replacement

Draft By Round:

when it is your team’s turn to pick.

Y ou will be able to draft players round by round

yers during the season. The Draft Profile is best
eribed as a plan that vou give to vour Football Pro

The Common Draft

Pool screen.

186
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B Note:Draft Profiles are
used only for the initial draft
when starting a new league
using a common draft pool.
They are not used during the
college or supplemental draft
atthe end of each season.

The Draft
Assignment
dialog box.

188

General Manager — the computer — who then di

iting Draft Profile information:
the drafting for you. e

ng on an empty slot will bring up a Drafl
dignment dialog box.

To enter the Draft Profile Editor, click on I
Profile in the Team Data screen. You will then sos.
Draft Profile Editor like the one above. There ar¢ il
default Draft Profiles available. Each concentrates il
building a team with specific strengths. You can viil
these profiles by using the Draft Profile Editor.

cking on an occupied slot will highlight that slot.

ible-clicking on an occupied slot will open a Draft
ignment dialog box with the default information
tcted. You may edit this as you wish.

tking on an occupied slot and then clicking on
bther slot (empty or occupied) will swap the infor-
To edit a draft round, you must first select the round i tion in the two slots.
which you want to draft a position. Click on this rous
and a dialog box will appear. From this box, you sel
the position for which you want to draft (QB, HB, W
etc.), arating by which it should judge the position (§
AG, ST, etc.), and, if you wish, a second rating I
which it should judge the players. If you only wan( i
use one rating, select the same one for rating 1
rating 2.

ite you have made a change to the Draft Profile, you
'_'be asked if you want to save it. You can then save

r a previous profile or create a new name.
!

l may change the Draft Profile assigned to com-
ler-owned teams by changing the ownership to
:-_}m an, changing the Draft Profile to whatever you
sh, and then changing the ownership back to Com-
For example, if you choose WR, HA, and ST, I ter.
General Manager (computer) will look through all ¢
the available wide receivers and select the one with (I
highest combined hands (HA) and strength (ST). |
there is a tie, the General Manager will chose the

with the highest of all eight ratings combined.

Edit Draft Aound 4
Axzmigned %lotsx Remalining
g8 RB R GL DL LB DB K P
o o o 1] o (2} 3] 1] 1]

Aating 1  RAatlng 2

sP

FOOTBALL PRO

ASON

B Note: Remember that
the last Draft Profile that has
been loaded when youleave
the Draft Profile Editor is the
one that will be assigned to
thatteam. So, if you edit mul-
tiple profiles, be sure to load
the profile you want assigned
tathatteam before youleave

| the editor.

Ml Note: Draft Profiles

must be saved

in the

FBPRO97 folder or they will
not be used by the draft.
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¢ current week). Statistics are shown automati-
¢ at the half and at the end of the game.

Training Camp

Each July, teams hold a training camp to gef |
players in shape for the new season. Head conl
assign percentages of training time to each of the ¢l
player skill ratings (see pages 175-177 for ratin
With sufficient training time, players’ actual rul
will increase. The amount of increase in an a(l
rating depends on the amount of training time il
cated and the percentage of his potential rating |
player has reached. If a player has an actual rating
is very close to his potential, very little increase will
gained even by a large amount of training.

et statistics during games, press [F2]. To sce the
cores from the schedule screens, click the text line
¥ing the score from that game.

To allocate training time, select the team on the T
& Standings screen, then choose Training Cun
Click on the up and down arrow buttons to adjusl |
allocations for each exercise. The remaining traly
time for the current position is displayed at the boll
of the screen. Each position has its own set of all
tions.

When all teams are ready, click Start Training Cal
on the League Menu screen. If any teams have inoo
plete allocations, a dialog box will list those teams i
ask if you want to have the computer finish (l
allocations.

Statistics

There are three types of statistical screens in Footlg
Pro: Box Score screens, Team Statistics screens,
League Leaders screens.

Box Score Screens

Box score screens, available during the game and {1
the Team or League Schedule screens, show data |
both teams in the selected game. Box scores fi
available for any completed game in the current w
(or the previous week if no game has been complell

FOOTBALL PRO

'97 SEASON
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Box Scores: Offense

This screen shows offensive statistics for players in the selected game.

| 8cores: Team

I Statistics screens show team totals and opponent totals for the

Total first downs earned by the offense.
Rushing: First downs earned on rushing plays.
Passing: First downs earned on passing plays.
Penalty: First downs gained on penalties.

" Rushing; Rushing attempts, rushing yards gained, rushing _ed game.
touchdowns. : t downs:
Passing: Pass completions, pass attempts, net passing yards, pass
touchdowns, and interceptions thrown.
Receiving: | Pass receptions, receiving yards gained, receiving |
touchdowns. vd downs:
Field goals:| Field goals attempted, ficld goals made.

First downs earned on third down plays, number of third
downs attempted.

lh downs:

The Box

First downs earned on fourth down, number of fourth
downs that the team did not punt or attempt a ficld goal.

Scores screen BOX SCORES:
for Defensive

Statistics.

otal yards:

Net yards gained on offense.
Total play: Offensive plays run by the team.
Avg gain: Average yards gained per offensive play.

ush vds:

Total rushing yards gained.
Rushes: Total rushing attempts.
Avg/rush: Average yards gained per rushing play.

188 yds:

e
P
i

Box Scores: Defense

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.

unts/avg:

Punts/net average yards per punt.

This screen shows defensive statistics for individual players in the selei eturn yds:

game.
Tackles: Number of tackles.
Sacks: Number of sacks.
Interceptions: Number of interceptions.

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.

The Box Scores

pnal/Yds:

Number of penalties against team/yards penalized.

screen for Team

mbls/Lost:

Fumbles by team/fumbles lost.

Statistics. ime Poss:

Time of possession.

192 .|

m Statistics

I Statistics screens show player totals, team totals,
Dpponent totals for the last game or for the season
le. In Career leagues, they also show player career
j for selected categories.
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To look at a team’s statistics, choose the team ¥
would like to examine from the League Standii
screen. Click on the team name, then choose Statiyl
from the dialog box.

open that says SK YDS: Number of yards lost on

lons available on most League Leaders screens
ude:

t Page/Next Page: If there is more than one page
his statistical category, click on this to go to the
I page.

vidual/Team: Toggles between showing the indi-

jal players (as defined by your criteria in Turn
 and the team statistics.

Initially, these screens show totals for the cur
season. The second button from the bottom (labhuli
Career in a Career league, or Last Game in a Sinjl
Season league) changes the time period for whis
statistics are displayed. Each time you click on i,
will switch to the next selection (watch the title al '
top of the statistics page). Click Turn to... to bring

different statistical categories to examine. it: Prints out the current screen to your printer.

urn: Lets you turn to another team information
Note: Team statistics are calculated from the cur '
roster of players on the team. A team’s season (o
may not equal the sum of all players listed if the
has traded or released players during the seasoll,

I to...: This brings up a dialog box that allows you
hoose a statistical category to view, and select the
ers to be shown in that category.

League Leaders

League Leaders compares all of the players and tea
in the league according to criteria you define, |
access these statistics, click League Leaders from |
League Play screen.

Qualifiers options let you choose to show all
ers who have statistics in the category, or only
e players who have reached the league minimums.
I five games, for example, selecting All players
it show you a player with 1 pass reception for 55
1§ as one of highest ranked receivers in the league.
)i choose League min, however, that player would
iave enough receptions to qualify.

To sort through the list for any given category, |l
click the column heading. Each of these abbrevial
acts as a button for that column. For example, on [}
Passing screen, left-click on RTG to see the playery
order of passing rating from best to worst. Left-clicky
AVG/ATT to see the average per attempt from besl:
worst.

re are three Positions options:

Positions: checks every single player to see if they
ify in the statistical category. For example, if a
er attempted a pass, he would be shown on the
ing display (assuming you had also chosen All
jers for qualifiers). This option gives you the most
ough list, but also takes the longest time to gener-

Note: In the League Leaders screens, you may righ
click on a column heading or abbreviation to bring
a help box that gives you a definition for the abbrevi
tion. For example, on the second page of the Pas\l

screen, right-click the heading SK YDS. A dialog Applicable: checks only players at positions that

ke sense” for the chosen category. For example, no
nsive players will be checked for passing stats.
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-~ the default 30-team league (NFLPI96). These ulld

ote Commissioner option under the Sierra Pro-
n  Group. (Start the game from the
JGRAMS>SIERRA>FOOTBALL PRO 97>RE-
IIE COMMISSIONER menu under the Windows
‘TART menu.)

This is faster than All Positions, but some playery
be left out.

Choose Positions: lets you decide the exact poslii
you want to include for any given category. I'ol
ample, you may want to look only at running bl
(RB) for Rushing, or linebackers (LB) for Sue
Although other players may have Rushing yarily
Sacks, only the players you choose will show up, I
is typically the fastest and shortest list.

 adds a button labeled Commissioner to the
jue Schedule screen. Pressing this button gener-
a file called GAMExxyy.IN for each game in the
ont week’s schedule. In this filename, “xx” is a
digit number for the current week. (For example,
lirst week would be 01.) “yy™ is a two-digit number
he game. The top game listed on the League
edule screen is 01. The last game listed in a 18-
1 league, for example, with nine games each week
). A GAMExxyy.IN file should be sent to one of the
8 in cach game. (In our office league, we send it to
iser who is the HOME team.)

A third set of buttons is available when you are (sl

you to look at final 1995 statistics for the NFLPI (1
NFLPI), or the current season of the default leq

The Current Category button on the Turn to... diul
box allows you to re-sort the category you are in Wi
any new Qualifiers or Positions criteria you may |
chosen. For example, chooseRB andQB underChug
Positions, then click on Scoring. You will see |
scoring for RB’s and QB’s only. Click Turn to...
then turn off RB and QB and turn on R. Now ¢l
Current Category. You will see Scoring for R’s ol

example, if Philadelphia is visiting Green Bay in
k number 2, send the GAMEO0207.IN f{ile to the
er of Green Bay. Send the other owners their
fesponding GAMExxyy.IN files, depending on who
| actually play the games on their machines. The
ote user should copy that file to the folder in which
ithall Pro has been installed, then start the program
| the Remote Player option under the Sierra
gram Group. (Start the game from the
JGRAMS=>SIERRA>FOOTBALL PRO 97>RE-
'TE PLAY ER menu under the Windows 95 START
i) After the game has been completed, the
pram will create a GAMExxyy.OUT file, which
uld be sent back to the Commissioner.

Note: Football Pro has hundreds of statistical cale
ries. When used with the more than 1,500 players I
30-team league, the statistical database quickly grow
very large. Slower machines may take quite a while i
sort through large lists.

REMOTE LEAGUES

RemoteFootball Pro leagues are very popular on so
of the on-line information services, such as Prodigy
America Online, CompuServe, and GEnie. In a remul
league, one user is the Commissioner, and other uyg
play their games on their own machines all across i
country.

th the powerful Coaching Profile Editor, the Game
1 Editor, and the Play Editor, the visiting team can
d a very good representation to the user hosting the
me. When the Commissioner receives the
MExxyy.OUT file, he must copy it into his Foot-

You can start a game as Commissioner by selecting (i [ Pro folder, so he can then integrate it into the
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league data files with the Remote Game Updil
option in the Sierra Program Group.

the game, you must use the Remote Player start-
option to generate the GAMExxyy.OUT file. When
il (as the Commissioner) are using Remote Game
pdate to update the league, you must have a
AMExxyy.IN file for each GAMExxyy.OUT file
| are using.

Note: We recommend that each remote user crediy |
new league and modify one team in it for use n |
remote league. (You may also use a team from i
existing league.) When you have finished, send I
league files to the Commissioner. To copy the leagil [ help with the remote league option, log on to your
files for a league named MYLEAGUE to afloppy disk orite BBS service and find a league to join. Many of
insert a blank floppy into your A: drive, then dray I f beta testers are “locals” on the large networks and
MYLEAGUE file over the A:\ icon in Explorer, I direct you to a league to join, as well as give you
pful hints about the game.
When the Commissioner receives all of the leay
from the remote users, he should create the reni
league by selecting the appropriate teams from each il
these leagucs. When the remote league is created,
should send these league files out to all remote useis

l can salso start Football Pro with the Remote
mputer option. This is used by the commissioner
en the human’s involved fail to play their game by
deadline” or when two computer-owned teams in a
ote league play each other. It can also be used bya
nan owner who doesn’t want to call his own plays.
6 computer will control all on-field and playcall

All remote users must keep the league files in the sui
folder on their hard drive where the Commission
stores it on his machine. For example, if the Commis:
sioner saves MYLEAGUE to a folder callw
\REMOTELG, all remote users must copy the filey
\REMOTELG on their machines.

ase see the “readme” file for other options added
I the manual was printed.

ULTIPLAYER GAMES

. ng up and running head-to-head games via a
work or modem is described in detail in the Game
y section of this manual (see page 44).

The Commissioner should keep the ownership for il
teams owned by remote users as Human, with Cong
puter Manager turned off. The Commissioner will |
entering all roster moves submitted by remote useis.

If you are playing a game as a remote user, and yoll
opponent (another remote user), sends you a Profil
Game Plan, or plays for his team to use in the g
these data files must be installed to the same folder ¢
your hard drive as they are on his, or the program i
not be able to find them.

If you are playing a game, and quit (and save)
progress, when you start the program to resume pliy

FOOTBALL PRO
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REFERENGE
FOOTBALL PRO UTILITIES

There are four batch file utilities available that ¥ '
allow you to backup, restore, zip, and unzip entl
leagues.

LEG C\SIERRA\FBPROS7\NFLPI96 C:\LEAGUES
statement would backup and compress the
LPI196 league into a folder called LEAGUES.

ZIPLEG.BAT

118 utility reverses the zip process described above.
I use it, go to the RUN command line and type
{ZIPLEG followed by the source drive, folder and
IP filename, then the destination drive and folder.

BAKLEG.BAT

This utility lets youbackup any leagues you chooss
copy them to a target drive or directory. To use it, hel
RUN from the Windows 95 START menu. In the
box, type C:\SIERRAYFBPRO9T'\BACKLEG follows
by the league name, destination drive, and fold§
where you want to store the league.

ample:
\ZIP C:\LEAGUES\NFLPI|96.ZIP C:\SIERRA\FBPROS7

ECOMMENDED READING

you want more information on the rules and strate-
§ of professional football, the Football Pro team
ommends the following books:

Example:
CASIERRAFBPRO97\BACKLEG NFLPI C:ALEAGUES
This statement assumes that your Football Pro i
tory hasn’t changed from the original installation

RESLEG.BAT

This utility lets you restore leagues, reversing
process described above. Follow the directions abe
replacing BACKLEG with RESLEG and typing (i}
destination folder for the restored files.

* National Football League Properties; The
[lustrated NFL Playbook; Workman Publishing
Co.; New York; 1988,

Not just an X’s and O’s book, this one very
- clearly explains the fundamentals of the game and
touches on the rules and strategy as well. The
glossary is excellent and explains a few advanced
‘concepts such as stacks, stunts, and pinches in
clear, easy-to-understand terms. This is the best
‘one-volume introduction to football,

ZIPLEG.BAT

This utility lets you backup leagues as compressed (1§
in order to save disk space. To use this utility, you il
have PKWare’s PKZIP compression software, and (i

i i i OQEXEC.HAY
giﬁ:{f r;:?;;g: i ' Barrett, Frank and Lynn; How to Watch a
Football Game; Holt, Rhinehart & Winston; New
York; 1980.

Select RUN from the Windows 95 START menu, |
the text box, type ZIPLEG followed by the name of (i Although this book is a bit old, it effectively
source drive and folder where the league file residi teaches the novice how to watch a game for both
the league file name, then the destination drive il the action and strategy aspects. It explains football
folder. terms in simple language and has plenty of clear

aJua.dajay .
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diagrams. This is an excellent choice for
novice to intermediate fan.

»  Wilkinson, Bud; Sports Tllustrated Footbull
Winning Offense; Sports Illustrated Winner's
Circle Books; New York; 1987.

s Wilkinson, Bud; Sports Illustrated Footbi :
Winning Defense; Sports Illustrated Winnet's
Circle Books; New York; 1987,

Oriented toward fans with an intermedinl
knowledge of the game, these books include son
chalkboard talk but also discuss physical skill

and strategy. They analyze the individual playet

positions in more detail and describe encli
position’s individual responsibility. Unfortunately,
there are no glossaries.

< National Football League; The Official Nio

tional Football League 1994 Record & Fact Book,

Workman Publishing Co.; New York; 1994,

This book has just about any football statistiv

you could want to know, as well as all of the
current player rosters, schedules, records, anil
history. In addition, there is a comprehensive
explanation of the rules of football. Perfect for the

statistical buff and the intermediate to advanced

fan.

DUSTOMER SERVICE &
[ECHNICAL SUPPORT

he best customer service in the industry.

lerra On-Line guarantees your satisfaction with any
estion or problem concerning our games. In the
I.S., contact our Technical Support Department for
elp in installing or configuring your Sierra product,
I resolving hardware or software compatibility is-
les. You may call, write, or fax us, or contact us via
ne of the on-line services listed.

utomated Technical Support

When you call Technical Support at (206) 644-4343,
Ou can access our Automated Technical Support line.
\vailable 24 hours a day, this service provides re-
' ded answers to the most frequently asked questions.
ollow the recorded instructions to find your specific

rt representatives directly. If you choose to write or
X us, please provide detailed information on your
omputer system and the nature of your problem. In
dddition, please include your address and telephone
ber should we need to call back or send you
iformation.
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Technical Support - United States

Call: (206) 644-4343

8:15a.m. - 4:45p.m. PST

Fax: (206) 644-7697

Sierra On-Line

Technical Support

P.O. Box 85006

Bellevue, WA 98015-8506 Monday-Friday

Technical Support - United Kingdom

Call: (44) 1-734-303-171

Monday — Friday, 9:00a.m.-5:00p.m.
Fax: (44) 1-734-303-362

Sierra On-Line Limited

4 Brewery Court

The Old Brewery

Theale, Reading

Berkshire RG7 5AJ UNITED KINGDOM

Support Technigue - France

Phone: (33) 1-46-01-46-50
(7 jours sur 7 de 9h a 21h)
Fax: (33) 1-46-30-00-65

. Parc Tertiaire de Meudon

Immeuble “Le Newton™

25 rue Jeanne Braconnier
92366 Meudon La Forét Cedex
FRANCE

Technical Support - Germany

Phone: (+49) 0-6103-99 40 40
(Montag bis Freitag von 9 - 19h)
Fax: (+49) 0 - 6103 - 99 40 35
Mailbox (+49) 0-6103-99 40 41
Sierra Coktel Deutschland
Robert-Bosch-Str. 32

D-63303 Dreieich

GERMANY

mmeuble “Le Newton”
)5 rue Jeanne Braconnier
92366 Meudon La Forét Cedex

'RANCE 2%
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Brvicio Tecnico - Spain

el: (34)-1-764-39-69

lunes a viernes de 9h30 a 14h y de 15h a 18h30)
lax: (34)-1-381-08-39

oktel Educative Multimedia

/ Tomas Redondo, 1-1° F

dificio Luarca

8033 Madrid

PATN

[echnical Support - Italy

‘ontact your local distributor or vendor.

VIDDEM SUPPORT

ierra U.K. BBS: (44) 1-734-30-4227
lompuServe: GO STERRA

imerica Online; Keyword Sierra
nternet: http://www.sierra.com

IRECT SALES / INFORMATION
.S. Direct Sales

lax: (408) 6442018
4 hours a day, 7 days a week.

ET‘
@
e
>
O
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o
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On-Line Sales

CompuServe: GO SI (CServe Mall)

GO SIERRA (Sierra BBS)
America Online: Keyword: SIERRA
Internet: http://www.sierra.com

US Patch Disk/Manual Replacement

Disk/Manual replacement:
Sierra On-Line Fulfillment
PO Box 485

Coarsegold CA 93614

INTERNATIONAL SUPPORT
SERVICES

International Sales

Phone: (206) 746-5771

Fax: (408) 655-6179

24 hours a day, 7 days a week.
Sierra Direct

P.O. Box 3404

Salinas, CA 93912-3404

United Kingdom

Phone: (44) 1-734-30-3171

9:00 a.m. - 5:00 p.m., Monday-Friday
Fax: (44) 1-734-30-3362

Modem: (44) 1-734-30-4227

Sierra On-Line Limited

4 Brewery Court

The Old Brewery

Theale, Reading, Berkshire

RG7 5AJ UNITED KINGDOM

(Disk/CD replacements in the U K. are £6.00, or £7.00
outside the UK. Add “ATTN: Returns.”)

one: (33) 1-46-01-46-50

X: (33) 1-46-30-00-65

rc Tertiaire de Meudon
imeuble “Le Newton”

‘rue Jeanne Braconnier

366 Mcudon La Forét Cedex

lone: (+49) 0-6103 -99 40 40
flontag bis Freitag von 9 - 19h)
X: (+49) 0-6103-99 40 35
ailbox (+49) 0-6103-99 40 41
erra Coktel Deutschland
)bert-Bosch-Str. 32

63303 Dreieich

ERMANY

isk/CD replacements: Call for information.)
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TROUBLESHOOTING
COMMON INSTALLATION PROBLEMS

PROBLEM: When installing the game, you receive the message “Iii
reading drive D”. Message will vary depending on what drivé you n
installing from.

SOLUTION: There are several factors that can cause a “read” error of lhlﬁ
type. The most common is a dirty or scratched CD. You should check the (1
to make sure that there are no smudges, fingerprints, scratches or cracks (11
it. If you see any smudges on the CD, clean it off with a soft cloth and try it
again. If the disk is scratched, it will need to be replaced.

If cleaning the CD doesn’t help, the problem may lie with the CD ROM

drivers. When using Windows 95, use version 2.95 of MSCDEX in (lig
CAWINDOWS\SYSTEM directory. You should also check with the (1)
ROM drive manufacturer to make sure that you have the latest version of thelf
CD drivers. Outdated or incompatible CD drivers can cause this type ul
problem.

If you need to replace your CD, replacement is FREE for the first 90 days of
product ownership. After 90 days there is a $10.00 handling fee per progriii.
Mail us the CD, a copy of your sales receipt dated within 90 days or the $10,0()
handling fee, and a note detailing your computer hardware and the problen
that is occurring. Please include your full name, mailing address, and daytime
telephone number so we can contact you if necessary. We will then send yoi
areplacement CD. The address is: Sierra On-Line Customer Service, PO Boy
485, Coarsegold CA 93614-0485.

PROBLEM: Your computer fails the Display test; you get a message saying
“Your video display supports 16 colors...”.

SOLUTION: Sierra’s Windows games require that Windows is running iy
256 color mode. Even though your monitor and video card may be capable of
displaying 256 colors, Windows may not be set up to use this resolution, Ta
check, right-click on the desktop and choose Properties from the pop up
menu. In the Settings section, if the Color Palette section reads 16 color, yoll
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Will need to change to 256 colors. Do not use more than 256 colors with

jotball Pro. Although the game will run, you will not be able to view some
[ the visual effects in the game. If your system will support 800 x 600 at 256
Jlors, change the Desktop Area to 800 x 600 pixels.

arning: Be carefill when changing video drivers! If you choose one that is
0t designed for your particular monitor, Windows will not display properly.
this occurs, restart your computer and hit [F8] when the words “Starting
lindows ‘95" are displayed. Choose Safe Mode from the options list. While
ju are in Safe Mode, right-click on the desktop and select Properties from
e pop up menu. Change the Color Palette and Deskiop Area to a setting
ported by your system.

ROBLEM: Your computer fails the Display test; you get a message saying
Your video display supports 256 colors at a resolution of 800 x 600 and a
peed of XXX K pixels/sec...”.

DLUTION: The display rate of your computer is not fast enough to
itisfactorily play the game. If vou are running 800 x 600 resolution, switch
1640 x 480 at 256 colors. Right-click on the desktop and choose Properties
‘om the pop up menu. In the Settings section, if the Desktop Area section
ads 800 x 600, or higher, change to 640 x 480. Click on the OK button and
Jllow the onscreen prompts from Windows ‘95. Once Windows has resized,
lick on the Start button and choose Settings, Control Panel. Double click on
je System icon, then click on the Performance tab and the Graphics button.
flake sure the slider for Hardware Acceleration is all the way to the right.
estart Windows and run the setup program and test your display. If your

Varning: Be careful when changing video drivers! If you choose one that is
10t designed for your particular monitor, Windows will not display properly.
f this occurs, restart your computer and hit [F8] when the words “Starting
Windows ‘95" are displayed. Choose Safe Mode from the options list. While
jou are in Safe Mode, right-click on the desktop and select Properties from
he pop up menu. Change the Color Palette and Desktop Area to a setting
upported by your system,
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PROBLEM: Your computer fails the Memory test in Windows; you gel i
message stating you do not have enough memory to run Football Pro.

SOLUTION: First, create a FOOTBALL PRO boot disk using the instrug:
tions on page 215. Reboot the system using the boot disk, then create a cle
Windows environment. Make sure that there are no other Windows prograrma
running. Disable all screen savers, virus scans, etc. Wallpaper can sometinmes
take up a considerable amount of memory, so turn it off. Right-click on U
desktop and choose Properties from the pop up menu. Make sure None i
chosen for Wallpaper and click on OK. These steps should give you enougl
memory to run the game. If they do not, please refer to Section 4, Windows
Memory Troubleshooting.

PROBLEM: Your computer fails the Sound Card test.

SOLUTION: Your sound card may be incorrectly configured for DAC
(Audio) or your sound card drivers may not be properly installed or config:
ured. Make sure your speakers are turned on and run the Windows mixet
program for your sound card so you can increase its volume levels for MIDI
(music) and DAC (Audio). Also check the Audio and MIDI settings in {he
Multimedia section of Control Panel. The Audio setting defines what driver
will be used to produce digitized sound (DAC). Speech and sound effects |1
a game are usually DAC sounds. The MIDI setting indicates what driver [§
being used for music playback. The following examples are for the SoundBlastor
l6:

AUDIO: SB16 Wave Out
MIDI: MIDI for Internal OPL2/OPL3 FM Synthesis

The names of the Audio and MIDI drivers will vary, depending on your sound
card. However, they should be similar to these SoundBlaster 16 drivers. Fol
complete information (including driver names and installation instructions)
for Windows 95 drivers for your sound card, contact your sound caf
manufacturer.

WINDOWS MEMORY TROUBLESHOOTING

If you are having trouble getting enough memory to run Football Pro, thess
steps should help you.
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create a Boot Disk: Create a boot disk using the instructions on page 215.

Disable any hardware cache: Some CD ROM drives, such as the Teac 4x,
nstall their own cache. This cache may use as much as 2 MB of memory.
Ponsult with the manufacturer or your hardware documentation if you do not
tnow how to disable this cache.

“reate a Clean Windows Environment: Make sure that there are no other
Windows programs running. Disable all screen savers, virus scans, efc. Ifyou
re using an alternate Windows desktop (Norton Navigator, etc.) use plain
Vindows 95 instead. Ifyou have sound-related Windows programs installed

Create a Windows 95 boot disk. See page 215 for boot disk instructions.

Disable any and all other Windows programs (if any) that are running

Set your Video Display to 640 by 480, 256 colors. (Consult the steps
given for changing display settings in Section 3 - Common Installation
'roblems.)

Run SCANDISK on your hard drive by clicking Start, then Programs,
\ccessories, System Tools, Scandisk. Let Scandisk correct any errors, then
Ininstall the game and re-install it.

) Disable Video Acceleration. Click on Start, then Settings, Control
anel. Double-click the System icon, choose Performance, then Graphics.
You should see a slider bar labeled Hardware Acceleration. Lower the bar a
otch (slide it to the left), then restart Windows when you are prompted and
lin the game again. Continue doing this until you cannot lower the bar any
Note or the problem is corrected. If this corrects the problem, you should
ontact your video card manufacturer to obtain updated video drivers.
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6)  Free up memory by lowering your CD ROM Supplemental Cache §i
From Control Panel, click on System, then Performance, File System. Cligk
on the tab for CD ROM. Adjust the slider bar for Supplemental Cache 81
from “Large” to “Small”, then click on OK.

COMMON GAME PROBLEMS

PROBLEM: Parts of the game display incorrect colors or certain screens i
mostly black.

FOOTBALL

fifoblems, double click the MOUSE icon under the Control Panel, select the
binters, and choose the Windows Standard.

',' OBLEM: Certain keys do not work to bring functions up.

OLUTION: This can happen if the joystick was changed without changing
j€ joystick configuration in the Control Panel. See the joystick section in the
votball Pro Readme file located in the game directory.

PROBLEM: When you click the mouse outside of the game window, the

SOLUTION: Football Prorequires 256 color mode in Windows. Right-cli G
ame stops functioning normally.

on the desklop and choose Properties from the pop up menu. In the Settings
section, if the Color Palette section reads more than 256 colors, you will h
to change to 256 colors. If your system will support 800 x 600 at 256 colom,
change the Desktop Area to 800 x 600 pixels.

OLUTION: Click back on the game window, or return back to the Main
Vindow in the game and restart the game.

Warning: Be careful when changing video drivers! If you choose one that I§ ROBLEM: Football Pro runs slowly.

not designed for your particular monitor, Windows will not display properly.
If this occurs, restart your computer and hit [F§] when the words “Starting
Windows ‘95 are displayed. Choose Safe Mode from the options list. While
you are in Safe Mode, right-click on the desktop and select Properties from
the pop up menu. Change the Color Palette and Desktop Area to a selling
supported by your system,

OLUTION: There are many ways to speed the game up. The first thing to
D is create anFootball Pro boot disk. Follow the instructions starting on page
15 to do this. Also make sure that all of your other Windows applications are
osed. On some 486 computers it is recommended running at a resolution of
20X240. Lowering the detail of the graphics can also improve game speed.
tess [F3] while playing a game, to bring up the Detail Settings dialog box.
his box lets you adjust the graphic detail as necessary to increase the game’s
peed on computer’s with slower processors.

';;l CARD CONFIGURATION AND SOUND

-'proper sound card configuration will cause problems with some multime-
la applications. Check your sound card’s documentation, or with the
lanufacturer of the card, to ensure your sound card is properly set up for
Vindows 95. If your manual does not cover configuration for Windows 95,
ou should get updated information from the card’s manufacturer. This
iformation may be available online through CompuServe, America On Line
I another service.

PROBLEM: The screen image is distorted or has horizontal white lines,

SOLUTION: This problem can be corrected by changing display drivers
Right-click on the desktop and choose Properties from the pop up list. Cligk.
on the Settings tab, then click on the Change Display Type. In the Adapler
Type section, click on Change. Try a different driver from the list of drivem .
For instance, if you are using the ET4000W/32; use the ET4000 driver, Fur
information on what drivers will work with your video card, contact the vidu
card manufacturer.

PROBLEM: The mouse disappears or exhibits erratic behavior on the meni
SCrecens.

SOLUTION: Animated or 3D cursors can cause this problem. To avoid thews ] ]
lootball Pro requires a 100% Soundblaster compatible sound card. Not every
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sound card is 100% Soundblaster compatible. If you encounter any problem,

check the documentation for your sound card to ensure it is correctly setup |1
Windows 95,

For your sound card to be 100% Soundblaster compatible, it must he
supported directly by Windows ‘95, If your sound card is not directly
supported by Windows ‘95 and requires lines in the CONFIG.SYS ani
AUTOEXEC.BAT to function, you need to check with the manufacturer of
the sound card for the availability of Windows 95 drivers.

PROBLEM: No sound in the simulation.

SOLUTION: Make sure you have the sound options enabled in the Detall
Settings dialog box. Also make sure that the Windows CD Player is closed
prior to loading Football Pro. If you continue to have problems, make sutg
youhave a CD Audio cable connected between your sound card and your CI)-
ROM drive, or an audio cable leading from the CD-ROM drive’s headphone
port to the sound card or external speakers in order to hear game music,
Consult your sound card documentation for more information on connecting
an audio cable to your CD-ROM drive.
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BOOT DISK INSTRUCTIONS

STEP 1 - FORMATTING THE DISK

To make a boot disk, you must system format a high density diskette in the

A: drive. This procedure will transfer the “system files” to the disk and allow
' e computer to boot up correctly. The disk must be in the A: drive; the
computer will not boot from the B: drive.

To format a disk in Windows ’95, insert the disk, open My Computer, then
right click on the A: icon. From the menu, sclect Format. Under “Format
type” select Full; under “Other options”, choose Copy system files. Click on

Start.

-_, fter the disk is formatted, you must copy the MSDOS.SYS file from the hard
drive to the floppy disk. To do this, leave the floppy disk in the drive, open

Windows Explorer and find the MS-DOS.SYS file in the root of the C: drive.

;ight click on the file, then select Send to from the pop-up menu. Send the
file to the A: drive.

Note: If you don't see the MSDOS.SYS file in Explorer, the file is hidden. To
make the file visible, select View, Options, then Show all files. If vou do not
Wish the hidden files to remain visible, you can hide them again after you've
made the boot disk by choosing View, Options, Hide files of this type.

When this has been completed, leave the disk in the drive and restart the
computer by clicking on Start, Shut Down, Restart the Computer. When
Windows 95 is restarted, start Football Pro. If the CD ROM and/or the sound
card does not work then follow the following instructions.

STEP 2 - LOCATING THE CD ROM DEVICE DRIVER

Most CD ROM drives are supported directly by Windows ‘95, If your CD
ROM drive is supported you can skip STEP 3. To determine if your CD ROM
drive is supported by Windows ‘95, click on the Start button, then choose
Settings, Control Panel, System. Now double-click on the System icon and
then click the Device Manager tab. If CD ROM appears in the device list, your
CD ROM drive is supported by Windows 95. You can click on CD ROM to

215

adlis.dajay l



fr

COMMIT TO % EXCELLENCE SR

ONT PAGE SPORT

find out what type of CD ROM drive you have. If CD ROM does not appeul
in the list, follow the instructions below.

Ifyour CD ROM is not supported by Windows ‘95, you should first check wili
the manufacturer of the CD ROM drive to determine when the drivers will by
available. Until then, the CD ROM drives requires a device driver to be loade
in the CONFIG.SYS file. This driver must be loaded correctly or you will g
unable to access your CD ROM drive. To make sure that the device drivel
loads correctly on the boot disk, look at the CONFIG.SYS on the hard drive
and copy the driver line from there. To display the CONFIG.SYS, click on
the Start button, then choose Run. In the command line, type SYSEDIT. The
SYSEDIT window will appear. Click on the CONFIG.SYS title bar to display
the CONFIG.SYS file. Look for the line that loads the CD ROM device driver,
The line should look something like this:

DEVICE=C:\DRV'CDROMDRYV.SYS /D:MSCD001 /P:220
DEVICEHIGH=C:\DRVA\CDROMDRYV.SYS /D:MSCD001 /P:220
DEVICEHIGH/L:14652=C:\DRV\CDROMDRYV.SY S /D:MSCDO001 /P:220

The device driver in your CONFIG.SY'S may differ slightly from those listed
above. Write down the line for your boot disk.

Nate: If you cannot find your CD ROM driver in the CONFIG.SYS file, you
may need to look in the CONFIG.DOS file. To access this file, choose Stay,
Run, then type NOTEPAD C:\CONFIG.DOS. If you still cannot locate the
driver, check your CD-ROM drive documentation, or contact the drive'y
manufacturer.

STEP 3 - LOCATING THE SOUND CARD DRIVERS

Like it does for CD ROM drives, Windows ‘95 also provides direct suppol
for most sound cards. If your sound card is not supported by Windows ‘94,
you should first check with the manufacturer of the sound card to determing
when the drivers will be available. You will not be able to play Football Pro
unless your sound card is supported by Windows ‘95, If there is no Windows
*95 drivers available for your sound card, you may be able to use the Windowu
‘95 driver for a different sound card. (You’ll need to check with the
manufacturer or in the support forums for the sound card you are using),
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STEP 4 - CREATING THE CONFIG.SYS FILE

If your CD ROM drive and sound card are supported directly by Windows ‘95,
(and do not add any lines to the CONFIG.SY'S file), you will not need to create
a CONFIG.SYS file on your boot disk. Go to Step 5.

To create the CONFIG.SYS file on the boot disk, choose Start, Run, then type

NOTEPAD AMNCONFIG.SYS in the command line field. This will start the
Windows Notepad program. Add the CD ROM device driver as you wrote it
down in the “Locating the CD ROM Device Driver” section. If you need to
load any sound card drivers, copy them from the “Sound Cards™ section now.
Save the file by clicking on File, Save. Close Notepad by clicking on File, Exit.

STEP 5 - CREATING THE AUTOEXEC.BAT FILE

If your sound card does not require lines in the AUTOEXEC.BAT go to STEP

To create the AUTOEXEC.BAT file on the boot disk, choose Start, Run, then
type NOTEPAD AXAUTOEXEC.BAT in the command line field. This will
start the Windows Notepad program. Copy the lines from the “Sound Cards”
section now. Then save the file by clicking on File, Save. Close Notepad by
licking on File, Exit.

STEP 6 - REBOOT THE COMPUTER

Leave the disk in the drive and restart the computer by clicking on Start, Shut
Down, Restart the Computer. When Windows 95 is restarted, start Football
Pr 0.
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The Sierra No-Risk Guarantee!

THE PROMISE: We want you to be happy with every Sierra product you
purchase. Period. Complete and return the enclosed owner registration card,
and we’ll be able to serve you better. If you’re unhappy with one of our
software products for any reason, you can return it for an exchange or refund
within 30 days of purchase. (If it was purchased retail, please include the
original sales receipt.)

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 you

happy.

If your Sierra software fails within 90 days of purchase, we’ll replace it free
of charge. Return the CD directly to us with a copy of your sales receipt. After
90 days, include the replacement fee: $10.00 in U.S.; £6.00 in UK., £7.00
outside U.K. Note: this policy applies to the original owner only.

In the U.S., send Replacements/Returns to:

Sierra On-Line Fulfillment (For Returns, add ATTN: Returns)
P.O. Box 485

Coarsegold CA, 93614
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Abbreviations 98
Acceleration Rating 176
Action Modes
- Advanced 72
Basic 66
i Standard 67
Actual Ratings 177
(dd Play 96

ranced Mode,
Action 72
Playcall 56
fter Snap Logic 32,123
gility Rating 176
ging, Player 183
im Bar, Kicking 27
ngle Bar, Kicking 26
pply Player Ratings Profile 153
ssigning Players 117
ttributes, Player 176
Audibles 66

ackup League 161,200
Ball Carrier Control 17-18
Basic Mode,

Action 66
Playcall 54
Hefore Snap Logic 29,121

% Score Statistics 165
k Tackie 68

[ Throwing 21,70
Buying Teams 166

Calculator, Player Ratings 154
Calling Plays 58

Iling Time Qut 64

Camera Angle Mgmt. System 22,
77

CAMS Joystick Interface 78
‘arcer Leagues 162, [83

latch Zone 21,75

Champions, Leagues 165

Changing Game Settings §7

Check Receivers, Logic 126

Checkoff Pass 21

Clock Mgmt, Plays 63

Coaching Profile Editor, 143
Tutorial 37

Coaching Profile Menu 143

Coin Toss 54

College Draft 184

Colors, Uniform 168

Common Draft Pool 185

Computer Manager 169

Computer-Owned Teams 166

Computer Substitutes 56

Context Sensitive Help 12

Controls 10,57

Conversions 64

Copy Situations 147

Coverage 94

Credits 219

Current Category 196

Cursors 73

Curve Selection 150

Customer Service 203

Custom Plays 91

Defaults,
Audibles 66
Leagues 160
Defense,
Audibles 67
Logic 122
Tutorial 24
Delete, Logic Secript 116
Depth Chart 117
Detail Settings &8
Diseipline Rating 176
Direction, Play 94
Disk,
Access VCR 75
Space, 7
Display Mode, Game Plan 140
Distance, Play 94
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IT IS ILLEGAL TO MAKE
UNAUTHORIZED COPIES OF THIS SOFTWARE

This software is protected under federal copyright law. Itis illegal to make or distribute copies of this software
except to make a backup copy for archival purposes only. Duplication of this software for any other reason
including for sale, loan, rental or gift is a federal crime. Penalties include fines as high as $50,000 and jail
terms of up to five years. g

£ S 1 ERRA®

e

Sierra On-Line, Inc. supports the industry’s effort to fight the illegal 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 manual, are
copyrighted. All rights are reserved. No part of this manual or the
described software may be copied, reproduced, translated or re-
duced to any electronic medium or machine-readable form without
the prior written consent of Sierra On-Line, Inc. @ 1995 Sierra On-
Line, Inc. @ and/or ™ designate trademarks of, or licensed to Sierra
On-Line, Inc. All rights reserved. Bellevue, WA 98007. Printed in
the USA.
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Other Trademarks: QEMM-386™ is a trademark of Quarterdeck Office ”
Systems. IBM&, FC® are trademarks of International Business Machines m g
Corporation, Microsoft®, MS-DOS@, Windows™ , HIMEM™, are trademarks BPOIVTS TEAM ARALYSIS & TRACHINS SVDTEWE, ING.

of Microsoft Corporation. Sound Blaster® is a trademark of Creative Labs,

Ing. ThrustMaster® and ThrustMaster WCS® are trademarks of ThrustMaster,

Stacker® is a trademark of Stac Electronics. AdLIb® s a trademark of AdLib

Incorperated. Roland®, LAPC-1™, and MT-32™ are trademarks of Roland Corperation. Deluxe Paint® is a trademarx of
Electronic Arts. Officially Licensed product of the NFL Players Association. MFL shield is a registered trademark of the NFL.
Digital Waveform Driver @1994 by HMI®, Inc. Portions copyright 1984-1990 Faircom Corporation, all rights reserved. NFLPA
information provided by STATS, Inc. STATS™ is a trademark of Sports Team Analysis and Tracking Systems, Inc. Uses
Smacker Video Technclogy. Copyright © 1984 by Invisible, Inc. d.b.a. RAD Software.

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 EM-
PLOYEE, SHALL BE BINDING UPON SIERRA OR SHALL CHANGE THE TERMS OF THIS WARRANTY.

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, SIERRA MAKES NO WARRANTY,
EXPRESS OR IMPLIED, REGARDING THIS PRODUCT. SIERRA DISCLAIMS ANY WARRANTY THAT
THE SOFTWARE IS FIT FOR A PARTICULAR PURPOSE, AND ANY IMPLIED WARRANTY OF MER-
CHANTABILITY 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 ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITA-
TION MAY NOT APPLY TO YOU.

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL,
CONSEQUENTIAL 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 ASARESULT
OF LOSS OF TIME, DATA OR USE OF THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THE
ACTUAL COST OF THE PRODUCT. IN NG EVENT SHALL SIERRA'S LIABILITY EXCEED THE PUR-
CHASE PRICE OF THIS PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION
OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY
NOT APPLY TO YOU.

YOU ARE ENTITLED 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 RENT OR LEASE THE PRODUCT TO OTHERS WITHOUT PRIOR WRITTEN PERMISSION
OF SIERRA. YOUMAY USE ONE COPY OF THE PRODUCT ON A SINGLE GAME MACHINE, COMPUTER,
OR COMPUTER TERMINAL. YOU MAY NOT NETWORK THE PRODUCT OR OTHERWISE INSTALL IT
OR USE IT ON MORE THAN ONE GAME MACHINE, COMPUTER, OR COMPUTER TERMINAL AT THE
SAME TIME.
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Call 1-800-757-7707 or visit your local software retailer today. See our web sile at http://www.sierra.com
©1995 Siera On-Ling, Inc. @ and/or™ designate trademarks of, or licensed lo Sigrra On-Ling, Inc. All rights reserved. 006341000
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