INTRODUCTION

A. System Requirements

National Championship requires an IBM compatible machine with a minimum 286/12 MHz.  A BASIC shell program (version 3.2 or later) is also required and included in the zip file.

B. Installing the Game

The game files must be unzipped into their own directory.

To start the game, type NC at the prompt.

C. Pre-game Screens

After the credits, you will be given several options as to your game preferences.  After deciding where you want your game to begin (you can also look at the all‑time best scores for your disk), you can choose game specifications.  The memos on/off question refers to messages that you can receive from the school president during the season.  These can be toggled on to receive the memos or off if they become bothersome.
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 PLAYING THE GAME 
 THE ONE -YEAR GAME
A. Ratings                         

Your position ratings determine how good your team actually is.  At the beginning of a one-year game or a campaign game, you can choose to have your ratings generated in a semi-random fashion or start with a set number of points.  Either way, your ratings are heavily influenced by the power code of the team you've chosen.   The abbreviations stand for, in order: Offensive Backs, Offensive Line, Receivers, Defensive Line, Linebackers, Defensive Backs.

The quarterback ratings, ranging from -2 to 2, reflect the importance of quarterback leadership and ability to the offense.  While contributing to the offensive back rating, the quarterback also has run and pass modifiers to the offensive ball‑control and attack ratings mentioned in Section G, Offensive Strategies.

The kicking ratings reflect the ability of your placekicker and your punter.  The ratings, again ranging from -2 to +2, are modifiers to your scoring and your defensive abilities, respectively.

Team ratings include Morale, Toughness and Discipline.  Morale is a measure of your team's attitude and affects overall play.   Toughness is the ability of your team to avoid injury and fatigue.  Discipline is a measure of how well your team follows your instructions and how well players stay out of trouble.

B. Offensive and Defensive Systems

On offense you may choose to run the wishbone (a low‑scoring ground attack that keeps the ball away from the opponent), the run‑and‑shoot (a high‑powered, high‑scoring offense that also allows your opponent the chance to score more), or the pro set (a balance of running and passing).  On defense you can run the 5‑2 (great for stopping the run but weaker against the pass), the 3-4 set (a pro-style defense that has potential to be strong against both the pass and run) or the 4‑3 (a neutral defense geared to have no glaring weakness).  Each defense has special bonuses in certain situations.  See Designer Note 3 for more details on defensive systems.

Some of the systems have minimum position requisites.  The systems can still be run even if your team does not have all the requisites, but the system will not be run as effectively.

C. Hiring assistants

Both offensive and defensive coordinators are rated in five categories, which tells how they will help certain areas of your game: 

Offensive categories:  

Ball‑control ‑ expertise in conservative strategy  

Attack ‑ expertise in aggressive strategy                        

Scouting - gives reliable scouting on opposition's defense       

Cool ‑ reliability in clutch situations                          

Rally ‑ expertise in coming from behind

Defensive :                                                       

 L‑O‑S ‑ expertise in stopping opponent rushing                   

Field ‑ expertise in stopping opponent passing                   

Scouting ‑ gives reliable scouting on opposition's offense       

Gambling ‑ ability to guess right and take a chance              

No‑choke ‑ reliability in preventing opponents from coming from behind once a lead is gained

Both coordinators will be ranked in loyalty.  The loyalty rating has no effect in the one-year game.

A coordinator may have a specialty.  This is a system that the coordinator is particularly good at running, especially if there is a "+" beside it.  This specialty knowledge can backfire however, since he doesn't really know much about other systems. If you run his system, a bonus will be given to your team's performance on either offense or defense.  If you do not run his system, a penalty is applied (a bigger penalty if there is a "+" next to his specialty).

In the one-year game, the quality of coordinators available for hiring are determined by your school's money rating.

D. Scheduling

You may choose to make out your own schedule, or use your team's actual 1994 schedule.

Conference games are scheduled first.  The screen will tell you how many games you must play against teams from your own conference.  When all conference games are placed, you can then schedule non‑conference games.  Your opponents are limited to certain conferences listed on the screen.  Your games will be as evenly divided between home and away as possible.

In addition to the teams listed in the Team Statistics section, you may also schedule small colleges.  You may play no more than two and you can play them only at home.  These opponents almost always have a D power rating, and generate little in the way of revenue but are usually a sure win.  To schedule a small school, type "86" when prompted for a team number.

Putting open dates before games can help you do better in that game.  After eleven games are scheduled, you will be given the option of scheduling a twelfth game.  Note that SEC teams are not given the twelfth game option, because of the SEC championship game.

Homecoming is the game that alumni return to their alma mater to see.  Hence the Homecoming game tends to generate more revenue than a normal game, depending on how big the game is (highly‑ranked teams, rivals, etc.).  The outcome of the Homecoming game is a contributing factor in how the administration views your performance during the season, i.e. losing Homecoming can help get you fired. In the one‑year game and in the last season of the campaign game, it also affects your coaching score slightly.

Sometimes, especially if your team is very good or very bad, a team with an "A" power code will contact you about playing them. Often, these are teams that you would normally not be able to schedule.  You will have to play them at their stadium, but you are offered a cash bonus to go and play them.  WARNING: If you accept the offer, but do not schedule them, the amount they offered is taken out of your year-end profits to compensate them.

E. The Top Twenty Poll

If you choose, you can use the random poll detailed below, or the actual preseason poll published just before the 1994 season. 

The preseason Top Twenty poll consists mostly of "A" power code teams, with a few "B" power code teams mixed in.  Award candidates (if any) from your team are listed along with their class and position.  Class means nothing in the one‑year game but becomes very important in the campaign game.

During the season, a new poll will be generated each week.  Your team and teams in your conference will move up and down according to their win-loss records in very realistic fashion.  Poll movement for your team is determined by the strength of your opponents, win-loss record, and even the score of your games.  Using the real 1994 preseason poll will not affect poll movement during the season.

F. Game Preparation    

This step represents the amount of time the coach decides to spend working on each phase of the game during the week before the game.  Allocating preparation points to offense and defense could temporarily increase those particular ratings, or could decrease ratings if those areas are neglected.  You can even increase your team's toughness rating by assigning points to conditioning.  NOTE: Defense will be more affected than offense by preparation, due to the fact that defensive systems are much more flexible than offensive systems.

Your offensive index is determined by a comparison of your offensive line rating to the opponent's defensive line and linebacker rating.  The defensive index is your defensive line and linebackers compared to their offensive line.  These indexes reflect how well you can control the line of scrimmage (often, this is the most important facet of real football).  Much of your success or failure is determined by this rating.

As the season goes on, you may notice that your offense and defense ratings may be going up or down permanently due to the amount of preparation you are putting into that area.  In other words, if you spend week after week putting all your preparation into your passing game, you will probably see your Attack rating increasing from week to week.  At the same time, your Ball-control rating may be dropping because you never work on it.

You can choose to look ahead to the next game, which will decrease the preparation points for the upcoming game, but will increase preparation points for the game after.  Off‑weeks also increase the number of preparation points for the next game.

You will notice that the actual game ratings of your opponents will sometimes be different than your scouting report told you.  The scouting rating of your assistants greatly affects the accuracy of your scouting.

G. Random Events

Several different random events can happen each week in National Championship.  Different events can increase or decrease your morale rating.  You may receive donations.  Investigations of your program may start or end during the season.  A player may transfer away or even perform better than you had expected and increase a position rating.

One random event deserves special note.  Sometimes (how often depends on your team discipline rating) you may be asked how you will handle a player who has become a discipline problem.  If you make him sit out for a game as punishment, his position rating for that game will decrease, but team morale and discipline will increase.  If you let him play, his position rating remains unchanged, but team discipline and possibly team morale will suffer.

H. Regular-season Games

Offensive strategy : Aggressive strategies score quick but allow the opponent the chance to score quick.  Balanced strategies are a mix of aggressive and conservative play.  Conservative is a ball‑control strategy which does not allow the opponent to score much. 

A conservative strategy matches your ball‑control rating vs. the other team's L‑O‑S defense rating.  An aggressive strategy matches your attack rating vs. your opponent's field defense.  The balanced strategy matches your overall offensive power rating (OB, OL and WR) against the other team's overall defensive power rating.

Defensive options : At the start of the second quarter, you will be given the option of changing your defensive strategy to match your opponent's game plan.

Stacking the line replaces a linebacker with a lineman and will be effective in stopping the running game, but will make you vulnerable to passing.  A nickel/dime defense adds in extra defensive backs while taking out a linebacker or lineman, strengthening vs. the pass but vulnerable to the run.

The gambling option calls for blitzes, stunts and trick coverages.  Gambling may be extremely successful if you have a defensive coordinator that knows how (high gamble rating) or can be a miserable failure if not.  Gambling is usually a desperation measure.  See the section on Gambling on the next page.

The 4-3 defense receives a bonus when operating in a normal set, i.e., no defensive option used.

Weather : Weather affects playing conditions.  The more aggressive your strategy, the more unpredictable your team's performance will become if the weather is bad.  The wishbone offense is least affected by bad weather.  The 5-2 defense receives a bonus in poor weather.

Substitution : This option puts in your backups.  The more they play, the better their performance gets.  Playing substitutes will also help minimize the effects of injury to your starters.

Kicking rating : The placekicking and punting ratings will help your team's performance by either increasing your chances of scoring or decreasing your opponent's chances of scoring.  It is also important to note that your placekicking rating affects the chances for a last-second field-goal, should the situation arise.

Motivation : You start the season with 5 motivation points.  Motivation helps you offensively and defensively by slightly improving the performance of both.  Only two motivation points may be used in a game.  The effects last the entire second half.

Team fatigue : Team fatigue is affected by the aggressiveness of your strategy  (the more aggressive, the quicker your team tires), the severity of the weather (extreme heat, cold or humidity) and your team's toughness rating.  Performance decreases with fatigue.  The effects of fatigue are more pronounced if you continue with more aggressive strategies.

Tough decisions : As head coach, you will sometimes be called upon to make crucial decisions if the score is close and the game is on the line.  It helps to have an offensive coordinator with a high Cool rating and a good kicking game in these situations.

Gambling : If your defensive coordinator has a high Gamble rating, he likes to blitz and go for the interception.  Gambling can help you if you're good enough to pull it off, but it can hurt you too.  The higher the assistant's Gamble rating, the more he will gamble and the more he will be successful when he gambles.  Gambling is also affected by the rating of your defensive backs and linebackers (a higher rating means better results).  The 3-4 defensive system by its nature increases the chances of a successful gamble.  The gamble can also be called by you (see the Defensive Options section on the previous page).  Successful gambling will help the chances of any linebacker or defensive back Lombardi candidate you may have.

Postgame : The money made from a game is determined by the attendance.  The attendance is influenced by several factors, such as the money ratings of you and your opponent's team, and the ranking of the two teams. Playing teams from your own state and rivals also earns more money.  If your game was televised, you will receive bonus money depending on how big an audience the broadcast reached.  Your team may get regional coverage, ESPN coverage, network coverage or network marquee coverage, which provide increasingly larger amounts of money to your program.  Playing on TV will also affect your poll position; winning will help you move up more, while losing may make you drop faster.

You may also get a letter from your school president.  Pay close attention to these, as they are a good way to tell how you are doing so far.

Your morale will go up or down, depending on whether you won or lost, as well as whom you played.  A loss to a good team will hurt your morale less than a loss to a bad team.  Wins or defeats in homecoming games or rivalries can have an enormous effect on morale.  NOTE: Playing games at Miami or Hawaii can have a positive effect on morale whether you win or lose, due to the vacation-like atmosphere of both places.

I. Awards and Award Candidates 

The Award Watch shows on the screen if you have any award candidates on your team.  The Watch tells how your candidates are doing in the eyes of the sports media.  To win the Heisman or Outland trophies, your offense must do well.  The defense must do well to win the Lombardi.

Other factors influencing your award candidates' chances include game strategy, i.e., a quarterback or wide receiver should be passing, a running back should be running, defensive backs and linebackers should be gambling to show their skills.  The ranking of your opponent can also help your candidates' chances.  Winning on TV helps all candidates; conversely, losing on TV hurts all candidates.  Outland candidates get a bonus for defeating teams with a high L-O-S defensive rating.  Running up a score with a Heisman candidate without substituting causes him to lose prestige.

J. Bowl Bids

Bowl bids in the 1990's are determined by what is called a Bowl Coalition.  The purpose of the coalition is to get the best teams playing each other in the best bowls.  Most bowl game match-ups are determined by the coalition, or by a team's finish in their conference.  However, there are five bowls that have open bids, which means that they may invite anyone they wish.  Those bowls are the Freedom, Independence, Gator, Liberty, and the John Hancock.

When given a choice of bowls to play in, there are factors to consider.  A higher prestige bowl will generate more revenue, but sometimes you can get a higher-ranked opponent by playing in a less prestigious bowl.  Remember: beating a ranked opponent will help your team to place higher in the final poll.

All conference winners, except the Big East, are locked into a bowl game automatically. However, you do not have to win a conference to be considered for a bowl; many teams that finish second, third or even fourth in certain conferences receive an automatic bowl bid.

K. Winning the Conference

Watch the conference standings each week to see how your team is doing.  Other teams will perform much as they did in the 1994 season, but every game is full of surprises and teams will sometimes do much better or much worse than in real life.

If your team is alone in first place after all conference games have been played, then you are the conference champion.  If you are tied, the computer works through a set of tie‑breakers similar to real life to determine the conference champion.

L. Bowl Games

At the end of the season, if you were invited to a bowl, you will play the game.  Opponents are generated realistically according to your ranking, the prestige of the bowl, and conference requirements.  NOTE: Opponents will be stronger in the bowls than in the regular season, due to the longer time period they have to prepare.

The bowl game is played like a regular‑season game.  Any motivation points left over from the regular season are automatically used.  The bowl's prestige and the ranking of the two teams are the prime factors in determining both attendance and money made.  Award winners from both teams, as well as playing a bowl in your home state, draw more fans to the game, thereby increasing the money made from the game.

If you ended the season ranked, but did not play in a bowl game, your ranking may go up or may drop.  Your ranking will depend on the performance of other teams in the bowls.

M. Playoffs

At the beginning of each season, you may choose whether you wish to have a bowl game format or a postseason playoff format.  If you choose the playoffs, there will be no bowl bids.  Rather, the eight conference winners and the eight top‑ranked teams that did not win a conference will play in a playoff tournament.  The teams are seeded according to their ranking in the last regular‑season poll.  The winner of the championship game is declared the national champion.

As with bowl games, the money made is reflected in the attendance.  Team rankings, where the game is played, and how close the game is to the championship are the main factors.

N. Coaching Point Scores

At the end of your full season, the computer determines your coaching point score from your performance in many areas.  Factors in determining your coaching score include win‑loss record, record against rivals, profit made from the season, and final poll position.  Your score is then compared to the school's tolerance rating and you are informed by your school president as to your employment status.

O. Saving and Quitting the Game

To save or exit your game during the season, choose the appropriate option and save slot at the Top Twenty poll. 

THE FOUR-YEAR CAMPAIGN

A. Campaign Scheduling

The scheduling process works the same in the campaign game as in the one‑year game, except that other teams will not usually play you in the same place two years in a row.  This means that you will not be able to play the same team at home two years in a row, nor will you be stuck playing the same team as a visitor two years in a row.  Note however that you will still not be able to play more than six home games or more than six away games, regardless of whom you schedule.

B. Changing Systems

You may keep the offensive and defensive systems that you have been running or you may decide to change them.  However, keep in mind that any change in system will cause a slight drop‑off in performance as your assistants get used to the new systems.  The drop‑off occurs only in the first year of the change.  

How much your team's performance will be affected is determined largely by your coordinator's ratings.  For example, if you have an offensive coordinator with a high attack rating and a low ball‑control rating, a successful switch from run‑and‑shoot to wishbone will be more difficult.

Remember to consider the specialty (if any) of your coordinators.

C. Assistants in the Campaign

The coordinator hiring system is the same as for the one-year game.  However, you can increase or decrease your hiring prestige according to your success or lack thereof.  Your rating is displayed at the top right-hand corner of the hiring screen.

Assistants' ratings may go up after a good season, reflecting their increased experience and knowledge.

Loyalty becomes a factor in the campaign game.  The loyalty rating (1-3) determines how quickly an assistant will leave your program, 1 being the least loyal.  You may find an assistant improves one or two ratings, only to learn he is leaving your team.

In the campaign game, the scouting rating also influences the success of recruiting.  An offensive coordinator with a high scouting rating will have more success signing offensive recruits than an assistant with low scouting.  Likewise, a high defensive scouting rating positively influences the recruiting of defensive prospects.

Between seasons, you may fire either or both of your assistants and hire new ones.  Again, new candidates are randomly generated according to your prestige as head coach.

D. Graduation

At the end of each season, your power ratings may drop off due to graduation.  The amount of time you played your substitutes greatly affects graduation losses.  The more you play your offensive subs, the less your offensive ratings will tend to go down.  The same applies to your defensive subs.  The loss of award winners to graduation or the pro leagues will increase graduation losses.

Toughness and discipline are randomly affected by graduation and may go up or down independently of the team ratings.  Morale is different; morale changes according to last year's performance.

E. Recruiting

After the effects of graduation are determined, you are given a list of between 12 and 16 blue‑chip high school prospects.  Each prospect is rated in his position and may be rated for discipline and toughness.  Players with a "*" next to their names are exceptional athletes and may recruited at other related positions.  These ratings will be added to your team ratings if your recruiting is successful.  NOTE: If recruiting an exceptional athlete at a position other than the one he is listed for, there is a chance that the amount he adds to the position will not be what is listed; he could add a smaller amount or even a slightly larger amount.  This reflects the fact that a player may have trouble adjusting to a new position, or possibly that he uses talent no one knew he had and is even more productive at his new position.

You are given a number of recruiting points based on your coaching score.  Punishment for recruiting violations will decrease the points.

Each player costs a number of points to recruit; the better the player, the more points will be required.  Factors affecting the success of your recruiting include your performance last season, your final poll ranking and your scouting network.  If you had award winners, they will help boost recruiting for their position.  Defeating other teams in your state and expanding stadium seating help in recruiting.

You may also go with a general recruiting strategy which, if successful, will add one point to the rating of your choosing.  It is less expensive in terms of recruiting points, but there is a smaller chance of success with a general strategy than with recruiting a specific player.  General recruiting may only be used once per position.  NOTE: General recruiting can add up to 2 points when used for kicking positions.  Recruiting the QB position can add not only a point to your OB rating, but possibly a point to your QB run rating and your QB pass rating.  General recruiting costs only one recruiting point, no matter what position is targeted.

If the recruiting is successful, you will see the bonus added to your ratings at the top of the screen.  Toughness and discipline bonuses or penalties are also applied to your team ratings.  If the recruiting is unsuccessful, you lose the recruiting points.  Either way, the player is removed from the recruiting lists.  

It is important to get the players that you need the most as soon as possible.  There is a small chance each time you recruit a player that another player will be removed from the list as well. This represents the successful recruiting of prospects by other schools.  In other words, if you snooze, you may lose.

F. Recruiting Violations

The use of recruiting violations increases your chances for successful recruiting.  Using recruiting violations is expensive and the money is taken out of your season profits.

From time to time your team may be investigated.  The more violations you used, the greater your chances of getting caught. If you are found guilty, penalties range from fines to recruiting cutbacks to getting fired (any academic donations you gave may prevent being fired - see Designer Note 7).  The severity of the penalty depends on total violations and the number of times you have already been caught.

Your team's discipline rating has an effect on whether you get caught by the investigation or not; the higher your discipline rating, the less chance of being found guilty.

G. Spring Training

When all recruiting is done, you go into spring training.  You may choose to move points around by switching players from one position to another.  Only logical switches are allowed, i.e. you cannot move a DL point to the OB rating, but you could move a DL point to the OL rating.  Only two switches are allowed.  NOTE: There is a chance when switching to the OB position that your QB run rating will improve by 1; your QB pass rating cannot be improved in this manner.

You then can choose the severity of the spring practice.  The harder the practices are, the greater your chances of improvement but the greater the chances of injuries.  The chances of improvement will always be greater than the chances of injury.

During spring training, you can also work on improving your team ratings.  Discipline, morale and

toughness are emphasized or de-emphasized according to your plans for the program.  The lower you prioritize these categories, the less chance there is of improvement and in fact, the lower priority ratings may drop.

H. Changing Team Statistics

As you build your program, you may be able to improve your team's statistics such as money rating, home field advantage, power code and motivation points.  Likewise, a poor performance could decrease these ratings.  You will be notified of any changes.

You may also improve your program through funding.  At the end of each season, you receive between 10 and 15% of your team's profit for that year.  The outcome of the Homecoming game that season affects the percentage of money received for this budget.

Money can be used for many purposes, like recruiting violations, building a dome, hiring more scouts to improve recruiting, increasing your stadium's capacity to bring bigger crowds and make more money at the gate, or improving practice facilities to increase your preparation points.   The money can be donated to the school to help cultivate a more favorable image to the administration, reducing the risk of getting fired or even given as bonuses to assistants, helping to ensure their loyalty.

I. Awards in the Campaign

Returning award candidates build on the reputation they achieved in the last year and may start off a season as a top candidate, especially after winning an award.  Note that sophomores have less of a chance to win awards than juniors and seniors, and juniors have less of a chance to win awards than do seniors, even if they are top contenders or frontrunners.

A successful sophomore or junior may even be enticed into signing a pro contract and leaving your team.  Any incentives given to him are added to your recruiting violations.

J. Scores in the Campaign

In the campaign game, the average of your coaching point scores are compared to the school's tolerance code.  This allows you to make up for a bad season.

The outcome of the Homecoming game in the campaign game has a slightly different effect than in the one‑season game.  It can still affect your status in the eyes of the administration, but no coaching point penalties are assessed if you lose the game. However, your end‑of‑the‑year budget for program improvement is reduced slightly if you lose Homecoming.  This represents the importance of impressing returning alumni in getting donations.

K. Getting Fired During the Season

In the campaign game, your employment status is checked every week using basically the same criteria as at the end of the year. Losses to rivals, a loss at homecoming, a poor previous season and low gate income can all lead to "the axe"!


TEAM STATISTICS


Chart abbreviations

The number directly after the school name is the team number, which you will use when scheduling.

PC ‑ Power Code ‑ A B C D ‑ A is the best, D is the worst

W ‑ Home Field Weather ‑ first letter represents temperature tendency: H (Hot) M (Mild) C (Cold) D (Dome) - second letter represents chance of precipitation: H (High) M (Moderate) L (Low)

HFA ‑ Home Field Advantage ‑ 6 5 4 3 2 1 ‑ 6 is the best

M ‑ Money ‑ $ (High) * (Medium) \ (Low)

T ‑ Tolerance ‑ L (Low) M (Medium) H (High)

OFF ‑ Offensive System ‑ WB  R‑S  Pro

DEF ‑ Defensive System ‑ 4‑3  5‑2  3-4*

CAP - Maximum attendance for the team's stadium at the start

SOUTHEASTERN CONFERENCE

	Eastern Division

	
	PC
	W
	HFA
	M
	T
	OFF
	DEF
	CAP

	South Carolina (1)
	C
	H/H
	4
	*
	M
	R-S
	4-3
	72,000

	Tennessee (2)
	B 
	M/H
	3
	$
	L
	Pro
	4-3
	91,000

	Florida (3)
	A
	H/H
	5
	$
	L
	Pro
	3-4
	83,000

	Georgia (4)
	C
	H/H
	3
	*
	M 
	Pro
	4-3
	85,000

	Kentucky (5)
	D
	M/M
	1
	\
	M
	R-S
	4-3
	58,000

	Vanderbilt (6)
	C
	M/H
	3
	\
	H
	WB
	3-4
	41,000

	Western Division

	Ole Miss (7)
	C
	H/H
	2
	*
	M
	Pro 
	5-2
	43,000

	Mississippi St. (8)
	B
	H/H
	4
	*
	M
	Pro
	4-3
	41,000

	Alabama (9)
	A
	H/H
	6
	$
	L
	Pro
	3-4
	70,000

	Auburn (10)
	A
	H/H
	4
	$
	L
	Pro
	4-3
	85,000

	Arkansas (11)
	C
	H/H
	2
	*
	M
	Pro
	4-3
	53,000

	LSU (12)
	C
	H/H
	3
	*
	M
	Pro
	3-4
	80,000


SOUTHWEST CONFERENCE

	
	PC
	W
	HFA
	M
	T
	OFF
	DEF
	CAP

	Baylor (13)
	B
	H/M
	3
	*
	L
	Pro
	4-3
	49,000

	Houston (14)
	D
	D
	1
	*
	M
	R-S
	3-4
	60,000

	Texas (15)
	B
	H/M
	3
	$
	L
	Pro
	3-4
	78,000

	Texas Christian (16)
	B
	H/M
	2
	*
	M
	R-S
	4-3
	46,000

	Texas A&M (17)
	A
	H/M
	5
	$
	L
	Pro
	3-4
	70,000

	Texas Tech (18)
	C
	H/L
	3
	*
	M
	WB
	3-4
	51,000

	Rice (19)
	C
	H/M
	3
	\
	H
	WB
	4-3
	70,000

	SMU (20)
	D
	H/M
	1
	\
	H
	R-S
	4-3
	54,000



ATLANTIC COAST CONFERENCE

	
	PC
	W
	HFA
	M
	T
	OFF
	DEF
	CAP

	Clemson (21)
	C
	H/H
	4
	$
	L
	WB
	5-2
	81,000

	Duke (22)
	B
	M/M
	4
	\
	M
	R-S
	5-2
	34,000

	Georgia Tech (23)
	D
	H/H
	2
	*
	M
	Pro
	4-3
	46,000

	Maryland (24)
	C
	M/M
	2
	\
	M
	R-S
	4-3
	45,000

	North Carolina (25)
	B
	M/M
	4
	*
	M
	Pro
	5-2
	52,000

	North Carolina St. (26)
	B
	M/M
	5
	*
	L
	Pro
	4-3
	47,000

	Virginia (27)
	B
	M/M
	5
	*
	L
	Pro
	4-3
	42,000

	Wake Forest (28)
	D
	M/M
	2
	\
	H
	Pro
	5-2
	32,000

	Florida St. (29)
	A
	H/H
	6
	$
	L
	Pro
	3-4
	76,000


WESTERN ATHLETIC CONFERENCE

	
	PC
	W
	HFA
	M
	T
	OFF
	DEF
	CAP

	Brigham Young (76)
	B
	H/L
	5
	*
	L
	R-S
	3-4
	65,000

	Air Force (77)
	B
	M/L
	2
	\
	M
	WB
	4-3
	53,000

	Colorado St. (78)
	A
	M/L
	4
	\
	M
	WB
	5-2
	30,000

	Hawaii (79)
	B
	H/L
	4
	*
	M
	R-S
	4-3
	50,000

	San Diego St. (80)
	C
	H/L
	2
	*
	M
	R-S
	4-3
	60,000

	Texas – El Paso (81)
	D
	H/L
	1
	\
	H
	R-S
	3-4
	52,000

	Wyoming (82)
	C
	M/L
	3
	\
	M
	R-S
	4-3
	34,000

	Utah (83)
	B
	H/L
	4
	\
	M
	Pro
	4-3
	33,000

	New Mexico (84)
	C
	H/L
	2
	\
	H
	Pro
	4-3
	31,000

	Fresno St. (85)
	C
	H/L
	3
	*
	M
	Pro
	4-3
	41,000


BIG EIGHT CONFERENCE

	
	PC
	W
	HFA
	M
	T
	OFF
	DEF
	CAP

	Colorado (51)
	A
	M/L
	5
	$
	L
	WB
	3-4
	52,000

	Iowa St. (52)
	D
	M/M
	1
	\
	H
	Pro
	4-3
	50,000

	Kansas (53)
	C
	M/M
	3
	*
	M
	Pro
	4-3
	50,000

	Kansas St. (54)
	B
	M/M
	6
	*
	M
	Pro
	4-3
	42,000

	Missouri (55)
	D
	M/M
	2
	*
	M
	R-S
	4-3
	62,000

	Nebraska (56)
	A
	M/M
	6
	$
	L
	Pro
	5-2
	74,000

	Oklahoma (57)
	C
	H/M
	4
	$
	L
	WB
	5-2
	75,000

	Oklahoma St. (58)
	C
	H/M
	1
	\
	M
	Pro
	5-2
	50,000


BIG ELEVEN CONFERENCE

	
	PC
	W
	HFA
	M
	T
	OFF
	DEF
	CAP

	Iowa (30)
	C
	M/M
	2
	*
	M
	Pro
	5-2
	70,000

	Indiana (31)
	C
	C/M
	3
	*
	M
	Pro
	3-4
	52,000

	Illinois (32)
	B
	C/M
	3
	*
	L
	Pro
	4-3
	69,000

	Michigan (33)
	B
	C/M
	4
	$
	L
	Pro
	3-4
	103,000

	Michigan St. (34)
	C
	C/M
	3
	*
	M
	Pro
	4-3
	76,000

	Minnesota (35)
	D
	D
	2
	\
	H
	R-S
	4-3
	64,000

	Northwestern (36)
	C
	C/M
	1
	\
	H
	Pro
	3-4
	49,000

	Ohio St. (37)
	A
	C/M
	4
	$
	L
	Pro
	5-2
	91,000

	Purdue (38)
	C
	C/M
	2
	\
	H
	R-S
	3-4
	68,000

	Wisconsin (39)
	B
	C/M
	3
	*
	M
	Pro
	5-2
	78,000

	Penn St. (40)
	A
	C/M
	6
	$
	L
	Pro
	5-2
	93,000


PACIFIC TEN CONFERENCE

	
	PC
	W
	HFA
	M
	T
	OFF
	DEF
	CAP

	Arizona (41)
	B
	H/L
	5
	$
	L
	Pro
	3-4
	56,000

	Arizona St. (42)
	C
	H/L
	1
	*
	M
	Pro
	4-3
	74,000

	California (43)
	C
	H/L
	2
	*
	M
	Pro
	4-3
	76,000

	Oregon (44)
	B
	C/M
	5
	*
	M
	Pro
	5-2
	42,000

	Oregon St. (45)
	C
	C/M
	2
	\
	H
	WB
	4-3
	35,000

	Stanford (46)
	C
	H/L
	1
	*
	M
	Pro
	3-4
	86,000

	Washington (47)
	B
	C/M
	3
	$
	L
	Pro
	3-4
	73,000

	Washington St. (48)
	B
	C/M
	2
	\
	M
	R-S
	4-3
	40,000

	UCLA (49)
	C
	H/L
	4
	$
	L
	Pro
	3-4
	102,000

	Southern Cal (50)
	B
	H/L
	4
	$
	L
	Pro
	3-4
	93,000


BIG EAST CONFERENCE

	
	PC
	W
	HFA
	M
	T
	OFF
	DEF
	CAP

	Miami (68)
	A
	H/H
	6
	$
	L
	R-S
	3-4
	74,000

	West Virginia (69)
	B
	M/M
	2
	*
	L
	Pro
	4-3
	64,000

	Pittsburgh (70)
	C
	C/M
	1
	*
	M
	Pro
	3-4
	57,000

	Syracuse(71)
	B
	D
	3
	$
	L
	Pro
	3-4
	50,000

	Boston College (72)
	B
	C/M
	2
	*
	M
	Pro
	4-3
	32,000

	Virginia Tech (73)
	B
	M/M
	4
	\
	M
	Pro
	5-2
	51,000

	Rutgers (74)
	C
	C/M
	3
	\
	M
	Pro
	3-4
	76,000

	Temple (75)
	D
	C/M
	1
	\
	H
	Pro
	3-4
	67,000



INDEPENDENTS

	
	PC
	W
	HFA
	M
	T
	OFF
	DEF
	CAP

	Notre Dame (59)
	B
	C/M
	3
	$
	L
	Pro
	4-3
	59,000

	Tulane (60)
	D
	D
	1
	\
	H
	Pro
	5-2
	69,000

	Louisville (61)
	C
	M/M
	3
	*
	M
	R-S
	4-3
	36,000

	Memphis (62)
	C
	M/H
	3
	\
	H
	Pro
	5-2
	62,000

	Southern Miss (63)
	C
	H/H
	4
	*
	M
	Pro
	4-3
	33,000

	Army (64)
	C
	C/M
	1
	\
	M
	WB
	5-2
	40,000

	Navy (65)
	D
	M/M
	2
	\
	H
	Pro
	5-2
	30,000

	Tulsa (66)
	D
	H/M
	2
	\
	M
	Pro
	4-3
	40,000

	East Carolina (67)
	B
	M/M
	2
	*
	M
	Pro
	5-2
	35,000


DESIGNER'S NOTES

1. Team Rating Formula

Offensive and defensive ratings are based on your position ratings and the systems you run:

Ball-control ‑ OB rating + OL rating + 1/3 WR rating                              

modifiers - -3 run-and-shoot                           






                   +3 wishbone

                  + or - QB's run rating

Attack ‑ WR rating + 2/3 OL rating + 2/3 OB rating                          

modifier - +3 run-and-shoot

      ‑3 wishbone

                 + or - QB's pass rating

LOS defense ‑ DL rating + LB rating + 1/3 DB rating                               

modifiers ‑ +2 5‑2

                   +1 3-4

Field defense ‑ DB rating + 2/3 LB rating + 2/3 DL rating                         

modifiers - -1 5-2                                                            

      +1 3-4

These formulae are used to generate your opponents' ratings as well.  All fractions are rounded up by the computer.

2. Coaching Point Formula

4 points per win                                                

1 point per tie                                                  

1 point per 100,000$ of profit 

5 points if your team wins the conference title

** note that North Carolina teams in the ACC and California teams in the Pac10 receive a 95% modifier to their year‑end profits for coaching point scores due to the advantage of being able to play so many in‑state teams.  Teams in the SWC receive an 82% modifier, as the entire conference is in‑state. **

If your team played in the playoffs:                             

lost in first round   20 pts.                         

lost in second round  35 pts.                                    

lost in semi‑finals   45 pts.

lost championship     65 pts.                                    

won championship      85 pts.

If your team played in the bowl format:
ended season ranked #1  60 pts.                                  

ended ranked #2‑#5      40 pts.                                  

ended ranked #6‑#10     30 pts.

ended ranked #11‑#20    15 pts.               

5 points per win over rival                                      

‑5 points if you lost to, tied or did not play your rival

Various point penalties for being caught for recruiting violations, depending on the severity of your punishment.

In the one-season game, and the last year of the campaign game, you receive 2 pts. for winning the Homecoming game.  Losing the Homecoming game costs you 2 pts.

Modifiers to score:
Power rating modifiers ‑ power rating is determined by adding your OB, WR, OL, DL, LB, and DB ratings, plus half your kicking rating.

If power rating is: 

over 43    score stands                                          

35-43 score x 1.2                             

24‑34     score x 1.9

under 24   score x 2.8                                          

Money rating modifiers:                                          

if your money rating is: 

$     no change                                                  

*     score x 1.15

 /     score x 1.3

In the campaign game, if you have overspent in your off-season program building, your tolerance rating score will be increased two points for every 50,000$ your program is in the hole.

Modifiers to score:
Your final modified score must be equal to or higher than your tolerance rating in order for you to be re‑hired.  If your tolerance rating is L, your score must be 105 or more.  If your tolerance rating is M, your score must be at least 85.  A tolerance rating of L requires a score of at least 60

Your tolerance rating score is lowered by 20 in the first year of a campaign game.  This is built in to represent the fact that coaches are often give some leeway in their first year.

3. Offensive and Defensive Strategy

The three different offensive game strategies (aggressive, balanced, and conservative) represent different tactics for each different offensive system. 

Wishbone:
Aggressive ‑ Options, medium and long passes                     

Balanced ‑ Few short passes, traps and some options              

Conservative ‑ Dives, off‑tackle powers, traps, few options

Pro:
Aggressive ‑ Spread formations, medium and long passes           

Balanced ‑ Sweeps, options, short passes, few medium passes      

Conservative ‑ Dives, traps, power dives, few short passes

Run and shoot:
Aggressive ‑ 4 receivers, medium and long passes                 

Balanced ‑ All types of passes, few sweeps and counters          

Conservative ‑ 50% short and medium passes, 50% dives, sweeps

The defensive systems each have their own strengths and weaknesses.

4-3:                                                            

The 4-3 is a good choice if you have average ratings, due to the fact that it has no minimum position ratings.  A bonus is received if you let the defense be without using the defensive options.

5-2:

The 5-2 works best vs. the run and when the weather is bad (usually the case in cold areas).  A strong passing game can cause problems vs. the 5-2.  

3-4:

The 3-4 is unique in that it can be very good against both the run and the pass.  The 3-4 is a pro-style defense where the two outside linebackers begin the play on the line, attacking the ball-carrier if the play is a run, dropping back if it's a pass.

The effectiveness of the 3-4 hinges largely on the linebacker rating.  A check is made every quarter against your linebacker rating, creating scoring bonuses or penalties for your opponent, depending on your LB rating.  Due to the unusual alignment of the 3-4, this defense gets a bonus when gambling.

4. Preparation Formula 

The computer generates a random number between 1 and 4 for each area (ball‑control, L‑O‑S defense, etc.) and compares the random number to the number of preparation points spent in that particular area.

The rating your assistant coaches have in each area influences the outcome of the preparation.  If your coach has a rating of 3 in a particular area, the preparation time spent in that area is automatically increased by 1.  If the rating is less than 2, the preparation time is decreased by 1.  This reflects the importance of your assistant's expertise in each area of the game.

If the preparation is:                                           

1 higher than the random number ‑ +1 to that area's rating       

2 or more higher than the random number ‑ +2 to that area's rating

1 less than the random number ‑ ‑1 to that area's rating         

2 or more less than the random number ‑ ‑2 to that area's rating

The above is the formula for offensive preparation.  Defensive preparation follows essentially the same formula, except that you can add or subtract up to three in each area.

If the modifier to an area is less than 1, i.e. -2 or -3, then there is a 50% chance that the area rating will be reduced by 1 permanently.  If the modifier is +2 or +3, then there is a 50% chance that the rating will be increase by 1 permanently.

Conditioning:

Conditioning preparation uses a different formula.  Each point spent in this area adds a 10% chance to permanently improving your team's Toughness rating by one, i.e. 2 points in the conditioning area gives a 20% chance of improvement.  Conversely, there is a 30% chance if no points are spent on conditioning that your Toughness rating will be decreased by one.

5. Fatigue Formula

The computer determines your team's fatigue level by first looking at your strategy for the quarter and determining a base number: 

aggressive strategy             base 3

balanced strategy               base 2                          

conservative strategy           base 1                           

Total quarters that your subs have played:                       

less than 7      +1                                              

greater than 13  ‑1

If opponent's strategy is:
aggressive     +1                                                

conservative   ‑1

Game weather:                                                    

If home field weather is hot and game weather is:                

hot or mild and raining      +1                                  

cold or hot and raining      +2

cold and raining or snowing  +3               

If home field weather is mild or dome and game weather is:       

hot or cold and raining or snowing  +2

hot and raining                     +3                           

cold or mild and raining            +1         

If home field weather is cold and game weather is:  

hot                    +3                 

hot and raining        +4

cold and raining or snowing or mild and raining    +1

If a random number from 1-10 is greater than your toughness rating: +1

If the number is less than or equal to your toughness rating: -1

If the quarter plus a number from 1-3 is greater than 5: +1

The modified number is then compared to a random number generated by the computer between 3 and 6.  If the modified number is greater than the random number, the fatigue level increases by 1 step.

Fatigue level starts at light, then goes through tiring, weary and finally exhausted.

6. Recruiting formula
Blue-chip recruiting : A random number from 1-100 modified by -
-25 if your team won the national title last season.

-15 if your team finished in the top ten in last year's final poll.
-10 if your team finished in the bottom ten of the final poll.

-2  for every scouting point your offensive coordinator has, if recruiting an offensive position.
-2  for every scouting point your defensive coordinator has, if recruiting a defensive position.
-15 if you use recruiting violations.

-5  for each extra recruiting point used over the minimum needed to recruit that player.
-10 if a player from your team won the Heisman, and you are recruiting a WR, RB, QB, or TE.
-10 if a player from your team won the Lombardi, and you are recruiting a DL, LB, or DB.
-10 if a player from your team won the Outland, and you are recruiting a OL.
-3  for each team in your home state that you defeated in the regular season.
+3  for each team in your home state that you lost to in the regular season.
-1  for each expansion in stadium seating.

The recruiting is successful if the modified number is 65 or less.
General recruiting : A random number from 1-20 modified by:

-5  if your team won the national title last season.

-2  if you use recruiting violations.

-2  if a player from your team won the Heisman, and you are recruiting a WR, RB, or QB.
-2  if a player from your team won the Lombardi, and you are recruiting DL, LB, or DB.
-2  if a player from your team won the Outland, and you are recruiting a OL.
-3  if your team finished in the top ten in the final poll.

-1  if your team finished in the bottom ten of the final poll.

 -  your scouting level.
-1  for each team you defeated from your home state in the regular season.
+1  for each team from your home state that you lost to in the regular season.
If the modified number is 10 or less, then the recruiting is successful, and one point is added to the designated position.
7. Building Your Program

Expanding your scouting network :                               

This purchase gives an extra recruiting point for each level, as well as adding a bonus to your chance of successful recruiting.

Expanding stadium seating :

This adds three to five thousand seats to your stadium capacity for each point of expansion.  This expansion increases your chances of increasing your team's overall money rating as mentioned in Section H of the Four‑Year Campaign section of this manual.  Expanding seating will also improve your chances of getting teams to come play you at home, and will also give you a slight bonus in recruiting players (most recruits prefer playing in front of big crowds).

Improving practice facilities :

If the improvement level is greater than or equal to a random number between 1 and 6, you receive a preparation point bonus equal to the level minus the random number.

Donations: 

Every 50,000 dollars donated permanently reduces the tolerance number of your school by one.  For example, a school with a normal L tolerance rating (90 pt. minimum; see Designer Note 2) will have the rating reduced to 86 for the rest of the campaign with a $200,000 donation.  Donations may also reduce your punishment if you get caught for recruiting violations.

Assistant bonuses:

This can be done only once per year.  It improves the chances that your offensive and defensive coordinators will stay for another season.

8. Summary of Score Modifiers

The exact formula for determining each quarter's score is exceedingly long and dull.  Here then is a checklist of sorts that shows all the factors that influence the scoring formula and the amount of influence (in general terms) each has on the scoring :

- home field advantage (medium)

‑ offensive line rating compared to opponent's defensive line and    linebacker ratings (large)

‑ game weather (medium)

‑ rivalry (large)

‑ offensive strategy and appropriate coordinator ratings (large)

‑ defensive strategy and appropriate coordinator ratings (large)

‑ kicking and punting ratings (small)

‑ change in system from last season (campaign game only - small)

‑ opponent's offensive and defensive strategies (large)

‑ injuries (medium)

‑ running a system with ratings below the minimum requisites (varies according to how sub-standard ratings are)

‑ motivation points (small)

- defensive coordinator gambles (medium)

- morale (medium)

- linebacker check, if you are running a 3-4 defense (small)

- possible coordinator system specialty penalties and bonuses (small to medium)

Factors that affect the outcome of last-second decisions:

- kicking rating, if going for the extra point or field goal.

- offensive system (wishbone has a better chance of getting the two-point conversion, the run-and-shoot has a better chance for   the last-second TD's).

- opponent's defensive system (5-2 will stop the two-point conversion more often, 3-4 will defend the TD better).

- offensive coordinator's Cool rating.

- home field will improve all chances. 

- when going for the TD, overall offensive power rating (including QB pass rating) will be compared to overall  defensive power rating.

- when going for the two-point conversion, offensive line rating will be compared to opponent's linebacker/defensive line rating.

9. Bowl Notes

A bowl's prestige is a large determinant in how much money will be made from the game.  Here is a list of the available bowls ranked in order of base income generated:

Level 1 - Rose, Cotton, Orange, Sugar (base - $1.25 million )

Level 2 - Fiesta, Citrus ($1 million )

Level 3 - Gator, Peach, Holiday ($800,000)

Level 4 - Liberty, John Hancock, Hall of Fame ($650,000)

Level 5 - Alamo, Aloha, Freedom, Independence ($450,000)

These base incomes are modified by the factors outlined in Section K under The One-Year Game.

This is a list of bowl bid locks determined by conference placings:

Aloha - Big Eight # 3 vs. WAC # 2

Alamo - SWC # 3 vs. Pacific 10 # 4

Liberty - the best team between Army, Navy and Air Force (provided that team has won at least 7 games) vs. open bid

Freedom - Pacific 10 # 3 vs. open bid

Holiday - WAC # 1 vs. Big 11 # 3

Independence - two open bids

Gator - SEC # 3 vs. open bid

Peach - SEC # 4 vs. ACC # 3

Hall of Fame - Big 11 # 4 vs. ACC # 4

Citrus - SEC # 2 vs. Big 11 # 2

Cotton - SWC # 1 vs. Coalition choice

Fiesta - Coalition choice vs. Coalition choice

Rose - Pacific 10 # 1 vs. Big 11 # 1

Orange - Big 8 # 1 vs. Coalition choice

Sugar - SEC # 1 vs. Coalition choice

John Hancock - Coalition choice vs. open bid


BOWL GAME ATTENDANCE CAPACITIES
Rose Bowl
104,000

Cotton Bowl
 72,000

Orange Bowl
 76,000

Sugar Bowl
 70,000

Fiesta Bowl
 74,000

Citrus Bowl
 52,000

Gator Bowl
 82,000

Peach Bowl
 60,000

Liberty Bowl
 63,000

Holiday Bowl
 61,000

Freedom Bowl
 71,000

John Hancock Bowl
 52,000

Independence Bowl
 51,000

Hall of Fame Bowl
 74,000

Aloha Bowl                                         
 50,000

Alamo Bowl                             
 65,000

A bowl capacity will change if the stadium happens to be your home field and you purchase expanded stadium seating.

