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This is the much delayed second version of my simulation of the Athens 2004 Olympics. This new version has:

· Athletics (except walks and marathons), Swimming (Improved Game Play) and Archery

· Automated race and event sheets to speed up play.

The size of these rules probably make it look rather daunting but most of the information in this document is about processes such as lane allocation, who qualifies and so on. The actual running of game itself is not that complicated (I hope).

Any feedback, both positive and negative, would be appreciated. All comments and suggestions will be answered. E-mail me at davidr0607@yahoo.com.au. Thanks all and enjoy.

Contents:

The zip file you have downloaded includes

· Athletics.zip which contains:

· Track – Men, Track – Women, Field – Men, Field – Women, Decathlon, Heptathlon, Athletics Schedule

· Swimming.zip which contains:

· Swimming – Men, Swimming – Women, Swimming Schedule

· Archery

-
Archery – Men, Archery – Women, Archery Schedule

· Reference Sheets

· Tally (Medal Count) Sheet

· Rules

Each events can be run using the auto sheets but if you which to do it manually, you will need at least one 10 sided dice.

Reading the Reference Sheets

All events use one of the reference charts in the “Reference Sheets” File. The numbers across the top in yellow are the dice rolls. The numbers down the left side in yellow are the Ref No. Each competitor has a Ref No on the Race/Event sheets. By cross referencing the competitor Ref No with the dice roll you get a resulting number that is used on the Race/Event sheets.

For example, in archery, if the competitor has a Ref No of 8.8 and rolls a 6, using the “Target Event Reference” sheet they shoot a 8 with that arrow.

Automated Sheets (General):

Every event has a automated sheet, separate from the main event sheets. While each event has a different ways of working these sheets, all events have three general buttons. First, you must press “Setup” to initiate the sheets, then press one of the “Next” buttons a certain number of times, then press “Copy Results” to copy the results to the main event sheets. For more specific rules, read the sections of rules for each event.

Most sheet will have dropdowns in the top left corner. Make sure you select the correct event before clicking on “Setup”.

GENERAL RACE RULES
1) Choose the race or races you which to run

2) Look at the “Dice Rolls “number that appears at the top of the race page. This is the number of times you roll for each competitor.

3) Roll the dice. Cross reference the race reference sheet. Write this number in the first “ROLLS” column on the race sheet. 

4) Repeat the process for each competitor.

5) For the second “ROLLS” column and beyond, add the number to the previous total. For example, if the competitor has a 3 in the first rolls column and get a 2 as the second number, put a 5 in the second “ROLLS” column.

6) Before writing in the total in the last “ROLLS” column, look in the first “ADJ” column. If there is a number in that column for that competitor add it to the final total and write that number in the last “ROLLS” column.

7) You now need to match the final rolls number to the time chart to get the starting time. For example if Brett Hawke (Heat 9 of the Men’s 50m Freestyle) got a total of 10, then by looking at the time chart for the Men’s 50m Freestyle, his starting time is 22.9. Don’t write this down yet.

8) Once you have the starting time, you need to use this to work out the final time which you write in the time column on the race sheet. Different events have different ways of doing this (See each event below).

Fatigue

In longer events, a fatigue factor is included at the end of the race. Before rolling for the eighth time for any competitor, compere the first number in the fatigue column to the number in the seventh “ROLLS” column.

If the fatigue number is 3 or more greater than the “ROLLS” number,  the competitor has gone too hard and will tire at the end. Instead of rolling for them, there last number will be:


3 or 4 greater than: Competitor’s “Ref No” + 1


5 or more greater than: Competitor’s “Ref No” + 2

If the fatigue number is 3 or more less than the “ROLLS” number, the competitor has energy to spare and can sprint to the finish. Instead of rolling for them, there last number will be:


3 or 4 less then: Competitor’s “Ref No” - 1


5 or more less than: Competitor’s “Ref No” – 2

If a competitor make’s it to the final, copy only the last fatigue number into the fatigue column..

Relays

Relay events involve 4 competitors per team taking it in turns to race. Each competitor take on a different leg of the race. Relay race heats work in the following way:

1) Look at the “Heat” column under the “LEG” heading and find the competitor with “1” in the that column.

2) Using this competitors “Ref No” as in other races to generate a “ROLLS” number.

3) Write this number in the row next to the team name (country), not next to the competitor.

4) If it’s a relay requiring 8 dice rolls (2 for each competitor), roll again for that competitor and add up the “ROLLS” numbers.

5) Now look for the competitor with “2” in the “Heat” column under the “LEG” heading and follow steps 2 to 4 again. Keep doing this until all legs have been run.

6) When copying the qualified teams into the Final, use the “Final” column under the “LEG” to decide who competes which leg (If this has no numbers for that team, then they didn’t qualify for the final in the real Olympics. Use the “Heat” legs instead). Copy the competitor name and “Ref No” next to the appropriate “LEG” number in the “Final” section of the sheet. Some competitor will only compete in the heats and not the final while other will not compete in the heat but come in for the final.

ARCHERY

Archery is contested in both individual events and team events. The ranking for both events is decided by a ranking round. The 64 contestant in both the men’s and women’s competition shot 72 arrows and they are ranked from 1 to 64 based on there scores. They are then paired off for a straight knockout competition with 1 playing 64, 2 playing 63 and so on.

The teams are also ranked using the same ranking round scores, totalling up the scores of the 3 members of each team. This also have a straight knockout competition but due to the number of teams involved some of the top ranked teams will get a bye to the quarter finals.

General Rules

All shoots in archery are done by taking the “Ref No” for the individual team, rolling the dice, and cross referencing the “Target Event Reference” sheet (See “Reading the Reference Sheets”).

In ranking rounds and shootouts, if the archer scores a ten, you need to decide if it’s a bullseye (X), still worth 10 points. Roll the dice again. If you roll a 7,8 or 9, it is a bullseye. What this is used is explained later.

Ranking Round

I have included events sheet (“Indiv Without RR” and “Team Without RR”) that allow to skip the ranking round if you wish. These sheets have draw as it was in Athens.

The ranking consist of each archer shooting 72 arrows in groups of 6 at a time (called an end). The first 36 arrows (6 ends of 6 arrows) are in the 1st half and the last 36 in the 2nd half. Write the 1st half total under column ”1” and 2nd half under column “2”. You may need another sheet of paper to keep track of the scores.

You also need to keep track of the number of 10’s (put in the “Ten’s” column) and the number of Bullseyes (Put in the “X’s” column”). A bullseye is also a ten.

After completing this, rank each competitor from 1 to 64 with the highest total score first. If two or more competitors have the same total, decide who is higher by the number of Ten’s. If they’re still the same, decide using the number of X’s. If they’re still the same, roll a dice for each archer, the highest number taking the highest spot.

For the team competition, add up the totals, ten’s and x’s for each of the three team members and put the totals in the appropriate spots at the bottom of the event sheets. Rank the team in the same manner as the individual competition.

After ranking the individuals/teams, you need to copy the names/countries across to the “Indiv With RR” and “Team With RR” sheets. The team sheet should have the team name on the coloured row and the three team member names on the three white rows below it. The ranking’s are in the left most column. Get the “Ref No’s” from the “Indiv Without RR” and “Team Without RR” sheets, NOT from the Ranking Round sheets.

The automated sheet allows you to run the event either an arrow at a time (Click “Next Arrow”), a end of 6 arrows at a time (Click “Next Competitor”) or a whole round of 64 ends of 6 arrows at a time, one for each archer (Click “Next Round”). The automated sheet will add up all the totals included the team totals (at the bottom of the sheet) but will not work out the resulting ranks.

Individual

The individual competition is a straight knockout competition. Each match consists of each archer shooting 6 ends of 3 arrows each, with quarter finals, semi finals and finals having 4 ends of 3 arrows. Each archer takes it in turn to shoot three arrows and the total is placed in the columns marked “1”, “2” and so on.

If the archers are tied on score at the end of the rounds, a shootout happens. Each archer shoots one arrow. The one with the highest score wins. If they are the same, each archer shoots one arrow again with the highest winning. If they are still the same, each archer shoots one arrow for a third and final time. If the scores are still the same, it goes to the closest to the centre by rolling the dice once of each archer with the highest roll winning.

After the first round copy the winners name/country/Ref No to the appropriate spot on the event sheet. “W M1” means the winner of Match 1, “W M2” winner match 2 and so on. For the bronze match “L M61” means the loser of match 61. The match numbers are in the left most column next to the match headings.

The automated sheet allows you to run the event either an arrow at a time (Click “Next Arrow”) or an end of 3 arrows at a time (Click “Next Round”). If a shootout results click on “Shootout” once for each arrow. If it goes to closest arrow, an “X” will appear in the “Closest” column next to the winner.

Team

The team competition is also a straight knockout competition. Each match consists of one archer from each team taking it in turns to shoot 3 arrows. After 3 ends each, the next archer from each team shoots 3 ends, then the last two archers.

On the event sheet, write the totals of the ends next the to archer name then, after the 3 end, total up the scores and write them next to the team (1st archer in column “1”, 2nd archer in column “2”, 3rd archer in column “3”).

If both teams finish equal on scores, a shootout is required. Each archer shoots one arrow, alternating between teams. The highest score wins. If more than archer gets the same score, it goes to the closest to the centre by rolling the dice once of each archer with the highest score. The highest roll wins.

After the first round copy the winners names/country/Ref No to the appropriate spot on the event sheet. “W M1” means the winner of Match 1, “W M2” winner match 2 and so on. For the bronze match “L M12” means the loser of match 12. The match numbers are in the left most column next to the match headings.

The automated sheet allows you to run the event either an arrow at a time (Click “Next Arrow”) or an end of 3 arrows at a time (Click “Next Round”). If a shootout results click on “Shootout” once for each arrow. If it goes to closest arrow, an “X” will appear in the “Closest” column next to the winner.

ATHLETICS

Track Events

First, read the general race rules.

To work out the final times take the start time and add the following:

100m, Women’s 100 Hurdles, Men’s 110m Hurdles, 200m:

Roll the dice once. If the number is 5 or greater then subtract 5 from this number. Add this number to the number at the end of the start time. For example, if the starting time is 9.90 and you roll an 8, the final time is 9.93 (8 – 5 + 0 = 3). If the starting time is 9.95 and you roll an 8, the final time is 9.98 (8 – 5 + 5 = 8)

400m, 400m Hurdles:

Roll the dice once and add the number to the end of the starting time. For example, if the starting time is 22.9 and you roll an 8 the final time of 22.98.

800m, 1500m:

Roll the dice twice. If the first number is 5 or greater (10 is still 0) than add 1 to the last number in the starting time. Add the second number to the end of the time. For example, if the starting time is 1:50.6 and you roll a 8 (add 1) then a 3, the final time is 1:50.73.

Men’s 3000m Steeplechase, 5000m:

Roll the dice twice. If the first number is 5 or greater then subtract 5 from this number. Add this number to the number at the end of the start time. Add the second number to the end of the starting time. For example, if the starting time is 3:47.0 and you roll an 8 then a 4, the final time is 3:47.34 (8 – 5 + 0 = 3). If the starting time is 3:47.5 and you roll an 8 then a 4, the final time is 3:47.84 (8 – 5 + 5 = 8)

10,000m:

Roll the dice twice. Add the two number to the end of the starting time. For example, if the starting time is 14:56 and you roll a 2 then a 3, the final time is 14:56.23.

Qualifying and Lane allocation:

After all the heats are run, you need to decide who goes though to the next round. On the race sheets, look at the heading for the next round. In the brackets, you will see something like “First 4 & 4 Fastest”. This means that the first 3 in each heat from the previous round and the next 4 fastest competitors qualify for this round.

Next to each heat from the previous round, put Q1 next to the winner of each heat, Q2 next to each second place and so on. Then put q next to the next best qualifiers until you reach the right number of qualifiers.

Now you need to rank the qualifier in order starting off at fastest winner, then second fastest winner and so on. Then you do fastest second place, then second fastest second place and so on.

Once all competitors have been ranked, place them in the heats starting with Rank 1 in heat 1, Rank 2 in heat 2 and so on. Once all heat have one competitor, you allocate backward up to heat 1 (Next Rank in last heat, second next rank in second last heat and so on). Once you reach heat one, you start again.

In the example above (First 4 & 4 Fastest), the 4 heats would be allocated as follows:

Heat 1
Heat 2
Heat 3
Heat 4

Rank 1
Rank 2
Rank 3
Rank 4

Rank 8
Rank 7
Rank 6
Rank 5

Rank 9
Rank 10
Rank 11
Rank 12

Rank 16
Rank 15
Rank 14
Rank 13

Rank 17
Rank 18
Rank 19
Rank 20

Rank 24
Rank 23
Rank 22
Rank 21

Rank 25
Rank 26
Rank 27
Rank 28

Rank 32
Rank 31
Rank 30
Rank 29

Lanes are drawn at random with the four highest ranks being allocated lanes 3 to 6 and the four lowest ranks being allocated lanes 1,2,7 and 8

Field Events

All field events have the competitors divided in two group (A and B) for the qualifying rounds. The qualifier for the finals are taken from the combined results from the two groups.

All Events (except High Jump and Pole Vault)

Each competitor has three throws/jumps with their best throw/jump being their final result.. Each event has a qualifying distance that can be found on the heading for the final in the event sheet. If a competitor reaches this distance, they automatically qualify for the final and don’t make any more jumps/throws for the qualifying round. If less then 12 competitors make the qualifying mark, then the next best performers qualify to bring the finalist up to 12. For example, if 5 competitors automatically qualify, then the next 7 best also go into the final. If more then one competitor is tied for 12th spot then they all go through, making more then 12 finalists.

In the final, each competitor throws/jumps 3 times, after which the best 8 continue while the rest are eliminated. The final 8 then have 3 more throws with 8th after the first 3 throws going first, 7th going second and so on. It stays in this order for the remainder of the competition even the placing’s change. The medals are decided based on all 6 throws/jumps from the final. In the event of a tie, the second best jumps/throws will decide placing’s, then the third best and so on. If they are equal, award multiple medals (eg. 2 Bronze medals)

For each throw/jump, roll the dice and cross reference the “Field Event Reference Sheet” (See “Reading the Reference Sheets”). Once you have this number, look up the appropriate event chart to get a starting distance. You then need to work out the final distance:

Shot Put, Triple Jump:

Roll the dice once and add the number to the end of the starting distance. For example, if the starting distance is 15.2 and you roll an 8 the final distance of 15.28.

All Others:

Roll the dice twice. If the first number is 5 or greater then subtract 5 from this number. Add this number to the number at the end of the starting distance. Add the second number to the end of the starting distance. For example, if the starting distance is 52.0 and you roll an 8 then a 4, the final distance is 52.34 (8 – 5 + 0 = 3). If the starting distance is 52.5 and you roll an 8 then a 4, the final distance is 52.84 (8 – 5 + 5 = 8)

Fouling:

For each throw/jump, you need to determine if they fouled. Roll the dice once. If the number if greater than or equal to the competitors “Foul No” than it’s a foul. Put an “X” in as the result of the jump/throw. 

Automated Sheets:

On the event sheets, the Final is split into two part. If you are using the automated sheets be sure to do the following:

On the first part, make sure that you copy name, country, Ref No (from Final column) and Foul No for all 12 finalist. If there are more than 12 finalist, write the numbers in the left most column for each competitor past 12.

In the second part, copy the eight remaining competitor in order, with the current leader in spot 1, second in spot 2 and so on. Also copy the current best jump/throw from the first 3 throws/jumps.

High Jump and Pole Vault

Each competitor has three attempts at each height. Once they successful jump at that height, they make no more attempts at that height and wait for everyone else to finish that height at which point the bar is raised to the next height. If they fail on all three attempts on a height, they are out of the competition and the last successfully completed height is their score.

In the qualifying rounds, the bar is progressively raised until it reaches the qualifying height. Every competitor who successfully completes this height goes into the final. If there are less than 12 who make this height, then the next best performers qualify to bring the finalist up to at least 12. For example, if 5 competitors automatically qualify, then the next 7 best also go into the final.

In the final, the bar is progressive raised until only one competitor remains. If more than one drops out at the same height, the medal positions are decided through number of failed attempts (See “Deciding Ties”) and, if still tied, a Play Off (See “Play Offs”).

First, work out the current bar height. The bar heights are listed on the event headings on that event sheet. The first height is the lowest height. After all competitor complete that height, the bar moves to the next height. In the qualifying rounds, the last listed height is the qualifying height.

To make a jump, roll the dice and cross reference the field events reference chart (See “Reading the Reference Sheets”). Once you have this number, look up the appropriate event chart. If this height is greater than or equal to the bar height then it is a successful jump. If an attempt is successful, write an “O” on the event sheet. If it’s a failed attempt, write an “X”. As each competitor has three attempts at each height, you may get a combination of X’s and O’s in one square. For example, “XXO” would mean that the competitor has failed their first two attempts but was succesful on the third attempt.

Some competitors have a “-“ for some of the heights. This means they have passed on this height and will start jumping at a higher height.
Deciding Ties:

In deciding non-automatic qualifying position and medal positions, you may get two or more competitors have the same height as their highest successful height. To decide who finished higher use the following rules in order:

· The one who has the least attempts at the last completed height.

· The one with the lowest number of failed attempts in the whole qualifying/final.

If there are still ties, all qualify in the qualifying round or, if it’s for medals, a jump off will occur.

Jump Offs:

If two or more competitor are tied for medal position, a jump off is required. All competitors jump at the last successful height they made. If some or all make this height, leaving the positions still undecided, the bar goes up by 2cm for the High Jump and 5cm for the Pole Vault. If some or all fail to make this height, leaving the positions still undecided, the bar goes down by 2cm for the High Jump and 5cm for the Pole Vault. The bar may go up and down many time before positions are decided.

The event sheets have two sections for jump offs. Use “Jump Off 1” for all jump offs unless separate Jump Offs are required for both gold and bronze. In this case, use “Jump Off 2” for the bronze medal Jump Off. Be sure to write the bar heights in the headings.

Automated Sheets:

When you click “Setup”, this will not only copy the name/country/Ref No information but also all  the “-“’s and the bar heights so be sure not to delete these from the event sheets.

“Next Competitor” will do one jump for the next competitor. “Next Round” will do one jump for all competitors still in the competion. The qualifying height and jump no are displayed just under the buttons.

Decathlon and Heptathlon

The decathlon and heptathlon are competitions where competitors compete in a number of events (10 for decathlon and 7 for heptathlon) and points are awarded for each event. The competitor with the most total points at the end wins.

The rules for playing these events is the same as above but there is only one round for each event so no finals, play offs, etc.

As well as the automated event sheets, each excel file has an automated points table. When you press “Copy Results” in the events sheets, the times/scores will be automatically be copied to this sheet and the point calculated.

Alternatively if you type in the time/scores in the field next to the name of the competitor and press “Calculate”, the points will be calculated. For the 1500m in the decathlon and 800m in the heptathlon, type in the minutes in the first column and the rest in the other column. (eg. 5:34.12 would be 5 in the first column and 34.12 in the second column).

For those who wish to calculate these manually, the formulas are at the end of this document.

SWIMMING

First, read the general race rules.

To work out the final times take the start time and add the following:

50m Freestyle and All 100m:

Roll the dice once and add the number to the end of the starting time. For example, if the starting time is 22.9 and you roll an 8 the final time of 22.98.

All 200m:

Roll the dice twice. If the first number is 5 or greater (10 is still 0) than add 1 to the last number in the starting time. Add the second number to the end of the time. For example, if the starting time is 1:50.6 and you roll a 8 (add 1) then a 3, the final time is 1:50.73.

Women’s 800m Free, All 400m and Relays:

Roll the dice twice. If the first number is 5 or greater then subtract 5 from this number. Add this number to the number at the end of the start time. Add the second number to the end of the starting time. For example, if the starting time is 3:47.0 and you roll an 8 then a 4, the final time is 3:47.34 (8 – 5 + 0 = 3). If the starting time is 3:47.5 and you roll an 8 then a 4, the final time is 3:47.84 (8 – 5 + 5 = 8)

Men’s 1500m Freestyle:

Roll the dice twice. Add the two number to the end of the starting time. For example, if the starting time is 14:56 and you roll a 2 then a 3, the final time is 14:56.23.

Heat and Lane allocation:

After all the heats are run, you need to decide who goes though to the semi finals or final. In swimming, the 16 fastest go through to the semi final and the 8 fastest go through to the finals. 

For the semifinals, if we rank these 1(fastest qualifier) through to 16(slowest qualifier), the lanes are allocated as follows:

Semi Final 1

Semi Final 2
Lane 1:
14


13

Lane 2:
10


9

Lane 3:
6


5

Lane 4:
2


1

Lane 5:
4


3

Lane 6:
8


7

Lane 7:
12


11

Lane 8:
16


15

For a final, if we number these 1(fastest qualifier) through to 8(slowest qualifier), the lanes are allocated as follows:

Lane 1:
7

Lane 2:
5

Lane 3:
3

Lane 4:
1

Lane 5:
2

Lane 6:
4

Lane 7:
6

Lane 8:
8

DISQUALIFICATIONS:

As the “Ref No’s”’ are calculated based on the real times the competitors got at Athens in at least one round, if the competitor failed to complete at least one round at Athens, a “Ref No” cannot be calculated for them.

It will indicate in the “TIME” column if this happened using the following codes:

DNS = Did Not Start

DNF = Did Not Finish

DQ = Disqualified

NM = No Mark (No successful attempts in a field event)

If a competitor completed at least one round but failed to complete a later round, it will be indicated in one of the “ADJ” columns using the same codes

In these case, they still have a “Ref No” from the earlier round. It is up to you whether you wish to include them in rounds they did not compete in real life. If you choose to include them, you will have use the “Ref No” from the earlier rounds.
SUGGESTIONS

Here are some things you can do if you wish:

1) I find you get a more realistic look at the race if you add the “ADJ” number to the totals as you go rather than at the end. To do this divide the “ADJ” number by the number of “Dice Rolls” and add this number to each “ROLLS” total. For example, if the “ADJ” number is 8 and there are 4 dice rolls, you would add 2 to each “ROLLS” total rather than 8 at the end.

If the number doesn’t divide nicely, you can add different numbers to each “ROLLS” totals. For example, if the “ADJ” number is 7 and the dice rolls is 4, you could add 2 to three “ROLLS” totals and 1 to the remain “ROLLS” total (2 + 2 + 2 + 1 = 7).

If you do this for 800m and 1500m freestyle, add it to the first seven “ROLLS” totals only. 

2) You could use more than one dice (each a different colour) to speed up the races. Just make sure you know which dice belongs to which competitor.

3) In some events, such as the early heat of swimming and long race events, have some competitor who have no chance of winning. You can tell these by the high “Ref No”. You can skip these if you wish. 

4) It is suggested you use the automated sheet for the Ranking Round (Archery) as this would take a long time manually.

DECATHLON/HEPTATHLON FORMULA’S

For both events the following formats apply: 

Points = A*(B-P)C for Track Events 

Points = A*(P-B)C for Field Events 

where P is the time/distance/height in the units under the P column and A, B, and C are constants. 
Decathlon
Event 
A 
B 
C 
P 

100 m 
25.437 
18.0 
1.81 
Sec

Long Jump 
0.14354 
220 
1.40 
Cm

Shot Put 
51.39 
1.5 
1.05 
M

High Jump 
0.8465 
75 
1.42 
Cm

400 m 
1.53775 
82 
1.81 
Sec

110 m Hurdles 
5.74352 
28.5 
1.92 
Sec

Discus Throw 
12.91 
4.0 
1.1 
M

Pole Vault 
0.2797 
10.0 
1.35 
Cm

Javelin Throw 
10.14 
7.0 
1.08 
M

1500 m 
0.03768 
480 
1.85 
Sec

For example, if you run 4:30.38 in the 1500m, you would first convert that to second

(30.38 + 240 = 270.38) then calculate 0.03768 * (480 – 270.38)1.85

Heptathlon

Event 
A 
B 
C 
P 

100 m Hurdles 
9.23076 
26.7 
1.835 
sec

High Jump 
1.84523 
75 
1.348 
cm

Shot Put 
56.0211 
1.5 
1.05 
m

200 m 
4.99087 
42.5 
1.81 
sec

Long Jump 
0.188807 
210 
1.41 
cm

Javelin Throw 
15.9803 
3.8 
1.04 
m

800 m 
0.11193 
254 
1.88 
sec
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