FOREWORD:


First off, no one reads forewords… except, of course, for people stuck in a Dental Waiting Room with only one magazine and all the articles cut out except for the foreword.  With this in mind, I will make my message humanely short.


Win, Place and Show is not a simulation.  It was never meant to be a full-blown simulation with all of the intricacies of Thoroughbred Racing.  This game falls more under the “Beer and Pretzels” genre and was designed to be as realistic as possible within the confines of a friendly parlor game.  Within that realm lies the main assets: Fun, playability and the possibility for expansion.


The horses reproduced in the Annual Series set were designed within the somewhat restrictive confines of this gaming system
.   This system does not allow for direct modifiers attached to horse characteristic charts.  Therefore, modifiers such as “handling pressure”, acceleration, competitiveness, ability to handle different turf conditions, etc. had to be factored into the overall design.


Another limiting facet is provided by real-life itself.  Many of the great and near-great horses are extremely similar in their abilities as reflected by race times and track records.  This does not allow much deviation from a standard median UNLESS one does intensive research.   Without such research and the resulting factors, many of the charts would look very similar and capturing true race characteristics would be mere co-incidence instead of actual design implementation.


Each of the Annual Series is designed with the “whole” in mind.  What that means to gamers is that Secretariat can race against Man O’ War with a semblance of realism.  The original “Decade” series which attempted to capture the characteristics of dominate horses in various decades was done surprisingly well despite the relative lack of research documentation available when the series was created.  However, there were certain deficiencies which we hope to have corrected with this release.


You should find that each horse will recreate the style of race they exhibited during the prime of their career.  We were tempted to “fudge” the ratings of our favorite horses.  The common phrase was “Nah… my horse can’t be a 74, he has to be an 80! (insert obvious disbelief and expletive here)”.  Every attempt was made to keep the charts as accurate and true to life as they could possibly be within the confines of the “Win, Place and Show” game design structure.


I want to express appreciation to the original designer (Tom Divoll) and the various other gaming authors (Stuart Tucker) who created sets for this simulation/parlor game.

