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Offense are opened up considerably





Here's a look at the new football cards





Well, what do you think?  How do you, the readers of the Review, like, dislike, the changes in


 Strat-O-Matic Pro Football?





Most of the changes, as pointed out in the Review prior to the cards coming out this summer, have to do with making the 


table-top game more in tune with the wide-open style of play in the NFL today. Defensively, the incorporation of the 3-4 defense was a change that was needed and its use on the game board and for blitzing and pass defense were clarified. Much confusion over prevent super advanced rules seems to have been cleared up, too. Now for the 1983 cards - based on the strike-shortened 1982 real-life pro football season:


*Passirg game in S-0-M, obviously, has been opened up.  The quarterback cards, for starters, seem to have more guessed right completions.  Conversely, the defensive pass cards give up more completions,





* In a lot more situations, there is not that much difference between guessed right and guessed 


wrong columns. It's not as drastic as in the past, For sure, Terry Bradshaw's card with


 the Pittsburgh Steelers is a good example.  On numbers 5, 8, 9 and 10, for a short pass, he has 


completions both guessed right and wrong.  Only number there is a completion difference is 2, 


with wrong being a 16-yard gain and guessed right an incomplete pass. 





* There's a big difference between guessed right and guessed wrong when it comes to


 pass interceptions off the quarterback's card, however. Again, using Bradshaw's card as 


an example: Short Pass, No. 11, has interception, guessed right, on 2-9 and 12, but on


 guessed wrong the interception chance is only 2-3 and 12.  A big difference.


* "Must Runs" are numerous now.  Oftentimes there's a must run an guessed right, but 


an incomplete pass on guessed wrong on the quarterback's card.  Sometimes it is to the


 advantage of the defense to guess wrong in such situations, since many quarterbacks have 


good must run columns.


* Many quarterbacks have seven short pass completions bothways.


 * Also, there are many more long gains off the long pass column.  Before there was, at best, 


one number that provided for a completion both ways. Now oftentimes -there's more than one.


Dan Fouts' card is a good one in the long bomber category.  On number 2 he's got a 31-yard 


gain both guessed right and wrong, and ditto for long gain on numbers 4 and 5 and -33 on 


number 9. Number 6 is a long gain on guessed wrong, but an incompletion guessed right.  


Defenses are going to be in a dither trying to figure out now to defend against that card.





*Ken  Anderson of Cincinnati has the best completion card among all the quarterbacks 


when it comes to flat and short passes,


Vince Ferragamo shouldn't be under-rated in any draft league, as he has long gain on


 long pass, No. 7, guessed either way.





RUNNERS NOT AS EFFECTIVE?





The runners, reports Warren Newell, Review coeditor, after a cursory check of the new cards, 


don't seem to be quite as effective "This is probably because pass defense will be called most 


of the time."





* Freeman McNeil of the Jets has the best running back card, according to Warren, as he's 


almost a sure bet to gain good yardage on guessed wrong calls.  Joe Cribbs (Buffalo),


 Wilbert Montgomery (Philadelphia) and Marcus Allen (Los Angeles Raiders] are the best of the rest.





* Earl Campbell is not the Earl of old as he has a fumble on 2-10 and 12.





RECEIVERS NOT AS IMPRESSIVE?





Along with the runners hot having as good cards as before the changes, pass receivers 


also suffer, The best long threats are Wes Chandler OF San Diego and Stanley Morgan


 of New England, both of whom have 10 chances for long gain on long pass guessed right.





*The pass defense cards have been changed, too.  The No. 6, on short or long pass


 used to be considered a "kiss of death." Now that number is a well-used completion 


number, even against good defenses.





* Again, like for fumbles, there's a big increase for interceptions, depending on whether guessed 


right or wrong, Miami has a super interception card.  Against short passes, there’s an interception,


 three men in zone, 2-8 on No. 9 and, four men in zone, on 2-8, 11, 12. On a dice roll of 11, three 


men in zone, the pass is incomplete, but with four men in zone the 'chance' increases to a


 straight interception,


Miami’s card for long passes shows, No. 4, a long gain if no one is in the zone but the opposite


 if one man is there - a straight interception.  On No. 7 For the Dolphins, the chances are 2-8, 11, 


12 of an interception with no one in the zone and a straight pickoff if one man is there.





* Seattle, perhaps surprisingly, also has good pass defense cards.  Miami and Seattle are the two 


best.





* Pittsburgh has an interesting column on short pass, three men in zone, as there are no 


blanks - every dice reading has a possible completion, except for interception on No. 9.





*As far as ratings on the pass defense cards, here's the breakdown:


Good to Excellent - Three


Good - Six


Average to Good - Three


Average to Poor - Four


Poor - Nine


    Very Poor - One (Baltimore).In other words, over one-third of the ass defenses have "poor” ratings.


* Back to the good news.  Seattle has its cornerbacks with "5" ratings and its safeties are "6s"


*Denver runners are going to fumble a lot, having two dice roll numbers in which bobbles could occur: No. 5 - 2-9 and 12; No. 11 - a straight fumble. Ouch!  Meanwhile, Kansas City doesn't fumble the ball on offense.





UPBEAT CARD FOR UPCHURCH





Denver’s Rick Upchurch, thanks to a pair of touchdown returns in real life, has a TD on No. 6 for punt returns.





Mark Moseley of Washington has an awesome field goal kicking card from short to medium range.    From 1-22 yards he kicks 'em through on numbers 2-11, and from the 23 to 32-yard line he's good 2-9.


*The Los Angeles Raiders, getting back to defense, have a super card again.- the run,


There have been some changes made on low number readings off the defensive cards. In the past most defensive run cards had short gain on line buck, No. 2, and a long gain off-tackle on the same  number.


Many cards no longer have automatic short and long gains in those situations.  Also, No. 2 on end run is not an automatic long gain like before.  Now, guessed right, it could be a short gain instead.





Overall, after looking at the cads, both individual and team, the defense will be forced to call pass a majority of the time.  The passing games, particularly of' the quarterback's card, look too good to call anything else frequently.


Turnovers should  be increased, too, especially after the fumble number was moved from "5" to "6" and with the increased interception opportunities.


The Review editors are very much interested in your reaction to the changes including the new solitaire chart(s) for advanced play.  Solitaire games have obviously noticed that the "coach" runs the defense now and relies on a dice roll, plus yardage and down situation, to give him/her the type of play the offense is using.  What’s your reaction to the new. method of solitaire play?














Football playing tips





Here is a football playing tip devised by Norman Brahen and Ira Wolins, both from the City of Brotherly Love, Philadelphia, PA.:





If a short pass from the 10-yard line or less OR long pass from the 20 to 40-yard line


that matches the line of scrimmage PLUS 1O YARDS, it may or may not be a touchdown.


Example: Ball is on opponent's 30-yard line, long pass is completed for 40 yards. 


Roll two dice to determine if the receiver kept his 'feet in the end zone.





2, 3, 4	- Replay show BOTH FEET out.   


5, 6, 7, 8, 9	- TOUCHDOWN


10, 11, 12	- Replay shows ONE FOOT out.














