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What is the CFL Simulation?

Perhaps it is better to start with what the program is not.  It is not a gee whiz graphics arcade game.  The CFL Simulation is a text, DOS based simulation of the CFL based on the actual statistics of the players.  The emphasis is on trying to capture the strategy and feel of the CFL game rather than on how well you can use a joystick.  

Why DOS based rather than Windows when everyone knows that DOS is dead?  The CFL simulation was written in 1988 when Microsoft Windows was only vaporware and everyone used DOS, often on text based only computers.  The CFL simulation was written in QuickBASIC (version 4.5) because I needed a project to teach myself QuickBASIC, and because I was unable to find any other CFL simulation games for the computer.  I polished up the code in 1992,  posted it on a couple of BBSs and largely forgot about it as work seemed to take up most of my life.  Of course, since 1988 Windows has taken off and the game should and maybe one day will get rewritten for Visual BASIC to to give it more features and more sex appeal.  There a number of tweaks and improvements I would like to make to the simulation, but the program size is pushing Quick BASIC to its limits so I have had to restrain myself.

Don't worry though if you have a Windows 95 or 98 machine as the CFL simulation seems to run just in both of t hose environments.  The current version of the CFL simulation is 1.10.  I have tried to get out all the bugs that I found or have been reported, but I suspect there are still a few hanging around.  They are not serious enough to crash the program, but they may give you a few weird results.  My apologies in advance, and if you let me know about them, I will try and eliminate them in the next version. 

Changes from Version 1.08 to 1.10

· Mainly just bug fixes.  Some people reported problems with the safety touch routine and the QB sneak.  I found a few bugs myself including one where the yards to the goal line was not being calculated correctly after a QB sack.  Also, some runners with high average carries (near 6.0) got an extra boost and were averaging closer to 9.0 yards per carry.
· Split out the missed field goal yards from punts for the kicker.
· The ZIP file for the game no longer contains the 81 season.   It didn’t seem to make sense for people to have to download the 81 season everytime, so it is now a separate ZIP file for the new people who still don’t have it.
· The CFLSTATS.EXE program now reports league leaders in 14 different categories.
· MANAGER.EXE got a major overhaul which should make it easier to input the data.  Before you had to enter the stats as a text field and then many of them were duplicated in prompts for calculating the ratings.  Now, you are only asked for the stats once as numbers and the program creates the text stats field from your input. 

Changes from Version 1.07 to 1.08

· Some bug fixes.  A fairly common error seemed to happen when a turnover happened in the end zone (interception or fumble) and the defense recovered.  On the very next play, a small gain would result in a touchdown.  I think I tracked down the cause of this bug and eliminated it, but the play does not happen very often so we will see!
· Added another legal position for skill players.  Players can now be listed as a Wing Back (WB).  For anyone creating a season, use this position sparingly.  I created it for the 1975 season which had a few players (Rodgers, Campana and Scott) who would otherwise not have reproduced their stats very well with the computer coach.  These players all were mainly used as receivers, but still ran the ball 30-50 times a season out of a receiver spot.  If I rated these players as running backs (Rodgers was All Canadian at RB), they would get poor ratings based on their low yards rushing.  If I rated them as slot backs or another receiver position, their ratings would be accurate, but the computer coach would never hand them the ball on a running play.
· I tinkered a bit with the computer coach to try and make it a bit smarter.
· The linebackers were not getting enough sack chances compared to the defensive linemen, so I increased their chances a bit.
· The changes to CFLSTATS.EXE and MANAGER.EXE were very minor.  MANAGER was changed to allow for the creation of the wing backs, and CFLSTATS received only cosmetic changes to display some of the team stats better.  To keep things simple, I made the version number on all three programs the same.
Changes from Version 1.06 to 1.07

· A couple of bug fixes.  When a human player used the QB Sneak, the QB was given credit for a pass reception instead of a run.   The other bug that was fixed happened when a safety touch was scored and the team chose to take the ball at their own 35.

· Tinkered with the way sacks were calculated.  This had to be done mainly because of Hamilton in 1999 who (1) gave up only 7 sacks and (2) had Joe Montford who picked up 26!  The new way of calculating sacks should help make the number of sacks more accurate.  See the note in the Manager section in this document for some more information on scranble and sack ratings.

· Defensive linemen can now intercept passes.  It won’t happen very often, but it wil happen now and then.

Changes from Version 1.00 to 1.06
· More bug fixes.  The biggest one was probably that sometimes the CFLSTATS program did not correctly accumulate stats when you substituted players.  This has been fixed in the new version of the stats program (1.02).  For the stats to be accumulated properly, however, no two players on the same team can have the same last name.  Where that happens, their first initial is used as part of their last name (e.g. W.Shaw and C.Shaw on Saskatchewan in 1968).  If you make up your own seasons using the MANAGER program, you must remember to do this.  The other major bug fix was to fix a problem at the end of the first half where if a team scored a field goal or single point on a field goal on the last play of the half then no kick happened.

· The coach now has control over the whether to use the hurry up offence or not.  The computer coach will use it automatically in the last three minutes of the first half and in the last three minutes of the fourth quarter if it is behind.  Human coaches can use the No Huddle option displayed on the second line of the offence menu which acts as a toggle.  When the hurry up offence is being used, the letters HUU will be displayed in the bottom right corner.

· The computer coach has been enhanced to try and make it smarter, especially when using the hurry up offence.  The computer is more likely to call out patterns to get the receivers out of bounds and stop the clock.

· A special secret  T (for Test) option has been added to both the offence and defence menus.  When you press T, the simulation will display a list of variables that you can change such as the quarter, time, yard line, etc.  The T option is not displayed and should be used with caution.  It is mainly designed to let a player correct an error that occurs in the program or to test certain situations.  You can also use it to cheat and beat the heck out of the computer coach!  When you choose a value to change, the current value will be displayed and you will be prompted for the new value.  No error trapping has been used on the values you enter so you can enter ridiculous values such as Quarter 50.  Use this option with caution as it can crash your current game.  I use it to try and set up specific situations in which bugs have been reported.

· A ne option has been added to the Options screen at the start of a game to let you select whether to kick off from the 35 or 45 yard line.  Back n 68, they used the 45 and later it was changed to the 35, so if you want to be realistic, you can set this option according to the season you are playing.

· You can now select the color to use for the visiting team and home team from the options screen.  The jolly green giants can now be green instead of red or blue!

· The chances of a running back picking up his longest run or a receiver his longest catch have been increased slightly as these were not happening often enough.

Changes from the Version 0.99 to 1.00

· I tried to remove all the buys I could find!  The biggest one I found was with the Kneel Down play not working for the computer coach.

· A new QB Sneak play has been added.  This is the play when it is third and one and the QB just follows the center to get that last yard.  In the CFL, it is an almost automatic first down, but now and then the defense will stuff it, or there is a bobble with the snap or something goes wrong.  You will find that this option will give you a first down 90-95% of the time in the game, with the variation coming from how good your center is.

· To accommodate the sneak play, I combined the Bomb / Streak passes into the Long Pass menu along with the Flag and Post patterns.

· One new rule is settable at the opening options.  You can choose to play or not play overtime if the game is tied.  This option was added because season such as 1968 did not use overtime and allowed games to end in ties.  Fair warning about my overtime, it is not quite CFL standard.  Rather than two ten minute halves, the game uses 15 minute quarters until the score is no longer tied at the end of a quarter.

· I tinkered some more with the play calling of the computer offence.  This was mainly to accommodate seasons like 1968 where teams ran the ball a lot more (45-60%) than they do today (about 35% on average).

· To accommodate seasons like 1968, the positions TE (Tight End), SE (Split End) and F (Flanker) are now allowed.

· The total number of players on a team was bumped up to 46.  Actually this had happened with version 0.99, but I forgot to mention it!

The ZIP files
The program is in a ZIP file with the name CFL-Vnnn.ZIP where nnn is the version number.  For example, version 1.10 of the program will be CFL-V110.ZIP.

Inside CFL-Vnnn.ZIP you will find the following files:


CFL.EXE

This is the main program


CFLSTATS.EXE
Displays cumulative statistics, standings and leaders


MANAGER.EXE
Program used to create / modify teams and players.


CFL.DOC

This file –  instructions and information about the program.


CFL.DAT

List of installed leagues – needed by CFL.EXE


GAME.DAT

A data file required by CFL.EXE


README.TXT
Quick installation instructions


Each season comes in its own ZIP file with a name like CFL-Snn.ZIP where nn is the year.  For example, the 1975 season is in the ZIP file CFL-S75.ZIP.

Each season ZIP contains the following files (nn stands for the year):

CFL.nn
Data file that contains information on the number of teams,
team names, etc.


*.nn


Team data files, one for each team – e.g. TORONTO.99


*.snn


Blank stats files for each team – e.g. TORONTO.S99


SCHEDnn.DOC
Schedule for the season with scores (not in all years)


CFLnnnn.DOC
A short review of the season (not in all years)


README,TXT
Quick installation instructions

Installing the CFL Simulation

Sorry, but there is no fancy installation program.  Once you have unzipped the CFL-Vxxx.ZIP file, simply copy all the files to the directory you want to run the simulation from.

CAUTION:  If you are using a previous version of CFL.EXE and are in the middle of a season, backup your statistics files (*.Sxx or *.xxS) to another directory or floppy disk before copying the new files to your working directory.   Installing a new version of the program  should not cause any data to be lost, but it is best to be safe.

The format of the team data files (e.g. SASK.81) has not changed from version 0.99, but I did make a slight change when I went from version 0.98 to 0.99.  If you happen to have an old version of the data files, you should use the new version in the ZIP files.

When you download a new season, unzip the season files and place them in the same directory as CFL.EXE.  Before you can play the season, you must run MANAGER.EXE and add the season the list using option (2) of the main menu.  You will be prompted for the filename for the season and you type in CFL.nn where nn is the year for the season.  For example, to install the 68 season you would type CFL.68.

Running the Simulation under Windows 9x
The simulation seems to run fine with no problems as a DOS program.  Just copy all the files to a directory and create a shortcut on your desktop or Start Menu to point to CFL.EXE.

Starting the Simulation

At a DOS prompt, switch to the directory containing all the files, type CFL and press ENTER. 

Pre-Game

1. Press any key at the opening credit screen

2. Choose the league, team, and set your options at the next screen.

· To select a league / year , type a number between 1 and n where n is the number of leagues installed (9 maximum).  At the top left of the screen, under the heading “Leagues Present” are the currently installed leagues.  This list is kept in the file called CFL.DAT and the version of this file that comes with the game contains the names of all the currently available seasons.  You use the MANAGER.EXE program to add or delete seasons from the list.  See the instructions on how to use MANAGER later in this document.   The first league listed in CFL.DAT will be the default league.

· Press V and H to pick the visiting and home teams.  After pressing V or H, you will be prompted to type in the letter of the team you want as the visiting and home teams.

· The rest of the legal keys at the Options screen are used to set various rules.  Pressing these keys cycles through the available options for that rule.  For example pressing S turns on or off the sound.

C
sets the Computer role – the computer can play either the visiting team, the home team, both teams or neither team.  When the computer plays both teams, the game is done in only a few seconds. Having the computer play neither team is designed for two humans to play head to head.   The problem is, however, that the players can see the play chosen by the other player which is not very sporting, so in this mode the computer plays the defense for both teams and the humans control the offense.

Q
sets the Quota rule which allows you to ignore the import / non-import ratio if you like.  You must change this option for seasons with American teams that did not follow the quota rule.

I
sets the Injury rule.  Allows you to decide if players can get injured or not

O
sets the Overtime rule (new to 1.00) that lets you decide if overtime is played in case of a tie

S
sets the Sound on or off

K
sets whether you kickoff from the 35 or 45 yard line

A
sets the colour to use for the visiting team.  Keep pressing A and it will cycle through the 15 colours you can use (the name of the team will change colour so you can see what it looks like).  Sorry black is not an option since you can’t see black letters on a black background!

B
sets the colour for the home team.

· When you have set the options the way you want them, press P to Play the game or E to Exit the program.

3. The visiting lineup is displayed.  The default starters are in the colour you chose (light red is the default) and the extra roster players are in gray.  The ratings for the players (1-5) will be given.  One exception is for running backs where you will see three numbers (e.g. 351).  The first number is the player’s rating as a runner, the second is his rating as a pass receiver, and the third (either 0 or 1) is a blocking rating.  At the bottom of the screen you have the following options.

Q - Quit.  Exits this screen when you don't want to make any more changes.

S - Substitute.  Prompts you for the numbers of the two players you wish to swap.

C - Change specialty team players such as kickers and kick returners.

V - View.  Lets you view the actual statistics and ratings of each player.

D -  Chose the defensive alignment to use.  You will be given a choice of four types


(A)435
(B)345
(C)426
(D)336

The first number is the number of defensive linemen, the second number is the number of linebackers, and the third number is the number of defensive backs, If you change from the team’s normal alignment, you will probably need to use the Substitute option to move players into the right positioins.

4. You get the same options for the home team, except the players are shown in the colour chosen for the home team (blue is the default).

Start of the Game

Unless you chose to let the computer play both teams, you will be told the results of the coin toss and either be asked for your choice (kick or receive) or be told what the computer chose if it won the toss.

The scoreboard and field will now be displayed.  The scoreboard at the top of the screen tells you the teams, the score, the down, yards to a FD, the yard line the ball is on (red if in the visitors half and blue if in the home half of the field), the quarter and the time elapsed in the quarter.

If you won the toss, you will be prompted for either a normal kickoff or an onside kickoff.  The play result will be displayed at the bottom of the screen, and you have to press a key to continue after you have read the results.

If you are the offense, you choose the play by pressing three keys.  First you choose the type of play:

Run
Short Pass
Med. Pass  Long Pass  Option
Kick  QB Sneak  Kneel Down(KD) 

After choosing the type of play, some of the types will give you another menu to choose the specific play.  For example with the Run play time, you can choose Sweep Left, Sweep Right, etc..

For rushing and passing player you will then be asked to specify the rusher or the intended receiver by typing in the number beside the player’s name. The quarterback is 1, the running backs are 2 and 3, the slotbacks are 4 and 5, and the wide outs are 6 and 7.  The offensive linemen are not given numbers and can not rush or receive a pass (sorry, no razzle dazzle plays!).

The Option play works a bit differently.  The QB is rolling out on this play and you will only be asked to specify a receiver number.  There is a greater chance that the QB will take off and run using the option play if he can not see a receiver open, so this is a good play to use for a good running QB.

An option for the offence over added in version 0.99 is the Kneel Down.  Use this to kill the clock very late in the game.  On the kneel down, the offence loses two yards each time (team loss) but uses up time on the clock without risking a turn over.  On first down, the kneel down will only use up 2 seconds since the clock does not start after a change of possession until the ball is snapped.  On second and third down, the kneel down will use up 22 seconds each.  As long as the time is 46 seconds or less, the offence can run out the clock safely using the kneel down play.

New to version 1.00 and up is the QB Sneak which is a quick and fairly certain way to pick up that one yard you need on third and one.  Sometimes, however, something will go wrong and you won’t make your one yard which is why they call it gambling.  A better center will slightly increase the chances of making the gamble successfully.

If you are the defense, you only have to enter the type of play you think the offense is going to run.  If you guess right, there is a better chance of stopping the play or limiting the gain.  The only defensive choice that requires more input is if you choose to Blitz.  You will then be asked for a Blitz rating of 1 to 5 which roughly corresponds to the number of players you will blitz.  The higher the number the better chance of sacking the quarterback, but if the quarterback escapes the rush then the gain will probably be longer.

On offence, you can try and target particular weaknesses on the defense or take advantage of your strong points.  For example, a run up the middle is most likely to encounter the defensive tackles and the middle line backer.  A run off left or right tackle is more likely to encounter the outside linebackers.  If a defense has a weaker player, you can run the plays at him.  The player you target might not be the one to make the tackle so your plan may backfire.  You might also choose to run a play behind your best offensive lineman to try and take advantage of his high rating.  It does not always work, but running the ball behind your 5 offensive lineman will normally give a better result than running it behind your 2 offensive lineman.

For both offence and defense there is the hidden T option which allows you to set variables such as the team with the ball, yard line, points for each team, etc.  Use with caution, this option is mainly for testing special situations for bugs and can crash the game if you enter a really weird number such as putting the ball on the 175 yard line!.  Note that when you enter time, you are entering the number of seconds gone in the quarter.  You can even force the computer coach to change their play if you are playing against the computer.  The Play option lets you enter a number (legal values 0 to 22) where the running plays are 1-8, passing plays are 9-22 (option play is 22) and kicking plays are 0.  If you choose 0 then you should also change the type of kicking play with the last opton on the list (1 = kickoff, 2 = punt, 3 = field goal and 4 = convert).

Overall, everything is fairly straight forward.  Just read the bottom of the screen to see the results of the play and have fun!

End of Game
At the end of a game, you can print the statistics to a printer, view them on a screen, save them to a file on your computer, play another game or exit the program.

You can view or print the statistics as many times as you want.  If you choose the Save Stats option, the statistics are saved to a file called SAVE.DAT.  The statistics program (CFLSTAT.EXE) is then run and you need to choose option (1) from the menu that is displayed.  This will read the data from SAVE.DAT and add it to the data in the team statistics files.

The statistics program still needs some more work, but it does the basics.  You can display the standings and the statistics for each team and the accumulated statistics for each team.  There is no Leaders option….maybe next version!  The statistics program also allows you to zero the team statistics files if you want to start a season over.  There is also an option to return you the simulation so you can play another game.

There is an option to edit the player stats.  The stat files are actually ASCII files that can be edited with any text editor, but the stats program makes it a bit easier.  Why would you wantto do this?  Mainly if there is a bug in the program that I have not found yet and you think that a player’s statistics are not correct because of the bug.

New to version 1.10 of CFLSTATS.EXE is an option to view the league leaders.  Choose option (4) from the main menu, select the league / season to view leaders for and then enter the category you want to view.  There are currently 14 common categories available.

Description of CFL Data Files

You don’t need to know any of this to play the game, but if you are interested in making any modifications to the game then you will need to know this information.

All of these files described below are text or ASCII files.  They are created by the program MANAGER.EXE (described at the end of this document), but you could make changes to them using a text editor.  If you do this, you should make a backup copy first!

CFL.DAT

This data file contains the list of the different league file names.  For example, CFL.81 is the league file name for the 1981 season.  The first line in the file is a number which gives how many leagues there are, and the league file names are then listed one per line.

Number of  Leagues

League file names

For example, the default CFL.DAT will be

1

CFL.81

Meaning there is one league / season installed and the data file for it is called CFL.81.

If you add your own league, you will have to edit this file, increasing the number on the first line by one, and adding the league file name on a new line.  You can either do this manually, or by using the MANAGER utility.

League Files (e.g. CFL.81)

Each league (season) needs a league data file.  The first three lines in the file are:


Name of League


Number of teams


Number of Divisions

After these three lines are two lines for each division.


Division Name


Number of Teams in Division

The next two lines contain numbers that give:


Maximum number of players that can be dressed


Maximum number of imports than can be dressed

Next you have to have four lines for each of the teams in the league:


City Name eg. Saskatchewan


Nickname eg. Roughriders


File name that holds team records eg. Sask.81


File name to store team stats in eg. Sask.81S

The file name for the stats file can be anything, but I have used an S (for Statistics) along with the year for the extension.  Sorry, I have not always been consistent and have used yyS and Syy in the leagues I have created.

Team Files (e.g SASK.81)

This data file contains all the information about the players on a particular team.

The first line gives the number of players on the team (46 is the maximum number you can use)

Next, each of the players on the team needs five lines as follows:


First Name


Last Name


Position one (QB, RB, etc.)


Position two


Actual Stats

Next will be forty lines for each player giving their ratings.  The categories are the same for all players.  If the category does not apply to a player, enter a zero (e.g. pass completion % for a lineman.)


1.
Rating position one (1 to 5)


2.
Rating position two (1 to 5)


3.
Pass Completion %


4.
Interception %


5.
Loss Column for Sacks


6.
Rushing Inside Column


7.
Rushing Outside Column


8.
Longest Run


9.
Receiving column - middle


10.
Receiving column - out


11.
Receiving column - dump


12.
Receiving column - screen


13.
Receiving column - flag


14.
Receiving column - post


15.
Receiving column - streak


16.
Longest reception


17.
Fumble %


18.
Fumble return column


19.
Longest fumble return


20.
KO Return column


21.
Longest KO Return


22.
Put return column


23.
Longest punt return


24.
Interception rating


25.
Interception return column


26.
Longest interception return


27.
Convert %


28.
FG % < 20 yds


29.
FG % 20-29 yds


30.
FG % 30-39 yds


31.
FG % 40-49 yds


32.
FG % > 50 yds


33.
Punt Column


34.
KO Column

35.
Sack Rating

36. 
Injury rating

37.
Import Status (0=Canadian, 1=Import)

38. 
QB Scramble rating (1 to 5)

39. 
Blocking rating for running backs (0 or 1)


40
Receiver rating for running backs

Most of these categories are taken directly from the statistics that are input, but a number of the categories refer to a "column" such as "Rushing inside column."  The columns refer to an array used internally by CFL.EXE which determines the average yardage for a play with the higher the column number meaning the higher the average yardage for that play.  There are 84 columns, with averages as follows

1=1.0

2=1.5

3=2.0

4=2.2

5=2.4

6=2.6

7=2.8

8=3.0

9=3.2

10=3.4
11=3.6
12=3.8
13=4.0
14=4.2

15=4.4
16=4.6
17=4.8
18=5.0
19-5.2

20=5.4
21=5.6

22=5.8
23=6.0
24=6.2
25=6.4
26=6.6
27=6.8
28=7.0

29=8.0
30=9.0
31=10.0 
32=11.0
33=12.0
34=13.0
35=14.0

36=15.0
37=16.0
38=17.0
39=18.0
40=19.0
41=20.0
42=21.0

43=22.0
44=23.0
45=24.0
46=25.0
47=26.0
48=27.0
49=28.0

50=29.0
51=30.0
52=31.0
53=32.0
54=33.0
55=34.0
56=35.0

57=36.0
58=37.0
59=38.0
60=39.0
61=40.0
62=41.0
63=42.0

64=43.0
65=44.0
66=45.0
67=46.0
68=47.0
69=48.0
70=49.0

71=50.0
72=51.0
73=52.0
74=53.0
75=54.0
76=55.0
77=56.0

78=57.0
79=58.0
80=59.0
81=60.0
82=61.0
83=62.0
84=63.0

Starting with version 0.98, these numbers are stored in a text file called GAME.DAT instead of being stored internally in CFL.EXE.  If you are feeling brave, you can edit this file and change the results for each column.

The next seven entries give the numbers for special teams players.

1.
KO's

2.
Punts

3.
Place Kicker

4.
Punt returns

5.
Punt returns

6.
KO Returns

7.
KO Returns

The third last entry in the team data file is the default defensive formation. 3, 4, 6 and 8 are the legal values.  Originally there were only two legal values (3 and 4) for 3 and 4 man defensive lines, but I added the 6 and 8 values to allow for 6 defensive backs in each formation.  6 means 6 defensive backs for a 3 man line and 8 means 6 defensive backs for a 4 man line.  The numbering system is only slightly logical, but it was the best I could come up with.

The second last entry in the team data file is the team penalty rating (number of penalties per game)

The last entry in the team data file is the one change that has been made in the data files from the first versions of the game.  This number give the percentage of rushing plays the team ran.  Only the computer coach uses this number to try and more accurately reflect the type of offense the team used.  Most teams will have a value between .300 and .400.

Stats Files (e.g. SASK.81S)

The first seven lines in the data file are used to record:


City Name


Number of Players


Wins


Losses


Ties


Points For


Points Against

Next will be 60 lines for each player as follows:


1.
Passes Attempted


2.
Passes Completed


3.
Yards Passing


4.
Touchdowns thrown




5.
Interceptions thrown




6.
Times carried


7.
Yards rushing


8.
Longest run


9.
Touchdowns rushing


10.
Receptions


11.
Yards receiving


12.
Longest reception


13.
Touchdowns receiving


14.
Fumbles


15.
Fumble recoveries




16.
Yards fumbles returned




17.
Interceptions





18.
Yards on Int returns




19.
Kickoffs





20.
Yards on Kickoffs




21.
Punts






22.
Yards on Punts





23.
FG tried < 20





24.
FG good < 20





25.
Converts tried


26.
Converts good


27.
Kickoff returns




28.
KO return yards




29.
Punt Returns





30.
Punt return yards




31.
Sacks


32
Tackles


33.
Longest fumble return


34.
Touchdowns on fumble returns


35.
Longest Interception return


36.
Touchdowns on interceptions


37.
Longest kickoff


38.
Singles on kickoffs


39.
Longest punt


40.
Singles on punts


41.
FG tried 20-29


42.
FG good 20-29


43.
FG tried 30-39


44.
FG good 30-39


45.
FG tried 40-49


46.
FG good 40-49


47.
FG tried 50+


48.
FG Good 50+


49.
Longes KO return


50.
TD on KO returns


51.
Longest Punt return


52.
TD on punt returns


53
Yards on FG


54.
Longest FG


55.
Singles on FG


56.
Times Sacked



57.
Yards Losts by Sacks


58. 
Number of missed FG*


59. 
Yards on missed FG*


60. 
not used

These were not used prior to version 1.10 of the program.

GAME.DAT
The first 84 lines of this file are the play results for the columns mentioned earlier.  The lines after that are used to determine which defensive player makes a tackle.  In the program a random number between 1 and 100 is generated and the computer checks the table in the appropriate row.  If the number is less than the first number the computer keeps going to the right until it finds a number larger than the random number and that column determines the tackler.  Confused?  Here is an example that might help.  The first row is for a sweep left against a 4 man defensive line.  The numbers in the row and the players they represent are

LE
LT
RT
RE
LLB
MLB
RLB
LCB
LHB
RHB
RCB
S

0
0
10
30
30
50
80
80
80
90
100
100

Suppose the random number is 37.  This is a sweep left where left means the left side of the offensive line or the right side of the defensive line.  It is unlikely that the left defensive end will make the tackle so there is a 0 entry for him, ditto for the left defensive tackle.  The right tackle is more likely with a value of 10 but since 37 is greater than 10 the computer keeps going.  The value for the right end is 30 so keep going.  The left linebacker is 30 so keep going until finally you reach the middle linebacker with a value of 50 which is greater than 35.  The middle linebacker makes the tackle.  As you can tell, the bigger the difference between the value for a player and the previous value, the more likely the person is to make the tackle.  I found that the linebackers were making too many tackles, so I played with these numbers a bit to try and reduce the number of tackles they make.

There are 16 lines that determine the tackler for rushing plays.  The first eight are for a 4 man line and the last 8 for a 3 man line.  The lines are in the safe order they are listed on the screen:  Sweep Left, Left Tackle, Left Guard, Middle, Right Guard, Right Tackle, Sweep Right and Draw.

For the lines that involve a three man defensive line, the defensive players in order from left to right are:

LE
NT
RE
LOLB
LILB
RILB
ROLB
LCB
LHB
RHB
RCB
S

The next 28 lines determine the tackler  / defender on passing plays with a completed (i.e. who is covering the receiver).  The columns in order for a four man line are:

LLB
MLB
RLB
LCB
LHB
RHB
RCB
S

And for a three man line:

LOB
LILB
RILB
ROLB
 LCB
LHB
RHB
RCB
S

If you decide to play with these numbers to see what happens, make sure not to delete the commas between the numbers and to not change how many numbers are on a line.

Using MANAGER.EXE

MANAGER.EXE (it used to be called CREATE.EXE) has gotten polished up a bit and now is fairly usable if you want to create your own seasons.  I initially made it only for my own use and I put up with its rather crappy interface, but now that I have released it for other victims....oops users, I wanted to make it better!   One of the worst things about the previous version was that you had to enter all the players on a given team in one sitting which could take a couple of hours.  If the power went off or the program crashed, you lost all your work.  When I managed to crash the program after entering about two thirds of a team, I decided to change that "feature".  Now, the program saves each player to disk after you enter him, so if you have to quit or the power goes off, you can take up where you left off from

Place MANAGER.EXE in the directory that contains CFL.EXE and all the other files.

To execute MANAGER.EXE, at a DOS prompt, change to the directory you placed it in and type MANAGER at the DOS prompt.

You will get a menu with six choices


(1)  To Create League


(2)  To Add / Delete Leagues from CFL.DAT


(3)  To Modify League


(4)  To Create Team


(5)  To Modify Team


(6)  To Create Statistics Data File


(7)  To Exit Program

Create League

The create league option creates a league data file described above.  You will first be asked a number of questions:

Name to use for the league data file.  This must be a valid DOS filename, and I suggest you use CFL.XX where XX is the year.

The league name.  This will show up in various menus and can be whatever you want, but i suggest using something like "CFL XX" where XX is the year.

The number of teams in the league.

The number of divisions in the league.

For each division, you will be asked the name of the division and the number of teams in it.

For each of the teams you will be asked for the city name, nick name, name for the team data file, and the name for the team stats file.  Make sure to use legal DOS filenames and I suggest using the extensions .XX and .XXS where XX is the year.  Enter the teams in an order so that all the teams for the first division are together, followed by the teams for the second division, etc.

The maximum number of players that can be dressed for a game.  This has changed over the years, so you will have to check the statistics for each year.

Number of imports that can be dressed.  This could pose a problem for the years in which there were American teams that did not have to have any Canadian players (I never anticipated that ever happening!).  When playing games with these “all american” teams, you can turn off the quota rule.

After the last question is answered, the data file will be written to the current directory.  Note that creating a league with this option does not automatically add the league to the CFL.DAT file.  You can do that manually with EDIT or use option (2) in the MANAGER menu.

Adding and Deleting Leagues
This option was added when the program name changed from CREATE to MANAGER.  Choosing this option gives you four choices:

A
Add league

D
Delete league

X
eXchange leagues

Q
Quit

Add, Delete and Quit  are pretty self explanatory, but the eXchange option allows you to switch the position of two leagues on the list.  The main reason for doing this is that the league at the top of the list is the default league when you start CFL.EXE.

Modify League

Pretty crude at this point.  You will be asked for the league filename to modify and then you can change the team name, team data file name, and team statistics file name for any team in the league.  To be honest, you could do that just as easily and more (e.g. division names) by using a text editor with the league data file.

Create Team

First you will be asked which league the team will be in.  If you have created a new league, you must make sure you also modified CFL.DAT as described above or your league will not be listed.  After picking the league, type the number of the team you wish to create.

The rest is pretty much drudge work.  First you will be asked how many games the team plays in the schedule,   Next, you will be asked a lot of questions for each player on the team and you will need to have the statistics handy for the year you want to create.  There will be a few subjective questions asked such as the scramble rating for the QB, but the program calculates most of the ratings.  One statistic that the CFL guide might not have is how many times each quarterback was sacked.  Lacking this statistic, the best you can do is prorate the sacks according the number of passes thrown by each quarterback on the team.   For example, if the guide says the team gave up 40 sacks and a quarterback threw three quarters of the passes then assign that quarterback three quarters of the sacks (.75 * 40 = 30).  For yards lost on sacks, use a value of 7 or 8 yards per sack which is typical.

One thing that has changed in version 1.10 of MANAGER.EXE is that you no longer have to enter the stats text field.  You will be prompted for the stats which you enter as numbers and then the program will create the text field from you input (field E when you modify a player).  This speeds up the inputting of players significantly, but sometimes the program does not do such a great job of formatting the text field.  If you want to improve the looks a bit, you can use notepad to edit the team data file.  The information in the stats text field has no impact at all on the program or the game results and is only there so users can view the real statistics of the player.  If you make a mistake entering a player, you are probably best off to finish entering him and then delete the player and renter him.  This will probably be faster than trying to make the corrections manually.

One rating that I changed in version 1.07 of the game is to add two new special scramble ratings for QBs.  Previously all QBs were rated 1-5 with a 5 QB being the best running QB.  High scramble ratings made it more likely the QB would run the ball and avoid being sacked.  Hamilton in 1999 presented a problem with McManus who did not run the ball very much, but yet was sacked only 7 times.  To try and duplicate this statistic, I created the scamble ratings 0 and –1.  A QB should be given these ratings if they don’t run very often, but were sacked significantly less than normal.  I gave McManus a –1 (the better of the two ratings) and so far no one has gotten a 0.  I would only use these ratings in extreme cases.  If the number of sacks is 10 or under then try using –1 and if the number of sacks is in the 10-19 range then try using 0 as the scramble rating.

You must enter the players in the order you want them to appear on the roster at the start of the game.  Start by entering the offense in the following order


QB RB RB SB SB WR WR C G G T T

Make sure to use those abbreviations for the positions because the questions you are asked will depend on the position.  Note that the first G will be the left guard and the first T will be the left tackle.  New to version 1.00 are the legal positions of SE,. TE amd F.  I would recommend you enter the TE and SE as positions 6 and 7 as that will give the most realistic display during the game.

Next enter the defensive players in the order


DE DT DT DE OLB MLB OLB CB DH DH CB S

The rest of the players are listed in the substitute column and the order they are in does not matter.  I tend to list the backup quarterbacks first followed by the offensive players and then the defensive players, but it won't matter if you don't do it that way.  Players over the number that can be dressed for a game will be listed in a different colour and by default will be the players that are not dressed.  Use the position "K" for any kickers.  Note that the positions are listed from left to right, so the first DE is the left defensive end, the first OLB is the left outside linebacker, etc.

After each player is entered, the results will be displayed.  If you made any mistakes, press M at the menu to modify a player and you will be prompted for the number of the player to modify.  The Modify function has been changed with version 1.10.  With previous versions, you could only modify the player you had just entered.

Once the player data has all been entered, use the other options in the menu to enter the number of penalties the team committed and to enter the special teams players.  When entering the KO and Punt return players, enter the player who returned them the most first and make sure that person is dressed by default (i.e. displayed in the lighter colour).

Caution:    Make sure than you enter a legal value for the defensive alignment.  I found that if you forget to enter a value or the value is not legal, the program will do weird things, especially in the assigning of tacklers by the defense.

If you are going to create new seasons, I would strongly recommend that you figure out the roster in advance on paper.  It will take a couple of hours to figure out the roster and another two to three hours to type in the data.

Modify Team

This option allows you to correct any mistakes made when creating the team.  You will be asked how many games the team played in the schedule and then asked to select a league and a team.

The players for the team are displayed and you can type in the number of the player to change.  When you type in the number and press ENTER the player's details will be listed.  Next, choose the field you want to change.  A-E are the text fields at the top containing the first name, last name, primary and secondary positions, and the stats field.  The numbers 1-40 are the 40 categories for each player that were described earlier in this document.

With this modify team option, you can override the computer's calculated rating in any of the 40 categories.  The rating for the player's primary position is treated a bit specially.  If you choose to modify this field, you will be asked if you want to do it subjectively or using statistics.  The statistics option is useful if you had made a mistake entering some statistic such as the completion percentage, and once this is corrected modifying the rating field and choose "Statistics" causes the program to recalculate the rating.  The "Subjective" option is useful if you simply don't agree with the computer's ranking!

Other options are listed at the bottom of the screen

Q quits the modify team option and saves all changes to disk.

E quits the modify team option and does not save any changes to disk.

A allows you to Add players to the team.  You can not go beyond 44 players.

X allows you to eXchange two players on the roster if you put them in the wrong place when creating the team

S allows you to change the specialty teams players.  You will be asked for the number of the position to change.  Enter a number between 1 and 7 where the numbers correspond to the order they are listed on the screen (i.e. 1 is the person who does kickoffs, 7 is the 

second person who does punt returns).

D allows you to delete a player.  All the other players are moved up one slot, so if you replace this player with a new player, you will need to use the eXchange option to put the player in the proper spot on the roster.

F allows you to change the default defensive alignment (3 or 4 man defensive line)

P lets you correct the percent of rushing plays for the team.

Create Statistics File

You need to run this option after creating each team.  You will be asked for the league and the team and a statistics file will be created with all the data set to zero.  Creating a stats file should be the last thing you do after creating a team.  If you add, delete, or change the last names of players on a team, you MUST delete the stats file and create a new file or the statistics will not accumulate properly and the program will probably crash when updating is attempted!

Important Note:  The cumulative stats will only work properly if each player on a team has a unique last name.  If you have Irv and Lester Smith on the same team, their last names should be I.Smith and L.Smith.  Duplication across teams does not matter.

Final Comments
I hope you enjoy the CFL simulation.  As far as I am concerned, it is freeware which means I don’t want anything for it.  If you enjoy the game and want to drop me an e-mail to say so then that will be payment enough.  I can be reached at


Glederho@sk.sympatico.ca
