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IMPORTANT HOTICE

Copyright of thls computer progranm,
together with that of the literature which
accompanies it, is held by Saphisticated
Games on hehalf of the authore. It 1s part
of the terms of sale that the program or
lLiterature shall not be repraduced or copled,
either im whole or in part, or ia amy other
way used or adapted as a basis for other
computer programs, similar or otherwine,
without the prior written consent of
Saphisticated Games.

Tt 1s also part of the terms of sale
that the program shall not be resold or lent,
whether in exchange for money or ctherwise,
without the prior written consent of
Sophisticated Games.

M -

1) INTRODUCTION,

64 LEAGUE SOCCER emahles you to set up a
fooltball league and play out fixturem, week by
week, over a full football season. It cam be
played as a solo game, or by any number of
players, up Lo 24.

Any teams can be ilmcluded in the league, and
there ts & facility which allows you to make
some Leams stronger than others, thus lnoreasing
thelr chamces of success., Once the league has
bean set up, the fixtures are worked out and
played auktomatically (although you cam postpome
games), and the latest league table, appearances,
goal scorers and summaries of all results so far,
can be viewed at any time. You cam also play out
P4 Cup, League Cup, Bureopean, Imternatlomal,
friendly or any other mon-league games (the &4
will even make a cup draw for you, if you wish.)

There are two types of game avallable withim
the program. The first, shorter, Lype slmply
summarises all the results and scorers, thus
playing out a weels fixtures im 5 minutes or lesse.
The second, longer, type of game glves a running
commentary of all the action im a match, Including
goals, bookings, injuries, mlssed chamces and the
like, and so will take conslderably longer,
However, it is perfectly possible to mlx the %two
types of game, using, say, the longer game for the
most lmportant matches amnd the shorter game for
the resty; and in any case the program allows you
to stop at any time and save the present league
position or tape or dlac, for another Lime.

You don't need a printer, hut 1f you have
one, 64 LEAGUE SOCCER will allow you to use this
to keep a record of all scores, tables, sice
You can almso print out cup draws and team records
al any time, and there ig a facility for printing
cut. general messages, 50 yYou can make the headings
of your own cholce.
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2)  GETTING STARTED.,.

LOADING THE GAME,

(Don't forget before starting that some
games put memory aside for varlous purposes such
as high resolution graphlcse 64 LEAGUER SOCCER
doesn't do this, bul you might recently have
played another game which does, II this is the
case, you will have to turm your 6 off and on
again quickly, to reclalm the loat memory, belfore
attempting to load the game.)

LOADING FROM TAPE

If you have not loaded a programn from
cassette before, The procedure is very glmylo.
Place the cassetle in the deck wilh the side
that you wish to load face Wp, ensuring that. the
I #ull! reek of tape is on the left hand slde of
the cassette window (use REWIND 1f it isn't).
Ensure that your 64 is ready, and then press
the following two keys i~

SHIMPF and RUN STOP

(nb, Keep the shift key held down while presslng
RUN STOP). Deprese the play button on the
cagmette deck. The 64 screen will go blank

for a short while and will then reappear with the
mesnage:

FOUND SOCCER

Now you must press the COMMODORE Key (the
bottom left key on your 64 Keyhoards with the
COMMODORT, loge on it)e The screen will agaln go
blonk while the 64 loads your program. This
loading operation will take about 5w6 minutes
to complete, after which the 64 will display the
first screem of the game itself, and you are
ready to playe
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Occasionally when loading a program you
will fimnlsh up the mesmage

LOAD ERROR

Phis ig frustrating, but sometimes lnevitable.
e best thing to do in this situation 1s simply
to turn the 64 off and om very guickly, and try
again {(there ie no need to rewind the tape after
one LOAD ERROR, because a mecond copy of the
program followe immedlately after the first).

fm the unlikely evenlt of you continulng to
get a LOAD ERKOR, please return the tape to us,
with a short explanatiom of why you are returning
itp .

LOADING FROM DISK

(nb. You are well aflvised to read thoroughly
your disk drive manual before starting, and to
rafer to it at all times in the event of disk
problensg) .

To load your disk versiom of the game, place
the digk correctly in the drive and type

LOAD "64%1,8

Press RETURN, and the 64 will load your
game, When it has finished, type RUN, &md press
RETURN to begin.

If you experience loading difficulties, refer
to your disk drive manual for instructions on how
to read the error channel, and how to re-initiallse
the drive 1f mecespary. Then simply try againe.

It difficultlies persimt, them try Llyping

LOAD V“BU*",8,

which willl load a back-up copy of the program
from the same diske
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IHE START OF THE PROGRAM.

Once the LOAD operatiom is completed, your
64 will display a short copyright message, and
wlll then agk you the quesgtion:

DO YOU TAVE:
1) A PRINTER?

ALY you need do to answer the question is
press one of the keyas on the 64 keyboard: either
the ¥ key, i1f the anawer is YES, or N, 1f it la
NO. lHowever, before you press, please read what
follows. Answering ¥ (YES) to the question
enables various facilities within the program for
printing out match resulte etce on paper. If you
have a printer, and wish to use it, then the
angwer you glve should be ¥, However, if you do
not have a printer, then the answer to the
question should be We This 1s because pressing
¥ when you do not have a printer will lead you
atralght into difficulties, You wlill not ruim
your 64 or cause any permanant damage to the
program, but you wlll f£ind your present game is
aborted, with a DEVICE NOT PRESENT ERROR, (mote
that 1f you did have a printer bhut still recedwved
a DEVICE NOT PRESENI' ERROR, then it has probably
not been conmected up properly. Consult your
printer manual for detalls. Dontt forget, some
printers need to be initlialised by rumning a
separate program first).

If you have a printer and have amswered Y,
then the 64 will print out a blank line on paper,
slmply to test that everything 1s as it should he,
Assuming it is, the 64 will now ask you to choose
betwaan '

1) ORPTIONAL PRINT, eor
2) AUTOMATIC PRINT

Optional print has the advantage that you do
not have to have a printed copy of every single
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result or league takle etc, bul can pick and i |
choose which opes you would like printed, by pressin]}
a speclal key. This 1ls useful, for instance, if. A
you want to save paper, However, if you are il
falrly sure that you will want a full primtout of
every resulit, then it ia probably best to select
Automatic Print., This means that every result

wlil be printed out automatically, without the
bother of having to press a key every tlme. (You
can always change your selection later, so lthere
i8 mo need to worry too much about which to choase,
at this stage.) :

Whem you have made your cholce, slmply press
whichever key, L or 2, relates to that cholce.

If you answered N whem asked 1f you had a
printer, then of course you will mot have heen
asked to choose betweem Optional and Automatic
print,. However, whichever way you amswersd, the
G4 will wmow he asking your

DO YOU HAVE
2) LEAGUR SAVED?

This question referas to the facllity avallable
for storing the position of a particular game on
tape or disk in erder that you camn come back to it
at a later date., Again, a ¥ or N (¥ES or NO)J
angwer ig required, If this is the flrst time you
have played 64 LEAGUE SOCCER, then you will mot
of course have anylhing saved on tape, and you
should press N. The 64 will then make & nolse
apd asly you if you are sure, just iln case of a
mistake. Simply press Y if you are sure (or W
if you did make a mistake). '

If om the other hamd this is not your first
game, and you do have a league on tape that you
want to come back to now, them you should press Y
and turn to sectlom 5 ENDING FOR THE DAY.

DEFINING YOUR LEAGUE
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You now have to decide whether you want to
define & league, that 1s, to tell the &4 the

numver of teams you want, their names, how good
they are, and the like.

Defining a league may teke a little time,
expeclally 1f you are fairly new to computing
or typing, In fact, you do mot have to define
ome: you cam, if you prefer, simply play out
a series of cup or friendly games, without league
tables and so0 ome In this case you wonld simply
press N for NO (you could always come back and
define a league later)., However, for the purpose
of experimenting with the game, it is probably
best to define one anyway at this stage, Jjust to
get am idea of the procedures involved.

After pressing Y for YES, you will be asked
to tell the 64 how many teams you wamt. This cam
be anything from 2 to 24. A1l you have to do is
type in the number you want, and press RETURN.

At the moment, 1t is probably best to limit
your league to a very small number of teams, eay
four, umtil you become more experienced.

Having typed in the number of teams, your
next task is to name them, 'Phe 64 will be
prompting you by asking

TEAM A?

Wiat you have to do is type in the name of
the first team. This will be known as Team A.
The team can have any name you like, subject to
one very important restriction:- hecause of the
tlmited size of the 64's screen, it is necessary
to keep the names of the teams down to just
eight letters or characters each, This means that
in many cases, some form of abbreviatiom must he
used, This is not as bad as it might firast appear,
slnce it is perfectly possible to find a recognig -«
able abbreviation for vast majority of fieam names.
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v ticular careshould be taken with names |

Eﬁgcgaiam.hﬂ gaslily confused, such as M?nc%astei |
ity and Mamchester Uniteds Algo, dom't ‘grge
that spaces and other punctuation algo’coun as

characters and so should he avolded 1 necessary.

' i . i 1d pressed
Havimg typed in your leam name au
RETURN‘(dgg‘t worry if you've made a mlstake, yqud
can corpect ib in a mimute), you will mow be ashke

MERTT (1~9)

Thids allows you to introduce an element of
biasziito your league, 80 thay pome teams higg 8
bhetter chamce of wlnning thglxeagua, or avz igg
relegation than otherss. ALL you have E; ‘Oumher
type in a mumber from 1-9. The higher eiﬁ bet e |l
you type, the better that team's chancea of su o

r two points should be made here about
the mgigtoﬂaciMiEy, The first is that if y%u
accldentally press a key which is nqﬁ a pumber
betweem L and 9, the merit of your team is o
automatically set at 5 (average)s & m@ﬁegeneii.h
point s that 1t is mob the merit of a Leam‘gt ¢
determines thelr success, 0 much as ?he mzl,
of a team relativs te the merits of other tgamaﬁ
However if you take 5 as an average, then _1a
extremes 1 and 2, and § and 9 should normally
be avoided except in exceptional caaeg, In a
normal English (er Scottish) league, @he r??%ei "
of merits % to 9 will normally be quit?“aga iciemn
to produce a realistic overall leapgue tahlae

fier you have chosen the merit of your
firstﬁside,ythe 64 will display the team‘name Lint
and number you have chosen in an accumulative fs
below, and will go om to ask you for the ngmelﬁ
the mext team, and so om. When you pavesflniily
typed in the detalls of every team, the 64 w
ask

ALL OK?
- 1L =




f
To amswer this, you simply have to press ¥ L

or B (for YES or NO), as before, However, this 1s
now the time to read back everything you have
typed, from the list om the screen, to aee 1f you
have made any mistakes. If everythlng seems
alright, press ¥ and you are almost ready to atart
the league season, If on the other hand there is
something wrong, press N. The 64 will ask you

WHICH IS WRONG?

What you must do is type in the team letter
(A, B, C, ete.) of the team which ie wrong (if
there is more than one, you must deal with them
one at a time). Thug, if you have made a mistake
on team A type A, and s0 om. The 64 will then cancel
what you had previously typed for team A, and ask you
to start again, begimming with the team neme. When
you have corrected your mistake, it will onece
agaln ask you if everything is alright. By
continuing to type N, you cam correct and recorrect
your mistakes as oftem am you wish, umtil you are
finally sure that everything is as you want it.

You are now almost ready to start the league.
The final guestion the 64 will ask 1a

POIRTS FOR WIK?

This simply enables you to decide how many
league pointe (2 or 3) are to be awarded for a winm. -
Note that. you cam only choose between 2 and 3%,
and that one point is always awarded for a draw.

Again siwply type in the number you want, and

press RETURN. The screen will clear, and you are
now ready to start the season.

3) LREAGUE MATCHES

The screen display in fromt of you now is
one with which you will become feamlliar as the
game progresses, It 1s the main List of Options,
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and i1t 1is from this that the 64 will receive all
your instructions throughout the game.

The list of options contalns detalls of
elght different cholces (mime 1if you have a
printer). You will motice that beside each option
1s & number. This number reprements the code for
that particular choice, and all you have to do to
make a cholce is type in the appropriate code,
and press RETURN..

We will examine most of the cholces more
closely in Seclion 4o For the moment though, let
us concentrate purely upon the firmt cholce, that
af pleying league matches,. To do thils, type
the number 1, and prees RETURN. The screen wile
clear, and the message WEEK NO. l. will appear.

"PERCENTAGE CHANCEM

The 64 will also mow he displaylng the two
teams who are due to play out the firet game of
the season -~ (all the fixtures are calculated
antomatically from data within the program),
together with a mumber, followed by a question
mark. The exact teans and number will depend
upon your own chosem league, bubt a typlcal
exaunple might be

LIVERPOOL v MAN.UTD 60%2

The number actually refers to the "percentags
chamce" (ie, the degree of blas) which wlll be
ghown to the home team during the game. This is
nmot as complicated as it sounds. What 1t means is
that 1f, say, the number is 60, then every time a
goal 1s scored in the match, there will be a 60%
channs that 1t will he scored by the home team,
and ouly a 40% chance that 1t will be scored hy
the away team. (A slightly fuller explanation is
that the 64 allocates each goal as 1t 1s scored
by pulling out. a random number, betwsem 1 and 100:
1f that number is less tham or equal to the "pap-
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centage chance™ number - ie, in ocur example, less
than or equal to 60 - them the goal is given %o

the home side; if it i1s higher, it is given to

the away side. HNeedless ta 8ay, the higher the
percentage chance number, the better the home
slde's chances of getting the goal, and vice-versa,)

In calculating the percentage chance to the
home team in any given match, the 64 always starts
off with the number 60 (since this represents a
suitable home advantage in an otherwise evenly

matched game), Tt then adds to that number the !

merit number you gave to the home team, multiplied
by 5. Finally, it subtracts from the result the
merit mumber of the away team, also multiplied by
5« This gives it the final filgure, which 1t dig~
plays before you. (Just for example, if the home
team*s merit was &, and the away team's 54 then
the percentage chance to the home team would be
60, plus 5 times & (ie 30), less 5 times 5 (2%),
giving, for this example, 65.)

Don't worry if you don't understand all thig:
strictly speaking you don't actually need to. For
all practical purposes, all you need to know is
how Lo get the match started.

What the 64 is doing is simply offering you
the match as 1t stands, asking you whether yoﬁ want
to accept it, or whether you wish to chamge it, If
you want to change 1t, all you have to do is t¥pe
in an alternative percentage chance, and press
RETURN. Any number from 1 to 99 will do (if you
choose more or less tham this, or you type im ,
something which ismn't a number at all, the 64 will
think you are agreeing with its origlinal offer and
nothing will be altered: there is an exception
to this rule, but we will discuss it in the next
sectliom, umder POSTPONED matches)..

o

It on the other hand you do accept what the
64 is offering, you need type nothing.. Simply
press RETURN on its own, and the 64 will auto-
matlcally accept this as confirmation of your
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agreement, However, whalever you type, the 64
will now confirm the match below, and go on to
offer you the next one. This procedure is
repeated throughout the rest of the week's
fixture list, umtil the 64 finmally asks you

ALL OK?

The method of amswerlng this question is
precisely the mame as before. All you have to do
is either press ¥ (if you are happy with things), ;
or ¥ (if mot), If you amswer N, the 64 will i
agaip ask you which is wromg. This time though, ﬁ
instead of a letier, you must type im a number, le, |
the number of the match that is wrong. Orce agaln,
yow cam comtinue the process indifimltely, umbil
sverythimg is just as yow want ite.

MAPCH O THE DAY

When you have firally pressed Y to show
that you are happy with things, the 64 will ask
you to mominate one of the games for Match of the
Day., Thig 1s the game for which you wlll receive
a full action commentary, rather than just a brilefl
summary of the result. 7To make your cholice, simply
type in the mumber of the match, chosen from the
list on the screem, and press RETURN. The 64 will
display the two teams Lmvolved, and ask 1f this
is alright, just Iin case of a mistake. TII things
are correct aimply press Y; otherwlse press N
and choose agaln.

Nate that you don*t have to choose a Match
of the Day, and 1f you preferred just a brief
summary of all resulte, them you would preas ¢,
or N, and press RFTURN. Similarly, it is possible
to play out two or more matches from the same lilst
as Jolunt Matches of the Day (even all of them)a
To do this you would have to postpone the extra
matches and play them out separately whem the
firast has finished. See the later secltion on
POSTPONTED matches for information on how to do this,
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PICK THE TEAMS

The final decision you must make hefore
your matches get umder way is whether or not
to pick the teams, that i1s, to choome names for
your players, or make positional changes, Since
the 64 will automatically choose names (of sorts)
for players, and automatically update the teams, you
will mever meed to do this, as such, and typing
B for WO now would spare you from what might umder
pome clrcumsisnces be a lot of typing. However,
for the purposes of experiment let us plck one or
two teams anyway, Jjust to see whalt ls involved.
Press Y for YES, and the 64 will list out all the
league teams again, in the order im which you
typed them im earlier. All youw must do is type
1o the letter of the team you want to change. Now
the 64 will list out the players of that team,
together with some details about them, before i
asking you for further imstructions.

Reading across any player's details, you will
find the following: an identification letter (from
A to 1), the player's name, his present positiom i
(or previous position) in the side, the number of I
games he has played this season (plus where !
applicable, the mumber of additional appearances |
he has made as substitute), and fimally, the number |
of goals he has scored (mot imcluding penaltles, |
which are added separately). Most of these details
willk be zerd or blank at present, but will be filled ;|
in as the season progresses. At the bottom of the
screen the 64 1s asklng you to choose from 4 options:
NAMES, TEAM, PEN TAKER, or FND, NAMES lets you
choose the names for your various players) TEAM
lets you make team changes, PEN TAKER allows you
to nominate the.player to take penaltles, and
FND tells the 64 you have finighed with the team
in guention and want to deal} with another team or
play out mome matches. To choose am optiom, you
gimply have to preas whichever key, N, T, P, or W,
corresponds to the choilce you want.
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NAMES

Let ue deal with these optlions one at a
time, starting with the optiom NAMES. Press N,
and you will motice that at the far right hand
aide of the mcreen the 64 is asking you to type
in a now name for the first player in the teame

When dealing with players names, you wilk
always have three choilces, 'The first cholce i1a
gimply type in a new name of your own chogsing,
and press RITURN, Tis will replace the player'e
present mame with one you have iyped, The second
choice 1 to type nothing, simply to press RETURN
on its owne This tells the 64 that you are happy -
with the present name of that particular player,
and don't want to change it, The third cholce
1 to press, not LHETURN, hut SHIFT and RETURN
together. Thiz activates a facility for glwlug
players RANDOM names, chomem by the Ohe

Suppose for example your firsl team was
ENGLAND and you wanted the goalkeeper to be called
SHILTOW e
The 64 will mow ask you for the name of the second
player. Let us suppose that you don't want to
give him any particular name and are happy with
the present neme BLOGES B (at the atart of the
season the 64 assumes that all teams conslst only
of playere caliled BLOGGS, who are dlstimgulshable
only by their christian mames). Slmply presa
RETURN this time, withoubt typing anything. Finally,
suppose for tha third player that you didn*t want
any particular name, but didm't want another
PLOGGEYSe In thils case preaa SHIFT and RETURN
together. After a few seconds the 64 will show
you the player's new name, conslructed at random
(wome names will appear more natural than others!)

Continue down the team list, typing hew names,
or presglmg RETURN or SHIFT/RETURN as approprilates
Whon you have finished, the 64 will update your
team accordimg to your instructionmse Them 1t will
agaln agk you to choose belween N, T, P, or Ee
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Themw simply type SHILTON, and press REITURN(
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Study your team carefully, to mee 1f you
have made any mistakes, If you haven'l, then
you can declde 1f there are any other team gselection
changes you want to make. If on the other hand
there is momething you want to correct, them press
N again, and repeat the procedure, Thils time,
however. thimgs will he much easler. All you need

da is press RETURN on its own everytime you reach -

a player whosename you are happy with, until you
finally come to one whare you made an errore. Now
re-choose that player's name and continue to the
end, Although you wilkl find that naming players
ig a long and laborlous process to begln with, it
15 much easier to correct them once you've done 1l.

TEAM POSITIONS.

The mecond team selection optiom involves
team positionms, le, deciding who plays where. Thias
will mot take you nearly #0 lLonge

If you look at the 1ist of players you will
motice that the numhers L - 12 appear agalngt the
first twelve names, This shows you that these
are the twelve players (elevenm plus substitute)
wha will play 1n the first match. Study the team
and see 1f you want to make any changes. If you
do, press Te. The 64 will ask you whlch player it
i@ whose position you want to change, and all that
is required here is the appropriate letter, A o mg
which appears on the left hand slde of the player's
pame. When you have done thls, the 64 will ask you
what position you wamt to move the player 0. "
This time you must type a number, between L and 1,
and press RETURN. That's all there is to 1ty
the 64 will update the team shegt and ask you
agaim to choose hetween N, T, P, or E. To make
further changes, simply type T again, and repeat tl
procedure.

PENALTY TAKER

One final adjustment you might wish to make
in your team selection ig to nomlnate a particular
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player to take pemaliles. You can sasily spot

a team'm curremnt pemalty taker (initially chosem
at random) because an asterisk (%) appears to

the left of his name. However if you type P, the
64 will remind you of the player anywav,'b@f;re
asking yow to choose an alternative. éimply type
in the player's number and press RETURN,. Oﬁce
again that's all there is to it. |

Whem yow have worked yourway through all t
necespary changes, and your teamyis exagtlilgo;he
you want it, simply press T to tell the 6i you
have finished. It will now ask yow if you want
Lo change another team, and all you do ilm answer
Y or N as appropriate. When you hawve filnally
finished, the 64 will start the week's matches
Dow't worry if you found vicking the teans time
gomaumimg angd hard, The advantage is that mow that
;gieétocgmtginalihe team in its memory, you wom't

0 do 1t all agair - - : ;
mer ohaes 1ater§ im, except perhaps to make

Exactly what happena during ithe week! ¢
¢gpemda om whether or not you have chosag z Eztgﬁea
of tha Day, bul in any case you should have little
difficulty understandimg what 1s going on, If yéw
did select a Match of the Day, then at half time
and again at full time, the 64 will summarise th;
results and scorers, together with amny other
lmportamnt incident. Then, whether you selected onme
or nol, the entire list of scores will be summarised
Both these screen displays will remain for a feﬁ )
geconds al half time, but at full time will st&j on
the smecreem untll you press a key. Any key will @6
but 1f you have a printer set to OPPTIONAL print ’
theApreasing the PL key delivers a copy of the ’
display to the primter (if you preas any other ke
then the 64 will by~pass the print), 7

i

L) OTHER OPTIONS.

You have now played out the fir
. : ¢ first league
matches of the geason, and the bY4 has,ratuﬁned

you to the main list of optlons, walting for your
.10 o R :
. I




new instructions. You could now of course Zo on
and play out the next stage of the league season,
by typing in code 1 again, Alternatively though,
you could give the league a rest for a while, and
do something else, In this next sectiom, we will
examine some of the other options available to you.

NON LEAGUE MATCHES (Code 2)

The procedure for playing non-league matches is
in many ways precisely the same as that for
playing league matches, However, there are
aifferences, and the main ones are llated below.

After you have typed in code 2, and pressed
RETURN, the 64 will ask you to name the competitiom
involved, This could be anything youw like, say,
Friendly Match, F.A. Cup Round 3, World Cup Final,
and so on (the only requirement 1s that the name you
choose does nol exceed fourteen charactera). In
fact, the campetition that you choosg will not in
any way affect anything which happens later. The
facllity of choosing a competition name is
avallable merely to provide am altermative to the
extremely vague title "Non League Matches". It is
therefore of no real importance, unless perhaps if
you have a printer. If you don't want to bother
to name any particular competition, msimply press
RETURN on its own, without typing anything else.

The mext differemce you will encounmter
between league and non-league matches ism that in
the case of mom-league games, there is no
automatic fixture list, whilch means that you must
type in the name of every team lndividually.
This is true even if the match you wantto play
is, say a cup match between two already existing
league sides. Akso, the 'percentage chance’
imitially suggested by the 64 for the home side
will always be 60, regardless of any merit you
might have already assigned to one or bokth of the
teams involved.
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In the short game, the 64 will allow you
tio play up te 12 non-league games at any one time.
This will be irrespective of the number of teanms
you may happen o have im your league, After you
have typed im the detalls of each match, the 64
will sinmply ask you whether you want to type in the
detalls of amother, By pressing Y for YRS each
tima, you can introduce as many non-league matches
as youw like, umntil the meoimum of 12 has heen
reached,.

In mon-league games, all the players'! names
will revert to BLOGES, even 1f the matches are
between sldes already in the league. Thug you will
have Lo remams all players from scratch., Im fact
the only players you can re-name are those taking
part in your chosem Match of the DPay, 1f any.

The procedure for doing this 1ls slightly different
toa. In the case of a non-league match, the two
sldes will be listed, ome at a time, without the
noed io melect the side yow wani to plck filrst.
Also, only 12 players cam be plcked (no reserves).
However, the method of selection is the same as
with league players: yow have the optiom of typing
elther a name of your own cholce for each player,
or else RETURN on its own to agree with the é4's
cholce, or finally SHIFT amd RETURN tegether, for

a random name. When you have plcked all 12 players,
and also chosen a penally taker, the 64 wlill ask
you 1f sverything is OK. You should press either

¥ to beglm that side again, or ¥ to go on to the
next mide.

If at the end of a serdes of non-leagiue games
the mcores of any of them have finilshed level, thew
the 64 will ask you if you want extra time to be
played. This will happen at the end of the fimal
results sequence, unless you have choser a Match
of the Day and that toeo has finighed levwel, in
which case 1t will happen on the final match
If you choese to answer by vpressing Y
for ¥YES, then a further 30 mimutes of play will
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commehte for all the appropriate matches., Note

that if any scores are still level after extra time,
then a replay must be arranged;
for penalty competitlons, shoot-outs, and the like.

Perhaps the most important point to remember
about playing non-league matches 1 that once they
have ended and you have pressed a key to gel back
to the maln list of options again, the 64 will
forget sverything about them. No league points
will be awarded, and no detalls of the results will
appear on your Jleagus team records: %o all intents
and purposes it will be to the 64 as 1Ff they had
never beem played im the first place. Por this
reason (umless you have a printer to take care of
things for you), it 1s strongly recommended that
you jot your scores down on a piece of paper;
this is especially true of course if you ars
organieing a cup competition and so will need to
remember whlch sides have gone through, which need
replays, and s0 on,

POSTPONED MATCHES (Code 3)

You do not have to play every malch as the
6l offers it to you. The way to poslpone a game
is simply fc type "PY amd press RETURN, when the
64 asks you to confirm the 'percentage chance' to
the home team in the normal courme of metting up
a league match, By this method, up to 127 games
can be held al any ome time in a speclial pogiponed
game fixture lisl, ready for re-use later, (You
can almo postpone nom-league games as well, but
the 64 will mot rmemember them after you have
done ®0.)

You can replay postponed games at any time,
slmply by selecting option 3, Up to 12 can be re-
played together, if you wish., After you have typed
in code 3 and pressed RETURN, the 64 will offer you

-each game from the postponed list, ome at a time,
and ask you to press a key, elther ¥, N. or E.
Y and N stand for YES and NO, as before. If you

there is no faclility |

s then the game offered to you yill he
ﬁzgggei’from the pgstponed list and will go onﬁo
the list of matches mow Lo be playeds If on thi:t
other hend you press N, then the 64 will fgtch he
next match from the list and offer you that oge_
insteads, This process will continue indefimita%%,
with the 64 looplng back to the start of ?be lie
when 1t reaches the end, until you have elther
gelected your maximum of 12 matches, or else gou
have pressed "E" (which stands for END) tols‘%w‘t
that you have fimlshede Provided you haYe 1§ at.
gelected any matches at all (and you dom't Qﬁg% O
select any), them all that remains now is to ptay
the games oul in the normal way (yqu can evern Lype
wpn o postpone them agaim 1f you Tike).

(Code 4)

The 64 will mot bother to calgulate the
league table aa each match is.playpd, but will .
wait ingtesd umtil you have speclfically askad to
gee ite. This ls becauss, although it uses a very
fast morting routine, it cam still taks 1t a 1ittl
time to work out the order in which the teams shou
be displayed. This time can ofter be a good m?nyh
gecomds and depends malmly wpon the number of tean
involved, end the stage you have reached lu the
geagon (as things settle down a bit, tgamﬁ chgﬁge
placea far less frequembly, whilch gpeeds the 04

up a h.l.t)o—

LRAGUE TABLE

en you have finished viewing the 1eague
tahiewgou zuﬁt press a key (tbe &4 won'tﬁte}}qyou
ta do this because with a full complememt of 24
teams there would be mo room left on‘the ﬂcreen).
1f you have a printer set to optiomal print, then
presaing the key F1 wiltl deliver a copy of the
league Lable on papers

key you Presie

PEAM RECORDS (Code 5)
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automatic print this will happen mno matter what I
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This option enables you to check the record
of any given team, to recelve a summary of their
reaults so far, and also a list of apupearances
made and goals scored by each player.

After typing in Code 5, you will be asked to
give the letter of the team whoae record you want to
see. The 6L will }ist all the team's league
fixtures and give the results, home and away, of
those matches which have so far been playeds 1In
every case, the first score given will always be
that of the team who's record you are checking, B0,
for instance, Liverpool v. Manchester United, HZ~0
A 1-3, would mean that Liverpool beat Manchester
United 2-0 at home, but lost 3-1 away.

Agaim, because of the possibility of the
screen heing completely full, the 64 will not
gpecifically ask you to press a key, but thie is
nevertheless what you must do to return to the main
list of optionas. Agaim, too, preseing FlL will
caume a print-out on paper 1f you have a printer
get to Optional print, with any key having the
same effect for automatic print.

PICK THE TEAMS (Code 6)

You already know what is involved in plcking
or naming the players of a particular team, slnce
you did this when preparing for the first league
matches of the seasoms. This option though is
included irm the main list, in case you want to make
further team changes between games.

The procedure 1s exactly as before. Simply
gselect your chosen team letter, press elther N, T,
P, or E, and follow the necessary procedures for
each option., When yow type E, the 64 wilkl return
you to the main list of options againe

CUP DRAW (Code 7)

This facility pulls numbers out of a hat in
a random order and organlses them in the form of
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a Cup Draw, However, useful though this might be,
the 64 does not do all the hard work for youe.

Te first thing you must do is tell the 64
how many teama are to bake part. Any number from
2 to 64 is permissible, After this, the 64 will
tell you to PRESS A KEY WHEN READY. Before doing
this, though, you must write down, om a separate
pliece of paper, the names of &ll the teams taking
part, together with the mumber in the draw which
will correspond to each of them,

When ready, press any key, and the 64 will
display the draw, You will mote that 1f the
number of teams does mot fit exactly into a normal
tkmock-out! pattern (1e if the number ls amything
other than 2, 4, 8, 16, 32, or 64), then the 64
will amsipgn 'byes' to certailn teams. The exact
number of byea varlies, but will always be such
aB to emsure that im the next cup roumd, the number
of teams left will fit imto the patiern.

Tt is important to mote that your 64 will
not remember the cup draw. Therefore you wlll have
to write it down now if you want to refer to it
again, (If you have a printer, this will be taken
care of for you, either by pressing Fl, or amy key,
as usual, dependimg on whether you have chogen
optional or automatlc print.)

“he basic principle of the Cup Draw is simply
to put a range of mumbers into a random order,
s this facility cam be adapted faor other uses
within your game, 1f you wish. One such use could
be to 'ramdomise’ the filxtures. The 64 always
provides league fixtures in a set order (eg, in a
L-team league, Team A always plays Team C in the
firat game, and so on), and the cup draw could he
used before defiming a league in order to randomly
decide which team will be Team A, which Team B,
and the like, thus randomising any slight blas in
the fixture list. S8imply follow the procedure for
a normal Cup Draw, onmly this time, ignore the byes,

- 25 -

T id

P T T —" T —

S T




and just make a note of the order in which the
numbers are drawn. Now you can press a key to
return to the list of optlons, and choose Option %
(League matches), using the built im error trap
which will return you to the question DEFINE A
LEAGUE?

MESSAGE TO PRINTER (Code 8)

If you don't have a printer, then this will
not appear on your list of optionsg, and typing
code 8 will have no effect. If you do have a
printer, then this simply enables you to print
out on paper any message heading, score, etca,
which the 64 has not automatically provided for you.

The first thing the 64 will do when you type
code 8 1B ask you to choose again hetween
Optional and Automatic print. This gives you the
chance to change 1f you wish from one Lo the other.
Simply press key I or 2 as desired..

After this, the 64 will ask the question
MESSAGR?

All you do is type in the message you
require to be printed, and then press RETURN,.
Typlcal messages might be "Season 1983-84",
"I.A, CUP STH ROUND", and the like, but of course
you are free to choose your own., The 64 will
transfer your messapge to the printer, and then
ask 1if you wamt another. Pressing Y for YES wlll
repeat the process; pressing N will returm you
to the mailn list of optlions.

Although this facility is useful, a certain
amount of thought and care should always be taken
when deslgning messages. In particular, spelling
mistakes should be edited out hefore RETURN is
pressed, as tramefer to the printer is immediate.
Also, the 64 does not leave any blank lines
betweenm messages, so you will have to attend to
this yourself (pressing RETURN on its own will send a
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blank line to the printer). Fimally, certaimn
features, such as reverse on and off characters,
will only transfer to the printer if firat of all
enclosed im quotes. A 1ittle experimentation
will probably be necegsary before lettimg thim
facllity loose on a 'serious' game,

2)__ENDING FOR THE DAY

When you have had enough of 64 LEAGUE SOCCER
for the time helng, or you want your 64 for
something else, you can leave the game by typing
99 at the maim list of optionas. It doean't
matter if you haven't fimished the season yet,
because the 64 will allow youw to mave the presgent
position on tape, for another time.

After typing 99 and pressing RETURM, the
64 will first of all ask you whether you are sure,
Just in case you typed it acecldentally. If you
bresa ¥ for YES, but you have no league defined,
Lhen there is nothing for the 64 to save, and that
1z the end of the game. It you do have a lLeague,

however, the &4 will mow ask you 1f you want to
Bave itp

You don't have to save the league 1f you
don't want to, but if Jou press N for NO, the
64 will again ask you if you are sure, just to
be on the mafe side, If on the other hand you
do opt to save your league, then the 64 will agk
you to attend to a number of things, depending
on whether you own the cagsselte or the disk
version of the game,

SAVING YOUR LEAGUR ON CASSETTE

in
e

The first thing the 64 will do la ask you
to choose a

FILE NAME?

This ia simply the name by which you will
refer to this particular game when you returm to
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it later, and is necessary because 1f you had
more than one league saved on the same tape, the
64 would have no way of telling which one you
want to retursm to without lt.

You cam give the file any name you like,
although it is important to remember that 1t must
be unique. It is probably best to give your
files short and easily remembered names - Or even
numbers. However, whatever you choose, dontt forget
in the meantime what it was. i

Having chosen a name, type it im and press
RETURN. The 64 will now ask you to do three
things. The first of these 1s to meke sure that
you have wound your tape to the correct posltion. |
This is to ensure that you don't accidentally I
record your league over something else on the
same tape., Im actual fact, you can't accidental 1y
record over 64 LEAGUE SOCCER ltself, because the
cassette on which it appears has been protected
from this: Tfor this reasom, you will have to use
a separate cassetle,

Any positiom on the tape will do, &0 long |
as that position is either blank, or else contains |
something you don't mind recording over. When
you have attended to this, the aext thing you
must do is set the tape controls to OFF, This is
important, since if you had left the tape controls
set to PLAY after loading the game earlier, the
64 would automatically attempt (without BuUCCess )}
to save your game, even though RECORD was not
pressed,

The final thing you must do is prese the
FL key, for no, other reason than to let the 64
kmow you are ready. The 64 will now tell you to
PRESS RECORD AND PLAY ON TAPE, and will proceed to
save your league, The saving operation will take
anything from a quarter of a minute to about four
minutes to complete, depending on how many leams
there are in the league. Domn't worry if, during
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this time, the tape recorder meems to be going
in fits and starts, as this is perfectly normal.

When finlshed, the 64 will ask you if you
want another copy, just in case of amny problems
with the firaste All you have to do 18 answer
Y or N as normal,. You can have as many coples as
you like, but when you eventually press N, the
game will end,

SAVING ON DISK

WMen yow own the 1541 disk wersion of 6k
LEAGUE B30CCER, you will be given the cholce to
Bave On

TAPE OR DISK?

To answer the questliom, simply press whlch-
ever key, T or D, correspomd to your answer, If
you choose the tape option, you should now go bhack
and refer te:-the previous seectlon, SAVING ON TAPH.

Amsuming you have chosen the disk option, th
64 wilk ask you, not for a file name, buf for’a °
fila~1etter¢ This can be anything from A to 2,
and refers to ome of 26 ready to use files which
already exist om your disk.

However, to help you keep track of whak matche:

are stored om which files, the 64 will allow you

to umwe a CODEWORD for each #ile, This codeword
will be the first plece of information stored on
the file, and whoen yow have typed in the file
letter, the 64 will read the file briefly. fThen

it will primb out the cadeword on the gereen, and
ask you if 1t lg alright to continue. This is jumtb
im case your chosen file contalns a league you domti
wanlt to wrlte over,. Slmply answer ¥ to continue

or N to choose a different file letter, If you %mm
Y, then the 64 will finmally ask you to type im a
new codeword, bafore mawving your league on Lthe diak.

Note however that whilet 1t is always a good
-~ 29 -
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idea to rotate files, you might very quickly 11k
up the disk 1if you have a succession of filea

each with 'a large number of teams. You should
always be careful therefore to ensure that there
will be sufficient room on the disk to store your
file. Your disk manual will give details of how
to do this. As a rough guide only, each team 1n
the file will take up about 3 blocks on the disk -
thug, a league with 24 teams will talke up aroumd

70 blockse

If you find 26 files mot enough, then a
small program is supplied on the disk which
enables you to write 26 more to another disk,
(nb. not the same one). This program caw be
loaded hefore the game itself by typing

LOAD nF#n,8

and thenm type RUN. The program will ask you to
ingert the mew disk in the drive and then presas a
key, after which it wili create 26 new flles on
that disk. Note though that errors might occur

1f the new disk already contains files with
similar names, or if the mew dlsk i1s already full.
Dom't forget too that brand new digks must he
ipitialiged first - see your 154l manual for
details.)

RESTARTING LATER

When, at a later time, you are ready to resume
your league, simply LOAD and RUN the program as
before, only this time, when the 64 asks you 1f
you have a league saved, Yyou must answer Y for
YES. The 64 will ask you if you are sure, after
which you simply repeat the appropriate procedure
from above. This time of course the flle name or
letter should be the same one you chose when

finishing last time.

Note that, once again, the tape recorder or
disk drive will go in fits and starts. Indeed,
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izc:iiiozgen ;pyear to have stopped completely on
‘ - owever, th . - )
80 don't switch thinés éés 1s all perfectly normal,
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6) APPENDIX

Appendix 1t 64 AND THE RULRS OF SOCCER.

The followinhg is simply a list of wrules

which the 64 refer
64 LEAGUR SOCCER. ¢ to during a game of

%ﬁ:ggg 3:ble’ When calculating the league table
with ﬁh 68 goal differemnce to separate any t am
sﬁdeﬂ af Bame number of poimta. If two or-mogama
64 will zivhaz; the same goal difference, thenethe
haa'ﬂcoveﬁ ; © higher placing to the team which
after this mgig gﬁalizl Iimthare is still a tie
) w B 1 N !
the order im which it comemptg Eiggf the teams in

013 3 '
exgaagtgga?;n When the fixture list has been
tapgioeed @y each team hag pPlayed every other
coam hoth Ogma and away), the 64 will asgume the
o on attamez’tand wlll ask youw ARE YOU SURE?
Howoou thep- o‘play any more league matches
Scmttisﬁ b rz Ti;l be some leagues (such ag tge
Of the Iixture 1ist siti he meeuny SOUPLote turns
. , AN } led & i
gg;aégs gi}k allow this to happem, %ﬁepngﬂing !
antage with this is that the Team Recgrd

facility only allows space for ome complete turn
»

and the results of an
the first score from t gubsequent. turn will erase

the display.

The followirng rule
- les omly appl
which yow have chosen as Match g? {hgoDZ;tCheB

Scor
linefigﬁ EEB ?% nges the lold fashioned' type team
[ effect a 2-3-5 formation, This means

that the mogt 11k
"~ udy v Gly Pl&yerzs t
HO . ) WO Becore ar ‘
9> moa 8 and 10, nos 7 ang 11, noa 4B;n§n60rdar,
’

0o g 3
5, and nos 2 and 3. Goalkeepers do mot usually
-
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under any clrcumstances score goals, although
you can nomimate them to take penalillies if you
wlgh.

For own goals, the princlple is reversed,
with defending players the more likely to put
through their own nets. Goalkeepers are eligible
to score own goals.

Bookings and sendings off 4 player can be

called up for a bad foul, or deliberate handball

(you must assume both to be outside the pemalty area)
or for dissemt. The referee may either take mo
action, or else he may book the player, or send

him off.

No player can be booked more than once. If
he has already beenm booked, and he commits a
second offence which the referece considers serious
enough, he will antomatically he sent off, with a
consequent reductiomn im hils team's chances of
winning (see the section below on Percentage
chances, )

There are no suspensiona etc for players sent
off in a game, although you may choose to ‘drop!
them for a week or two in order to make the game
more realistle,

Subgtitutions and Injuries Players are prome to
injury at any time, and if the injury is merious
enough, then the player will be carried off the
field,s TIf the substitute hasm not already heen ‘
used, he will take the player's place. If he has ¢
been used, then the team must carry on a man short,
with a reduced chance of victory (see the sectionm

on percentage chances).

Substitutions through lack of form will only &
take place after half time, and only when the '
gubstitute has not already been called upom to
replace another player.
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Only one substitube is allowed per team in
any match. Substitutes will always play in the
position of the man they have replaced. If a
team's penalty taker is substituted, then the job
of taking penalties for the rest of the match ig
allocated randomly by the 6.

Penalties, Omce a penalty has been taken, then
regardless of the consequences (ie goal, mizm,
save), the outcome must stand, The 64 has no
provision for the retaking of a penally (ag,
becaume the goalkeeper moved)..

fercentage Chances In both short and long pames,
the likely wumber of goals will not vary from one
match to the mext (although of course the actual
number will vary comsiderably). The only exception
to this im that when the Percentage chance excesds
74, or is lese than 26, there 1s a slightly in~
creased chance of more goals (or, to put 1t another

way, a slightly decreased chance of a goalless draw) l

This 1s eimply to create more realistic results
for games betweem two unevenly matched teams,

However, in both short amd long games, if the
percentage chance to the home gide exceeds 95,

it will automatically be reset ta 95, If 1t 1ism lesas |

than 5, 1t will automatically be reset to 5. This
i to emmure that the wealter side retain at lsast
& theoretical chamce of scoring a goale

Jubject to the above rule, if a team loses
a player, either through a sending off, or through
an inpjury when the substitute has already been usad,
then the team's percentbage chamce will he decreased
By 10. Por instance, if the home side lose a
player in a game where the percentage chance to
the home team is 60, then the percentage chance
will he reduced te 50. If it was the away side
who loat the man, the percentage chance would
hecome 70,
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Apendlx 2: FIXTURE LISTS. !

The 64 will present the fixtures automatically ?
during the game, but the following list is useful b
1f you want to check the fixtures in advance. To i
do this first locate the appropriate list for the '
number of teams in your league. Then, look down
the two left hand columns to find the week number
you want, Al}l the fixtures for that week are
represented by the blocks of letters to the right
of these columms.

Fach block consists of the team letters of

the two sides who will take part im that particular

match, For example, AC means that team A will
play team C, and so on. To decide which team will
be home, look again at the week number., If it
appears in the left hand columm (marked H), thenm
the lett hand team will be home. If it appears in

the second column (marked A), then the right haund ié

team will be home. For example, for four teams

on week 1, team A will be home to team C, team B
will be home to Team De Om week 4, C will ve home
to A, and D home to Be

If you have an odd number of teams, then

one of the letters (the highest one) will represent ;;

a dummy bLeam. Whaever is assigned to play the
dummy teamm will iu fact have a week off. Thus,
for three teams, om week 1, A will play C, and B
will play dummy team D, that is, will have a week
off. This is simply becavse of course not every
team can play each week when you have an odd
number.

For 2 teams
H . A

AB

2
For % and 4 teams {dummy D)
A

H

L 4 AC BD
5 2 AD BC
3 6

AB €Dz

—m e s

For 5 and 6 teams (dummy )
)i A

i) 7 AP BE CF

8 2 AF BD CE

3 9 AC BF DR
1o 4L AR BC DF

5 & AR CD EF

Tor 7 and 8 teams (dummy B)
bid A

1 g AR BF CG DR

10 2 AH BE CF DG

A 1l AG BH CE DF
iz L AF BG CH DR

% 1% AC BD LG FH

8 & AR CD EF 6R

i 7 AR BC FH PG

For 9 and 10 teams (dummy J)
H A

i 4 AD BE CH FI &J

iz 2 AJ BI" CE DH %I

% 13 AT BJ CF DG ©H

5 8 AE BC DI FJ GM

16 6 AN BI CJ DF RG
FO1? AQG BH CTI DJ RBF
10 Q9 AB CD BJ FG HIT

iy 1Y AC BG DE FR 1J
15 18 AF BD CR GI HJ

Por 11 and 12 teams (dummy L)
H A

LA AG BE CI DJ EK FL
Lk 2 AL RG CH DI LJ K

% 15 AKX BL €& DH EI Fg
16 4 AF BK CL DG EH Y

5 20 AD BN CP GJ UK IL
19 & AF BD CE Gl HJ IK

¥ 22 AC BY DE &I HL JK
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For 11 and 12 teams (comn'd)

H
2k

A
8

9 14
18 12
13 17

"Por 13

AE BC DF GK HI JL
AB CD EF GH IJ KL
AT;BF CK DL E¢ FH
AH BI CJ DK ki ¥G

and 14 teams (dummy M)

B
1
2
L7
)
25
7
8
19
20
Ll
22
13
15

Fof 15

A
L

16

3
2k

6
26
18

9
10
21
12
25
b

AC
AT
Ad
AK
AL
AM
AR
Al
AN
AG
AF
LD
AB

BD
BJ
BK
BL
BM
BN
BF
Bl
BH
BI
BG
BC
cD

EG
CK
CL
cM
CN
CH
ca
cr
CI
Cr
Cd
EL
EF

M
DL
DM
DN
DH
DI
DK
D
DI
DF
DE
e
an

HJ
EM
EN
EH
ET
EJ
HL
I
EK
BN
HM
HK
HI

IK
FN
FHi
FL
rJ
FK
™
JM
L
JL
I
T
JR

LN
GH
Qx
GJ
aK
GL
JH
KN
aM
KM
KL
MN
LM

and 16 teams (dummy P)

H
1
15
20
22
2l

29
1l

27

13
26
18

A
16

19
2L
23

28 .

10

12
14
17
25

AC
AD
AT
AP
AD
AN
AM
AJ
AR
AT
AG
AR
AB
AL
AXK

BD
BC
BJ
BI
AP
BO
BN
BK
B
BG
BH
BE
oD
BM
BL

BG
Bl
CK
CJ
CI
CcP
Co
CL
cg
CH
CE
CF
B
CN
CM

FH
FG
DL
DK
DJ
DX
or
DM
DH
DE
bF
ba
GH
PO
DN
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IK
IL,
EM
EL
FK
B
L
EN
M
IN
10
Ip
LT
EP
RBO

JL
JE
M
M
L
FK
1)
O
JN
JO
JP
JM
KL
I
ry

MO
MP
GO

Gl

&M
aL
GK
GapP
KO
KP
KM
KN
MN
GJ
Gl

NP
NO
HP

O

HN
HM
HEL

HE

LP
LM
LN
Lo
opP
HK
HJ

-

For 17 amd 18 teams (dummy R)

34
4
2
2a
3
23
9
a2
9
27
Ll
29
%0
i
33

16

20
lﬂ

For 19

A

1
21

3
a4

6
26

8
28
10
30
12
13
32
15
34
L7
19

Ad
AK
AL
AM
AT
All
AN
AO
AG
A¥
AP
AR
AQ
AR

‘AC

AR
AD

and 2

BF
BL
BM
BN
BK
BI
BO
i
B
BD
B,
€D
BR
BJ
BG
BC
BE

¢G
oM
oN
co
CE
CL
cp
o)
oL
CR
CR
033
o
cK
DE
DI
CH

DI

DN

DO
bP
ba
nr
DQ
DR
DM
&l
DI
ra
DK
DL
FH
FO
FI

BT
O
LP
EQ
¥
EG
ER
Fd
R
G
EK
HI
EL
M
IR
an
ap

KO
"['1

rQ
FR
JR
JQ
Y
FR
JP
Jo
FL
JKE
™M
i
JL
JH
JM

LP
aQ
GR
G
LO
KR
GK
Gl
KQ
KM
(M
LM
GN
GO
KP
KL
KN

MQ
HR
H
HK
MP
MO
HL
oM
LR
Ly
N
or
HO
P
MN
MR

LG

0 teams (dummy T)

&

™

Mo
TOeWR\N

Bol

26

O
2 P

14
15
56
32
18
38
20

2%
24

27

7
30
10
X
33

£9
35
16
L7
27
19
23

AK
All
AM
AN

ALY

AQ
AP
AQ
AR
AC
AS
AT
AX
AJ
AL
AD
AH
AG
AB

Bl
BM
BN
BO
BD
BP
BQ
BR
BS
BG
Bl
BK
BC
BF
BJ
BE
BI
BH
co

CM
N
CO
cp
CE
CQ
CR
c8
o
DI
CK
CL
DI
cd
v
CH
cJ
cI
BJ

DR
Do
bp
b
GI
DR
bs
ml
DR
T
DL
DM
B
DH
ba
"L
DI
DJ
ro
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0
EP
IQ
ER
HJ
ES
ET
TK

EL

Id
EM
EN
G
i
EH
GJ
EG
EF
HI

P
FQ
FR
8
KP
Pr
FK
L
™
KM
L3
FO
KO
KT
KS
KN
KR
KQ
KL

aqQ
GR
Gs
G
LK
GK
GL
CM
aN
LQ
GO
GP
LM
LP
LT
LO
LS
LR
MN

HR
HS
HT
HK
MO
HI,
HM
HH
HO
MO
HP
HQ
NS
M@
Mp
MR
M
M8
O

NR
Id
TK
IL
NQ
RP
M
N
NO
PR
IO
QR
P
1
0Q
PQ
OR

Is Jr
I JK
IK Jh
TL JM

QS RY¥

M JN
IN JO
T0 JP
P JQ
PR ST
1Q JR
IR J8
PT QR
NR 08
NG OR
PS QT
NP 0Q
NI OP
PQ RS

e




2 teams

¢D BF GH IJ KV LM NO
BN 0O DP EBQ PG GS HT T
BO CP D@ ER FS GT HU :
A0 BP CQ DR ES ¥ GU RV 1k
BQ -CR DS BT FU GV LE
AG BH €I DJ EK FQ LR MS
AL BG CH DI EJ FK MR NS
LK BM CG DH EI FJ LV NR
AJ BK CN DG EH FPI LU MV
AT BJ CK DO LG FH LT MU
AH BT CJ DR LP PG LS MT
AQ BR €S DT EU FV QL OM
14 AR BS CT DU EV ¥L GM HN
%) AD BE CF GJ HK IT LO MP
16 AF BD CE GR HJ 1K LQ MO
39 AS B CU DV EL M G dO
18 AT BU CV DL FM FN GO UF
35 AC BF DE GI HS JK LN MQ
50 AR BC DF GK HI JU-LP MN
L1 AU BV CL DM EN FO GP HQ
25 AV BL CM DN EO FP GQ HR

For 23 and 24 teams (dumm X

H A
1 30 AF BD CE €L HJ IK MR NP 0Q SX TV e b ;G b et T e : :
31 2 AR BF CD GK HL IJ MQ@ NR OP S TX s e, ; e R T
Z p5 AM BN CO DP EQ FR GS HT 1U JV KW i e ' ‘ i
26 4 AK BM ON DO EP FQ GR HS IT JU KV
5 28 AW BX CM DN EO FP ¢Q HR I8 JT KU
29 6 AV BW CX DM EN FO GP HQ IR JS KT
7 19 AB CF DE GH IL JK MN OR .PQ ST UX
8 32 AU BV CW DX EM FN GO HP IQ JR K3
33 g AP BU Cy DW EX FM GN HO IP JQ KR
52 10 AC BE D¥ GI HK JL MO NQ PR SU 1W
11 34 AS WD CU DV EW FX GM HN 10 JP K§
12 AR BS OF DU EV FW GX HM IN JO KP
7 AQ BR €S DT EU FV GW X IM JN KO :
14 AP B CR DS ET FU GV HW IX JM RN ; , : . .
39 A0 BP €@ DR FS FT GU HV IW JX KM LR ' . : ' .
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