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A NOTE FROM THE AUTHOR… 

Crankshaw Sports Stats (http://crankshaw-sports-stats.com/) has now produced a board game version based loosely on my Excel 

quick-play football simulators. This dice and chart version allows one to simulate a matchup between club football teams that 

will produce complete and realistic results and do so in a relatively short period of time. As there is a tradeoff between realism 

and time consumed in gameplay, I have attempted to err on the side of gameplay time. That said, a season replay using this game 

would accurately simulate a league table as well as key player stats such as goal scored, goal assists, and bookings. 

I will first describe what this game is not: this is NOT a strategy game. There are other games on the market that allow one to try 

one’s hand at being the next Sir Alex Ferguson or Arsene Wenger. If you like to make lots of decisions that affect game play, then 

this isn’t the game for you. 

However, if you want to realistically simulate a club football match, and watch the game unfold as one would from the stands (or 

the couch), and complete a game in a relatively short period of time, then this humble replay game might be suited to you. The 

game attempts to simulate every shot, corner, and booking of a match, to capture the drama of a football match—the last minute 

goal, the ill-timed red card-- yet without taking hours to complete. I was also interested in creating a game for which I could rate 

a lot of leagues without having access to detailed team and player statistics (as they don’t exists for many leagues, especially as 

one goes back in time). I was also interested in creating a game for which one could play across leagues. This game can do precisely 

that. 

The price for this game will be the same as the Excel quick-play version: FREE! I really enjoy making the game and team cards. I 

would be delighted if anyone found any enjoyment playing it. If you like it, please let me know, that’s all the payment I need. 

I want to dedicate this game to the folks at Radio BBC Norfolk (most notably to the late Roy Waller and to the current voice of 

the Canaries, Chris Goreham). For over a decade now, I have listened dutifully to almost every Norwich City match. I’ve enjoyed 

the highs of two Championship titles, promotions to the Premier League, defeating the likes of Manchester United and Arsenal 

as well as the lows of relegation (and even a brief spell in Division One!). Saturday morning has been, at least during football 

season, the highlight of my week. If this game can capture even a fraction of that atmosphere, suspense, and drama I’ve enjoyed 

(and, at times, endured), then job well done. Thank you Radio BBC Norfolk! OTBC!      

Mark Crankshaw, Feb 2015 

http://crankshaw-sports-stats.com/
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The backbone of this game are the team cards. Each club has a HOME and AWAY card. The Norwich City FC home card is shown 

below: 

                                                      

Each card details the starters and bench players for the team, lists the primary position of the player (PP), lists he secondary 

position of the player (SP—left blank if there is none), lists the number of games the player started (GS), lists the number of 

substitute appearances (SB), lists the number of goals scored (G), lists the number of penalty kicks scored (PK), lists the players 

rating (R), and lists the players’ shot rating (SHOT).  
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Below is a guide to the player positions: 

STARTERS 

GK Goalkeeper. 

DR Defensive Right Back. 

DCR Defensive Right Centre Back (can use any player listed as ‘DC’) 

DCL Defensive Left Centre Back (can use any player listed as ‘DC’) 

DL Defensive Left Back 

AMR Right Attacking Midfielder 

DMR Right Defensive Midfielder (can use any player listed as ‘DM’) 

DML Left Defensive Midfielder (can use any player listed as ‘DM’) 

AML Left Attacking Midfielder 

AMC Centre Attacking Midfielder (secondary striker) 

F Forward (Centre-Forward or Striker) 

BENCH 

D Reserve defender (can play any of the four defensive positions) 

M Reserve midfielder (can play any of the five midfield positions) 

AM Reserve attacking midfielder (can play any of the three attacking midfield positions) 

 

The position a player plays will determine how often a player will shoot, what type of shots the player takes, and how often a 

player draws a booking. Other formations can be accommodated, if need be, by shifting players of another position into a slot. 

On pages 17-20 are included some changes to the basic 4-4-1-1 formation that will accommodate other formations and how 

those changes will effect game play. Any player listed as starting in the back four (DR, DCR, DCL, DL) can play any position in the 

back four. A player listed as starting as an attacking midfielder (AMR, AML, AMC) can play any attacking midfield position. 
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The first order of business is to select the matchup to be played. Next, a starting lineup and 7 man bench must be selected for 

each club. As an illustration, here are the lineups selected for Norwich City and Arsenal when the Canaries hosted the Gunners 

on May 11th , 2014. Read the R ratings from the Norwich City home card and the Arsenal away card. 

  NORWICH CITY   R  ARSENAL   R 

  GK John Ruddy  904  Lukasz Fabianski  892 

  DR Russell Martin  905  Bacary Sagna  908 

  DCR Ryan Bennett  903  Laurent Koscielny  910 

  DCL Michael Turner  908  Carl Jenkinson  887 

  DL Martin Olsson  905  Kieren Gibbs  905 

  AMR Robert Snodgrass  913  Aaron Ramsey  917 

  DMR Bradley Johnson  905  Mikel Arteta  907 

  DML Alexander Tettey  905  Tomas Rosicky  898 

  AML Nathan Redmond  910  Lucas Podolski  904 

  AMC Jonny Howson  905  Mesut Özil  909 

  F Johan Elmander  901  Olivier Giroud  910 

 

  GK Mark Bunn  895  Wojciech Szczesny  905 

  D Steven Whittaker  904  Nacho Monreal  898 

  D-M Leroy Fer   909  Matthieu Flamini  898 

  M Elliott Bennett  901  Abou Diaby  887 

  M Josh Murphy  896  Kim Källström  897 

  M-F Jamar Loza  894  Jack Wilshere  904 

  F Gary Hooper  902  Yaya Sanogo  888 

 

Next, sum the ratings of the starting eleven for each club (use Excel or any spreadsheet program of your choice). The sums for 

the Norwich City starting eleven was 9964 while the sum for the Arsenal starting eleven was 9947. Thus, the home team is favored 

by 9964-9947= 17 points. 

 

The first chart to consult is the chart entitled “DIFFERENCE BETWEEN AGGREGATE TEAM RATINGS” (on page 8). Using the 

example lineups, using  this chart, we find under the ‘HOME FAVORITE’ column that the ‘HOME POSS’ rating is ‘1-10’ (indicating 

that the home team will be in possession approximately 50% of the time), that the ‘HOME ADJ’ (the home team shot adjustment) 

is ‘-1’,  and that the ‘AWAY ADJ’ (the away team shot adjustment) is also ‘-1’.   The ‘HOME POSS’ (or ‘AWAY POSS’ is the away 

club is favored), ‘HOME ADJ’, and ‘AWAY ADJ’ values are the key ‘macro’ variables in the game. When substitutions are made (or 

when a player is sent off) these macro variables will need to be updated. 

 

Once those ratings are noted, you are ready to ‘kick the game off’! 
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The action of the game is driven by the aptly named “ACTION CHARTS” (located on pages 9 to 11). The charts are referenced by 

rolling two die of different colors. The result is read ‘APBA style’ with one color being the leading digit and the other the trailing 

digit. To illustrate, suppose one had a red die and white die. Suppose that red was considered the leading digit, and white the 

trailing digit. If the red is a 5 and the white a 3, the result is read as ‘53’. Thus, there are 36 different readings 

(11,12,13,…,64,65,66). The action charts are therefore broken into 36 sections numbered from 11 to 66.  

The team in possession is determined by rolling a 20-sided die, and comparing the result with the ‘HOME POSS’ value. For 

example, if the ‘HOME POSS’ reading is ‘1-10’, then a 20-side roll of 10 or less would result in the home club in possession. A roll 

of 11 or more would result in the away club in possession. Likewise, if the away side is favored then the 20-sided die result is 

compared to the ‘AWAY POSS’ value.  If the ‘AWAY POSS’ reading is ‘1-12’, then a 20-side roll of 12 or less would result in the 

away club in possession. A roll of 13 or more would result in the home club in possession 

Each of the 36 sections of the action chart detail the movement of the game clock and any action that may occur. For some 

sections, a roll of a 10-sided die will determine the final result. 

GAME CLOCK 

The game clock starts at 1 in the first half and 46 in the second half. Play continues until the game clock reaches 47 minutes in 

the first half and 93 minutes in the second. However, an injury may extend the amount of stoppage time played. Each section of 

the action chart indicates how the clock advances. For example, if a roll of ‘62’ is rolled, the section head ‘62’ indicates ‘CLOCK 

+2’. This indicates that the clock has advanced two minutes. For example, if ‘62’ is the initial roll of the match, then the action 

occurs in the 1+2 = 3rd minute of the match. For some sections the CLOCK reading is ‘***’. This indicates that a potentially large 

segment of game time has elapsed. The CLOCK chart (on page 12), details the amount of time elapsed based on the current 

minute of the match. In essence, this will ensure that more action occurs towards the ends of each half (as is true in real life). 

INJURY 

A roll of 11 results in an injury for the team in possession. Refer to the injury chart to identify the player injured. A roll of a 10-

sided die will determine whether the player must leave the match. If all substitutions have been made, and a player is injured 

and must leave the match, then deduct 50 points from the aggregate rating of the team made down a man by the injured. 

CORNER KICK WON 

Some sections of the action charts indicate that the team in possession has won a corner kick. On the charts, a corner kick won 

is denoted using the color GREEN. When a corner kick is won, consult the corner kick chart (on page 12), to determine the result 

of the corner. 

BOOKING 

Some sections of the action chart indicate that the team in possession has been fouled. The opposing team thus may have 

earned a booking for the foul. The ‘BOOKING CHARTS’  (on page 13) should be consulted to determine: 1) whether a booking 

occurred, 2) what type of booking occurred (yellow or red) and 3) which opposing player has been booked. On the charts, a 

potential booking is denoted by the ‘BOOKING?’ in the color YELLOW. 

SHOT ATTEMPT 

Many sections of the action chart indicate that the team in possession has taken a shot. Each section details the type of shot 

taken. On the charts, a shot attempt is denoted using the color BLUE. The types of shots can be classified into the following 

categories: 

 FK  HEADER    

 FK SHOT    

 DIRECT FREE KICK 

 CROSS HEADER 

 CROSS VOLLEY 

 OUTSIDE SHOT (Outside the penalty area) 

 INSIDE SHOT (Inside the penalty area)  

 PENALTY KICK 
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After each indication of a shot there is number beside the shot type. For example, on a roll of ‘22’, the shot attempt reading is 

DIRECT FREE KICK (3). The (3) is the shot value on the shot. The higher this number, the more likely for the shot to score. The 

lower the shot value, the less likely the shot will score. On a shot attempt, the shot value need be noted. 

For each type of shot, there is a corresponding SHOOTER IDENTIFICATION CHART (see pages 14 to 15).  There are 7 shooter 

identification charts (CORNER, CROSS, DIRECT FREE KICK, FREE KICK, REBOUND, INSIDE SHOT, OUTSIDE SHOT). Choose the chart 

that corresponds with the shot attempt type indicated in the action chart section. To read this chart, roll a 100-side die to resolve 

the shooter, and, optionally, three 6-sided die to determine the player on the assist. 

For example, if a ‘55’ is rolled in the action chart, the team in possession is taking a shot within the right side of the penalty area 

(with a 0 or no shot adjustment). On the Inside Shot--Shooter Identification chart, suppose a 65 in rolled with the 100-side die 

and a 12 the result of the 3 6-sided die. In this example, the shooter is the AMC (Center Attacking Midfielder) with an assist from 

the AMR (the Right-side Attacking Midfielder). 

Next, once the type of shot is known and the identity of the shooter is known, the outcome of the shot can be found using the 

SHOT CHART (see page 16).  The shot chart has the following columns: CORNER, CROSS, DFK, FK, IN, OUT, REBOUND, PENALTY 

KICK. To carry the example above further, one would consult the ‘IN’ column and roll 2 6-sided die. The possible results are: 

 MISSED  The shot has been missed. The segment is over. 

 BAD MISS The shot missed high and wide. The segment is over. 

 CLOSE  The shot misses but the shot is close. The ‘CLOSE’ chart (pp 16) needs to be consulted. The result  

  will be either be off the woodwork, a near miss or a shot on goal. 

 DEFENDER The ‘BLOCKED SHOT’ chart (pp 16) needs to be consulted. The result will be either a blocked shot  

  or a shot on target. 

 OT  The shot is on target. The result will be either a save or a goal. 

The ‘HIT WOODWORK’ chart can be resolved using a 20-side die. Depending on the result of the 20D roll, the shot that hit the 

woodwork could be put out for a corner, result in a rebounded shot, or the segment is over. Likewise, the ‘BLOCKED SHOT’ chart 

can be resolved using a 20-side die. Depending on the result of the 20D roll, the shot that is blocked could be put out for a corner, 

result in a rebounded shot, result in an own-goal, or the segment is over. 

SHOTS ON TARGET 

If a shot is on target, one needs to bring together the following bits of information: 

 The team in possession 

 The ‘SHOT’ rating of the player shooting 

 The  shot value of the shot 

 The ‘HOME ADJ’ or ‘AWAY ADJ’ of the team in possession 

The SHOT rating of the player is added to the shot adjustment of the shot which is added to the ‘HOME ADJ’ or ‘AWAY ADJ’ of 

the team in possession. A 20-sided die is then rolled. If the result of the 20-side roll is less than or equal to that sum, the shot is a 

goal, otherwise it is a save. The minimum value for the sum is 1, the maximum is 17. 

To best illustrate how this works I will go back to the example of Norwich City v. Arsenal at Carrow Road. In this example, the 

following has been established: 

HOME POSS:  1-10 

HOME ADJ: -1 

AWAY ADJ: -1 

 

The match is kicked off, and a ‘56’ is rolled on the Action Chart and a ‘7’ is rolled on a 20-side die. The 7 indicates that the home 

team, Norwich City, has possession in the 1+1=2nd minute. Norwich City has earned an inside shot (6) from the left side of the 

penalty area. From the shooter identification chart, 39 was rolled on the 100D, and a result of 11 on the 3 6-sided die. The AML 

of Norwich City (Nathan Redmond) will shoot with an assist from AMR (Robert Snodgrass). Nathan Redmond has a SHOT rating 

of -1. On the SHOT CHART in the IN column, suppose that the result of the 2 6-sided die is 7. The shot is on target. 
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To find out whether the shot on target is a goal, just add the following: 

Nathan Redmond’s ‘SHOT’ rating:  -1 

The Shot value:    6 

HOME ADJ    -1 

 

SUM     4 

If the result of the 20-side die is 4 or less, then Nathan Redmond has scored a goal. If the result of the 20-side die is 5 or greater, 

then the shot has been saved. Consult the ‘SHOT SAVED’ chart (on page 16).  Depending on the result of the 20D roll, the shot 

that is saved could be put behind for a corner, result in a rebounded shot, result in an own-goal, or the segment is over. 

Suppose that the shot was saved and that the result on the ‘SHOT SAVED’ chart was a 17, then the shot by Redmond was saved 

by Fabianski and put behind for a corner kick. Consult the Corner kick chart. To resolve the corner kick, roll 1 6-sided die for the 

column and 2 6-sided die for the appropriate row. Suppose the 1 6-sided die resulted in a value of 1 and the 2 6-sided die resulted 

in a value of 7. The corner kick has resulted in a shot, a HEADER (6). Go to the shooter identification chart for ‘CORNER’. If the 

100D was a 65 and the 3 6-sided die result was 15, then the header was taken by the Norwich City DML (Alexander Tettey) with 

an assist by the AMR (Robert Snodgrass). On the SHOT CHART in the CORNER column, suppose that the result of the 2 6-sided 

die is 8. The shot is a near miss. The segment is over. 

To summarize, 

MINUTE: 2 Nathan Redmond (Norwich City) shot from left side of penalty area is saved by Lukasz Fabianski (Arsenal).  

  Key Pass: Robert Snodgrass. Corner kick to Norwich City, header by Alexander Tettey, near miss. Key Pass:  

  Robert Snodgrass. 
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CHANGES TO THE BASIC 4-4-1-1 Formation (OPTIONAL) 

All of these optional formation changes will change the main “macro variables” (HOME/AWAY POSS, 

HOME ADJ, and AWAY ADJ) and may require a change to who will be taking shots. The intent here is to 

provide a little realism to the game should it be necessary (or desirable) to alter the basic formation. I 

will group these changes based on the desired strategic result. 

MORE DEFENSIVE  

Should a more defensive formation be desired, the AMC position can be replaced with a defender. The 

main ‘macro variables’ will be changed as follows: 

HOME/AWAY POSS: Reduced by 1 for team adopting 5-4-1      (Min 1, Max 19) 

HOME ADJ:  Reduced by 1 

AWAY ADJ:  Reduced by 1 

 

See the additional shooting charts (5-4-1) to determine shooter and assist (on pp 20-22). The lineup 

becomes: DR, DCR, DC, DCL, DL; AMR, DMR, DML, AML; F 

 

                                                                      
 

Another option would be to replace the DMR position with a defender. The main ‘macro variables’ will 

be changed as follows: 

HOME/AWAY POSS: Reduced by 1 for team adopting 5-3-1-1      (Min 1, Max 19) 

HOME ADJ:  Reduced by 1 

AWAY ADJ:  Reduced by 1 

 

See the additional shooting charts (5-3-1-1) to determine shooter and assist (see pp 23-24) The lineup 

becomes: DR, DCR, DC, DCL, DL; AMR, DMC, AML; AMC; F 
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MORE POSSESSION 

To attempt to gain more possession, the AMC position can be replaced with a defensive midfielder. The 

main ‘macro variables’ will be changed as follows: 

HOME/AWAY POSS: Increased by 1 for team adopting 4-5-1      (Min 1, Max 19) 

HOME ADJ:  Reduced by 1 

AWAY ADJ:  Reduced by 1 

 

See the additional shooting charts (4-5-1) to determine shooter and assist (see pp 25-26). The lineup 

now becomes: DR, DCR, DCL, DL; AMR, DMR, DMC, DML, AML; F 

 

                                 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

19 | P a g e  
 

MORE ATTACKING 

 

Should a more attacking formation be desired, the AMC position can be replaced with a forward 

(striker). The main ‘macro variables’ will be changed as follows: 

HOME/AWAY POSS: Increased by 1 for team adopting 4-4-2      (Min 1, Max 19) 

HOME ADJ:  Increased by 1 

AWAY ADJ:  Increased by 1 

 

See the additional shooting charts (4-4-2) to determine shooter and assist (see pp 27-28). The lineup 

becomes: DR, DCR, DCL, DL; AMR, DMR, DML, AML; FR, FL 

 

                                
 

 

Another attacking formation option is the 4-4-2 diamond formation. In this formation, the DMR position 

in the 4-4-1-1 is replaced with a forward (striker). The DML moves to the centre (becoming DMC) and 

will play a more defensive role.  The AMC then moves behind the two strikers in an advanced position. 

The main ‘macro variables’ will be changed as follows: 

HOME/AWAY POSS: Increased by 1 for team adopting 4-4-2      (Min 1, Max 19) 

HOME ADJ:  Increased by 1 

AWAY ADJ:  Increased by 1 

 

See the additional shooting charts (4-4-2 Diamond) to determine shooter and assist (see pp 29-30). The 

lineup becomes: DR, DCR, DCL, DL; AMR, DMC, AMC, AML; FR, FL 
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To increase the level of attack even further, the AMC position in the diamond 4-4-2 can be replaced with 

another forward (or any player listed as F or AMC). The main ‘macro variables’ will be changed as 

follows: 

HOME/AWAY POSS: Increased by 1 for team adopting 4-3-3      (Min 1, Max 19) 

HOME ADJ:  Increased by 2 

AWAY ADJ:  Increased by 2 

 

See the additional shooting charts (4-3-3) to determine shooter and assist (see pp 32-33). The lineup 

becomes: DR, DCR, DCL, DL; AMR, DMC, AML; FR, FC, FL 
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