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Bamecraft Company
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P. 0. BOX 1531 VERNON, TEXAS 76384

NO DICE!

EXTRA INNINGS is produced in book form and shipped at book rate. Postal regulations prohibit the shipping of unbound material at this
spec_|al rate, hence the game contains no dice, although the instructions are written as if dice were being used as the activator. |n place
of c_hce, the game contains a computer generated random number table following the game chart section. Each set of numerals represents

a dice roll. For example, the first number 452 represents a dice roll of red-4, white-5, green-2. The three numerals are always taken to
bg in the sequence red-white-green. Begin at a different number on the table each time you start a new game and proceed in a different
direction, such as down through a column for the first game, up for the next game, left for the next game, etc. If you already possess three
co‘iin;edtdici, however, you may omit the random number table if you prefer. Many people find the random number table more convenient

and faster, however. '

As we've stated in our advertising, ‘‘EI'’ lets you do your own thing. The text is in bound form. Likewise, the charts. if you prefer
the charts unbound, take them out and tack them up...handle “E1" the way you want. If you wish to remove the charts or any other
pages, you may easily do so by grasping the small plastic binding fingers from the back and PULLING them through the holes. This is
easier than trying to push them through. With a little plucking practice, you can disassemble the book within 5 seconds. Re-assembly
takes a bit longer.

Do not tear your cards apart. Use scissors. The card material will cut easily along the perforations and you will end up with a set of
-top quality cards. Plastic card holding sheets are available. See the order blank. Each sheet holds 9 cards in view. The sheets may
be used to hold the player cards during play if you wish. Or they may be used to store your cards in a three-ring binder or in the game
binder itself.

If you are a beginner at table top sport gaming, “‘EI'" is likely to overwhelm you at first. In that case, turn to page 9 and read ““Getting
Started with Extra Innings.”

The current major league ratings enclosed with the game do not contain any player names. This is because of minimum royalty fees

that must be paid to the Major League Baseball Players Association for the use of player names. Because ‘“Extra Innings' still has not
developed into 2 “‘big business,”” we cannot as yet affort to pay these royalties. (At the present sales level, this would increase the
cost of each game by at least $2.50.) The lack of names should not present any serious difficulty, however, since rosters can be found
in many pulications, such as Baseball Digest, The Sporting News, or even TABLE TOP SPORTS. "

For those of you that prefer playing cards over rosters, blank player cards are available. These have the various ratings categories print-
ed on them with the ratings spaces left blank. 2

New rosters are issued each year for those that do not care to do their own. You will be notified at the proper time. However, to con-
tinue to receive notification of the availability of new card sets and to receive information on our games you must keep us informed of
your correct address. If the address under which the game was purchased was a temporary address, then please furnish us with a perm-
anent address for our files. Otherwise we will have no way to contact you after you have moved since bulk mail is not forwarded. If

the game was purchased by someone else, perhaps as a gift for you, please furnish us with your complete name and address and also with
the name and address under which the game was purchased. NOTIFY US OF ALL ADDRESS CHANGES AS SOON AS POSSIBLE.

We shall endeavor to answer any questions arising as to the method of play of this game — provided that the inquiry is accompanied by a
stamped, self-addressed envelope. In some cases guestions must be forwarded Lo the designer, so please allow three weeks for a reply.

Remember, refunds are not available for Gamecraft games. However, exchanges within 60 days from our date of shipment may be arranged.
Basically, the game must be returned  prepaid. An exchange credit is then issued for the amount the game originally cost — less a $1.00
shipping and handling charge to cover the cost of our fulfilling the original order — and less the cost it takes to restore the game to

brand new condition so that it can be sold again. This exchange credit may be used toward the purchase of any of our other games. Com-
plete details of our exchange program will be sent upon request and receipt of 2 stamped, self-addressed envelope.

If you are interested in locating opponents for face-to-face or play-by-mail for any Gamecraft games, we will run a free
notice for you in our publication TABLE TOP SPORTS. Just send us your name, address, phone number (optional), the
name of the Gamecraft game(s) for which you wish to secure opponents, whether you wish to play face-to-face or by mail,
and your estimate of your table game experience — novice, intermediate, advanced. Print the above information on a sheet
of paper under the heading OPPONENTS WANTED and send to TABLE TOP SPORTS, Box 1531, Vernon, Texas 76384.



ORDER BLANK

GAMECRAFT COMPANY Prices effective
P. 0. Box 1531 . January 1, 1977
Vernon, Texas 76384
Total
Quantity  Price All Items postpaid
.................... EXTRA INNINGS - complete Fifth Edition $9.95
reneneeens aeseenesss 50 ScOresides (25 sheets printed both sides) $1.35
resvesens emeeemeees 250 ScCOresides (125 sheets printed bothr sides) $5.40

Rosters of past seasons rated for use with Extra innings. 1947 and 1948
rosters do not have MK /PK /MW /PW ratings. 1947 thru 1975 rosters have
singles ratings based upon chart from Fourth Edition of EI but are completely
compatible with the Fifth Edition:

1947 National League $1.00

.. 1948 American League $1.00

.. 1961 American League $1.00

.. 1972 Major League $1.95

.. 1974 Major League $1.95

1975 Major League $1.95

.. 1976 Major League $2.95

. 1933 All Stars card set (36) $2.96

.. El Blank player ards - set of 72 - $1.25 - set of 288 - $3.75

.. Plastic card holding sheet (holds 9 player cards) $0.60 each; 5 for $2.50; 10 for $3.90 o

Historical Teams, Hall of Fame, and Top 400 Rosters - Fifth Edition $2.95

. Dice - set of three (3/8'' red, white, green) $0.75

Complete set of 11 back issues of “‘Extra Innings Newsletter’” $5.00

(“Extra Innings Newsletter” was published by Jack Kavanagh from Jan. 1971 thru 5
Oct. 1974. Sample articles included Twi-light Zone League; Profiling the Pitchers;
Why Table Games?; Playing Tips and Ideas; Add Satch to Hall of Fame, Playing
Tips and Ideas; Improvement in E| - New Charts; Twi-light Zone Pennant Won by
Black Sox - Honest!; New Edition of El in 1973; | Was There; Sacrifice Bunts;
Normatization and Top 400 Draw Grandstand Manager's Response; Found: The Father
of Table Baseball; Batters Rated for ‘K'.Factor; New H of F and Historical Team
Supplement; Combining Collecting with Table Gaming; First ‘Real Life’ Game in
1931777; New ERA Adjustment Chart; .Extra Innings sold to Gamecraft; Search for
NATIONAL PASTIME Moves to Green Bay

.. OTHER GAMECRAFT ITEMS. Specify:

. Brochure on other Gamecraft game. Specify which:

.. SUBTOTAL

... Texas residents add 4% sales tax.

.. Optional: U.S. and Canadian residents may add 25% of SUBTOTAL for Priority Mail (Air Mail) shipment if desired.

Foreign residents: All payments must be in U.S. funds. No extra charge for Canadian or Mexican orders.

Other foreign residents add 20% of SUBTOTAL for surface parcel post; add 709 for air parcel post, except

add 100% for air parcel post for scoresheets.

.......... TOTAL ENCLOSED in cash, check, or money order. Sorry no C.0.D.'s. All payments in U.S. funds.

Name
Address
Town State Zip

Have you moved since your last order? If so, place old zip code here:

New rosters are issued each year for those that do not care to do their own. You will be notified at the proper time. However, to
continue to receive notification of the availability of new rosters and to receive information on our other games you must keep us
informed of your correct address. If the address under which the game was purchased was a temporary address, then please furnish
us with a permanent address for our files. Otherwise we will have no way to contact you after you have moved since bulk mail is
not forwarded. If the game was purchased by someone else, perhaps as a gift for you, please furnish us with your complete name
and address and also with the name and address under which the game was purchased. NOTIFY US OF ALL ADDRESS CHANGES
AS SOON AS POSSIBLE. L ; :
SURVEY — OPTIONAL: The survey below is optional and is welcome with or without an order.

Features of “EI'" that | like and /or dislike: (If you have any questions that require a reply, enclose a stamped, self-
addressed envelope. We cannot enclose replies within parcel post packages.)

Features of Gamecraft Company that | like and /or dislike:
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who was the kind of a Dad every son should have!
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EXTRA
INNING

THE GROUND RULES

Let’s all gather at home plate and make sure we all un-
derstand the game we are about to play.

“Extra Innings’ suggested itself as a title for this form
of table baseball because it is a means to extend the fun
and excitement of actual baseball. It is a way o have to-
day’s players duplicate their diamond feats; it is a means
by which the players of the past can recreate their skills
forever.

“‘Extra Innings” gets its results by combining the pre-
cision of mathematics with the random rolling of dice to
provide the excitement of a game. Baseball itself has been
described as a ‘“‘game of percentages’”. “Extra Innings”
is also a game of parcentages.

To achieve as close to total realism as is possible with
a table game, ““Extra Innings'’ combines exact computa-
~ tions with a reasoned approach to bring about the logical

result in all situations.

““Extra Innings’” was devised to give its players a com-
plete game now and the knowiedge with which they could
extend the play of the game in the years to come or apply
to any level of competition which appealed to them.

While the game comes with many team rosters, the owner
of “Extra Innings” also has, in this book, the information

~ from which to structure any team, or combination of play-
ers, from any statistics which include the needed data.

PATIENCE PLEASE

Please do not skim through these instructions. If they
appear overly detailed, this is intended to both clarify and
slow down the reading pace. We can’t know how competent
every potential “EI”’ player is in reading for comprehen-
sion; in mathematical conceptualization or even in grasp
of basic baseball fundamentals. Throughout we use the
standard position identification for reference. If you don’t
now know the following, leamn it and use it: 1—pitcher;
2—catcher; 3—first baseman; 4_second baseman; 5-third
baseman; 6-short stop; 7-left field; 8-center field;
9-right field.

“THE BIG SECRET"’

All table games, whether sports related or not, area
mixture of chance and probability. Some achieve this with
dice, some with spinners, some with cards, some with a
combination of ‘“‘activators” and then refer you to charts
or instructions.

The number of dice combinations, cards used, spaces
on the spinner card, etc. offer the chances. These are

then apporiioned according to likelihood of some action
taking piace.

_ The mere sophisticated the game the more exactiné is
the creating of the possibilities and their assignment, ]

_ Most games hide these factors in codes. “‘Extra Innings”’
does not.

it will help you understand the explanation of the method
y En:l;mgs” it you look at the ‘‘Master Chart’’
age. )
ster Chart” is simply a computer print-out of
ail the decimal equivalents possible from three dice, ar-
ranged i1 sequence, so that they read ]1—1_1 through
s 6. (The dice with “Extra Innings” are always ar-
ed red, white and green for reading sc that these com-
s remain constant.)  There are 216 combinations
possible (6x6x6).

> quickest way to grasp how this chart is used fo
establish the percentage of something taking place, is to
undesstand that if you assign all dice combinations from
the start of the chart 1-1-1 down to 2-5-5, you have set
up .3009 (30%} of the possible combinations.

Ifvou want to create a “ 300 hitter’ you give him a
base hit every time he rolls between 1-1-] and 2-5-5
(anything higher being a form of put out).

“Eztra Innings” takes this simple formula into rather
complex expressions to obiain realistic results. But the
basic premise is really very simple and is the basis for
the authentic results obtained.

We?ll discuss how this approach is applied to obtain
realistic hitting, pitching, fielding and strategy moves as
we go along.

THE MECHANICS OF THE GAME
Thie First and Second Roll. -

Those who have played other table sports games may
wonder why two rwolls of the dice are necessary. (They
may also wonder why other games, using a single action
or two dice are limited in their satisfactions.)

“Extra Innings” strives for realism. From a percentage
point of view, the surest place to obtain this is in batting
average. After all, the batting average is, itself, a per-
centage (the number of hits made per times at bai.)

In our earlier reference to the use of the Master Chart
and how you would cbtain a .300 hitter, we showed this
was done by working with hits and put outs. Once you
start mixing in errors, hit batsmen, walks, balks, catcher's
interference, and other factors, you lose the balance be-
tween the basic ingredients of a batting average (hits and
outs).

So, we have established “‘Extra [nnings” as a two roll
game. On the First Roll we handle everything except hits
and cuts (which result from the batter’s action). On the
Second Roll we deal only with hits and outs. The Second
Roll Chart contains only puts outs. Depending upon the
hitter's ability, a share of these will be converted into
base hits.

The two rolls are considered necessary to provide a
more perfect balance. Having two rolls is also an added
action value when the game is plaved two-handed. The
team “‘in the field’’ makes the first roll; the team ‘“at bat”
makes the second roll. This, obviously, pives both players
action on every batter. -

FIRST ROLL CHART

This chart is used for every batter. It describes all
actions which can take place, except for the actual making
of a hit or an out (these actions are handled en the Second
Roll Chart.)

Remember, the dice are always read in segquence (red,
white, green!) The numbers used on the charts refer to
the count on each dice in that order. 1-1-1 means 1 on
each dice. 2-3-6 would mean a two on the red dice, a
three on the white dice and a six on the green dice.




The First Roll Chart capsules the information for each

possible roll. What follows here is a more detailed ex-
planation, intended mostly to give you a better under-
standing of the principles of the game at the outset.

1-1-1 thru 1-6—6 (See pitcher’s rating for walks issued.)

Later in this text we will describe how each pitcher is

rated for walks. Whatever his rating, however, it will fall
between 1—1-1 and 1-6—6. When you have a first roll in
this range consult the pitcher’s rating to see whether it
produces a walk by that pitcher. If it does not, you move
ahead to the second roll. Please remember, if any first
roll cannot produce action, move on to the second roll.
2—1-1 Hit Batter. Batter takes first base. Also consult
injuries. Applies only when pitcher and batter are both
left or right handed, with less than two out. With two out,
applies regardless of how pitcher and batter throw and hit.
2—1-2 Passed Ball —all catchers. When catcher is rated
SD (Superior Defense) this does not apply if there is a
runner on third base.
2-1-3 and 2—-1—4 Even with 216 combinations, a pickoff
play is a relatively rare occurance so limiting circum-
stances must beused to avoid this being too often invoked.
We have established a chart to be applied. When a 2-1-3
or 2-1-4 is rolled on the First Roll, and there are any
base runners, consult chart.

Later we will describe the option the defensive team
has of playing its base runners ‘‘safe’ (not taking risks
by long leads). Naturally, if the defensive team has de-
clared it is playing runners ‘‘safe’’, no pickoff play can
be made.

92-1-5 Wild Pitch when runner on first only.
vances one base.

92-1-6 Wild Pitch with a runner or runners on any bases.
All base runners advance one base.

9291 Balk. This occurs regardless of which base or
bases are occupied but to limit realistically, a runner

rated $ or AAR must be on base. All base runners ad-
vance one base.

9-2-2 Interference by catcher. Batter takes first . and
any runners move ahead if necessary. This “interference
call” is invoked only if there is at least one runner on
base and if the batter strikes out on the Second Roll Ac-
tion. When a 2-2-2 is rolled on the First Roll and there
is a runner on base, proceed. to the Second Roll. If the
batter is struck out, cancel the strike out and convert the
play to intetference by the catcher (give the catcher an
error.) The reasoning here is that this play occurs too
infrequently to justify allocating one of the 216 possible
combinations (.0046). By placing ‘‘conditions” on the
‘circumstance we provide a more reasonable chance of it
occuring realistically.

9-9-3 thru 2—3—-4 All of these First Roll numbers pro-
vide for injuries occuring. All have limiting conditions
relating to Second Roll action. This is an optional area
of play. Many players who are recreating a full season of
play ignore this action. Instead they follow the guidelines
of games played and at bats (and games started and inn-
ings pitched) and use all roster players according to their
appearances in actual competition. To some table gamers
injuries are an intriguing part of the action; to others a
needless inclusion. We will provide separate injury infor-
mation to establish the details and length of time lost
because of the injury.

2.35 Ground Rule Double. Proceed to Second Roll. If
batter hits a home run or triple, it is reduced to a two
base hit. If a runner is on first base he advances to third
on the base hit; runners on second or third score.

9-3-§ thm 2-5-6 Reserved for ‘‘rare events.”” Some
table gamers like to contribute their own “gimmicks’’ to-
ward realism. For example, ““EI’ does not provide an
automatic means of having a game called while in progress.
We leave it to your choice whether you want to run the
risk, for the sake of realism, of -having a power failure,
torrential down pour or a player's strike step a game.

Runner ad-

Also, you might have other rare events you’d like to

include. If you want to stop the game for ten minutes
to chase a stray dog off the field.....or anything you
find gives the game as you play it added zest, you can
introduce it in this range of First Roll numbers.

2-§~-1 thru 2—6—6 This is a Special Double Play Range
(in addition to 3-1-1 thru 3—4—4 to be described next.)
It does not apply when the defense is playing the infield
shallow. A runner must be on first base (other tunners can
also be on base). There must be, obviously, less than
two out. The play is scored 6-4 7 if a right handed hat-
ter; 4-6-3 if a left handed batter. Any runner on third
base scores on this play, unless it is an inning ending
double play, of course. -

3—1-1 thru 3—4—4 Double Play Range. This will be dis-
cussed in detail in the section of the game dealing with DPs.
3—4-5 and 3—-4—6 Triple Plays. Both of these are ‘‘con-
ditioned” to limit their occurance. See First Roll Chart.
For score keeping purposes, the infielder catching the ball
makes the first two put outs and throws to the nearest
base for the third out. For example: with runners on first
and second, a line drive to the short stop would be scored
TP 6—6-3. The shortstop would have caught the ball,
tagged the runner off second (or stepped on the base) and
lt)hrown to first for the put out on the runner caught off that
ase.

3-5-1 thm 6—6—6 Error Range. This will be taken up in
detail later in this text. It more than amply provides for
errors to occur. Actually, the full range of 216 combina-
tions on the First Roll Chart exceeds the possible play
assignments.

Remember, there need not be a specific action occur
when the First Roll is made. The importance of the First
Roll is really to insure accuracy in hitting statistics from
the Second Roll by delegating actions which do not result
in a hit or put out to a preliminary action.

SECOND ROLL CHART
Here’s where the ball game is played. The First Roll

Chart has taken care of play actions which do not produce
a hit or an out by the batter.

The Second Roll Chart presents every dice combinatiou ~

(1-1-1 thru 6-6-6) as an out. The roll of the dice gives
you a reading which either leaves that combination des-
cribing a put out or changes it into a base hit accordingto
the batter’s rating.

Each batter has his own rating. It assigns him ‘hitting
lines’ starting at 1—1—1 and advancing to the top figure
against left and right handed pitching which gives him a
base hit. The higher the player's batting average the more
hitting lines he has.

His hits are divided into home runs, triples, doubles and
singles. The extra base hits start at 1-1-1 for home runs.
A power hitter will have more lines assigned for home runs
than a punch hitter.

In using the Second Roll Chart you roll the dice and
first determine if the roll has given the batter a hit and,
if so, if it is an extra base hit—and tor how many bases —
ora single. If it has not given him a hit, it is anout. You
then read the Second Roll Chart to leam the torm of put out.

Up to 3-6-6 it is an outfield fly out. From 4-1-1
through 4—6-6 it is an infield fly out (line drive or pop
up). From 5-1-1 through 666 it is an infield ground out.

The Second Roll Chart has been designed to give you
one reference chart. Once you have leamed the game it
will serve you in all play situations, regardless of the
‘umber of munners on base.

It includes variations in interpretations according to
the graded defensive abilities of the players. It uses
standard scoring symbols to show positions: 1—pitcher;
2—catcher; 3—first baseman; 4-second baseman; 5—third
baseman; 6-short stop; 7-left fielder; 8—center fielder;
9_right fielder.

An ‘8 would mean a fly ball to the center fielder. A
¢4 3" would mean a ground ball to the second baseman

i
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who threw the runner out at first base.

We'll delay describing “LD” (limited defense) and
‘*SD’’ (special defense) until later in this explanation.

To provide more variety in results and direction in which
the ball travels, we show how each batter does against
left and right handed pitching. We also give an action
when there are none out; one nut; two out.

EFFECT ON BASE RUNNERS: With a runner on
first base a ground ball will either have him forced at
second or move there while the batter is thrown out at
first. If the action is described 4—6 it mesns a rnner from
first is out at second, second baseman w the short stop,
while the batter reaches first. If there were no runners on
first base, it would be applied 43, second baseman to
first baseman.

There is no effect on base mnners on an infield fly ball.

All advancement by base wmnners on outfield fly balls is
optional and requires use of the Sacrifice Fly Chart. When
an asterisk (or double asterisk) is next to a flyout (9%),
mnners can advance at own risk.

unners who are pot forced advance on a ball “‘hit be
hind “them'’; hold their base on a ball “hit in front of
them.” A mnner on second, who is not forced to move,
goes to third base if a ground ball is hit to the second
baseman or first baseman. He holds second if the ball is
hit to the short stop, third baseman or pitcher.

A mnner on third base who isnot forced scores on ground

balls hit to the short stop or second baseman. Otherwise
he holds his base, :
“"When there are runners on second and third, but no run-
ner on first, the advance of both runners is decided by the
advance- possible to the runner of third base. If he ad-
vances so does the mnner on second. If he doesn’t, neither
does the runner on second.

If there are runners on first and second or bases are
loaded, a ground ball which forces the runner from first
at second base allows the runner(s) at other bases to ad-
vance one base.

Later we will describe two optional factors which can
change the above. These are when the defensive teams
elect to “‘play in” to try for a play at the plate on a run-
ner on third or when the team at bat decides to play its
runners safe.

Up to this point we have dealt with the basics. Each
batter is rated with a hitting range according to his aver-
age. You go through the First Roll to leam is anything
going to happen in this turn at bat which is not either a
hit or a put out. Having disposed of the batter via a walk
or hit batsman, or having set up conditional action await-
ing the Second Roll, or, quite frequently, having rolled a
dice combination whose action is not possible in the sit-
uation, such as a passed ball with no one on base, you
move to the Second Roll Chart. Any number you roll for
the Second Roll Chart has a meaning. If it is a low num-
ber, starting with a 1 or 2 (or for a high average hitter,
even a 3) it might be a hit. You check the batter’s hitting
range. If the combination is between 1—]1—1 and the top of
his hitting range, it is a base hit (we’ll tell you how to
separate home mms, triples, doubles and singles shertly.)
If it is beyond his hitting range you read the form of put
out beside the dice combination.

Example: if you rolled a 2-4-6 it would be a fly out to
right field, unless the hatter had a hitting range which in-
cluded 2-4-6. In that event it would be a base hit. Let’s
say a batter was a .250 hitter and you rolled 2—-4—6. The
top of a .250 hitter's range is 2--3-6, so, for that batter,
2~4-6 would be a fly out to right field, But, if the batter,
were a 300 hitter, (2-5--5) then 2—4—6 is within his “hit-
ting range’’ and it would be a base hit.

HOME RUNS, TRIPLES, DOUBLES, SINGLES. Now that
you recognize each hatters “hitting range”’ —from 1—1-1
up-to the top figure shown with his name on the roster—
let’s divide his hits into extra base blows and singles.

. Look at any of the rosters you received with the game. At

e right yowll see columas headed HR, T, D, L and R.

3

We always start with 1-1—1. The combination under HR
is the highest figure up from 1-1-1 which means a home
tun. - A slugger might have 1-3-1 Anything from 1_1_1
to 1-.3-1, for that batter is a home run. A punch hitter
might only get a home mn on 1-1-1 or 1-1-2 (or none at
all, in which case his first number might be under triples
or doubles.) !

As an illustration, 2 batter might be shown as HR 1-2_1,
T 1-2-4, D 1-3-6. This’d mean he’d get a home run on
a roll from 1-1-1 thru 1-2-1, a -triple on 1-2-2 thru
1-2-4 and a double on 1-2-5 thru 1—3-6. Anything higher
than 1-3-6, up to the top of his “‘hitting range’’, would
be a single. (We will show you the mechanics of figuring
power lines. when we take up ratings.)

Next you’ll see columns headed L and R. Each batter
is rated for his hitting against either left or right handed
pitching.  Depending on which side the pitcher throws
from, yowd read the combination under L or R as the top
of the batter’s hitting range. .

Let’'s have one last re-cap to this point. Once you’ve
reached the Second Roll, anything you roll will be a hit
or an out. If yowve rolled a low number, starting with a
one or two. it is most likely a hit. VYou’d consult the
batter’s record on the roster to see if it was within his
“hitting range’” and if it was an extra base hit or single.

This is not nearly so time consuming as the explanation
might indicate. As each batter comes to the plate you’ll
know his average and, even without looking at the L and
R columns know quite closely what is possibly a hit for
him and what is not. If the first-number in the combination
is a 4 or Sor 6,you’ll know it isn’t a hit and would glance
at the put out data on the chart. The better you know your
players the less often you’ll have to consult the roster to

determine whether a combination is a hit or not for each batter.

ERRORS

Earlier, when we dealt with the First Roll Chart, we
pointed out that numbers from 3-5-1 to 6—6—6 were in the
“‘error range” and assured an explanation. .

If you look at one of your rosters you’ll see that each
team has been given an error range, starting at 3-5-1.
The actual range is determined by the team’s fielding
average. A team that made ne errors would have a 1.000
average. To determine a team’s error range we first iden-
tify the percentage of chances on which they made errors.
We subtract the team fielding average from 1.000. In 1970
the Washington Senators led the American League with a
team fielding average of .982. Subtracted from 1.000 it
shows they made errors on .018 of all their chances. The
Master Chart (decimal equivalents of all three dice com-
binations) shows that four lines equal .018. Therefore,
the Senators would have an error range from 3-5-1 thru
3-5-4. Any First Roll in that range would signal an error
to be made.

With the error signaled, we would then make the Second

Roll. If the batter hits safely, the error is added on to
the hit. If the batter makes out, the error replaces the
put out.

In this way we have not tampered with the techniques

which produce true batting averages. We do not deprive a
batter of a chance of getting a hit by lumping in the pos-
sibilities of reaching on an error with his chances to get
a hit. If he gets the hit, the error is added to it.
NOTE: Very few table gamers keep defensive statistics.
The assigning of an ertor to a position is of slight interest
to them. The effect of an error is important. For example,
whether it is a one or two base error and how it affects
any base runners.

So, before entering into a necessarily tedious and com-
plicated explanation of how to assign errors so that they
are charged proportionately as they occur in regular play,
let us give you a usable short cut to follow if you really
don’t care who made the error, only what effect it had on
the action.

When you have signaled an error on the First Roll Chart




and then proceeded to the Second Roll Chart to leamn wheth-
er the error is to replace a put out or be added on to 2base
hit, roll the dice again. Any roll from 1-1-1 thmu 5-6-6
establishes the error as a one base error. A roll from 6-1-1
to 6—6-—6 a5 a two base efror.

A one base error places the batter on first base, if it is
converting a put out or on second base if ii added on tora
single. 01, adds one further base to o double or triple.
A two base error places the batier on second base if it is
converting a put out or adds two bases to a base hit.

Any base runners advance one base on a one base eror
or two bases on a two base error.

The above instructions will serve all but those who wish
the finite playouts and assignmenis. For those table
gamers we instruct as folJows

For consideration as to whom to charge the error, it
should be to the fielder to whom the ball was hit. A “‘re-
alism” problem arises here as outfielders rarely make
erors on fly balls (they make them more often on mis-
played ground balls or on throws.)

With an error designated on the First Roll, you’ve made
the Second Roil and it is a put out. Charge the error to
whomever the ball is hit. ©On a ground ball, to the first
fielder handling it. A play designated 3 — 1 (first base-
man assist, pitcher put out) the eror would be charged to
the first baseman. On an intield ly ball to the player to
whom hit.

On a fly out to the outfield, if it would have besn the
third out, read it as though it were a fly out to the infield
to designate the ertor to a position,

Ali errors permit the batter to reach first base and any
base runners to advance one base.

A two base error is charged in these situations:

a. On outfield fly balls when the put out is designated
with a single or double asterisk (¥ or ¥¥)

b. On infield ground balis only when batter is rated S
ot AAR as a runner.

c. Oninfield fly balls, never.

On a two base error all base runners score except a
runner rated Slo who is on first base when action starts.

The foregoing deals with the situation when an error
replaces a put out as the action. Emors can also follow
base hits.

Logic tells us the error, following a base hit, should be
charged to the player in whose direction the ball was hit.
Such an error will add a base or bases to the hit.

We’ll introduce the concept of directional base hits at
this point. We’ll come back to it again when we discuss
advancing base runners on hits.

On all base hits the third die tells us where the ball
has gone. For convenience this is included on the Second
Roll Chart.

However, there are infield hits; balls knocked down in
the infield that don’t get to the outfield. They are not
errors but can have errors attached to them, usually with
a wild throw made in vain.

Any single which is the result of both the second and
third dice (white and green) being the same number 2-3-3,
for example) is an infield hit at all times. When it follows
an error designation on the First Roll Chart, it is applied
this way: Left Handed Batter, X-1-1 third basemas;
X-2--2 short stop; X-3-3 and X—4-4 second baseman;
X-5-5 first baseman, X—6—6 pitcher. Right Handed Bat-
ter, X—1-1 third baseman; X-2-2 aad X-3-3 short step;
¥-4.-4 second baseman; X-5-5 first baseman; X-6-6
pitcher.

An infield base hit can only be a single. Like all other
singles, doubles and iriples, which are balls hit into the
outfield, they are subject to errors being added to them.
(A home run nullifies any error designation.)

As with put outs changed into errors, the error can be
for one or two bases. All errors add one base to a base
hit and advance any base runners one base further than he
would have gone as a result of the hit.

A two hase error adds two bases to the hit and scores
any base runners.

ROLL THE DICE AGAIN:

f'rom 1-1-1 through 5-6-6 — ONE Base Error.

From 6-1--1 through 6—6—-6 — TWO Base Error.

You have two different interpretations to apply to leam
if an error is for one or two bases. When the error replaces
an out, whether it is a one or two base error is determined
automatically.

When an error is added on to a hit, a separate roll of the
dice is necessary.

MOVEMEKT OF BASE RUNNERS ON BASE HITS

“EI” uses a chart to determine the advancement of base
runners on singles and doubles. Fach base runner is rated
for Base Advancing as Slo, Average Runner (AR), or Above
Average Runner (AAR). Usually we only describe the Slo
or AAR mnner, everyone else being, obviously, AR. The
Chart is designed to provide a varely of actions which re-
flect what a runner is likely to do in certain situations;
the inhibiting effect on a runner by an outfielder with a po-
tent throwing arm; and the effect of where the hit was
placed (a mnner is less likely to advance from first to
third on a ball hit to lefi field than to right, for example.)

The Chari assumes a conventional base hit to the out-
field. However, “EI” also produces “‘infield hits’> which

" would have a different effect on base runner movement. An

“infield-hit” is recorded when, on a single, the second
(white) and third (green) dice are the same. ~Runners ad-
vance -one-base-only, -only if forced; otherwise they hold
their base(s).

STOLEN BASES

Please refer to this chart. You’ll see we have govemed
the chances of success according to several circumstan-
ces, including whether the pitcher is left or right handed.
The runners speed rating is a factor and the base being
attempted also is reflected in the chances of success.

To avoid contradictions in action, steal attempts must
be made before the First Roll on the batter at the plate.

In designing this game we considered the effect of the
catcher on steals but decided not to use this as a factor.
Bases are much more often stolen on the pitcher. Mostly,
we are inhibited by the lack of stats which really reflect a
catchers throwing ability. Even a high number of assists
might really identify a catcher whose throwing ability is
doubtful and many runners try to steal on him. He'll get
some of them and if enough try, his assists will be out of
proportion to reality. Until stats are provided which report
each catchers results against attempted steals, we don’t
feel we or anyone can do justice in this area.

ERRORS ON STEAL ATTEMPTS. If the runner has sto-
len the base and the second and third dice are the same
number, advance the runner another base and charge the
error as follows:

On steal of second base: 1-1 and 2-2 (short stop error);
3-3 and 4—4 (second base error); 5-5 and 6-6 (catcher’s
error).

On steal of third base: 1-1, 2—2 and 3-3 (error third
baseman); 4—4, 5-5, 66 (error catcher).

If runner is unsuccessful on steal attempt, he obtains
the base on an error as follows:

On steal attempt of second base: 1-1 (short stop error);
2-2 (second base error); 3-3 (catcher error); 4—4 (runner
moves to third base (error short stop); 5-5 (runner moves
to third base (error second base); 6—6 runner moves to
third base (error catcher).

On steal attempt of third base: 1-1, 2-2 (third base
errar); 3-3, 4—4 (eror catcher); 5-5 mnner scores (third
base error); 6—6 munner scores (eror catcher.)

On steal of home: 1-1, 2-2 (error pitcher.) 3-3, 4-4,
5.5, 66 (error catcher.)

On double or iriple steals, all action is on the front
runmer.  Other base runners advance whether the front
runner is safe or out.
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SACRIFICE BUNTS

When this optional play is nsed it replaces both the
First and Second Rolls. [t cannot be used with a runner
on third base. In that situation you'd uze the squeeze play.

The chart govemning this action evolved after consider-
able exchanges with table gamers. We elected to handle
the sacrifice by giving the batter three opportunities to
succeed or fail, rather than have the action handled with
one roll. The sacrifice buat achieves its purpose, or fails,
by steps in actual play. The bunt achieves its purpose of
advancing the number about 70 per cent of the times itis
tried. This seems to be contradicted by ocur reccllections
of batters fouling off bunts or missing them altogether.
However, the sacrifice attempt deesn’t become a measure-
able statistic until the batter actually completes his turn
at bat. He may foul off or miss on his first two tries —but
they never appear in the box score. It is his try which
concludes the action which does. This may be on any of
three attempts.

We have included the running ability of the runner to be
advanced in our computations. It is often overlooked that
the speed —or lack of it—of the base mnner is an impor-
tant factor in sacrificing.

The use of the Sacrifice Bunt zlso occasions a great
deal of special data which is made part of the Chart, re-
garding the handling of the ball, having the sacrifice bunt
attempt be misplayed into an error or even result in be-
coming a base hil.

We have made the third bunt attempt cptional. With twe

" strikes now on the batter the manager may decide to hit

away. In this situation, because he is hitting with two
atrikes and less likely to get his pitch, we penalize the
batier, The batter's “hitting range’’ is lowered by 6 lines
on this tum at bat. When the Sacrifice Bunt is calied off,
after two foul ball altempts, go directly to the Second Roll
Chart.

NOTE: if the involvements of the Sacrifice Bunt Chart
seem too complicated for you at the leaming stage of the
game, a simpler process can be used. Roll the dice once.
A roll from 1-1—1 thru §-2-2 is successful. Score the
play pitcher to the second baseman covering first (1-4).
On any roll higher than 5-2-2 retire the batter on 2 strike
out. That’s =2 Iot simpler, but also removes much of the
variety and pamesmanship possible in the game.

SACRIFICE FLY OPTION

This chart neads little further explanation but requires
some justification. We have placed an asterisk next to
some outfield fly outs to show they can be used as sacri-
fice flies. We have identified other outfield fly outs with
a double asterisk, as usable only by the fastest mnners,
those rated AAR. We have also lowered the chances of
success against outfielders who are strong throwers
{rated T-1.)

This chart is used usually when there is a runner on
third. If third base is unoccupied, a runner rated AAR for
Base Advance Running may elect to attempt an advance
from second after the fly out. The attempt is successful
only when fie dice range is from 1-1-1 through 4-3-6 re-
gardless of outs and may not be attempted against an ouf-
tielder rated T-1.

We have made the likelihood of success less with two
outs and in the later stages of the game. The reasoning
is that greater risks will be taken to score in these situ-
ations. if the fly ball is the first out of the inning, a mn-
ner on third is more likely to hold his base as the next
batter may bring him in. If it is the second out of the inn-
ing, the mnner knows only a hit or error can advance him
and will take a greater risk in being cut down. Also, to-
ward the end of a game, when one run can be the differ-
ence in victory, greater risks are taken.

_In attempting to score from third base, an AAR runner
auliifiss e effect of a—T-1 .outfielder-—His chances of
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success ate the same as they’d be against a ncn-T-1 out-
fielder.

SQUERZE PLAY CEART

The detail on this chart is.explicit and needs little text
amplification. It is used only with & runner on third and
less than two out. Any other base mnners advance when
the play is a “‘suicide squeeze” (in which the runner on
third commits himself on the pitch and cannot refum fo
third base.) On a ‘“‘safety squeeze” (when the runner waits
untii the ball is bunted) any other base .unners do not ad-
vance. You can’t Have a‘‘safety squeeze’” with bases loaded.

In two-handed piay this option makes for good games-
manship. You’l! notice the infield can be played either
“in” or “back’ by the defensive team. However, when
playing on a solitaire basis it is difficult to assume both
manager’s foles simultancously. We suggest that, when
playing solitaire, the squeeze always be on a suicide basis
and the infield always be played in.

HIT AND RUN PLAY

This optional play can be used only after the First Roll
has been completed. _If an_error or double (or tripie) play
has been signaled on the First Roll it cannot be used.

With the ““hit and Ton>-in—effect @ single moves any base
runner onebase further than shown on the Advancing on
Singles and Doubles Chart. All runners score from first
hase on a double. :

When the batter makes an out in a ‘‘hit and run’’ situa-
tion the following takes place:

Strike Out: If the batter strikes out, the maner or, if
more thatione, the lead runner, is handled exactly as though
it were a steal attempt. . Refer to that chart and roll the

"~ dice for the results.

Outfield Fly: If the batter flies out, base maners refum

sifely fo their bases. Any runuer rated SLO is doubled
off by a T-1 outfielder. .
—infietd Fly Out: On a foul out to an infielder or catcher
the mnners retum safely to their bases. All fair fly halls
handled by the infielders or pitcher aré considered line
drives and the runner or lead runner, if more than cne, is
doubled off his base. )

Infield Ground Ball:  Runners advance one base with
the batter refired at first. There can be no force out at

_second.

NOTE: With Two Out, if you use the “Hit and Run Play,”
lower the batter's hitting lines by six and reduce extra
base hits by one line. There can be no home run on the
“hit and run play’’ if it is used with two out. We penalize
the batter to discourage the use of the ““hit and run play””
being called with two out when there isno risk of adouble
play resulting.

PLAYING THE INFIELD *“IN"

With a runner on third the defense may elect to bring
the infield in to cut the runner down at the plate on a ground
ball. This defeasive adjustment must be made before the
First Roll.

When the infield plays in, in real play, the chances of
the batter hitting the ball safely through the drawn in in-
field are increased. Accordingly, increase the batters
hitting range by six lines. If the batter's hitting range was
2-3-5, with the infield drawn in it would be 2-4-5.

All put outs made by the batter on the Second Roll are
unchanged. See chart for detail.

NOTE: If rurner on third is not forced, runner may be
“played safe.”’ He cannot score on an infield out. Play
follows Second Roll action.

NOTE: When bases are loaded, increase possibility of
putout at plate by one.

See below for effect on double play.




DOUBLE PLAY CHART

When we explained the First Roll Chart we deferred dis-
cussion of double plays. We'll take them up now. They
appear on each team roster as the number of lines con-
tained in the “‘double play range.”” For purposes of play-
ing Extra Innings you need only use that information. Short-
ly we will describe for you the technique of rating teams
yourself for DPs which will also serve to explain the meth-
odology of handling DPs.

First, when playing “EI’’ you use your First Roll to
establish whether a DP is signaled. A roll between 3-1-1
and the top of the range figure which appears on your ros-
ter tells you a double play can take place, if there are
less than two out and at least one runner on base.

You proceed to the Second Roll enly to leam if the bat-
ter has made a base hit. If he has, ignore the double play
signal and situation. The base hit erases it!

However, if the batter does not hit sately, do not use
the put out designation on the Second Roll Chart. Instead
tum to the appropriate column. Do not roll the dice again.
The readings start, tor any batter, from whatever dice com-
bination is one more line higher than the top of the batter’s
hitting range up to 3-6-6. You'll find a base runner situ-
ation on the Double Play Chart to cover all possible cir-
cumstances. Note: When the batter is rated. .S (Superiot-
Runner) reduce the defensive team DP range by four lines;
when rated AAR (Above Average Ruaner), by two lines.
When batter is rated Slo, increase DP range by four lines.

When infield is “in” 2—6-1 to 2-6—b is not @ DP sig-
nal. The above action (Double Play Chart) does not apply
to DP signaled with 2-6-1 to 7-6—6 on First Roll.

RATING TEAMS FOR DOUBLE PLAYS

Double plavs result from the fielding skills of the play-
ers and the opportunities to accomplish double plays. As
it takes a base runner to make up the twin killing, teams
which have strong pitching staffs have fewer opportunities
to make double plays. If the team’s pitchers are yielding
fewer base hits, walking less batters, and the team is
making fewer errors, obviously not as many munners will
get on base as will happen with teams with weak pitching
staffs and which are more prone to errors.

Therefore, we must correlate a team’s ERA with the
double plays made by the team in actual competition. First
we determine the number of DPs per game made by the
team. Divide the number of DPs by the number of games
played. ;

Now look up the staff ERA of the team. You are now
ready to use the following chart:

Team ERA Number of Lines
1.00t01.99 21.68x DP/G
2.00t02.99 18.09 x DP/G
3.00t03.99 17.54 x DP/G
4.00t04.99 16.47xDP/G
5.00t05.99 15.67 x DP/G
6.00 or higher 15.00 x DP/G

llustration: It a team had an ERA of 3.50 and 1.1 DPs
per game. Multiply 1.1 times 17 54 equals 19.29, which
rounds oft to 19 lines. You would assign 3-1-1 to 3—4-1
as the Double Play range for that team.

ERA ADJUSTMENT CHART

Extra Innings balances offense and defense. The bat-
ter's “hitting lines” give him his batting average and
power factors. In an extended competition he will face
both strong and weak pitchers.

To allow for this we give each pitcher the ability to
raise or lower a batters average and power factors ac-
cording to the pitcher's eamed run average.

Once you have absorbed the basic play of ““EI"’ we urge

that you adopt the ERA Adjustment Chart. Otherwise, all
pitchers will perform at the same level.

Look at this chart. You’ll see that 3,27 through 3.41 is
set as the leve! at which no change is made in the batter’s
“hitting lines” and power factors. With the chart in use
in circumstances when it is applied, any pitcher with an
FRA between 3.27 and 3.41 has no effect on hitters as
they are rated. Pitchers with lower or higher ERAs do.

The chast, as presented, is intended for use in games or
leagues with teams from different years, such as may be
chosen from the Historic Team section or ‘‘drafted” from
the Hall of Fame or Top 400 sections.

However, when replaying an actual season, that league’s
pitching ERA becomes the ‘‘norm,” the level at which no
changes are made. For example: if you were replaying
the 1972 American League, when the league ERA was
307, the level at which no changes were made would be
295312, You'll have to ‘‘slide’” your deducted and
added lines mentally.

We do not have a totally satisfactory application for re-
played World Series as, more often than not, each league’s
representative ts working from a somewhat different league
ERA.

We favor assigning the league ERA as the “‘norm” to
that league’s tepresentative. ‘You could argue that the
opposite league’'s ERA should be used. Or, you could
fall back on the ERA Adjustment Chart as it is printed
and use 3.27 —3.41 as the standard for both. In any event,
the basic purpose of the Adjusted ERA Chart is maintained
to give low ERA pitchers an advantage and to apply a
penalty to those with a high ERA.

WALKS BY PITCHERS

When we discussed the First Roll Chart we said we’d
take up walks later on. This is the time. We have set
aside the range of combinations on the First Roll Chart
from 1-1-1 to 1-6—6 for walks.

All pitchers on the rosters you have are rated to issue
bases on balls at the frequency they did in actual play.
The rating is arrived at in this way: three times the inn-
ings pitched, plus hits, plus walks to determine batters
faced by pitcher (BFP). At this time the National League
includes BFP with its official statistics, the American
League does not. The formula we have provided is not a
100 per cent accounting of batters faced by pitchers in a
ceason. It lacks hit batsmen and batters reaching base
on errors. However, a true tabulation must also account
for runners erased on double plays, steal attempts and
picked off base. The formula we use compares very close-
ly with the actual BFP figures of the National League.

Having obtained the BFP figure we now divide that figure
into 90 per cent of the pitchers walks. We leave 10 per
cent for intentional walks to be given in replays and for
the influence of “‘plus walks hitters” (to be described
{ater in this section.)

Ilustration of the formula: let's say a pitcher had 281
innings pitched, given up 214 hits and 122 walks. We'd
have 3x281 equals 843 plus 214 plus 122 equals 1179
divided into 90 per cent of his walks (110) times 216
equals 20 lines (1-4-2). This pitcher’s walk rating would
be 1-4—2. On the First Roll he would yield a base on
balls on all combinations from 1-1-1 through 1-4-2
(20 lines).

We have now accounted for the pitcher's role in issuing
walks. We could leave it there and have realism and ac-
curacy so far as the pitcher's replay stats were concemed.
But, if we did we'd have all batters averaging the same
aumber of walks over a seasen’s play. Walks average a-
bout 10 per cent for all pitchers combined. If all batters
obtained 10 per cent walks for their plate appearances
wed find that many hitters would have distorted records.
Those hitters who work a pitcher to get on, and whose
talents are part of their contribution to team offense, would
lose this value. Also, the feared power hitter who causes
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pitchers to work him carefully, risking a walk rather than'
a home mn would walk less often. In a table game this
would mean many more times at bat. In tum this would
mean proportionately more home runs and other hits.

WALKS BY BATTERS - o

To give a balancing effect te the hitter on the issuing
of walks, by being either a dangerous hitter, a patient
worker of pitchers or a free swinger who accepts fewer
walks than the average playe:, we have rated such batters
PW  (plus walks) or MW (minus walks).

Remember, pitchers yield walks at an average of 10 per
cent, therefore batters obtain them at the same average.
The great majority of batters are not in either group, PW
or MW. We-identily PW.(Plus Walks) batters as those who
obtain. 100. or more walks in a season or who walk, 20 per
cent or more times compared to their at bats (ABs divided
into walks, including intentional). For MW (Minus Walks)
we use the same formula and apply this rating to those
who only walk _5 per cent or less of the time.

The PW and MW ratings for batters now must affect the
pitcher's walk ratings and adjust them. The Py rating in-
creases the pitcher’s walk rating against a batter so rated
by three full numbers on the second (white) dice, up to a
maximum of 1-6-6. A pitcher with a walk rating of 1=3-2
would be 1-6--2 against a PW rated batter.

For MW (Minus Walks) we make the adjustment dowaward
by two full numbers on the second dice. The pitcher with
a 1-4-2 rating would drop to a 1-2-2 for a MW rated bat-
ter. The minimum decrease allowed is to 1—1_6.

NOTE: You might find these manipulations unnecessary
to provide you with all the action you find satisfactory.
You can adopt a standard for bases on balls and eliminate
separate considerations for each pitcher's walk rating and
whether or not a batter has an effect against it.

Just alter the First Roll Chart to show a base on balls
for all rolls from 1-1-1 to 1-4-1. You will be sacrificing
accuracy, realism and gamesmanship, but we recognize
that not all table gamers seek the same gratifications.

STRIKE OUTS

Each pitcher on your rosters is rated for strike outs.
When discussing the Second Roll Chart we said that put
outs on ground balls would be converted to strike outs
according to the pitcher's strike out rating,

First, we’ll explain how a pitcher's strike out rating is
determined and then show how it is applied.

There 1s a significant difference in determining walks
from strike outs in ““EL’" As this game is conducted with
two rolls, with walks being determined on the first roll
and the second roll being used entirely for recording of
hits or outs (combined making up ““at bats’’), we eliminate
walks in figuring a BFP which will only include ABs. The
formula is 3xInP plus hits. Divide that into strike outs
and multiply by 216 to leam the number of lines to be
assigned for strike outs by the pitches. Count them down
from 6—6-6.

A pitcher who struck out 10 per cent of all batters he
faced, would use 22 lines for strike outs. You'd credit
him with a strike out on all Second Rolls from 6-3-3 to
6—0-6.

NOTE: Again, if you want to sacrifice accuracy, rea-
lism and gamesmanship for speed and simplicity, you can
just regard every mll from 6-2--6 through 6-6-6 as a
strike out by every pitcher.

-

STRIKE QUTS BY BATTERS

Some batters strike out very often, some get a piece of
the ball most often. From a realism point, this is more
important at the extremes. You'd expect Babe Rath and
Mickey Mantel to strike out more often than the average

batter; you’'d expect a puncu hitter to fan less often. As
batted balls often affect the movement of base runners
yowll want the style of a hitter to be realistic. In modem
play batters, swinging more freely at pitchers with greater
velocity and starters lifted more quickly for top flight re-
lievers, strike out more often than in earlier years of base-
ball.

Strike outs are registered, slightly better than 20 per
cent on all put outs. To identify those who fan more fre-
quently than average, we’ll add strike outs to those who
fan more than 30 per cent of their outs (not at bats). On
the other end of the scale, we'll use less than 10 per
cent of their outs (not at bats). The formula is this. ABs
minus--hits-divided-into strike outs. Those who strike
out more than 30 per cent of the time are identified as PK
(plus strike outs), those less than 10 per cent are MK (mi-
nus  strike outs.) =

Application is-simply this: A PK batter increases pitch-
er's strike out rating by 3 numbers on second (white) dice,
an MK batter deécreases it by two numbers.

PLAYING SAFE

The team at bat can eliminate the rigk of having a base
runner picked off or a unner who is not forced being doubled
off his base he declaring it is “‘playing safe.”” When this
condition is in effect, the Double Play Chart is only ef-
fective on a ground ball with a runner on first base. No
base runner can be doubled off his base. The pickoff plays
on the First Roll Chart (2-1-3 and 2—-1-4) are suspended.

To offset this, a base hit made when a team is “playing
safe’’ can only advance a runner one hase further than the
hit itself. A base runner can only advance one base. For
example: when “‘playing safe’” with a runner on second, a
single or double would advance him only to third base. A
runner on first would advance only to third on a double,
only to second on a single.

INJURIES

We commented, when describing the First Roll Chart,
that this is an optional touch of realism. We’ve made it
possible for injuries to occur and feel it adds a realistic
factor in the playing of a single game. When it happens,
the injured player leaves the game and is replaced.

However, the duration of time lost because of an injury
becomes a factor if you are conducting a series of games
or playing a season. You have sevetal options: one, of
Course, is to simply ignore all injuries.  Another is to re-
cognize the injury but only take the player out of the game,
and not extend the time lost. Many who replay actual
seasons prefer to be guided by the number of games played
and times at bat shown for each player on the roster. An
injury which forces a player out of the game for a long
period can upset that approach.

Others, either using all-star combinations or having
created a fictitious world of ball players (as in Robert
Coover's “The Universal Baseball Association, ]. Henry
Waugh, Prop.””) want to have players sidelined. (Person-
ally, we stop short of fatalities).

For the purpose of creating a length of time lost be-
cause of injury we provide the following.

Roll the dice to determine length of injury period.

1-1-1 thr 4-6-6. Returns to action with next game.

5-1-1 thru 5—-1—-§ misses one game; 5-2-1 thru 5-2-¢
misses two games; 5-3—1 thru 5-3—6 misses three games;
5-4--1 thru 5-4—6 misses four games; 5-5-1 thru 5-5-¢
misses five games; 5-6—1 thru 5—-6--6 misses six games.

6—1-1 thru 6-3-6 misses ten games: 6—4—1 thru 6—5—-6
misses 15 games; 6-6-1 thru 6—6—4 misses 20 games;
6-6-5 and 6-6-—6 out for.rest of season.

If a pitcher is injured he cannot be used in the follow-
ing six games on a roll from 5-1-1 to 5-6-6. He cannot
be used in the next ten games on a roll from 6—1-1 to




6—4-6; the next fifteen games from 6-5-1 to 6-~5-5; the
next twenty games from 6-5-6 to 6-6—4 and is out for
the season on rolls 6—6-—5 and 6—6—6€.

MNote: On a Hit Batter (First Rell Chart 2—1-1) apply the
same injury information. However, on rolls from 1-1-1
thru 4-6-6 he remains in the game.

[njured Player: On base. hits, the wnner is the injured
player. On put outs the player making the put cut is the
injured player. On the force play at second, if the batter
is right handed the play is made by the seccnd baseman,
if the batter is left handed by the short stop. On tag plays
at the plate, if the third (green) dice is 1~2--3~4, the run-
ner is injured; 5 and 6, the catcher is injured.

RATING THE PLAYERS FOR HITTING

In earlier sections we found it more practical to discuss
the techniques of rating players so that you would under-
stand the principles as well as the application. In batting
we have not yet showed you how batters are rated for ex-
tra base hitting. The formula is this: At bats divided into
the extra base hit — do HR first. If batter had 529 ABs
and 25 HR, 529 into 25 is .047. Multiplv by 216 (lines) to
get ten lines. Rate 1-1-1 through 1-2-4 for homers. Do
same steps for triples, then doubles.

The batting averages have been described as being in
effect against both right and left handed pitching. We pro-
vide you with the dice combinations to bring about all bat-
ting averages with the text. These are the results of com-
puter computations based upon the expectation that a bat-
ter faces a mixture of pitching which will be 80 per cent
right handed and 20 per cent left handed.

Vou have leamed how to rate pitchers for walks and
strike outs. Team ratings for double plays and errors have
also been described.

We now reach the area of “subjective’’ ratings. These
are running speed, throwing ability and defensive capabil-
ity. Unlike the ratings which are entirely the result of
arithmetic (batting, power hitting, walks, strike outs, etc.)
these require an ‘“‘opinion.”’

In ratings we provide we try to be objective and to have
a basis for our opinion. We rely on reputation, observation
and are guided by statistics.

Running Ratings have been discussed in some detail
already. We've explained why we discriminate against
pitchers. Stolen bases is not an absolute indicator of run-
ning speed. Joe DiMaggio and Mickey Mantle were ex-
ceptional base stealers on those rare occasions whey they
found it important. Usually they waited for the next Yan-
kee slugger to bat them home. Of course, Mantle had in-
jury prone legs and limited his risks. Both were outstand-
ing in taking the extra base.

Throwing ratings for outfielders depend mostly on the
number of assists. Again, this is not an absolute statistic.
As we commented in discussing steals against catchers;
a suspected or known poor am will encourage runners to
make many more attempts. The percentage of runners
thrown out may be low (but is not a published stat) but
the number of assists (which is a published stat) may be
high.

DEFENSIVE RATINGS

Over-all Defensive Ratings are very much a matter of
opinion. Many of the greatest defensive players have led
the league in errors and some of the most limited players
have had league leading fielding averages.

The effect of running and throwing ratings are built into
the charts where this is a factor. However, we have rated
some players SD (Superior Defense) and LD (Limited De-
fense) and there is a specific application of these ratings
to the play of the game.

Please observe that on the Second Roll Chart we have
boxed some of the combinations.

When an LD (Limited Defensive) player is at the posi-
tion identified inside a boxed combination the put out be-
comes a base hit (single).

For example: With a left handed batter at the plate and
one out, a 5-2—1 is rolled. The series identifies it as a
ground ball and the one on the third die (for a LHB and
none out) directs you to a 3UA (put out by first baseman
unassisted). However, if an LD first baseman was at that
position it would go as a hit.

Players rated SD (Superior Defense) affect base hits.
They tum base hits into put outs.

All base hits are directed somewhere. On the Second
Roll Chart you will find these designations. This shows
the outiielder who finally picks up the safely hit ball,
whether it is a single over the infield or a double or triple
up the aileys or over the fielder's head. Less frequent in-
volvement by a first or third baseman is also provided.
When we discussed “‘Errors Following Base Hits” wealso
described infield hits, where a ball is knocked down and
kept in the infield.

When a base hit is made you know who will handle the
ball, mostly an outfielder, butit can be an infielder or a
pitcher.

Whenever a base hit, single, double, triple or home run,
is the top of the batter's range for each type of hit (after
ERA Adjustment is applied if you are using this) and it
goes to an SD rated player, itis tumed into an out (put
oul, unassisted) and any base mnners hold their bases.

Example: The batter is rated 17 6/1-9-3/1-3-]. for
extra bases and 2—4—4/2-5-1 for singles. A roll of ex-
actly 1—1-6 would mean a home mun to left field. If the
left fielder were rated SD, it would be a put out instead.
A roll of 1-2-3 would mean a triple to center field. An
SD center fielder would catch it for a put out. A roll of
1—-3-1 would be a double over first base. An SD first baseman
would catch the ball on 1--3-1.

Against a left handed pitches, a roll of 2-4-4 would be
an infield single to the second baseman. 1f an SD second
baseman, it would be an out, unassisted. .

The use of LD and SD players adds considerable interest
to the play of the game and their effect balances out over
aseason’s play.

PLAYING THE GAME....

“Extra Innings” was designed to allow the re-playing
of a complete season based upon official statistics. Ob-
viously, if it meets that standard, any shorter version can
be handled. Games play in 30 minutes, or less, solitaire,
once you’ve become familiar with the rules.

When space pemmits, we suggest that a large back board
be obtained and propped up to be both a back board against
which to roll the dice and to which to tack the charts.

In designing ‘‘Extra Innings’’ we have tried to include
all fringe action on an optional basis. If you want to uti-
lize the sophistications of SD and LD players, the counter
balancing effects of pitchers and hitters on walks, you can.

Here are some further “‘optional devices.”

Home Tean Advamiage. Most teams win more often at
home than on the road. They have the advantage of a fa-
miliar ball park, fan support (usually), and are living at
home. Probably more important, teams are assembled so
that players can use their talents best. A ball park with 2
short left field fence (Fenway Park, Boston) will try to
obtain right handed pull hitters; the New York Vankees,
with a short distance to right field and a long way to left
field, will go for left handed pull hitters.

Teams which play in spacious ball parks (Los Angeles
Dodgers, for example) go for line drive hitters who are
fast runners. In other words, most teams are put together
to take advantage of the home ball park where they’ll play
half their season’s games.

If you want to shade the statistics you can increase the
power lines for the home team by one number of the third
(green) dice for home runs, triples and doubles! If batter
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has no power lines in an extra base category, give him one
starting with doubles. At the same time decrease the vis-
iting team’s power lines the same way.

Effect of Tiring Pitcher...We cannot find a satisfactory
method to utilize which is substantiated by stats. Qb-
viously pitchers do tire. Vet, they are relieved most often
after allowing batters to get on base but before runs are
scored against them. The reliel pitcher’s ability to close
off the inning without the runners scoring and being charged
to the previous pitcher is an unmeasureable intangible.

Bv basing our pitcher ratings on ERA we are recognizing
a stat which is the composite of all innings pitched, fresh
and weary. We defer to those who like to ‘‘fine tune”
table games any alterations in pitcher ratings (o recognize
a reduced effectiveness after a pitcher has gone any num-
ber of innings.

Streiching Base Hits...Players are rated to replicate extra
base hits, including those they stretched from singles to
doubles, doubles to triples, etc. In “EI'" a single is a
single. If, as sumogale manager, you wish to have the
batter try to increase this to a double (or a double to a
triple) utilize the Stolen Base Chart after action is com-
pleted and, if successful, register it as a double instead
of stolen base. Over use will warp the true life stats to
be duplicated but i's YOUR GAME. “‘EI'" has given you
the techniques to make any changes you feel will make
the game more exciting to you as you choose to play it.

Forestalling Questions: We don’t want, ever, to reach a
point of corporate stuffiness which sees us replying
to questions by form letter or ignoring them. Still, most
of those which require specific answers stem from the
following:

The use of stats which have been introduced in recent
years (attempted steals, for example). “‘E]" is intended
for play both by those table gamers who relate to today’s
teams and those who prefer to use teams and players from
earlier eras,

Our guiding rule is that, unless a stat is included in
that fantastic resource work, MacMillan’s ‘‘The Baseball
Encyclopedia,”” we don’t use it.

Prepared rosters for earlier seasons. Other than making
this a feature of the newsletter from time to time, we cannot
expend the time and absorb the printing cost for full leagues
unless enough interest is shown. In the meantime, we
have shown you how to do it for yourself.

Now, we hope you’ve absorbed most of what you've
read and will leamn “EI’’ by playing it. If you do, and if
you have the imagination and intelligence, you have many
years of a most rewarding hobby ahead. Play ball!

GETTING STARTED WITH ‘‘EXTRA INNINGS”

The game is explained in full detail. We realize it might
overwhelm some younger players. Yet, it can be played in
a very simple form at the start.

Your ability to keep a boxscore is presumed. So long
as you can understand your entries, that’s all that counts.
There are a great many ways of scoring plays. The use of
standard position numbers is a requirement. We've already
listed these in the text. 1 equals pitcher, 2 equals catch-
er, 3 equals first baseman; 4 equals second baseman; 5
equals third baseman; 6 equals short stop; 7 equals left
fielder; 8§ equals center fielder; O equals right fielder.

There is no “‘game board”’ with Extra Innings. By keep-
ing a box score account of the game you don’t need one to
tell you where base runners are, how many outs, what inn-
ing, etc.

To get started, all you need is your team roster and the
First and Second Roll Charts. Read the sections that tell
how to use the First and Second Roll Charts. Now, make
out a box score and start rolling the dice. Play a few
practice games and pay no attention to errors and double
plays if they come up on the First Roll Chart. Get the
feel of the game first. Don’t concem yourself with the Ad-
justed ERA Chart. Handle all pitchers alike. Any First
Roll from ]-1-1 thru 1-4-2 is a walk to any batter. Any roll

from 6-3-3 to 6-6-6 is a strike out, by any pitcher of any
batter.

Play enough games to get the feel of things. Then start
using more things: the Stolen Base Chart, Advancing on
Singles and Doubles, Sacrifice Bunt, Sacrifice Fly. Save
the Adjusted ERA Chart to be the last element of advanc-
ed play you work in.




