GOAL PRO SOCCER

RULES

Goal Pro Soccer is Copyright 2002-2006 by Edward R. Meek

These rules reorganized and rewritten, Copyright 2003 by Brien Martin

Version 3 charts and revisions, Copyright 2006 by Edward R. Meek

INTRODUCTION

Goal Pro Soccer is a re-creation of the outdoor game, popular the world over.  The game is driven by a combination of fast action cards, dice, and charts.  Goal Pro Soccer lets you play using top professional and amateur teams, rated for their abilities on the pitch.  Individual players are rated for their ability to finish, and keepers are rated for their ability to keep the ball out of the goal.

Goal Pro Soccer is an easy game to learn, and an easy game to master, producing realistic results and statistics.  Matches take, on average, between 25 to 30 minutes, longer if you are keeping detailed match statistics.

1. SET-UP

1.1 Pull out all of the charts and tables for use with the game.  Then, place the playing field on the table, using a coin, chit, or other marker to track the progress of the ball up and down the playing field.  Also, have a copy of the score sheet or a blank piece of paper nearby to record team data and match statistics.  In addition, you’ll need one pair of dice, each die a different color.

1.2 Select two teams to play today’s match, and enter each team’s respective Offense and Defense ratings in the spaces provided.  Note that each team is rated on Offense and Defense for both home matches and away matches.  Be sure to use the correct rating for each club.

1.21 COMPUTING TACKLE RATING

After you have filled in the Offense and Defense ratings for both clubs, you must now compute the Tackle Rating that each team will use during the match.  The Tackle Rating is determined by comparing one team’s Offense rating with the other team’s Defense rating on the Tackling Chart.  Cross-reference the proper ratings on the Tackling Chart, and write that number on the Defense’s Tackle Rating box on the score sheet or blank sheet of paper.

EXAMPLE:  Team A has an away Offense rating of C.  Team B has a home Defense rating of A.  Cross-referencing Team A’s Offense rating vs. Team B’s Defense rating on the Tackling Chart, we find the number 4.  Team B has a Tackle Rating of 4 for this match.

1.22 If a match takes place between teams in different classifications or divisions (such as during the FA Cup in England, where teams from the Third Division may compete against Premiership clubs), increase the Offense and Defense ratings of the club in the higher classification by one level for each difference in classification, and decrease the Offense and Defense ratings of the club with the lower classification by one level for each difference in classification.

EXAMPLE: Arsenal (Premiership) are playing Millwall (2nd Division).  There is a two-level difference in classification.  Thus, Arsenal’s team ratings are increased two levels (to a maximum of A) and Millwall’s team ratings are decreased two levels (to a minimum of G).

1.3 Fill in the starting lineups for both teams, writing their ratings in the spaces provided.  Also, fill in a maximum of four substitutes for today’s match.  Under international rules, a maximum of four substitutions are allowed in “friendly” (that is, non-competition) matches, but only a maximum of three substitutions in official competitions (such as the World Cup, national League play, international tournaments, and national Cup play).

1.4 Once you have completed these steps, shuffle the fast action cards.  Then, keeping the cards face down, count out 45 cards to form the draw pile.  After you have created the draw pile, count out five additional cards for use in the event of stoppage or injury time.  The remaining cards are set aside and used for the second half.  At the start of the second half, count out an additional 45 cards and replace any cards used from the stoppage time draw pile.  Any cards still remaining are not used.

1.41 EXTRA TIME

Should the match go into extra time, shuffle all fast action cards (including those not used during the match) and count out two piles, each containing 15 cards.  Extra time consists of two, 15-minute “halves”, and should either team score in extra time, the game is over.  This is commonly referred to as “The Golden Goal”.

1.5 You’re now ready for the coin toss to begin the match.  The team that wins the toss must kickoff.  The team losing the toss selects which end of the field to defend in the first half.  Switch ends of the field after halftime, with the loser of the coin toss kicking off to start the second half.  Repeat this process prior to extra time.

2.0 FAST ACTION CARDS

Goal Pro Soccer is governed by the use of Fast Action Cards.  There are 96 Fast Action Cards in each Goal Pro Soccer set, and they contain all the information you need to play the game.

The following illustrates what a Fast Action Card (hereafter referred to as FAC) looks like:

	ZN1
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	ZN2
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	PASS 2 ZONES
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2.1 The upper section of the card shows which attacking player (numbered 2-11) has received the action on the FAC when in the attacking zones listed to its left (ZN1 – ZN4), as well as the defender marking the attacking player in those zones.  In the example above, offense player #10 is being marked by defense player #6 when the ball is in his opponent’s half of the field.

2.2 The middle section of the card tells you what action has taken place on this turn of the FAC deck.  In the example above, the team in possession of the ball has advanced the ball two zones with its passing.

2.3 The lower section of the card shows which attacking player (numbered 2-11) has received the action on the FAC when in the defending zones listed to its right (ZN4 – ZN1), as well as the defender marking the attacking player in those zones.  In the example above, offense player #5 is being marked by defense player #4 when the ball is in his own half of the field.

2.4 FAC are used as the timing element of Goal Pro Soccer.  The action results found in the middle section of the FAC tell you, the player, where the ball is on the field after one minute of action has taken place.  The FAC distills a full soccer match down into specific, identifiable actions that have a direct bearing on the outcome of the match.

2.41 Each FAC flipped advances the match clock one minute.  Halves are 45 minutes (45 cards) in length, but may be extended by the referee for stoppages and injuries outside the normal stoppages in the game.  Extra time sessions are 15 minutes (15 cards) in length.

2.42 INJURY/STOPPAGE TIME

Injury/Stoppage time can be added to the end of each half in one of two ways:

· By events on the charts, noted by the phrase “(x minutes)”.  Certain chart events call for the addition of stoppage time.  Total all stoppage time as the final card is flipped from the draw pile, and use that same number of cards from the stoppage time draw pile in order to complete the half/extra time session.

· By die roll.  Should no specific event cause stoppage time to accumulate, players should roll one die after the final card is flipped from the draw pile.  Subtract 1 from the die roll to determine how many minutes of stoppage time (played from the stoppage time draw pile) are added onto the half/extra time session.

When the stoppage time draw pile is exhausted, the half/extra time session is over.  Should the accumulated stoppage time exceed the size of the draw pile, count additional cards from those set aside until there are enough cards in the draw pile to complete the half/extra time session.

2.5 FAC ACTION RESULTS

There are seven possible results that can be obtained through the Action Section of each FAC.  They are:  Pass Same Zone, Pass 1 Zone, Pass 2 Zones, Pass 3 Zones, Tackle, Tackle – x, and Pass 1 Zone – Whistle.  The following explains what each of these seven results mean in terms of playing Goal Pro Soccer:

· PASS SAME ZONE:  Ball stays in current zone as teammates pass laterally to each other.

· PASS 1 ZONE:  Advance the ball one zone forward and retain possession of the ball.

· PASS 2 ZONES:  Advance the ball two zones forward and retain possession of the ball.  If, as a result of advancing two zones, the ball should carry out of Zone 1, the ball is over the goal line and put in play with a goal kick from Zone 1.

· PASS 3 ZONES:  Advance the ball three zones forward and retain possession of the ball.  If, as a result of advancing three zones, the ball should carry out of Zone 1, the ball is over the goal line and put in play with a goal kick from Zone 1.

· TACKLE:  Ball is taken away in the current zone by the defender.

· TACKLE – X:  Defender may take ball away.  Compare the number on the FAC (X) to the Defensive Team’s Tackle Rating.  If the number on the FAC is less than or equal to the Tackle Rating, the defender takes the ball away in the current zone.  If the number on the FAC is greater than the Tackle Rating, the result is changed to PASS 1 ZONE.

· PASS 1 ZONE – WHISTLE:  Advance the ball one zone, then roll two dice (reading the darker colored die first; i.e., a red 5 and white 2 are “52”, not “7”) and consult the REFEREE’S WHISTLE chart to see what the call is on the pitch.

2.51 If the result is IFK, the team that was fouled then rolls on the INDIRECT FREE KICK CHART to determine the result of the free kick.  Goals cannot be scored directly from an indirect free kick.

2.52 If the result is DFK, the team that was fouled then rolls on the DIRECT FREE KICK CHART to determine the result of the free kick.  Goals may be scored directly from a direct free kick.

2.53 Should a DFK be awarded inside Attacking Zone 1, the result is a penalty kick.

2.54 If the result should require a restart by DROP BALL, roll one die.  If the die roll is 1-3, the attacking team (defined as having been the attacking team at the time the whistle was blown) takes possession in the current zone.  If the die roll is 4-6, the defending team (defined as having been the defending team at the time the whistle was blown) takes possession in the current zone.

2.55 Alternately, should the player agree that one team had been harmed by the stoppage causing the drop ball; he may award the drop ball automatically to the team that was harmed by the stoppage.

EXAMPLE:  Team A has possession in its Attacking Zone 2 and draws a PASS 1 ZONE – WHISTLE FAC.  As a result, the dice are rolled, and 63 is the result.  The result for 63 is “Referee holds up play for an errant ball coming in from outside the touch line, restart with DROP BALL”.  Clearly, Team A was harmed by this stoppage, as they were in Attack Zone 1 with a very good chance at goal.  You, as “the referee”, may forego the formal drop ball procedure and award the ball to Team A in Attack Zone 1.

2.56 One other result is possible on the Referee’s Whistle Chart, and that is the UNUSUAL PLAY CHART.  When this happens, roll both dice again and consult the Unusual Play Chart.  Follow the directions on that chart to determine what happened on the play.

2.57 If a Referee’s Whistle takes place in zone 1, go to REFEREE’S WHISTLE FOR ZONE 1.  Roll dice and add the scores for result. (note: this is the major revision for Ver. 3 after many have mentioned that there were too many PKs in their games).

2.6 “UNKNOWN” PLAYERS

In some cases, the game charts will not identify which player has the ball or is taking the shot.  When this happens, roll both dice and consult the Player Identification Chart to find out who has the ball (the number preceding the dash) and who is marking him (the number following the dash).

3.0 SHOOTING THE BALL

3.1 Shots may be attempted anytime the ball enters Attacking Zone 3 and Attacking Zone 2.  Players simply announce their intention to shoot, rather than attempting to advance the ball via a FAC flip.  Shots must be attempted whenever the ball enters Attacking Zone 1.  There is no option to pass the ball again.

3.2 The FAC card that brings the ball into the shooting zone is the one consulted to determine which player is shooting the ball.  Use the “ATT” number in the top section of the FAC to determine the player taking the shot.

3.3 Once it has been determined which player is taking the shot, roll two dice and consult the SHOT CHART, adding the dice together in the normal fashion (i.e., and “5” and a “2” would be “7”, not “52”).

3.4 Each player is given a Shot Rating (from 0-3).  Cross-reference the dice roll with the proper SR column (SR0 – SR3) on the proper Zone chart (1-3) to find out the result of the shot.

EXAMPLE:  Team A’s Player 9 is shooting from Zone 2.  Player 9’s Shot Rating is 2.  The dice are rolled, coming up as a total of 9.  Checking the Zone 2 section of the Shot Chart, we find that a dice roll of 9 for a SR2 shooter results in “ON NET”.

3.5 There are only four possible results from the Shot Chart:

· HIGH: The shot sailed high above the crossbar.  Play restarts with a goal kick by the defending team.

· WIDE: The shot sailed either wide left or wide right of the goalposts.  Play restarts with a goal kick by the defending team.

· ON NET: The shot is on target, and the goalkeeper must attempt to keep the ball out of the goal.  Roll the dice again and consult the KEEPER SAVE CHART for the final result of the shot.

· GOAL!: A terrific shot beats the keeper.  Restart the match with a kickoff from the center circle.

3.6 DOUBLE TEAM

When shooting from Zones 1 or 2, if the dice roll comes up doubles, reduce the shooter’s Shot Rating by one, to a minimum of 0.

3.7 EXCEPTIONAL GOAL SCORERS

Every so often, a player comes along whose goal-scoring prowess is so dominant that he earns a Shot Rating of 4.  When this happens, use the SR3 column of the Shot Chart for all shots by this player, but modify the dice roll by adding one to it.

4.0 KEEPER SAVE CHART

4.1 When the Shot Chart returns a result of “ON NET”, roll both dice, reading the darker colored die first, and consult the Keeper Save Chart.  This chart will resolve the shot attempt.

4.2 In many cases, the goalkeeper will make the save, and then distribute the ball via PASS results.  In other cases, the goalkeeper or other defender will deflect the ball over the goal line, but away from the goal, resulting in a corner kick.  Should a corner kick result, roll the dice one additional time and consult the Corner Kick Chart for the result of the corner kick.  In other cases, the ball rebounds for a rebound shot by a designated attacking player.

4.3 Finally, the chart may result in KEEPER CHECK.  On this result, you would roll the dice again and cross-reference the dice roll with the goalkeeper’s rating on the Keeper Check Chart.

5.0 KEEPER CHECK CHART

5.1 There are three possible results on the Keeper Check Chart:

· SAVE: The keeper makes a nice save.  Roll the dice and consult the GOAL KICK/KEEPER PASS CHART to see how the keeper distributes the ball.

· CORNER: The keeper makes a save, but deflects the ball wide of the posts or over the bar and out of play for a corner kick.  Roll the dice again and consult the Corner Kick Chart for the outcome of the corner kick.

· GOAL: The keeper is unable to stop the shot, resulting in a goal.  Restart the game with a kickoff from the center circle.

6.0 CORNER KICK CHART

6.1 When the Keeper Save Chart or Keeper Check Chart returns a result of “CORNER KICK”, roll both dice, reading the darker colored die first, and consult the Corner Kick Chart.  This chart will resolve the corner kick attempt.

6.2 In many cases, the attacking team will take a shot on net.  In other cases, the attacking team will advance or move the ball with PASS results.  In yet other cases, the defenders will intercept the ball and start play going the other way.  Should a corner kick result, roll the dice one additional time and consult the Corner Kick Chart for the result of the corner kick.

6.3 Finally, the chart may result in KEEPER CATCH.  On this result, you would roll the dice again and consult the GOAL KICK/KEEPER PASS CHART.

7.0 GOAL KICK/KEEPER PASS CHART

This chart is consulted whenever the other charts return a result of “GOAL KICK” or “KEEPER CATCH”.  Roll both dice and consult the Goal Kick/Keeper Pass Chart for the final outcome of the distribution by the keeper.

8.0 INJURIES

Occasionally, the many play charts will designate a player who has been injured on the play.  In some cases, the extent of the injury is mentioned in the chart result.

However, whenever the charts call for an Injury Check, roll two dice, adding them, and consult the Injury Chart found at the bottom of the particular chart upon which the injury occurred.

8.1 A result of “OUT, GM” means that the injured player must come out of the match.  He will be able to return for the next match.  You may substitute for an injured player, provided that you have not already used your allowed substitutions for this match.

8.2 A result of “OUT, G+1” means that the injured player is out of this match plus will miss the next scheduled match, as well.  You may substitute for an injured player, provided that you have not already used your allowed substitutions for this match.

8.3 A result of “OK” means that while the player was indeed down, he is okay, and can continue playing in the match.  A round of applause from the fans is heard as the player returns to his feet.

8.4 If a player is lost due to injury, that team must adjust its Offense and Defense ratings down two levels to a minimum of G.  Recompute the Tackle Ratings based on these new, revised team ratings.

9.0 CAUTIONS AND SEND-OFFS

The referee will issue cautions (yellow cards) and send-offs (red cards) as a result of actions from the charts.  These disciplinary tactics have the following affects on the match:

9.1 CAUTIONS: A single caution is an official warning that the player’s actions go beyond the bounds of fair play.  Players who earn a second caution in any single match are then sent-off.  [NOTE: In the play charts, you may see reference to a player being "booked".  This is a slang term for a caution.]

9.11 In international competitions, penalty points are given to players for each caution.  If a player exceeds a set number of accumulated points for the competition, he is suspended one match.

9.2 SEND-OFF:  Some acts are so violent or so unsportsmanlike that the referee has no choice but to send a player from the pitch.  Players sent-off for a single infraction, or for a second caution, may not be replaced on the pitch, forcing their side to play down a man (or more) as a result.

9.21 In international competitions, penalty points are given to players for each send-off.  A send-off usually results in an automatic, one-match suspension, as well as the accumulation of penalty points.  If a player exceeds a set number of accumulated points for the competition, he is suspended one additional match.

9.22 In addition to the loss of a player, a team losing a player to a send-off must also reduce their Offense and Defense ratings by two levels to a minimum of G.  Recompute the Tackle Ratings based on these new, revised team ratings.

10. FREE KICKS

When the referee stops play for an infraction of the rules, he will award either an indirect free kick (IFK) or a direct free kick (DFK).  When a free kick is awarded, roll both dice and consult the proper chart for the type of kick given.

10.1 Results that are possible on either chart are:

· 2 ZONES: Advance the ball two zones, continue the game with a FAC flip

· 1 ZONE: Advance the ball one zone, continue the game with a FAC flip

· SAME: Keeps the ball in the same zone, continue the game with a FAC flip

· SAME – SH: Keeps the ball in the same zone, but attacking team takes a shot

· SHOT: The player taking the free kick shoots directly on net using the Shot Chart.  Subtract 1 from the dice roll to account for the defense setting up a wall in front of the kicker.

11. OFFSIDE

On certain chart results, players may be called for offside.  If this occurs while the attacking team is still within their own half of the field, consider the player to have been called offside just across the centerline in Attacking Zone 4.  Restart the match with an indirect free kick (IFK) to the defensive team, who takes the free kick from its own Defensive Zone 4.

12. PENALTY KICKS

Whenever the referee awards a direct free kick (DFK) in Attack Zone 1, it is automatically a penalty kick.  To conduct a penalty kick, roll both dice.  If the result is doubles, the shot is missed.  Consult the Missed Penalty Kick Chart to find out why the kick was missed, as well as what happens next.

If the result is anything else other than doubles, a goal is scored.  Restart the match with a kickoff from the center circle.

12.1 PENALTY KICK SHOOTOUTS

In most leagues, competitions, and tournaments around the world, if a match ends after 90 minutes of regulation and 30 minutes of extra time with the score still tied, a penalty kick shootout is held to determine a winner.

12.11 To begin the shootout, the teams must conduct a coin toss.  The winner of the coin toss must shoot first, with the losing team choosing which end of the pitch will be used for the shootout.

12.12 Each team now chooses five players from among those players still in the match at the end of extra time.  These players will take part in the first shootout session.  Coaches must announce the shooting order of these five players before the shootout may begin.

12.13 Teams now alternate penalty shots, with the team having won the coin toss shooting first.  There are five "rounds" to each shootout session, with a round consisting of each team having one shooter attempt a penalty kick.

12.14 Each penalty kick converted counts as one shootout goal.  Each penalty kick missed counts as zero shootout goals.  When a penalty kick is missed during a shootout session, ignore the chart above as rebounds, corner kicks, and goal kicks are not possible during a shootout.

12.15 Teams alternate shots until one team has an advantage in goals that exceed the number of shots remaining for their opponent.  If, after all five shooters for each team have had the opportunity to shoot, the number of shootout goals remains tied, a second penalty kick session will be necessary.

12.16 The process for the second session of penalty kicks is the same as the first round, except that the five players chosen may not have already participated in the first shootout round.

12.17 In the second round, the nature of the shootout is "sudden death".  That is, the first team to miss a penalty kick loses, provided their opponent makes their penalty kick in the same round.

13.0 Ratings for Soccer Replay and Full – Time for use in Goal Pro Soccer

Conversion of ratings for SR and FT is easy to do for Goal.  Team Defense and Team Offense stays the same.  Strike ratings are converted as such:

SR & FT
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Keeper ratings is the tough one.  Keepers with 3 ratings (9-11, 10-12) get 9’s.  Keepers with the 9-10 rating get 8 (most get this one).  Keepers with 10-11 or 11-12 get 7.  Keepers with one rating get 6.  Never go below 6.  Keepers with 4 ratings (9-12) get 10.  10 is the absolute ceiling.  However with the new keeper check charts, some results will reduce a keeper’s rating by 2 so it is possible that a 10 rated netminder will give up the extra odd goal.

Any questions, grey matter, feel free to email me at:

Emeek19@aol.com
Enjoy the Beautiful Game!

