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3 IN 1 FOOTBALL

3 in 1 Football is a two-player or player vs. computer game that allows
you to coach your favorite current pro or college teams as well as many
great teams of the past. The game is a realistic simulation of football that

allows you to control strategy by your offensive and defensive play-calling
combined with your knowledge of both football in general and the specific

teams involved in the game. The outcome of each play is determined
by the strengths and weaknesses of each team AND by your coaching
decisions.

The game has been throughly researched and season play-tested and

is THE most statistically accurate game on the market today. It also offers
you the option of allowing the computer to coach BOTH teams as you

watch a dream matchup being played right before your eyes!
LOADING THE GAME

APPLE: 1) Insert game disk.
2} Boot normally.
3) Be sure CAPS LOCK key is down.

COMMODORE: 1) Be certain that cartridge slot is empty.
2) Type LOAD”*"8
3) Type RUN -
4) For C-128, be sure SHIFT LOCK key is down.

IBM: 1) Boot DOS
2) Type BASIC/S:610 (for PC & PCjr)
or BASIC/I/S:610
or GWBASIC/I/S:610
depending on your compatible and BASIC
language.
3) Insert game disk.
4) Type LOAD “program”
5) Type RUN
6) Be sure CAPS LOCK key is down.

AMIGA: 1) Insert kickstart disk and boot normally.

2} Insert game disk when Workbench is prompted.
3) Select game disk icon, click left mouse button

twice.

4) Select "FOOT.BAS” icon and click left button
twice.

5) Be sure CAPS LOCK key is down.

ATARI 800/ 1; Insert game disk.
800XL/130XE: 2) Turn on computer.

3) Game will load automatically.

ATARI 520ST: 1) Insert game disk into drive A.
| 2) Select "FLOPPY DISK A” icon.

3) Select "BRUN. PRG” icon.
4) Select "FOQOT. RUN” icon.
5) Follow instructions on screen.

MACINTOSH: 1) Insert game disk into first drive.
2) Turn power ON.
3) Select "FOOTBALL” icon.




STARTING THE GAME ¢
After loading, you will be asked to enter a number between 1 and 250.
This is to insure randomness. You can play head to head or against the
computer. You can play on either team’s home field or at a neutral site.
You will also be asked to enter the rules you wish to use; either NFL, USFL,
or College.

ENTERING THE TEAMS

The computer will ask you to enter teams. Place side two of the game
disk face up in the drive (unless you have another game disk) and then
enter the numbers of the teams you wish to play. When playing the
computer, the first team selected will be the one you control. NOTE: After
selecting Team One, you may put a different team disk in the drive, thus
playing teams of different disks against each other. Then enter the number
of the second team.

PLAYING THE GAME

The defensive coach selects his defensive play based on down, situation,
opponent, etc. The offensive player must look away from the keyboard
while the defensive play is selected. Then, the offensive player inputs his
offensive play. The result is then tabulated based on these two selections
of the rating of the teams.

DEFENSIVE STRATEGY

There are six defenses to choose from. These defenses ‘‘influence’ the
offensive play. When your opponent gets inside your 10 yardline, you are
encouraged to ‘‘guess’ on defense. If you guess right, the offensive play
will be affected negatively. A wrong guess, however, does not affect the
play. The following is a brief description of each defense’s strengths and
weaknesses.

1—Honest: This defense doesn’t influence any offensive play. This
defense is good if you don’t know what your opponent might call.

2—Inside Run: This defense is good against inside running plays
and poor against wide runs.

3—Spread: This defense is good against wide runs, screen pass,
rollout pass and sideline pass. It is poor against inside run, short,
medium or long passes.

4—Blitz: This defense increases the chance of sacking the QB on
passing plays, (best on long passes). If the pass is complete, the
play will yield more yardage.

5—Short Pass: This defense is good against short and medium
passes. It is poor against screen, rollout and long passes.

6—Long Pass: This defense is good against the long pass and poor
against the short and sideline passes.




OFFENSIVE STRATEGY

You can plan your offensive strategy by selecting #15. This scouting report
will give you an idea of your offensive strengths and weaknesses. The
following is a brief description of each offensive play’s strengths and
weaknesses.

1—Inside Run: This play yields less yeardage, but less chance of
fumbling. It is good against the spread and poor against inside
run defense.

2—Off Tackle: This play is good against spread defense and poor
against the inside run.

3—End Run: This play is good against inside run defense and poor
against spread.

4—Option Run: This play is harder to stop, but it is risky play and
more fumbles are likely to occur. It is good against inside run
and poor against spread.

5—Draw Play: This play is a good running play in passing situa-
tions. It is not effective against honest or in running situations.
Also, it is excellent against blitz.

6—Short Pass: This play is a short yardage, high percentage pass
and. yields an average of 5 to 10 yards when completed. It is
good against spread and long pass defense, and poor against
short pass.

7—Medium Pass: This play yields an average of 10 to 20 yards per
completion. It is good against spread defense and poor against
short and long pass defense.

8—Long Pass: This play has a greater interception percentage,
more sacks, but averages 15 or more yards per completion. It is
good against spread and short pass defense and poor against
long pass.

9-—Short Screen: This play is a low risk, high completion % pass.
Good against the blitz. It is terrible against the spread.

10—Playaction Pass: This play is a good medium pass in running L_
situations. But very poor in passing situations. |



11—Sideline Pass: This play can only be used in the last 2 minutes
of the half to get out of bounds to stop the clock. It is not good
against the spread, but good against long pass defense.

12—Rollout Pass: The play is a medium pass good against the
spread.

13—Punt: This play is actually a defensive weapon. When you are
closer to your opponents goal than your punters average, the
punt is automatically a coffin corner attempt. Normally, there are
no blocked punts. To put a rush on the kicker, use blitz defense.
This will allow for an occasional blocked punt, but will also result
in an occasional roughing the kicker penalty and an automatic
first down. Any punt not on 4th down is assumed to be a quick
kick and travels farther and is not returned, but has a higher risk
of being blocked.

14—Field Goal: You may attempt a field goal anytime you are inside
the opponents 48 yard line. The closer you are, the better the
chance of making the field goal. The farther away, the more like-
ly it is to be blocked.

15—Scouting Report: You can select this anytime before an offen-
sive play. The defensive player may also request a look at it.
This shows how your teams stack up against each other. You
can plan your offensive and defensive strategy from looking at
this report.

RATING THE TEAMS

Each teams rushers, passers, receivers, kick returners and kickers have
been individually rated to contribute as they actually performed in real life.
They should respond statistically as they actually did. Your field goal
kickers results may vary according to how you use them. If you try a lot
of long field goals, they are not going to do as well. However, if you are
inclined to punt for the coffin corner and try shorter field goals, their
averages will be higher. The current and past college teams have been
rated to play against each other. The NFL teams and the past NFL are
also rated. However, we made no attempt to rate college against NFL or
USFL vs. NFL, etc.
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TWO MINUTE OFFENSE

In the pro versions you have a 2 minute warning. In either game, inside
2 minutes, you can choose to huddle, take time out, or hurry up the offense.
The maximum times for various types of plays are listed below:

Run or Pass Reception Inbounds 37 SEC (Coll) 40 (Pro)
Play Good For 1st Down (Coll, USFL) 27 SEC
Play Involving Penalty Accepted 18 SEC
Play Involving Penalty Declined 27 SEC
Punt Returned 12 SEC
Punt Not Returned 5 SEC
Change of Possession - 8 SEC
Hurry Up (Last 2 Min.) 22 SEC
Hurry Up After 1st Down (Coll) 17 SEC
Time Out (Last 2 Min.) 10 SEC
Pass Comp. Out of Bounds 8 SEC
Field Goal Att. 6 SEC
Onside Kick 6 SEC
Fumble (Offense recovers) 27 SEC
Incomplete Pass 6 SEC

THE WISHBONE FACTOR

During playtesting, we found that teams who threw the ball very seldom
and always very long (Primarily wishbone teams) were practically
unbeatable as passing teams. So we installed the “Wishbone Factor’.
If you only throw very occasionally with these teams, the big pass play
is still a threat. However, if you pass routinely with these teams, they
become a less than average passing team. We also found the converse
to be true with good passing teams who only ran the ball occasionally and
usually draw plays against pass prevent defenses making their rushing
average higher than normal. Here again, if you run the ball occasionally
with these teams, they will perform true to life. However, if you start grind-
ing out running plays on every down, they revert to a less than average
running team. A “.% ' appearing beside the completion average in the
scouting report indicates a team’s passing will be curtailed if overused.
Likewise, a ** %" appearing beside the run average on the scouting report
indicates a team running game will be curtailed of overused.

END OF GAME STATISTICS

At the end of the game, a complete statistical breakdown will be displayed
on the screen showing a scoring summary, team and individual statistics.
This may also be saved to a printer.
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STATS COMPILER /
This feature allows you to compile the schedule, team, and individual
statistics after each game. After the stats are displayed at the conclusion
of a game, the computer will ask “‘Save Stats (Y/N)". If you wish to save
the stats, type Y.

In a few seconds, you will be prompted to insert your formatted statistics
disk. Then hit RETURN twice. NOTE: Be sure to have a formatted disk
ready PRIOR TO playing a game. To format a disk, follow the instructions
given in your computer manual.

When saving stats, the computer will display the name of the team that
the stats are being saved under. This will differ slightly from the name
on the original team disk. Be sure to make a note of this name—you will
need it to view the stats later through the LOOKIE Program.

THE LOOKIE PROGRAM

When the computer asks you if you wish to look at previously compiled
stats and you answer yes by typing Y, the computer will load the LOOKIE
Program. Here, by simply typing in the name of any team that the stats
were saved under (see above), you can view their past schedule and both
team and individual statistics on the screen or print them to a printer.

SUMMARY

We sincerely hope that 3 in 1 Football brings you and your friends many
hours of enjoyment. We have made every effort to take the game as
realistic and exciting as we can. We even play it ourselves!

A PERSONAL WORD FROM THE DESIGNER

At the age of thirteen, | began creating and playing every type of sports
game imaginable. | was looking for games that were fun, fast and accurate
but without the hassle of dice rolls and pouring over mounds of charts.
Then, after becoming a computer programmer, | drew on more than 20
years of sports gaming experience and began to create these games

originally, at least, for my own enjoyment because | wanted to write sports
games that | wanted to play.

As other people began to play them, | realized that they had universal
appeal among both sports fans and gamers. So after over four years of
development and play-testing, | believe that you are playing the most
realistic computer sports simulation on the market today. |

However, over the years, | have come to realize that there is a lot more
to life than computers and sports games. On January 5, 1978, | confessed
my sins to almightly God and asked for forgiveness through His Son, Jesus
Christ, who died on a cross for my sake. In fact, the really great news is
that God is not willing for any to perish, but wants everyone to have eter-
nal life through faith in Christ. He gave me the talent to create these
computer sports games and | hope they bring you many hours of joy and

happiness. : #
Sincerely, JL{ | W




LIMITED 30-DAY WARRANTY

Lance Haffner Games will replace this product free within 30 days of
purchase if defective in material or manufacture, provided it is delivered
or sent postpaid with proof of purchase (dated sales receipt) to Lance
Haffner Games. This warranty shall be void if the disk has been misused,
has been damaged by playback equipment, or if the purchaser causes
or permits the disk to be serviced or modified by anyone other than Lance
Haffner Games. No other warranty is expressed or implied.

All programs are sold on a “"AS IS’ basis without warranty of any kind.
Neither Lance Haffner Games nor its authorized dealers and distributors
shall have any liability or responsibility whatsoever to any person or entity
with respect to any liability, loss, or damage that is caused or alledged
to be caused directly or indirectly by Lance Haffner Games.

This warranty gives you specific legal rights, and you may also have other
rights that vary from state to state.

COPYRIGHT NOTICE

©1984 by Lance Haffner Games.

This product is copyrighted and all rights are reserved. Copying,
duplicating, selling, or otherwise distributing this product without the prior
expressed written consent of Lance Haffner Games is strictly prohibited

and is a violation of the law. Purchasers are permitted to make ONE backup
disk for their personal files only.

DAMAGED DISKS AND SOFTWARE

Lance Haffner Games will replace an out of warranty defective disk pro-
vided the disk is sent postpaid with proof of purchase, a brief description
of the problem and a check or money order in the amount of $5.00 (U.S.
dollars) to Lance Haffner Games. Tennessee residents please add 634 %
sales tax). Terms and prices are subject to changes without notice.

Apple, Commodore & Amiga, Atari, and IBM are registered trademarks
of Apple Computer, Inc., Commodore Electronics, Ltd., Atari, Inc., and
International Business Machines Corporation, respectively.

ALSO AVAILABLE FROM LANCE HAFFNER GAMES
BASKETBALL-THE PRO GAME

FINAL FOUR COLLEGE BASKETBALL

FULL COUNT BASEBALL

LANCE HAFFNER GAMES
P.O. BOX 100594
NASHVILLE, TN 37210
(615).242-2617



COMMODORE ¢ APPLE
ATARI 800/800XL/130XE
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Colorado
Colorado State
Columbia
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1986 COLLEGE 1TEANS

Kansas

Kansas State
Kent State
Kentucky
Lafayette

Lamar

Lehigh

Long Beach State
LBl

Louisiana Tech
louisville

Maine

Marshall
Maryland
Massachusetts
McNeese S5tate
Memphis State
Miami (CFla)
Miami (0Ohio)
Michigan
Michigan State
..T .S,
Minnesota

Ole Miss
Mississippi State.
Miss. Valley State
Missouri

Montana

Montana State
Morehead State
Murray State
Navy

Nebraska

Nevada (lLas Uegas)
Nevada (Reno)
New Hampshire
New Mexico

New Mexico State
North Carolina
N.C, State

North Texas State

Northeast Louisiana

Northern Arizona
Naorthern Illinois
Northwestern
Notre Dame

Ohio University
Ohio State

Ok lahoma
Oklahoma State
Oregon

Oregon State
Paciric

Penn

Penn State
Pittsburgh
Princeton

Furdue

Rhode Island

Rice

Richmond
Rutgers

San Diego State
San Jose State
South Carolina
Southeast Louilisiana
U.S. L.

Southern Illinois
T L, '

Southern Mississippi

Southwest lLouisiana
Stanford
Syracuse

Temple

Tennessee

U.T. Chattanooga
Tennessee Tech
Texas

Texas (Arlington)
5 s S i

Texas A & M

1 cald s

Texas Tech
Toledo

Tulane

Tulsa

Uu.C.L.A.

Utah

LUtah State
Uanderbilt
Jirginia

& 1 [N

Virginia Tech
Wake Forest
Washington
Washington State
Weber State

West Texas State
West Virginia
Western Carolina
Western Kentucky
Western Michigan
Wichita State
William & Mary
Wisconsin
Wyoming

Yale

Youngstown State

James Madisan
Western Illinois
Georgia Southern
Eastern Washingtaon
Northern Iowa
North Dakota State
Tennesse State
South Dakota State
North Dakota



217 - South Dakota 218 - Jackson State 219 - Nicholls State
2e® - Augustana (I11)

1986 _NFL_TEAMS

168 - Bears 178 - Cowboys 187 - Packers
169 - Bengals 178 - Dolphins ' 188 - Patriots
Y78~ Bills 180 - Eagles 189 - Raiders
171 - Brancos 181 - Falcons 18@ - Rams

172 - Browns 182 - 4Sers 191 - Redskins
173 - Buccansers 183 - biants 182 - Saintcs
174 - Cardinals 184 — Jets 1893 - Seahauks
175 - Chargers 18S = Lions 194 - Steelers
176 - Chiefs 186 — Oilers 185 - Uikings

177 - LColts

®1974% WEL TERFMS™

196 - Birmingham American 2@2 - Memphis Southmen

187 - Philadelphia Bell 203 - NY Stars/Charlotte Hornets

1898 - Florida Blazers ed4 - Portland Storm

189 - Chicago Fire 205 - Sputhern Califonia Sun

c@@ — Hawaii Hawaiians 206 - Houston Texans/Shreveport Steamer
2@1 - Jacksonville Sharks 2@7 - Detroit Wheels

*PL.EASE NOTE - Since the USFL did not play in 1886, we have
included the 12 teams from the 1874 World Football League in their
place. Also, since the WFL did not kick extra points, each kicker

has been assigned a 93% accuracy rating on PATs, the NFL average
for 1974,

ALSO AUAILABLE

1885 Teams Disk (College, NFL, & USFL)
1984 Teams Disk (College, NFL, & USFL)
1983 Teams Disk (College, NFL, USFL, & 48 More Great NFL Past
Teams)
NFL Past Seasons Teams Disk (171 Teams)
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Syracuss
Minnesota
Mississippi
L.S. L.
Mississippi
Ohio State
Teaxas
Alabama
Mississippi
L
Wisconsin
Alabama
Auburn

Nawvy
Nebraska
Teaxas
Alabama
Arkansas
Nebraska
Notre Dams
Texas
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Michigan Stats
Nebraska
.C.L:A.
U.5.0L.

‘Alabama

Florida
Georgia
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Michigan State
Notre Dams
Purdue
Syracuse
UL R
Alabama
Indiana
Notre Dams
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Air Force
Arizona State
LS.
Naebraska
Notre Dame
Ohio Stats
Stanford
Tennaessaes
Texas
Alabama
Arizona State
Auburn
Colorado
Nebraska
Oklahoma
Penn State
Alabama
Nebraska
Oklahoma
Tennaessea
Texas
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Washington
Alabama
Notre Dame
Oklahoma
Texas Tech
FPenn State
California
Michigan
Oklahoma
.5
Alabama
Arizona State
California
Ohio State
Oklahoma
Texas A & M
& 5 i S - I
Georgia
Maryland
Michigan
Pittsburgh
.S L.
Alabama
Arkansas
Kentucky
Notre Dame
Taxas
Alabama
Clamson
Michigan
Oklahaoma
Penn State
Purdue
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147
118
113
120
121
122
123
14
125
126
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128
129
130
131
132
33
134
135
136
137
138
139
140
141
1%
143
1444
145
146
147
148
149
150
151
158
193
15%
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158
159
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161
162
ib3
164
165
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167
168
168
170
171
.
173
17%
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78
7S
78
79
79
19
79
73
BO
B0
B0
80
BO
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B0
80
BO
BO
80
80
B0
B8O
Bl
B1
Bl
81
81
81
B1
B1
81
81
81
81
81
81
B1
81
B2
82
B2
82
82
82
82
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Be
82
B2
B2
Bc
82
82
8e
B2
B
B2

Alabama
Arkansas
Auburn

B.Y.l.

Florida State
Houston

Ohio State
Oklahaoma

1.5 .0,

Alabama

Baylor

B.Y b,

Florida State
Georgia
Michigan

North Carolina
Ohio State
Oklahoma
Pittsburgh
Purdue

South Carolina
Stanford
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Alabama
Arizona State
B.Y ..

Clemsaon
Georgia

Iowa

Miami

Michigan
Nebraska

North Caroclina
Penn State
Pittsburgh
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Texas

. S0,
Washington
Arizona State
Arkansas
Auburn

Clemsan |
Florida
Georgia
W S
Michigan
Nebraska
Ohio State
Oklahoma
Pann State
Pittsburgh
S.M.U.
Stanford
Texas
U.C.L.A.
Vanderbilt
Washington




Year & Team
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Bills (AAFC)
Browns (AAFC)
49ers C(AAFC)
Browns

Rams

Browns

Rams

Giants

49ers

Browns

Lions

Browns

Lions

Rams

Browns

Colts

Giants

Browns

Eagles

Cowboys
Packers

Oilers (AFL)
Chargers (AFL)
Oilers (AFL)
Eagles

Packers
Giants
Chargers (AFL)
Giants

Packaers

Bears

Texans (AFL)
Lipns

Oilers (AFL)
Bears

Browns
Chargers (AFL)
Bills (AFL)
Calts
Cardinals
Chargers (AFL)
Patriots (AFL)
Browns

Bears

Bills (AFL)
Browns

Colts

Packers

Disk ID #
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144
1%
37
B4
e L
38
146
By §'4
B1
148
88
36
a3
48
148

‘t1
. o
=17
15@
191
86
e 3
ol
5
152
153
154
155
156

gl=
83
34
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GREAT PRO TEAMS OF THE PAST

Year & Team
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Chargers (AFL)
Jats (AFL)
Bills CAFL)
Chiefs (AFL)
Cowboys
Packers
Browns

Colts

Rams

Oilers (AFL)
Chiefs (AFL)
Jats (AFL)
Cowboys
Packers
Raiders (AFL)J
Colts

Jats (AFL)
Cardinals
Vikings
Raiders U(AFL)
Chiefs (AFL)
Cowboys
Browns

Rams

Bills (AFL)
Radskins
Lions
Raiders (AFL)
Jaets (AFL)
Cowboys
Browns

Rams

Oilers (AFL)
Chiefs (AFL)
Uikings
Colts
Cowboys
Lions
Vikings
43Sars
Dolphins
Raiders
Chiefs

Rams

Giants
Bengals
Chiefs
Dolphins

Disk ID #
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165
166
167
1%
b1
&2
63
b
23
28
er
83
120
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Vikings
Colts
Browns
Bills
4Y9ars
Redskins
Cowboys
Dolphins
Radskins
Cowboys
Packers
Browns
Steslars
Raiders
4YSers
Raiders
Dolphins
Redskins
Cowboys
Rams
Bengals
Steelers
Bills
Vikings
Raiders
Dolphins
Steslers
Redskins
Cardinals
Uikings
Rams
Bills
Dolphins
Vikings
Bills
Colts
Bangals
Oilers
Raiders
Rams
Cardinals
Cowboys
Stemslers
Raiders
Bucs
Colts
Patriots

65
66
11l
112
113
11%
168
163
170
657
68
B3
70
71
113
e
el
e
FA
74
75
76
171
172
173
23
g &
77
78
73
B8O
30
e
25
cb
106
107
108
1@3
11@
1/
175
176
127
B2
97
98

76
76
76
7B
7B
/B
76
77
p 47
77
77
L
¥ 47 4
77
77
F 74
78
78
Fi-
/3
79
79
79
79
s
Fds,
/73
F bz
/73
73
BO
B@
BO
8@
B1
81
B1
81
Bl
81
B1
81
B1
81
Be
B2

Steelers
Cowbous
Redskins
Cardinals
Vikings
Rams
Bengals
Colts
Bears
Staeelars
Vikings
Dolphins
Rams
Raiders
Broncos
Cowboys
Cowboys
Steelers
Rams
Bucs
Saints
Eagles
Bears
Oilers
Broncos
Cowboys
Bucs
Steaelers
Dolphins
Chargers
Fagles
Raiders
Cowboys
Falcons
Bucs
Eagles
Jats
Bills
Giants
Dolphins
Cowboys
Bengals
Chargers
4Sers
Dolphins
Redskins
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100
101
102
183
104
10S
a3

123
115
116
a4

95

96

178
178
180
1B1
e
138
138
130
131
132
8 Bl B
117
118
30

33

32

183
184
140
19 % |
134
135
136
137
128
e

g1

185
186
187
188
188



