VPNFL 2002

Downloading and extracting:

After downloading the VPNFL02 files, use winzip to extract them to your c: directory.  Do NOT extract them to your FBPro directory – the zip file has been set up so that it put the files in the correct folders if you extract to the c:.

The following folders will be created when you extract the files:

C:\Sierra\FBPro98\VPNFL02

C:\Sierra\FBPro98\VPNFL02\run

C:\Sierra\FBPro98\VPNFL02\pass

C:\Sierra\FBPro98\VPNFL02\special

C:\Sierra\FBPro98\VPNFL02\profiles

C:\Sierra\FBPro98\VPNFL02\34

C:\Sierra\FBPro98\VPNFL02\43

Note that you MUST have the previous VPNFL files and their patches in order for the game plans to run.

The following files were created for use with FBPro 98.  The system used relied on the previous work by the VPNFL group (Jim Henley, Isamu Maruhashi, et al).  There were only slight modifications to the player rating system – the changes made were taken from suggestions by Isamu and from Dale Ripley (for kickers).  The base files that I adjusted were created by Dale Ripley.  The team rosters are based upon the 2001-2 season;  the 53 players on the rosters were taken from the team’s playing roster and injured reserve toward the end of the actual NFL season.  For instance, Edgerring James and Jamel Lewis appear on the Colts and Ravens rosters, respectively.  This was done so that the files would fit into a career mode.  In cases of players like Andy Katzenmoyer, Darrell Russell and O.J. McDuffie, whose careers are in jeopardy due to injuries, decisions had to be made.  I kept Katzenmoyer on the Patriots roster, although it is likely that he will never play again;  I kept Russell on the Raiders;  and I did not put O.J. McDuffie on the Dolphins (he does appear in the free agents with greatly reduced ratings).  Decisions had to be made based on the personnel of the teams, so sacrifices were made.  I simply kept the 53 players on the team that I felt would have been on the roster if all players on the team were healthy.  If you disagree with the roster that I kept, simply look for the player you wish to replace them with in the free agents.  I decided to add the Cleveland Browns to the files, but in doing so I had to remove another team.  I decided to place them in the NFC Central and remove the Detroit Lions.  My apologies to Lions fans, but I felt that this was the best option.  All Lions players have been placed into the free agent pool if you wish to build their team.  Note that I kept the Lions uniforms for the Browns.  E.A. Gelat has a free program that will allow you to change the uniforms for the Lions to the Browns and then put the helmets back in place – this program has not worked for me in the past so I simply kept the uniforms as is.

Note that the main goal of these files is not to exactly reproduce what happened in the NFL in 2001-2002.  The basis of player ratings is meant more to reflect their current and potential abilities and, since all teams are starting with no injuries (note that I have put the injuries back “on,” so they will occur when you play), certain teams who underachieved in the NFL will play better, and certain teams that overachieved will probably play a little worse.  In the files that I created, it seems that the Steelers and Packers seem to do worse than they actually should (especially the Steelers), and the Redskins and Cowboys seem to do better.  In the last four sims, the top teams in terms of their winning percentage were, in order, St.Louis, Baltimore, New England, Tennessee, and Philadelphia.  The five teams with the worst winning percentages were, in order, San Diego, Arizona, Cleveland, New Orleans, and Cincinnati.

Teams have also been set to human control.  If you wish to run a fair and accurate solo league, you should make the moves for the computers teams in terms of roster management.  If you set it to computer, an off balance roster (too few defensive lineman) will be active for a game.  Also note that you may wish to have some kind of player allocation for the Lions players that appear in the free agents – otherwise, there are some pretty good free agents available.

Player ratings and rosters were adjusted (and potentials were added) from Dale’s files.  The adjustments were:

QB:  maximum and minimum actual and potential ST was dropped 2 points to a 93/94 max ACT/POT;  maximum and minimum actual and potential IN was dropped 6 points to a 92 ACT max;  maximum and minimum actual and potential DI was dropped 2 points to a 88 ACT/POT max.  This was done to try to increase interceptions and decrease yards per catch, which in the 2001-2 season was down to 11.5 yards per catch.

HB:  Actual and potential SP dropped one point.

WR and TE:  HAs actual and potentials were increased by 4 points (so now WRs have a 99 max on Has).  This was done to help increase completion percentage, which dropped with the QB rating decreases as well as the defensive rating increase (see below).

DE and DTs:  Actual and potential HAs were increased by 7 points.

LB:  Actual and potential HAs were increased by 7 points to increase interceptions.

CB and S:  Actual and potential HAs were increased by 7 points;  DI was raised for both so that the max DI rating is 99.  Both changes were made to increase INTs.

Kickers:  minimum ST was increased to 86 (K ST was not changed from Dale’s files).

Punters:  actual and potential acceleration was decreased by 15 points to allow the possibility of a punt being blocked (see this issue addressed later).

So the range of the actuals for players now looks like the following:


SP
AC
AG
ST
HA
EN
IN
DI

QB
50-80
55-80
50-80
68-93
40-70
50-90
62-92
63-88

HB
64-79
60-80
60-82
60-80
60-80
50-80
50-90
55-95

FB
60-73
60-77
55-73
70-85
60-80
50-80
50-80
50-80

TE
60-75
60-85
60-85
70-90
54-84
55-85
50-90
55-85

WR
70-85
70-85
70-90
45-70
74-99
50-90
55-95
55-95

C
45-67
45-69
50-68
80-95
45-65
50-85
60-90
60-85

G
50-70
45-70
50-70
80-99
40-60
50-85
60-90
60-85

T
45-65
45-65
55-70
80-99
40-60
50-85
55-85
60-85

DE
40-59
40-59
40-65
74-91
37-62
54-85
50-80
60-90

DT
35-54
35-54
40-63
75-94
37-62
54-85
50-80
60-90

LB
55-74
55-75
55-80
65-85
62-87
53-83
55-85
50-80

CB
64-80
65-80
62-85
40-60
77-99
55-85
50-90
57-99

S
60-77
70-85
60-80
45-65
77-99
55-85
50-90
57-99

K
30-50
50-70
40-60
86-99
35-55
40-70
84-99
84-99

P
35-55
35-55
40-60
71-83
40-60
40-70
55-85
60-80

The original VPNFL files were amazing in their accuracy.  The single biggest problem was with the interception totals;  while the above changes have helped, their still are some slight discrepancies.  Listed below are the league average totals for the season simmed (with injuries off) and the actual NFL season (calculated for a thirty team league since there actually 31):

passing
ATT
COMP
%
yards
YPP
YPC
TD
INT
%
SACKS
Tot yds
per game


NFL
15659
9234
58.97
106102
6.776
11.49
615
527
3.365
1158
99154
206.57


Sims
15747
8672.8
55.07
109780
6.971
12.658
708.8
368.25
2.339
1429
101206
210.85

















rushing
ATT
YDS
YDS/R
TDS
per game









NFL
13224
53662
4.058
365
111.8

total plays:

30041
yards:
152816



Sims
13288
53012
3.99
342.25
110.4



30435

153561


















Fumbles
total
lost




PER GAME:







NFL

367



NFL

plays per team:

62.6

318.4 yards


Sims

208



sims



63.4

319.9 yards

















FGS
made
att
%











NFL02
708
928
76.29











Sims
668.5
915
73.06











Punts
#
yds
avg
TBS
returns
yds
avg
net
punt blocks





NFL02
2388
100596
42.13
252
1122
10972
9.779
35.4
11





Sims
2781
115658
41.59
792
1616
15372
9.512
36.1
15





TDS
Pass
rush
PR
KR
INT R
OTHER
TOTAL

TOTAL POINTS





NFL02
615
365
12
10
56
38
1096

9923

20.7 per game



sims
708.75
342.25
17
1.25
20.25
11.5
1101
0
9719.3

20.2 per game



The stats, IMO, came out very well.  The rushing totals were very close, points scored were on target, and the yards per game was within 1 ½ yards per team while running an extra play.

In terms of passing, the NFL has changed since the creation of the original VPNFL files.  More teams are playing ball control offense now, completing  a high percentage of short distance throws.  As a result, the NFL average completion percentage is almost 59 % but the yards per catch is about 11 ½ yards.  I’ve worked on this, but fell a little low on the completion percentage and a little high on the yards per catch.  Overall, this seems to cancel itself out.  As I mentioned before, INTs were a little better than the original VPNFL files, but they are still low.  Fumbles were low, but I don’t think that there is a way to have a realistic number of fumbles without destroying completion percentage.

The only total which is not the average of four sims are the punt return totals.  This is basically because it is the last thing that I fixed.  Using Tommy Rewis’ punt and punt return play as a base to work from (plus his suggestion to reduce punter acceleration), I created more punt return plays so that other players could return the ball and made one player substitution on his punt play.  The result was very realistic – 9 ½ yards per return from the actual return men for the teams and a punt block every 185 punts, compared with one every 217 punts in the NFL this past season.

The league leaders were all in the neighborhood of their actual NFL counterparts.  The rushing champion typically was between 1650 and 1800 yards – but keep in mind that injuries were off.  Only two quarterbacks (Kurt Warner and Dante Culpepper) were able to have a single season passing rating above 100 in any season during the last four sims.  The league leader in receptions varied from 98 to 109, compared to the actual NFL leader of 113.  Interception leaders ranged from 8 to 9, while the NFL was lead with 10;  sack leaders ranged from 18 to 21, while Michael Strahan lead the actual NFL with 22 ½.

NEW ADDITIONS:

There are several new additions beside the league files.  New offensive game plans were added for each team.  New offensive plays have been added as well.

To form the new game plans, I used the game plans that Dale Ripley had suggested in his files and then replaced quite a few plays in each set of plans with some the plays that I have included.  These plays were created from play diagrams that I gathered from ESPN.COM’s site from last season (Sean Salisbury’s plays of the week), the Sporting News Ulimate Pro Football Matchups, and a couple of other sites.  Each of the plays added, then, have a “realistic” feel to them.

Teams that had halfbacks, fullbacks, or tight ends catching a large number of passes now do so as well (partially because of Dale’s recommendations, partially because more plays that use these receivers were added).  In my last sim, Larry Centers, Buffalo’s pass receiving FB, caught 88 passes;  TE Shannon Sharpe of the Ravens hauled in 60 balls.

NEW PROFILES --  IMPORTANT!!!!!!!!

New profiles were also used.  The VPNFL files had three offensive profiles and one defensive.  I always felt that this was a little limiting.  The actual system was ingenious and keeps the correct defensive package on the field.  If you wished to throw the ball downfield a lot, though, you had to include a lot of the longer pass plays for  your pass mediums, and if you wished to stay with a ball control offensive in which you throw a lot of short passes, you had to have your pass mediums contain shorter passes.  Therefore it became time consuming for me to adjust my plays to fit the style that I wished to play.  

I have created 14 base offensive profiles and 6 base defensive profiles that all follow the VPNFL standards for play categories.  The weighting of the play calls have been adjusted to fit certain styles, though none of the play categories have been changed in any profile.   Therefore, every profile conforms to the VPNFL system.

In addition, a number of different substitution patterns are available for each profile.  The information on each profile is listed below.  This system has been used by the WCNFL for three seasons and IMO, it has been very successful.  Instead of sending a profile, which often do not conform to VPNFL rules, the owner simply tells the commissioner which profiles they will be using for their upcoming game. 

NEW PROFILES

OFFENSIVE PROFILE DESIGNATIONS



In each offensive new profile there are a number and letter designation.

Following this, there is a dash followed by a number that tells which
half the profile is from.

Offensive profiles start with the three letters “OFF” and then are followed by a number, a letter, and finally a number one or two to indicate which half they are.  The first number listed is the profile type. There are fourteen base profiles:

If the number following OFF is:

1 : the profile is a dominantly run profile based on the VPNCAA nebrun
     profile. In test sims, the results were an average of 36 runs
    and 25 passes per game. Passes include sacks.

2: the profile is a run heavy profile based on the VPNFL run heavy
    profile.  This will produce somewhere around 52 % run and 48 % pass in standard games. 

3: the profile is based on the VPNFL balanced profile.  This will produce about 55 % pass and 45 % run in standard games.

4: the profile is based on the VPNFL pass heavy profile. Limited sim
    testing produced 25 runs and 38 passes per game.

5: the profile is based on the dominantly pass profile on the VPNCAA,
    flapass. Limited sim testing produced 21 runs and 45 passes per game.

6: this profile is meant to be a West Coast offense profile. It is
    based on the VPNFL pass heavy profile but weights the short passes
    higher than before and the medium passes lower. In order to truly run a West
   Coast offense, it is suggested that the short and medium passes that you
   choose be some of the shorter ones. It will produce about 25 runs and
   38  passes per game.

7: this profile is meant to be a run and shoot profile. It is based on
    the VPNCAA pass dominant profile. First down runs have been
   decreased while second and third down runs have been slightly increased. It
   produced about 23 runs and 38 passes per game in limited sims.
 

8: "the script" -- this profile will run 50 % of the time and pass 50 % of the time except in  goal line situations and time management situations (toward the end of halfs).  It is meant to keep the defense guessing, but will make some inappropriate calls.


9:  "run/balanced" -- this profile is the vpnfl balanced profile, but will run more on third downs.

10:  "run chucker" -- this profile is the vpnfl run profile, but will throw the ball deeper -- it is more likely to throw medium and long passes than the vpnfl run profile.

11:  "balance chucker"  -- this profile is the vpnfl balanced profile, but will throw the ball deeper than the regular balanced profile.

12:  "the gambler"  -- this profile gambles a lot -- it will sometimes go for it on forth down and occasionally will go for two points after a touchdown.  It is based on the vpnfl balanced profile.

13:  This profile was created but removed, so no offensive profile exists for #13.

14:  “run-dink.”  This is the running version of the West Coast profile;  it will tend to throw more short passes than the VPNFL run profile.

15:  “balance-dink.”  This is the balanced version of the West Coast profile;  it will tend to throw more short passes than the VPNFL balanced profile.

The letter following the number is the substitution pattern. There are
six of them. Generally, it is best to substitute players more rapidly
if you are balanced and/or deep at a give position. You must also keep
in mind that when a starter is used on kick/punt return teams,
especially if they are returning the punt/kick that they will get tired much
quicker as the return teams will drop their endurance.

The notation is:


 A: increased running back substitution. IN/OUT numbers raised from
 89/93 to 91/94 on the profiles.


 B: increased offensive line substitution. IN/OUT numbers raised from
 83/90 to 88/93 for offensive lineman.


 C: increased wide receiver substitution. IN/OUT numbers raised from
 89/93 to 91/94.


 D: running backs, offensive lineman and wide receivers all have their
 IN/OUT numbers raised to substitute them faster.


 E: Regular VPNFL substitutions. All players will substitute in at the
 given VPNFL rate.
 

F:  very high sub rates (IN at 99, OUT at 97) for QBs, RBs, WRs, and OL.  Meant to rotate players constantly, it keeps players fresh but will split time between your good and bad players.


 So, for example, if a profile has the designation: OFF2C-1, this tells
 you that it is the first half offensive VPNFL run heavy profile in which
 wide receivers are substituted in at a faster rate. Another example: a
 designation of OFF6E-2 tells you that the profiles are second half
 offensive profiles for a West Coast offense that substitutes players in
 at the normal VPNFL rate.


NEW DEFENSIVE PROFILES

There are six base defensive profiles and a number of different substitution patterns for each.  The naming of each profile is similar to the naming of the offensive profiles:  each one starts out DEF and then is followed by a number, a letter, and another number.  Each profile, of course, is effected by the plays that are in the plans;  so, for instance, if a run heavy defensive profile doesn’t have good run defense plays in, it will be counterproductive to use it.  The first number is the base profile:

1:  run heavy defensive profile.  The run right defenses (VPNFL first and second down run defenses) are weighted heavier while the run left (VPNFL first and second down pass defenses) are weighted less heavily.

2:  VPNFL balanced defensive profile.

3:  pass slightly heavy defensive profile.  The run right defense is weighted lighter and the run left defense.

4:  pass heavy defense with some nickel packages on first and second down.

5:  pass very heavy defense with a lot of nickel and dime packages.

6:  “the guesser.”  This profile has weighted the run left and run right defenses heavily while reducing the run middle defenses (the neutral pass/run defenses in the VPNFL system).  Therefore, the defense will usually commit to either the run or pass on any given play.

The letter that follows the number is the substitution pattern.  In each case, if the substitution pattern is greater for a position (except for the “I” pattern), the substitution OUT/IN rates have been raised from 85/90 to 88/92.

A:  heavy defensive line substitution.

B:  heavy linebacker substitution.

C:  heavy defensive back substitution.

D:  heavy line and defensive back substitution.

E:  heavy line and linebacker substitution.

F:  heavy linebacker and defensive back substitution.

G:  heavy substitution for linemen, linebackers, and defensive backs.

H:  normal defensive substitution.

I:  very heavy substitution ( OUT 97/ IN 99) for all positions.

NEW PLAYS

The naming of offensive plays has the same notation system as the original VPNFL system.  Read the documentation from the first set if you have trouble recognizing plays.

As previously mentioned, there are many new plays added.  Most of the new offensive plays are in at least one set of game plans for a team.  There are two formation that are basically new -  the “W” formation, which is a shotgun formation that has either a base package in or a single back, three receiver set, and the “E” formation, an empty backfield, typically five receiver set (this I believe appeared in the original VPNFL files in limited quantity).  Most of the plays with this “W” or “E” formation were not created by myself.  They were given to me by Ken Parker, whom I believed acquired them from someone else, and were used in the VPNCAA files.  I also would like to thank Charlie Rogers who cleaned up a few of my plays and made the wide receiver reverse plays.

In addition to these offensive plays, many more offensive plays were created from actual NFL play diagrams (mostly from Sean Salisbury’s ESPN site from last season and from the Ultimate Pro Football Matchups at the Sporting News site.  All plays were significantly tested to insure that they were neither too successful or too unproductive.  Quite a few plays were tested and rejected before I arrived at the final set.

In addition, there are some defensive plays that have been added as well.  Most of the defensive plays were altered from existing VPNFL ones.  There are three basic types:

If the first letter of the defensive play name starts with a “Z,” it is a 3-4 defensive play that was adjusted from an existing VPNFL 4-3 defensive play.

If the defensive play starts out with the numbers “46,” the play is a 46 defensive formation that was altered from an existing 4-3 defensive play.

If the defensive play starts out with “34f,” it is a 3-4 flex defensive play that was adjusted from an existing VPNFL defensive play.  These defensive plays have 4 LBs, but place 2 LBs in between the DTs – these LBs may back into coverage or may blitz.

MAKING THE FILES A CAREER LEAGUE

To make the current files into a career league, you will need to adjust the rookies whenever a new season is started.  Use Ryan Swift’s converter (http://users.ev1.net/~swift/utils.html) and then, after doing so, adjust the ratings so that they fit the adjustments that I have made (see the beginning of the documentation) to this system.  The adjustments can be made using Sullivan’s FBPro editor, a free download (this can also be found at Ryan’s site) or Gelat’s FPSFedit program, available at his site http://www.gelat.com).

I hope you enjoy these files as much as I had creating them.

Jon Brumley

Thanks to Ken Parker, Lon Ward and Ian Lewis, my previous partners in the VPNCAA files.

Thanks to Isamu, Jim Henley, Charlie Rogers, Jim Hansen, and all of the rest of the VPNFL crew for bringing the system to life in the first place.

Thanks to Tommy Rewis for his suggestions and punt plays.

Thanks to Dale Ripley for allowing me to use the base files, without which I would have never attempted this project.

