MIDCOURT NCAA EXCEL PROGRAM


Here is my attempt to completely automate the MIDCOURT basketball game through Excel.  Since I use Excel to flip the FAC cards anyway I just took it a step further and let it do most all the work for me.  The game plays exactly the same way as the board game.  FAC cards are picked at random to start play and player ratings are referenced to determine play outcomes.  Adjustable random play-by-play is formed for each play outcome and all stats are kept for you through the magic of Excel.

SETUP:  
Copy and Paste the teams you will be wanting to play into the VISITOR and HOME tabs.  (Overwrite the ones already there)  After doing so click on the PLAY tab and hit the RESET GAME button.  

HUMAN SUBBING:  Place a Y in this box if you want to sub for the team.  You can do it for both if you would like.  If this box does not have a Y in it the auto rest feature (explained below) takes effect for that team.  You will need to place players in and out of the lineup for the auto sub team using the rules below.

HOME COURT ADV:  This is strictly a Y or N answer.  The home court advantage adds 4 schedule strength points to the home team.  Teams are rated for their schedule strength and this is handled just like the board game.

TO PLAY :  The screen is set to run at 1024 x 768 in Windows setting.  You may have to do some adjusting to get the whole screen to fit.  The screen is broken into the rosters with ratings at the top, scoreboard setup in the middle and the lineups on the bottom.

You will need to the starting lineups into the correct positions (the highest minute players have a green highlighted POS column).  To do so under the NO column in the lineup section change the numbers around to place players at their correct positions.  You will also need to do this whenever you make substitutions.  

Players positions are given to attempt to match up to positions.  For point guard choose the guard with the highest AST rating in the game.  When choosing the power forward choose the forward with the highest REB rating.

To play it is as simple as clicking in the YELLOW square above the period in the scoreboard section.

SUBBING AND PLAYER REST:  I have attempted to program in a auto rest feature.  This is how I play on the desktop so I tried to incorporate it here.  Depending on how many minutes a player plays per game he is given a rest allowance.  Starting at the 16 minute mark and going every 2 minutes a different player is chosen that needs to rest.  This will be denoted by the player being highlighted in YELLOW.  At the next dead ball you need to sub for this player.  He will remain highlighted in YELLOW until he is rested.  Players that get into foul trouble will also become highlighted along with their foul totals immediately after fouling.  They should be replaced at that time.  Players who foul out turn RED.

Players on the bench are ranked by how many minutes they play as well as how well they are doing in the game.  You should attempt to sub the player highlighted in BLUE in the roster section when you can, however, the players in GREEN are 2nd options if the BLUE player will not work in subbing for the tired player.

The color changes in the roster section are constantly changing as the game progresses.

HUMAN SUBBING:  When controlling teams subbing players show a FAT number in the ROSTER section where MIN used to be.  Here you will need to watch your players.  When a player reaches 10 he is fatigued and will remain so until the end of the half.  Foul troubles need to watch by the “coach” as well since no warning colors will come up.

STATS:  Stats are kept during the game under the STATS tab which you can view at any time.  Also a running total for certain categories are kept for players in the LINEUP at the time.

INPUT:  Under the INPUT tab are play-by-play comments that are randomly chosen depending on the play outcome.  You can change these to whatever you like as the heading for each area gives you an idea when this PBP comes up.  The only stipulation is that all come in the form of “players name” then the PBP.  You will understand this as you see how it works during play.  I am no Bob Vital so if you don’t like some of the commentary change it as you see fit.  Enjoy all you want-to-be sportscasters.

WHAT I NEED FROM YOU:  I have included some teams from this years for you to play.  Play some games and if you see things that do not work right let me know.  If you come up with some clever PBP let me know.  If you just think this is kind of neat let me know.  So basically what I am saying is LET ME KNOW WHAT YOU THINK.

OFFENSE CHOICES:

GOTO GUY (1-5):  This offense makes the player of choice get all BH opportunities.  This just means the choosen player will get more touches.  If the player has a low ATT rate he still may not shoot as much but the offense will attempt to get this player the ball more often.


STALL: Shooting ratings become 0 for the first 3 (2 for NBA) FAC cards of their possession, but assisted (+20%) shots, fouls and turnovers will still be in effect 

FORCE 3's: All 3 point attempt ratings are multiplied by 3. A 5 becomes a 15. Also their 3PT% is dropped 5%.

REGULAR:  This is the base offense so base ratings are used.

DEFENSIVE CHOICES:

ZONE: 3PT ATT ratings go up 1 for the offense to shoot over the zone. Assist, turnovers and draw fouls are lowered 1 for the offense. Commit fouls and steals are dropped 1 for the defense. (defending player is more randomly chosen giving only a 33% chance that the PG would be the defender on the PG, ect. has been added in the latest version which is not uploaded yet)

PRESS: Just the opposite as zone. What went down goes up and vice versa.

MAN TO MAN: This is considered the base defense so base ratings are used.

INTENTIONAL FOUL:  The defense fouls a player on the floor on the first card flip.

It can be easy enough to implement more offensive and defensive team options so if you have any ideas and what it should do to the ratings let me know.

DEFD (DEFENDER):


POSITIONS:  You can now choose if you want to have a player someone other than at the position opposite.  The DEFD key is shown on the game screen for reference.  If you want the Visiting PG to guard the Home SG place a 2 in the VIS PG’s DEFD column.  There is no safeguard to keep you from doing weird mismatches like C on PG so use common sense.  When subbing you will need to change the DEFD numbers as players change positions as well.

DOUBLE and HELP:  You can double team a player by placing a 6 in the player opposite him on the court.  When doing so you MUST also pick another player on the court the HELP on the double team.  This leaves the person the helping player is suppose to be guarding with a little advantage.  The helping player can be anyone.  REMEMBER:  the player with the 6 must be OPPOSITE the player being doubled while the 7 can be placed anywhere.


EX. To double the HOME C you need to place a 6 in the DEFD column of the VIS C.  A 7 then needs to be placed 


on one of the other VIS team players.


Doubled player:  ATT rate (-5); FG% (-5) on guarded shots


Open player from double: ATT rate (+5); FG% (+10) on guarded shots

SAFE:  When a player is in foul trouble you can leave him in but place in safe defense.  What this does for the player playing safe is: ST (-2), BLK (-2), CF (-1)

The player being guarded changes in ATT (+5), FG% (+10) guarded, FD (-1), TO (-2)

ALL OFFENSE AND DEFENSE OPTIONS ARE JUST THAT OPTIONS THAT YOU CAN USE IF YOU WOULD LIKE OR NOT.  IN FACT WHEN HITTING THE “RESET GAME” BUTTON IT PLACES THE OFFENSE AND DEFENSE ON REGULAR AND MAN.  IT ALSO PLACES THE DEFD COLUMN IN STANDARD DEFEND BY POSITION ORDER.

