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| CONTROLLING THE GAME

[ :
Directional Pad (1 Start butlon

(D-Pad)

€ Sets kickerin
molion,
€ Kicks the ball,
A Alerts team that
you might call an
audible.

B w/k. returns line

to normal Kick

formation. C w/R sets onside
kick formation.

Press D-Pad left/right before the kick to aim the football.

OFFENSE—BEFDRE THE SNAP

A Alerts team that B Fakes snapby € Snaps the ball,
wou might call an galling “hut.”

audible,

A Calls B Calls € Calls

Anti-Blitz play. Running play. Passing play.
—
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ODFFENSE—AFTER THE SNAP

RUNNING

A Runner dives, B Runner spins, € "Umph™ (Runner
tries to break tackle.)

PASSING
E shows passing
windows,

A Pass to receiver B Pass lo receiver B Pass lo receiver

in window A. in window B. in window E.

Hold down button for “bullet™ pass. Tap button for “lob”™ pass.
RECEIVING |

A Receiver dives, B Activate C Receiver raises
intended receiver.  hands, |

DEFENSE—EBEFORE THE SNAP

A Alerts team that

you might call an

audible.

A Calls Anti-Bun B Calls Blitz. G Call Anti-Pass

defense, defense.

DEFENSE-AFTER THE SNAP

A Dive to tackle. B Activate man E Jump to block kick,
closest to ball, deflect pass, clothes-

line tackle, or strip
football fraom ball
carrier.

HURRY-UP OFFENSE

Press G immediately after the whistle. Players will go directly to
the line of scrimmage.

Press Start lo pause/resume game.

P
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STARTING THE GAME

Flip OFF the power switch on your Sega™
Genesis™,

WARNING: Never try Lo insert or remove a
cartridge wken the power is ON.

Make sure a Controller is plugged into the port
labeled 1 on the Genesis.

If you're plaving against a friend, plug the other
Controller into the port labeled 2.

Insert the cartridge into the slot on the Genesis.
Press firmly to lock the cartridge in place.

. Turn ON the power switch.

The Electronic Arts® Sports Network (EASN) intro
will begin. If you don't see it, begin again at
step 1.

When Coach Madden's picture appears, press
Start to see the credits and Start again to bring up
the Garme Sel-Up screen.
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SETTING UP THE GAME
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You need to use the Game Set-Up screen every time
you play. First select the type of contest you want to
compete in.

Press the D-Pad up/down to select options and left/
right to change the options.

PLAY MODES

Regular Season Play Clock enforced
Pre-Season Play Clock not enforced
New Playoffs 16-Team Tournament
Cont Playoffs Continue Tournament
Sudden Death First score wins game
All-Time Greats 8-Team Tournament

P,
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PLAYER MODES

One Home or Visitor One plaver vs. the computer
Two Head-to-Head Two players head-to-head

Two Teammates Two players vs. the computer
(see page 17 for control
instructions)

Demo The computer vs. itself

TEAMS

Team One is the Home Team and Team Two is the
Visiting team. If you're playing in One-Player mode,
in Regular Season, Pre-Season, and Sudden Death
maodes, you can control either the Home or Visiting
team. In Two-Player Head to Head Mode, the player
with Controller 1 is the Home Team.

NOTE When vou're playing in a tournament, the com-
puter decides which player is the home team.

QUARTER LENGTH

The game clock runs about twice as fast as a normal
clock.
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STADIUM

The weather can come into play on an open stadium,
but not in a domed stadium. The players tend to have
better traction on artificial turf than on natural grass.

Open/Turf Open stadium with artificial turf
Dome/Tuarf Domed stadium with artificial turf
Open /Grass Open stadium with natural grass
WEATHER

The is no weather in a domed stadivm. The condi-
tions are ideal.

Fair Chance of light to moderate wind
Wind Strong winds

Hain Less traction on grass than on turf
Snow Aftects both surfaces equally

Press Start to begin play. If you don’t press Start, the |
demo will begin automatically. Press any button to
end the demo and return to the Main Menu.




GETTING ON THE BALL

Team Comparison Screen

San Framcigsco '94 is
play team led by the g
guarterback ever.
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When vou exit the Game Set-Up screen, the Team
Comparisor screen comes up. Here both teams are
compared in nine major areas. One of the teams will
have at least one, and no more than two, check marks
at every position. Below are the three ways teams can
compare to each other.

Team A

J

Team 8

Team A s sormewhat stronger than teaon B is this area.

S



Team A Team B

v v

Both teams are relatively equal in this area.
Team A Team B

Vv

Team A is much stronger than Tearmt B in this area.

Use this screen to determine just how easy or difficult
your game will be. If you want the maximum chal-
lenge, choose one of the poorer teams and go up
against one of the All Star, or Legendary teams. If you
want an easy contest, play a strong team against an
easy team.

Coin Toss/Wind

Before the referee can start the game, the coin must
be tossed and the loser must choose which goal his
team will defend in the first half. The direction of the
wind usually has a bearing on which goal is chosen.
As prompted by the screen, Press A for heads or C
for tails.

If you win the toss, you must choose whether to
kickoff or to receive the kickoff. Press A to Kick or C
to receive. [f you lose the coin toss, the computer’s
teamn captain decides who will Kickoff, and then you
decide which goal your team will defend in the first
half.

—
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Lo HTEH GDAL
WILL ¥DU DEFEND?

| viAvERTHD. |
_ | AVROHE  C.UESTTOR |

Look at the flag to see which direction (if any) the
wind is blowing. Make sure to note which goal the
wind is blowing toward, and remember that the wind
blows with the same force and in the same direction
for the entire game. Press A to defend the home
team’s goal or C to defend the visiting team’s goal.

‘ The kickoff play begins automatically.

Receiving the Kick/Player Control

| If you're receiving the kick, your return man auto-

‘ matically catches the ball. If the return man catches
the ball in the end zone he will remain in place until

you run him out. If you do not run him out, the ref-

eree will signal a touchback. If the return man catches

i -F-_-:\
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the ball in front of the endzone he will automatically
move up-field. You can take over any time you wish
by pressing on the D-Pad.

Press the D-Pad in the direction you want the
player with the star to move on the screen.

Kicking

The following kicking instructions apply to kickoffs,
punts, and field goals.

Press C to snap the ball and start the strength meter
moving upward. Press C again to stop the meter and
strike the ball. The longer the meter is at the time
when you stop it, the farther the ball will travel.

I'ress D-Pad left/right to aim the kick after you press
C the first time, but before you strike the ball.

o —
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Onside Kick

Onside kick
Formateon

Press A and then C to set up the onside kick forma-
tion. (If you change your mind and want to return
to the normal kickoff formation, Press A and then B.)

Press C to start the kick meter.

Press C again immediately while pressing the
D-Pad to the right.

There is a slim chance that your team will recover
the ball.

—_—N



OFFENSIVE COORDINATION

John Madden Football 93 allows you the choice to

control a play from the moment the ball is snapped
till the referees blow it dead, or to simply call a play
and watch it unfold. But before you can call a play,

you have to select a set and a formation. The selection

in the C window is Madden's choice.

Press the D-Pad left/right to toggle through sets,
formations, and plays. Press A B, or C to choose
the set, formation, or play in the corresponding
box. (See page 23 for descriptions of each set and
formation.)

NOTE You can change your mind before you call a play
by pressing the D-Pad Up. This will take you to the set
or formation selections. To change a play after youi have
selected @ play, you must burn a timeout or take a delay
of game penalty. (Press Start, and then press A.)

OHensive Audibles

A fake snap might draw the defense
offsides. Press B
The snap starts the play. Press C
An audible changes the play at the line. Press A
See the poster for diagrams of audibles.

Anti-Blitz Press A
Kun Press B
Pass Press C

o —




The handoff on a running play is automatic. You take
control after the handoff. The star symbol marks the
ball carrier, and his jersey number appears so you
know who he is. Use the D-Pad and the action but-
tons to move the ball carrier through the defense, or
watch the computer execute the play you just called.

Dive Press A
Spin Press B
“Umph” Break tackle Press C
Passing
Window A Window B Window C

prem— . — =




There are three receivers for every passing play, corre-
sponding to the A, B, and C buttons.

After you snap the ball, wait for the passing windows
to pop up before you press any buttons or the D-Pad.
You can let the computer execute the play, or you
can press the button that matches the window of the
intended receiver. If you move the quarterback out of
the pocket or off his designed roll-out by pressing the
D-Pad in any direction, the computer will no longer
execute the play. Then it’s up to you to press C to
bring up the passing windows, choose a receiver,

and pass the ball,

Once the ball is in the air, the passing windows
disappear. The target spot where the ball is headed
appears on the field as a yellow, circled cross. Press B
to switch control to the intended receiver, then use
the D-Pad to guide the receiver to the spot if he's

not already there. Also, you can press C to raise the
receiver’s hands. This increases the chance of catching
the ball.

Reach for the ball I'ress C
(This increases the odds of catching the ball.)

Broken Passing Plays

[f you press the D-Pad (i.e., take control of the
quarterback) before the passing windows pop up,
the passing windows will not appear automatically.

—
& 15

Show passing windows Press C
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Hurry-Up Offense

At the end of a play you can go straight to the line of
scrimmage.

Hurry-Up offense Press C right after whistle

DEFENSIVE COORDINATION

As with the offense, the computer will control the
defense if you wish. In fact, you don’t even have to
call your own formations, sets and plays. The option
in the C window is “Madden's choice” and the
computer will select it automatically if you don’t
press any buttons. (See page 32 for a description of
formations, coverages, and plays.)

After calling a defensive play, you can select the man
you want to control by pressing the B button until
the star appears under that player.

The most important command to know on defense
is the B button, which switches your control to the
defensive player closest to the ball carrier. Move
vour defender with the D-Pad.

15'Q



A
Two Player—Teammates

When playing in the Tearmmates mode, the player
with controller 1 controls the man on the BLACK star.
The player with controller 2 controls the player on
the YELLOW star. On offense, the player with con-
troller 1 "is" the quarterback and is responsible for
calling the plays and snapping the ball.

The player with controller 2 may use the B button
to “become” any of the other players on the field. In
most cases, the control 2 player will choose to act as
either a running back or a pass receiver, but some
people might like play on the line, as Madden him-
self once did.

On passing plays, the player with controller 2 can
press B to become the intended receiver after the
quarter back passes the ball. On running plays, the
player with controller 2 must move the yellow star to
the proper running back before the ball is snapped in
order to control the ball carrier. Otherwise, controller
1 automatically controls the ball carrier.

When one player is dissatisfied or upset with the play
of his teammate, there is no need to argue. For ex-
ample, if the player controlling the quarterback and
the play-calling is making a lot of unwise decisions,
both players should discuss the problem and come to
an agreement—perhaps pause the game and decide

T —
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together which play to run next. It's okay to be angry,
but don't let vour anger get the best of you, and never
resort to violence.

Pause/Timeouts

ress Start to pause the game. With the game paused,
you can call a timeout by pressing A, as long as you
have at least one timeout remaining. Each team is
allowed 3 per half. If you do not wish to call a time-
out, press Start again to resume play.

Game Stats

Fza=i  GAME STATS

i PLAYER STWTS B GAHE STRIS L SCORIAG SUPMIMARY

[[Miami 727] [Chicago 85

Foimts 1 0

First z
Do wms

Total
Flays - Yards

HRushina
Plaus Yards

Fdﬂﬁln?
PlaysYYards
Passing

ComsAELS Int

At half time and the end of the game the Game Stats
screen appears. Press the D-Pad up/down to scroll

e



through the Game Stats. For Player Statistics, Press A.
For the other team's player statistics, Press A again.
For the Scoring Summary, press C. To return to the
(same 5tats, Press B.

Playoff Stats

PLAVDFF STATS

i PLAvEE STAIS B GAME SIAIS ( SCORING SUMMARY

——

OREQSING  [WiashBoa

Foimts

In the playoff modes, the program keeps your team's
stats and the combined totals of your opponents’
throughout the entire tournament.

* From the Game Stats screen, press Start to go to
Playaff Stats.

o —
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Instant Replay

Replay
control
diagram

Press Start to bring up the Options Menu. Press B to
select Imstant Replay. Follow the VCR-like control
instructions in the left corner of the screen to operate
the replay camera.

Press A Rewind
Press B Slow Motion
Press C Replay at Normal Speed

Press Start  Stop Replay/Resume Game

If you wish to isolate a particular player, use the
D-Pad to position that player at the bottom center
of the screen. A yellow marker and his jersey number
will appear beneath him.

e
20°Q



Penalty Overturn
Available only in Head-To-Head mode.

Penalties are called at the discretion of the officials.
You may overturn a penalty called against you once
per game. Only pass interference can be overturned.

* [ress Start to go to the Options Meni..
= Select Instant Replay.

Watch the instant replay if you cheose.
* Press Start to bring up the After Reviewing options,

* ['ress A to overturn the call, or B to let it stand.

Saving/Restoring Playoffs

| Dallas | | Indianapolis |

| NewYork | }_1 (J _tl—ﬁu_néln—\

[ Tos Angeles | :]_- H[ | San Diego |
| New Orleans ‘E [ Kansas City | City
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When you win a playoff game, your spot on the
playoff tree is saved automatically and can only be
replaced by a subsequent victory in that particular
tournament, or by an initial victory in a new playoff
tournament. If you lose in the playoifs, you can
simply play that game over again, No one but you has
to know.

« Select Continue Playoffs from the Main Menu to
return to yvour spot on the playoff tree.

Substitutions

When you're on offense, you can substitute your
quarterback. If your backup signal caller is a better
runner than the starting guy, you might want to put
in the sub against a team that has given up zero yards
passing.

You can only substitute before calling an offensive
SET. You can’t substitute if your quarterback has been
injured earlier in the drive—because your substitute is
already playing. Once you substitute for your quarter-
back, you can't bring the starter back until the half is
over. To replace your quarterback, follow the instruc-
tions under TIME OUT, above, and press C.

N
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OFFENSE—SETS, FORMATIONS, PLAYS

Sets

FAST

Like the name says, your quick guys are out on the
field. This set is loaded with wideouts, flankers and
maybe a super-fast halfback.

NORMAL

Refers to the standard offensive “package:” two wide
receivers, a tight end, a halfback and a fullback.

HANDS

Puts most of your strong receivers on the field, plus
two running backs.

BIG

Fields your strongest backs, cannonballs with legs
who can grind out yards in the mud and snow. These
guys let the detense grab a leg just so they can ram it
through their chests.

S —



Formations

SHOTGUN

This is primarily a passing formation because the
quarterback receives the snap about five yards behind
the line. He doesn’t have to drop back to throw the
ball, 'cause he's already there.

RUN & SHOOT

This formation has four quick receivers and a half-
back. Guys with good hands who run forty yards in
less than five seconds are the stuff defensive backs
have nightmares about,

PRO-FORM

This is my version of the pro-set, where a fullback and
a halfback line up beside one another and behind the
quarterback,

FAR AND NEAR

These terms simply describe where the halfback lines
up. He's either far from or near to the strong side of
the offensive line, that's the side where the tight end
lines up.

21'Q



Plays

FLOOD

One of the most effective ways for a quarterback to
beat zone coverage is to flood, or overload the zone
with multiple receivers. A defender has to think twice
about leaving his own zone to follow a receiver into
another guy’s zone. '

CuUT

You've heard of turning on a dime. That's sportswriter
talk. | never really understood why you'd want to do
that, even if it was possible. I guess it means turning
fast. I think cutting is a more accurate description of
the ability to change direction. A guy’s going ane way
and boom, he cuts and is going another way.

PULL

In a pull play the guard runs parallel to the line of
scrimmage and turns up field when he clears the tight
end. The running back follows right behind, a smile
on his face.

TRAP

Like all good offensive plays, the Trap depends on
deception to work. The idea is you “trap” a defensive
guy into thinking one thing is happening, when
really something totally ditferent is going on. For

& s
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example, you let a defensive end just walk into the
backfield. You put up only token resistance. He's
saying "Man, this is a piece of cake, I'm going to stuff
this play and maybe get a sack.” Suddenly an earth
mover disguised as an offensive guard comes from an
unexpected direction and the defensive guy is on his
backside wondering what happened. The runner jets
through the area where the defensive guy was, when
he was standing up.

COUNTER

A Counter play relies on misdirection. You try to sell
the defense on the idea that the play is going right,
for example, when in fact you want to go left. It's a
tough sell. You send everybody but the water boy and
the guy who's going to carry the ball in one direction.
When you have them moving the “wrong” way, give
the ball to the running back and he runs to daylight
in the opposite direction.

SCREEN

A screen is a short pass caught behind the line of
scrimmage. Usually the quarterback lures rushing
defenders toward him and then loops a soft pass over
their outstretched hands to a moving running back/
receiver who follows a screen of blockers downfield.

""-_-"':“\'\.
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PLAYACTION

Playaction (also called play fake) refers to a pass
thrown after the quarterback has faked a handoff to a
running back. The back tries to add to the deception
by pretending to take the ball and follow blockers.
The idea is that the fake delays the pass rushers, and
makes the defensive backs run toward the line to help
tackle the guy they think has the ball. -

DRAW

The opposite of a play action pass. The OB drops back
as if to pass and hands off to the running back who
charges up the middle of the formation. By the time
the rushing defenders realize the deception, their
momentum may have taken them beyond the ball
carrier.

QUICKOUTS

Sometimes called a square out. In this pass pattern the
receiver takes a few steps upfield and makes a quick
90 degree cut to the nearest sideline. If he doesn't
want to sit next to the water cooler for the rest of the
game, he tries to stay in bounds.

CROSS

Most crossing patterns are the opposite of quickouts—
the receiver turns toward the middle of the field.
Some guys call them slants, but it just depends on the

angle that the receiver runs.
o ——
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POST UP

Post patterns are for fast guys. The receiver runs
downfield and angles in toward the goal post. If
the quarterback can really air out the ball, and the
receiver can rum like the wind, this bomb can score.

STOP CLOCK
Here the quarterback simply kneels or spikes the ball.

OFFENSIVE ALIGNMENTS

The sets and formations show how your offensive
team lines up when you call certain plays. Remember:
Not all formations are appropriate with every set,
We're showing you the most common ones here.
You'll be more competitive if you use these align-
ments in combination with the PLAYER RATINGS.
Here's an example of how they work.

From the PLAYER RATINGS you can find out who
your fastest wide receiver is. You can find out where
that guy lines up by looking at the following charts.
You might want to call a play for him from the
passing windows, if his hands are as good as his feet,

—_—



SET/FORMATION
NORMAL/FAR
WR1 LT LG 4t RO RT
85
HBI1 FE
NORMAL/NEAR )
WR1 LT LG C RG =]
QB
FB HB1
NORMAL/PRO-FORM
WR1 LT LG o HG HT
QB
HE1 FB
NORMAL/ SHOTGUN and RUN & SHOOT
VWH1 LT LG C RG
HB1 FB
QB
BIG/FAR
LT LG B RG RT
TE2 0B
HB1 B8
BIG/NEAR -
TE2 LY LG ¥ R BT
0B
FB HB1

TE1
WR2
TE1
WR2
TE1
WR2
RT TE
WR2
TES
WH4
TE1
WR4




BIG/PRO-FORM
TE2 LT LG C RG RT TE1
0B WR4
HE1 FB
BIG/SHOTGUN
LT LG C RG RT
TE2 FB TEI
HB1 0B WR4
FAST/FAR
LT LG C RG RT WR4
WR1 QB WR2
WR3 HB2
FAST/NEAR
LT LG C RG RT WR4
WH1 QB
WH2
HB?2 WR3
FAST/PRD-FORM
WH LT LG e RG RT WR4
QB
WR2
WR3 HBZ
FAST/SHOTGUN and RUN & SHODT
WR1 LT LG C RG RT
WHa WR2
WR3 HB2
OB
",
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HANDS/FAR
IT LG € RG AT TE2
WR3 QB WR2
HB?2 HEB1
HANDS/NEAR
LT LG € RG RT TE2
WR3 OB WR2
HB1 HE2
HANDS/PRO-FORM
WR3 LT LG € RG AT TE2
QB WR2
HE?Z HE!
HANDS/SHOTGUN
WR3 T s e RG RT TE2
WR?2
HB? HB1
QB
KICKOFF RETURN
RG AT T LG
ROLB FB LOLB
TE! TE2
WR3 KR
o~
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DEFENSE—FORMATIONS,
COVERAGES, PLAYS

Formations ’

GOAL LINE

A good line up for stuffing the short run and goal line
defense.

3-4
Featuring three down linemen with four linebackers,
this defense is now the most popular in professional

football. Used for short and medium zone pass
coverage and containment against the run.

4-3

Standard four down linemen (two tackles and two

I ends) with three linebackers. It's most effective
| against short passes and the run.

NICKEL

(zets its name from the addition of a fifth defensive
back (nickel back). When a pass is expected, many
teams add a defensive back to their sets, and take out
a down lineman or linebacker. Cover and Read sets
are available.
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DIME

When the defense is willing to mortgage the farm

that the next play is going to be a pass, they might
put in a sixth defensive back. This is the Dime defense
or Dime package. Cover and Read sets are available.

Coverage
ATTACK

An Attack COVERAGE is the best defense against
running plays because it emphasizes containment.
Control basically means that the defense is willing

to give up short stuff up the middle, but they're not
prepared to let the offense work the sidelines and
make big yvards on sweeps and stuff like that. Attack
15 not available with the Nickel and Dime formations.

READ

The Read COVERAGE gives balanced coverage. The
defense-has a little bit more flexibility to react quickly
to the pass or run. This is known as having some
options. It's probably the safest defense against run
or pass, but it's not the strongest defense against
either one.

COVER
Cover is usually the best COVERAGE against the pass.
The defense is trying to convince the offense that all

Pu



its receivers are covered and any ball thrown will be
shut down or intercepted. Pass coverage comes in
two basic flavors: Man-to-man and Zone (see PLAYS,
below),

Plays

BLITZ

A blitz is when one or more of the linebackers or
defensive backs unexpectedly rush the quarterback.
This usually happens when the defense thinks the
offense is going to pass. A blitzing linebacker tries
to sack the quarterback but he's satistied if he puts
enough pressure on the ball handler to make him
hurry his motion and throw badly.

STUNT

A stunt is when a defensive lineman takes an unex-
pected route toward the quarterback. Instead of going
straight ahead and trying to get by the offensive

man in front of him, he might loop around one or
two teammates to approach the backfield. Stunts are
intended to confuse the blocking assignments of the
offensive line,

ZONE

In Zone pass coverage, the defender is responsible for
a particular area of the field. He covers any receiver
who enters his area. Some defensive backs hate it
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when you come into their zone, They say, “get out
of my area, and no one gets hurt.” Some receivers
believe them. Zone defenders will play 5 vards off
the receiver to prevent getting burned deep.

MAN

In Man-to-man pass coverage, the defender follows
a certain receiver wherever he goes. Man on man
defenders are tough guys who love a challenge. They
play closer to the receiver but better have the horse-
power 1o stay with a speedy opponent. Their réeputa-
tions are on the line every time the ball goes in the
air. They can't say “| thought you were guarding
him.” They say stuff like, “I'm gonna be on his back
like white on rice.”

JAM

Although it's against the rules to tackle or hold onto
a pass receiver before he touches the ball, a defender
can jam or chuck a receiver, That means he's allowed
to give him one push or block within § yards of the
line of scrimmage, provided the ball hasn’t been
thrown. The defensive man is trying to knock the
receiver off balance, mess up his timing, and prevent
him from running his pattern.

PREVENT

Prevent concedes a short gain to the offense but
focuses on preventing a long gain. The defensive
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backfield lines up farther back from the line than
usual, so they give up the short pass too. It's usually
used late in the half or game when the defensive team
is way ahead, and the offensive team is out of scoring
position.

Defensive Alignments

The alignments show how your defensive team lines
up when you call certain formations and sets. You'll
be more competitive if you use these alignments in
combination with the PLAYER RATINGS, Here's an
example of how to use them.

From the PLAYER RATINGS you can find out who
vour fastest defensive back is. From the following
charts, you know where that guy lines up. If he’s not
covering the man or zone you want him to cover, get
control of him by pressing B (until he's standing on
the star symbal) and then use the D-Pad to move him
into the position where you think he’ll do the most
good.

a-—"!-:-'\
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FORMATIONS
GOAL LINE
RCB
ROLB
RE RILB NT
3-4
RCBI
ROLB
4-3
RCBI
ALB
HE
NICKEL
RCB2
RCB1
FLB
AE

FS1
LCB
53
LOLB
LILB LE
FSi 55
LCB1
RILB LILB LOLB
NT LE
SS
LCB1
LLB
LT LE
5SS
LCB2
LCB1
LOLB
LT LE
i —



DIME
55 FS1
RCB2 FS2
RCB1
LB
PLB
RE BT LT LE

KICKOFF
FS1 TE1 RLB RE MIB P §5 LE LLBTE? FSZ

PLAYER RATINGS

The skills and attributes of every player in our league
are rated on a scale from O to 15, with 15 standing for
near perfection. Each player has a speed rating—if you
can't run, you can’t play the game. But, since differ-
ent positions require different skills, we've also rated
the characteristics that are most important for playing
each position.,

These player ratings are reflected in my team scouting
reports and in the way individual players perform.
Here's an example of how the ratings work and how
you can use them.

You'll notice that San Francisco’s number one wide
receiver (WR1) has great quickness, speed, and a pair
of hands you'd trust to catch an artillery shell. If

—
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you're on oftense, you're going to want to throw

to this guy a lot, or use him as a decoy because the
defense has to respect him. If you're on defense, you
want to guard against ever going man-to-man with
this burner with only a linebacker to depend on.
You're probably going to want to put your fastest
defensive back on him. Get the idea?

Keep these ratings in mind when you choose a play.
They'll help vou play a better game.

KEY TO PLAYER RATINGS
Eight groups of players are rated—4 offensive and 4 defensive
QB! first quarterback RT right tackle
QB2  second quanrerback RE nght end
HBiI  first halfback LLE  left linebacker
HB2  second halfback MLB  middle linebacker
FB fullback ALB  nght linebacker

PLB s5inq lin k
WR1  first wide receiver passing linebacker

WR2  second wide receiver 85 strong safety

WR3  third wide receiver FS1  first free safety

WH4  fourth wide receiver RCB1  first right comer back
TEI first tight end LCB1  first left comer back
TE2  second tight end RCB2 2nd right comerback
LT abseabli LBC2 2nd left comerback
LG left quard K kicker

i center P punter

RG right guard KR kick returner

RT right tackle PR punt retumer

LE left end



ATLANTA Defensive Line

. PLAYER RATINGS ia. spd. WKl agl purse
Ouarferbacks LE| =9 | & g | T 7
pass  pass N 74| & B & 5
Ao, fange acour.  spo. scnmblg. RERE 6 5 4
0Bi | 12| 10 a 5 5 :
082 13] 1 | 3 3 | L ebarkars
no. spd. [ekl. agil awar.
Runming Backs Sk IR |54] 3 | & | & G
no. spd. agil e hnds LB (59| 3|3 [4] 5
HB1 (34| 7 | &8 |7 | & RILB |s8] 5 | 11 | 5| 5 |
we2|a| 6 [ 6 | 6] 7 ROLB|SE| 6 | 5 |6 | 8 ;
FE 43| B 515 8 PLB |52] 5 | 3 L 5 |
Recavers Daferisnve Backs
bk, pass
__no. spo calch. ekl quik no. spd. Lokl cov imere
whi! 0] 7 |1 [ 6] 1 55 |42](6]9[8] 8]
' wrz| gif 15 [0 ] 7| 12 FS1 (25 1121 8 |11 ] 12
i wralge| 7 iz [ 7] 1 RGBT (1 (14| 8 [15] 14
I WR4| 85| 6 | 8 [ 4] | LCB1 {22 (1510 | 14| 15
! TH |35 7 | B | 5] 7 |RCB2 |37 |7 |8 |7 | 7
| 2 (e3[ 6 |5 [a] s LCB2 |23 |7 110 | 6 ) 7
LB a2 19 & 7 )7
(ifensive [ Ing
pas3 - FoR Special leams
L o S No. (ENOE  BCCLT.
L!!?H Erﬂ‘ 2] 8 <la | 10 12 i
| | o8 L P72 | 7 |
N T N . spaes _agi. _tach
: RT| 72 | 300 | 131 10 KR [H | 11 i1 8
E PR |21 | B i 3
|
|
|
—



BUFFALD
PLAYER RATINGS
Quarierbuacks
0, [hG8 ACCUF. 30 serimblg
oBt[12] 12 [ 12 ] 3| 4
oa2l14] 1 | 12 | 3 3
Runming Backs s
no. spd. agil. lckl hads
HBI 34|15 | 15 |14 | %
HB2123 )10 | 11 |19 | 10 |
B 35| 7 |8 |6 | 4
Recaivers
birk
ng. spd. cateh. okl quik
(WRN B0 13|10 | T 9
WRZI B3| & || T 1
WR3|g2| 7 | 6 | 4| 6
WH| 85| 5 | B | 3| &
TE1 {84) 4 | 6 | 4] %
Tez (88| 5 [ 5 [ 2] s
Offensive Line
pass  fun
no. Ibs. biok. biok
LT| 69 | 289 | 13 | 12
L6 | 51 [ 272 | 14 | 13
C |67 |275] 13|12
RG{ 74 [30i [ 1D ] 9
RT| 75 |35 | 10| 9

Mefensive | ime

no. =pd Ikl agll pursu.
LE | 94 | 4 M| 5 4
(NT 19 | 8 /|87
RE| 78 | &

13| 7 [
[inghackers
ne  spd. ekl agil awar
LOLB |9F) & | 11 9 9
LILB [56| 4 | @ 31 3
RILB [54]| 4 | 7 | & 3
ROLB[s5| 8 |12 |8 | @
PLBE |153]3 | 4 |3 1
[efensiya Backs
pass
no. spd tckl. cow nferc.
55 46 |12 | 7 _‘!E 12
st |33 |11 8 [10] 11
RCB1 |37 |15 | 7 (13| 15
LCBY |47 (12| 7 |13 ] 12
roez [27 |6 (6 | & | &
|77 |7]7
FS2 |20|6 | 7 | 6| 6
Special teams
__ g Fange aceur
k(2] o %
plals |6
heeak

no. speed  agil fackl.
KR |B5 | 10 10 4
PR{B5 | & 6 0

,—
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CHICAGD
PLAYER RATINGS:
Quarterbaghs
mio. &aﬁ?a aﬁfﬁ\ spd. scrmblg.
EB1f4 |10 | 10 | & 6
pB2| 1] 0 10 ]3] 3
Runnirg Backs -
mo. spd. agd ekl hnds
|HB1j35]12 11 |10 | 7
|ez{at| 7 | 6|5 ] 4
{ra Jos|7 |7 ]s]n
Recewers
brk.
no. spd. catch fckl  quik.
watleel g [o [ s ¢
wrz| 87| a |7 [ 3] s
WR3| 20| 3 | 4 | 1| 4 |
WR4| 88| 3 |4 | 1| 3 |
TE1 (60 8 | 5 | 2] 3 |
k2 86| 6 | a4 | 1| 4 |
Offensive Line
pass  run
no. Ibs. blok. Dok
LT| 70 |279 ) 13| 9§
16|62 |272| 13 ] 8
C | B3 |280 | 14 | 10
RG| 5 |269| 10| 6
RT| 78 |284 | 10 | B
—

Dafensive Ling
no. spd f[ckl agil pursy
LE| 93] 6 5| 4 5
WY 2|7 a |7 T
RE| 95 | 11 9110 9
Limebackers
__fo. spd. ik ogl. swae
LOLB | 58| 8 4 |10 g
e [sg] 9 | ¥ | 9 ]
RLB (76| ¢ | 7 |6 | @
ROLB|[55| 14 | & |15 | 15
PLB {519 |3 ]g| o |
[ass
no. spd. Mokl cov. inlerc.
Oux 48 1012 | 11 1I]m
1 (2 (1|22 |11 N
RGBT |32 (14| 13 [ 12| 14
LOB1 [ 21 |11 | #3 | 11| 11
RCB2 |26 | 8 | 93 | 7 g
(LCB2 |37 |6 | 13 | B B
(FSZ2_[36 13 [13 | 9 £l
opaciaf feams
§Wi. range 3CCur.
k(s |7 | 3
Pla 7 4
break
no. speed  agil tackl,
KR |20 | 6 i 4
PRj22 | 8 g 2




CINCINNATI
PLAYER RATINGS
Quarrerbacks
no. Il?aa%: aﬁﬁ. spd. sormiblg.
aB1|7 | 9 9 | 4 4
oB2{15| o | 8 3] 3
Reuaning Dacks bk
no. spd. agll ki, hnds
HB1 28|12 | 11 |10 | 7
HB2 |20 | & 6 5 L
FB |M| 7 6 | & [
Recevers
b,
no. spd caich ikl quik.
WR1| 81| & Fi 5 [
WRZ| 85| ¢ | 8 | 5 f
WR3| 86| 5 |4 | 2| 4
Whd[so| 8 [a [ 1] 4
| TE1 | 82| 8 B 3| 4
T2 (8] 5 [ 5 [ 1] 5
Offersive Line
pass rum
nd. [bs. blok blok
LT| 78 | 293 | 14 | 13
LG |62 |28 | 10| 8
C | &4 |21 ] 10| 9
RG| 73 |27 | 10| 9
RT| 62 |[288| 10| D

Drefensive Line
no. spd. ickl. agil. pursu.
lE|ss|7 | 5|7 | & |
NT| 69| 7 | 0| B | 7
RE|ea |7 | 68 | 7| &
Linebackers
no. spd. tokl agil awar.
WB|se|ls5 |7 | &8] 7
LiLE |58]| 5 4 d
RLB |57, 4 |5 | 3] 3
(ROLB|gd4| 6 | & | 7 | 7
P |ss|3 |3 3] 4
Detensive Backs
pass
no. spd. ickl. ©ov. interc.
SS HBIW) T 9 10 |
1 (20|86 | 8] 8
RCBrj22 /9| 6 | 8] 9 |
W1 |25 7| 6 6 i
ACB2 |41 13| 5 | 4] 3
Wbz |3z|s | 7 | 4 5
Fs2 {27 |6 ) 7 | 5] 6 |
Spacial leams
Q. range aocur,
Kla |7 | 8 |
Pl11] 13 [
' DrEak
no. cpeed  agil. tackl,
KR (42 | B8 q 5
PR |32 | 15 15 9
e

&
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CLEVELAND Defarrsive Line
PLAYER RATINGS _no spd tckl, agil.'punﬁu_
CoditerBacis LE 90| & G | 5: B
pass  pass LT 56| & 3 b f &
no. range accus, spd. scrmblg. RT |82 | & 8 ls| 8
peif19] 11 [12 J 4] 4 REjos |7 J a7 ] 7
g2 |17 | 4 | 4 3 K |
Linedrackers
Runming Backs .III!I. spd  lckl  agil AWar,
ork LILB 58| B | 4 |7 | B8

MLE"EEE_E-;W g | ¢
| RLB |57[10] 7 0] 10

na. spd. agil. tckl hnds
HE1 |78 ] 7 ? 17 T

HB2 |33 | & |6 |4 1"

(e fso]s |3 fa]e

FB |34 1 |9 |8 n

Defensive Backs
G - _ no spd teki oov. ntee
ng, gpd. catch okl quik S | 2|17 1N| 8] 17
wifea[ s [a[s| 7 ¥51 | 29| 8| 11| 8] B
WRz|86| 4 | 5 [2] 5 (ReB1 [ 26| 7] 12| 6| 7
wra|1 | o | s | 2] a | et [asf 10l ] 8| 10
wea|21| 4 | s | 2| 5 iReB2 [ 25| 5 11 4| 5 |
IR B R E a2 [ aal 4| 0| 4| 4
Te2 |egl 3 [ a1 ] 4 (52 (37| 4] 0] 3] 4
Oiercive Lino PReC e
pass  run N, fange aEcur.
‘ ng. Ibs. bok. blok AERET x
LT[66[288] 7 | 3 % ETY T
WG| 7a 2| 7 | 3 hreak
C EI___ﬁE_?Eﬁ_ T 13 . no. speed agl_ tackl
G| 68 | 304 | 10| 8 KR[21] 6 | 4 | 0
NMEEIERE (21| 7 |8 | 2




DALLAS
PLAYER RATIMGS
Quarteibachks
o 15 BB u s
OB1 |38 g 12 3 4
oB2|7 | 3 |8 |3 3
Rumung Backs brk
no. spdl. agil  fckl. hnds
TFAEREA R
HRZ |34 | 5 5 & a8
FB (485 |5 |5 | 10
Receivers
brk.
no. spd. catch. Ickl  quik
wri|ss] [ 3] o[ 1a]
WR2) 80| 1] B 3 b
wRalsz|l wo| s |3 5
WR4|B1] 12| 6 | 2] 5
|TE1 |84] 6 | 8 | 6§ | B
TE2 {86 3 | 8 |2 ] B
Ctfensrve Lime
pass  rum
no.  Ibs. blok  blox
LT| 7 | 283 8 <
LG| 66| 312] 11| &
C|sa[2n|8 | 5]
AGL 63 | 283 & | 5
ar | 61 | 322| 11| 8

fefensive | e
wo. spd. tckl agi pursd.
e [o2 |7 | g | & |
LTl |6 | 2|5 6
Rifer |7 |5 [7] 8
RE|77 |7 | 7 ]7 ] 8
Linebackers
no. spd. ickl. agil awar.
e [s1jo | 7 ]8 | o
mp |ss|s | 4afs |3
RB [s7[7 |58 | 7
pe |sale | s]7 ]| 7
(refansiee Gacks
PSS
nt. spd fckl  cov. inlesc
5 |srlala]|a] g |
st (|7 [a 7] 7
RCB1 | 74| 8| 8 | 9| &
LcE1 |30 0] & | 11] 10
reezl 23| s 7 [ 6] 5
icA2 j29 | s 9 | 5| 8
P2 Jas| 3f s ]| 3|3
Special ams
ng. r@ange aceu
K n || s
|4 | 12 g
Break
rno. speed  ag tackl.
[kr 81| 15 | 1 | w0
R|&3| 13| 12| 6

& 15




PLAYER RATINGS

Cerartertacks

pass  pass
ho, fange acuur. spd _sérmbig

eBi|7 | 12|99 | 86| 8
aa2iin] 0 2 | 3 J
Ruimmimg Backs bk
no. spd agil tckl. hnds
HB1 |28 | 14| 14 ) 12| 5
HB2 (33| & 8 [ | G
B 130) 7 [7 |& | 10
Recesvors
birk.
no. spd. calch, lckl  quik
Wi1| 83| 8 T 4 7
WR2| BO| 12| 6 | 4 B
WhRi|g2| 3 | 5 | 2| 4
WH4 | BS5| 4 5 ? 4
TE1 | 81| B 9 | 2 5
TE2 | BB| & 4 1 3
I (ffensive Lime
ass  run
_ mo. (b=, biok. biok
LT | 62 | 209 | 7 &
| G| 63 | %8| T _E_
C | H. 2|7 6
u |RG| &7 | 287 | 7 | B
RT| 76 | 200 | 7 B
r"'-'_"'-:‘-"‘u

Defensive Line
_ no. spd. ekl agif pursy
LE| 81| § 6|6} &
AEIFREERRNE
RE{o0 (6 | 7| 7| 6 |
Linebackeys
B ng. spd. fckl. agil. awar,
o8 [73[13] 6 [ 4] 13
s fsef10] 9 fo | 8 |
RILB 77|14 | 8 | 15| 14
ROLB|si|15] 7 [ 14] 14
MB |s54]i0| 5 | 0] 10
Delenswve Backs
pass
~no, spd. Ikl cov. Interc.
Ss |49 | 15| 14 ] 18] 15
Fs1 (27 [ 18] 13| 18] 15
neat (24 | 12| | 12| 12
LcBt (34 [ 13 15| 1] 13
ez a9 | 14| 10] 9
lce2 |21 |9 [ 15[ 8 [ 0
B EIRDENERR:
Spreial teams
MO Fange  aocur.
AL 19
Pl2 ]| 9 1
T break
no. speed agl. lackl
KRja1| 10 | 8 [a
PR M9 |8 [a |




DETROIT
FLAYER RATINGS
Cudnlertacks
o, F?rfé_ ia[t?r.ﬁfr. spd. scrmblg.
loB1|12| 5 [ 8 F| 3
QB2 | 9 4 10 4 4
Runming Backs bk
no. spd agdl. Ickl. hads
HB1|20f 15] 151 15| 7
HEZ |43 | & 2 i
B 216 | & i)
Hacaners
Brk.
ne. spd. catch okl quik
L"HF:I g0y 4 8] 2 3
| WR2| B1] 3 a 11y 1
WR1| 86] 7 4 i 4
whd| 84| 4 2] 0] 1
TE1 | &) & 2 f F;
TE2 |46 3 | 2 | 0] 2
{Mienstve Ling
pass run
no. Ibs  blok  blok
(LT] 75 | 287 | 13| 8
LG |66 | 286 9 | 5
C |53 |28 | B 3
RG| 6T |285| 5 | &
lrT| 76 | 276 9 | 5

Defensive L ine
no. spd. ekl agil. pursw.

LEj S0 | 6 | 8 7 B

NT| 83| 6 d 17 b

RE| 92 | & g | & 3
Lingbackers

no. spd. fckl  agil. awar.

LOLB |58| w0 | 9 | 10| 1
LLe |[s4f7 | 12|86 | 6
B [e8ls | 6|6 | 6
ROLB| 56| 8 716 T
PLB |51 6 i 5
Dafansie Backs
i

ng. spd. tekl  cow. intenc
55 |as|o] 11]9| 10
FS1 |3 | &8 | 9 T | 8
RCB1 )24 |7 | 10} 6 '.'_
LCBr |39 | 12| 1 | 12| 12
RoB2[25 )15 |9 | 5| 5
wez |28 |15 | 10| 5| 5
Fs2 (27 [4 |9 |4 4

Specer! leams
no. range  ateur
K| 3| 7 d
P|6 | 8 13

b ak
ma._speed agil  lackl,
kRlz3 | 14 | 15 [ n

pRIza| 14 | 15 | 0

P



GREEN BAY Defensive Line
PLAYER RATINGS no. spd. okl agl. pursy
Qurarterbacks LE| 62 |6 | 3| 6| &
NT | ! F :
__ho ﬁiﬁn ﬂﬁ. spd, scrmblg RE ?E 3 : E ?
o817 q 7 4 4

os2]m] 4 |8 | 4] 4

Linehackers
na. spd. lekl &gl awar

Running Backs bk OB [90] 12| o] 13| 14
mo. spd. agi ekl hnds L ;1| o] 0] 9
HBl|®| 6 |7 |5 ]| 7 RILB |56]8 | 4 | %
HB2|46| 4 |5 |4 | 8 ROLBIgs| 13| 4 | 14| 14
B fagls [7 ]7]7 PB fsefo [ 8 [9 [ 8
Recerers Defensve Backs
bk pass
no. spd, caloh, [kl quik, no. spd. ikl cov. interc.
wri[s4a] 6 [ a4 7 55 JaJafa[a]s
WRE| 81| 6 | 6 | 2| 5 FS1 |26 104 9 | 10] 10
WRI|88) 6 | 3 | 1] 3 RGBT |36 | 111 @ [ 10f 11
WR4| 85| 3 | 4| 1] 3 e |25 | ofa [a] o
TEt |80 4| 4| 1] 3 RcB2 |22 (59 |4]s
ez 6] 3| 4]0 2 wezlze7 (7|3 |87
FS2 [24)5]10)] 5] 5
Offerrsive Ling S .
o Ibs, blok blok wmﬂs ange _acea
LT| 75 |286] 7 | 4 “Tle | 8
[LG| 57 | 280} 7 4
'C |63 |25 7 | 4 R
E Dl
(RG| 65 13051 7 | 4 no. speed agl,  tackl
RT| 77 | 288] 7 | 4 KA |88 ] 13 | 12 | 8
PRI85 | 11 | 10 | &
—
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PLAYER RATINGS
Qerarterbacks
A3, P&’nﬁﬁ Meur. 5o sermbig.
IR ERERN
| oB2f14] 0 |1 |3 3
Ruirning Backs s
Mo, &p8. agh, igWl hnds
HB1 |44 | B B |6 ¥
MBZ |33 | 4 1 4 | 4 8
EREIERERERE
fecevers
brk
ne. Sod. calch okl guik
WR1|&4| 6 | 13| F | 11
WR2(80) 5 | 7 | 4| 6 |
WR3| 81| a | 10| 6| W
WRe 85| a | 5 | 2| 4
TE1 (83| 7 | 5 | 2|5
w2 ar| 7 | s 2|86
Miensive L g
pass run
ne. Ibs biok. ik
v 78 20 1]
iG! 63| 284] 11| 8
Cliaj20} 15] 13
AG| 70 | 286 1|8
RT| 73 |291] 11| &

Detensie Line
no. spd. ikl agl. pursu,
LE|9s | 12| 0] 13| 12
iT|m]s | 12]a] 8
(A 14 1 81614
LRejoe | w0 | 11f w0f u]
L inebackers
no. spd tckl. aqil. awar
LLe jSs7jw| 0| w| 10
Mg [54] 9 | 14] 10 3
RLA | 91| 8 2 |
PLB | 53] 9 9
Defensnve Backs
pass
no. spd fckl cow interc
o | 23] 13 9 12| 13
FS1 | 26| 12| 9 | 12[ 12
a8t 21 [ 12 0] n| 1
em | 28 13] 9 [ 13] 13
RCB2| 23| 5| 9 | 5| &
we? |23l 6| 0] 5] 6
k2 [els| 9 [6]s
Seecial teams
No. range Jaccur.
K[6 | 3 8
P9 | 10 ;]
o bk
no. Speed  agil. tackl
kp[67] 9 [ 8 | 6
|87 86 | 6 | 2




_ Defensive Line
PLAVER RATINGS o spd Ikl agll pursu.
Quarterbacks LE|i6|6 | 26| 5 |
no. Faangé_vaﬁsu:r. S, SCImig, :; g‘f:-_.“*g“‘ ":' : 3
FH 111 9 |1 |]3] 3 s
0B2/7 | 6 | 8 4| 4 Ltk
o spd. Aokl agil. awar.
Running Backs bk tows [51]s [ 4 ﬁu §
no. spd agl WK, hads |LILE | 54| 7 Wwl8 |7
HB1|32] 5 |6 |4 | 7 RILB |o7]4 | 8 |5 | &
HB2 |20 4 |4 |5 | & ROLBIsalw| w|a | 11
|f8 (231 3 |4 |2 ] 10 PLB [s5/7 | 6 [6 | 7 |
Recewers Dafemsive Backe
brk. pass
o spd. catch, ekl quik no. spd. ek cov. interc
WRil 4] 5 | 7| 3| 7 | S5 (368|115 8| 8
WRz 8o 5 | 8| 4| 7 P8t [3a(8 15| 8] 8
wR3| 85l 5 | 5| 2| 4 RGBT |36 |8 | 15 7 |
whe|gs] 2 [ a4 | 1] 2 wojar|vs| 7|7
11 |88 5 | 3| o] 4 RCB2| 25|38 | 14| 3| 3 |
T2 |81 4] 3] 0] 2 We2|3s|3 | 15| 3|3
82 f42l2 (18] 2]2 |
OMensive Line
no. Ibs E_?ﬁ g?lc, IS
NEEI FHaln il &
IGI7I N5 6 | 4 Pla |2 | 3
C|safam|e | 4] .
Ri | 66 | 281 ) 6 | 4 no. speed  agl. Lkl
RT| 76 | 306] 6 | 4 kAjaa| v | 8 | 3
PRIs2| 8 [ 6 | 1




KANSAS CITY
PLAYER RATINGS
QuAmeErDadk s
- MT% ipﬁﬁlsl‘ gpd. scTmblg
l__qgl ] 6 [z Ta] 4
2|13 1 |13 [ 3] 3
FHDERY e brk,
mo, spd agd  ickl hnds
ITHUEEIETENER
we2laa| 8 [ 9 [8 | 2
e [3s| 13| 14 12] 2
Receivers
brk
no. spd calch. okl quik.
whi|83] 7 | 6 [ 3] 5
WR2 81| 4 | 5| 2| 4|
WR3| 82| 8 | 5| 2| 3
wri|ag] 0| 4 | 2| 3
TEr |85 3 | 3 [ 1| 3
ez |86) 5| a| 2] 3 |
Offensive L ne
pass  man
no,  Ibs bliok blok.
Lr| 76 | 298] 15| 12
LG| 7@ 2i6| 11] ¥
C |61 |200| n| 7
RG| 72 {305] 1] 7
Tl 74 {308 1| 7

no. spd. ekl agi. pursy.
(o] 0] )]s
NT |87 | 5 1] 2 2
RE| B3 | 7 3 | 7 [

! Fme-frackers
no. spd. okl ﬂ{I awar.
IO 57{11] 8 | 1 10
LILE |54 8 5 | 8
RILB |s6|6 | 7 |7 | 7
ROLB|58[11 | & | 12| 12
PIB |5216 [ 4 |16 | 7 |
Delensive Backs

pass
no. spd. lckl cov. inlerc

S |(2H| |68 7
FS1 |20 10| 1@ ] 11| 10
Regt (31 la| 4| 8] 8
Lee1 |20 1] 9 | 10] 11
Rea2 (394 | 11| 4| &
ez (24 |7 | @

s? [4le6ls |4l 6
Spaceal reams

__ 0. fnge SCtuf.
K|8 |5 13
Pld4 |7 1

break
no. speed agil.  tackl.
KR |44 | 10 10 B |
PR]25 | & 6 1

o —

& 51




LOS ANGELES
PLAYER RATINGS
Quarferbacks
[l &5 eSS
no. fange accur spd. scrmblg
OB1|11] 11 3 K| i
B2 |14 0 5 | 8 3
Runnifg Bagks
frk,
ne. spd. g, ekl hods
HB1§339 | 6 | & T 110
_ wezfaa | 5 |5 | 4
: FB J22] 3|4 |3
Feceners
brk
no. spef. cofch. Ackl guik
whij8p| 11 |40 [ 7 ] 0
WR2| g3 |1 | 7 |4 7
WRI| 84| 9 | 5 | 3] 4
WRa|82| 8 | ¢ | 2| 4
TE1 |87 6 4 4 5
12 |o6| 3 | 6 | 3] 4
. OMtgnsnve Line _
: PSS Hun
: no. Ibs biok blok.
- LT |64 (306 | 10| 8
LGI 7T (276 | 0| 8
C i61 |200) 0| B
RG| 66 |285 | 10 | 8
AT 78 (284 | 10 | 8
I
|
—

Bletensive Ling
no. £pd tCkl  agl pursw
|97 |6 [3 (6] 6
LT | 85 | & X G b
RTj%0|5 |8 6] &
RE | 91 | & 2 F 15
Linebackers
nd, spd ekl agil, awar.
LLE (53| 6 2 i ]
MLE [52|9 |10 |9 | &
me fselog |4 |89
Pib [54[5 |3 [ 7|6 |
Dirtensive Bachs
pass
mix spd 1kl cov. interc.
55 | ®%)7i |8 | 6|7
Fsl 2315 | 8 5 5
RCE1 (4318 [ 7 | 7| B
LCB1 (2040 | 7 |8 | ¢
[ ReB2 | 27|3 |8 | 3] 3
gz | 1|5 | 7 3 3
esz [arfa [7 [r]7
Speciy eams
_ Dm0 fEnge  accui
JEEREE
P|6 | 4 7
idak
g, speed  agd, iackl,
kp(82| 8 | 8 | 4
IF'Fli B2 | 3 i0 1




MIAMI
" PLAYER RATINGS
(uarterbacks
pass  pass
no. rasge accu. spd. sermolg.
, sl 13 [wo[a] 4
oB2l9 | 0 | 9 | 3| 3
Runvurg Backs o
no. spd. a0l Ackl. hnds
(He1 laaio [ 8 [ 8| 3
TAEIENER N
P jaa|l3 |4 |36
Receivers
Drk.
no. spd catch. ekl quik.
(watlesl 1o [ 11 [ 7] 1
|WR2} B3| W0 [ 11 | 7 | 1n
{WRIl 49| 3 | B | 4| &
|waa 81l 8 | 7 | 5| 7
[TE1 Joo[ 5 |5 |2] &
|TE2 |@&4[ 8 |6 | 2] 5
Offensres Ling
pass  run
no.  1bs. bk blok
LT| 78 | 288 | 14 | 12
R RIEE
€ |65 [285)11] a
RG| 61 (308 | 11] g
ATl 7a [296 [ 11| 9

Defensive [ ine

no. spd tckl. agil. pursy

GEIEEEIEAES
NMlgalv |47 |8
RE|sv|8 | 78 g{
Lingbachers
na. spd. fckl ilgﬂ_'"_ah:dﬂmiw _
THEIEREREIE
LB |s6]5 | 5 |6 | ®
e [sls [7 [ 5] s
hoBlss[ 7 |3 |7 ] 7
PE |5i]l6 6 |7 ] 8
Defensive Backs
pass
g, _Sp{! ickl. cov imterc
(58 [w]s 12|68
__F_'.S'I 218|110 ]|%0)]| &
ACAT (43 |5 |10 [ 5] 5 |
eet (24 la s ] 4
ReAZ (35 (1 [ 12 | 5 | i
lcB2j32)12 |11 |2 2
Fs2 Jasls || 4] s
Special feams
no, fange  ERdic,
K|lw| 1w | 13
pla |15 | o]
T break
no. speed agil  tackl
R34 | 7 8 4 |
PRI82 | 8 | 8 | 4 |




MINNESOTA Defensive Line
PLAYER RATINGS mo. spd. fckl  agl pursu
LE| 8 | 5 9 | b b6
St e tT|oz [ [9 |a] 8
no. [ange accur spd. scrmblg. RT{9 |v0 |12 ]9 | 9
DBt 16| 7 1" § 4 RE|S6 |7 (12 |8 | B
|oB2 (11| 2 8 3 3
Linebackers
. ne apd tckl. agll. awar
Aunring Backs | o =T -5 : ..?, .
me. spd agil  tckl hnds Wip |50 7 a8 a8 g
ekl 4 ] B0 A 8 pe [s7lo [ |8 | 7
211 e 19 13 PLB [81]7 | 4 | B | 7
FA |46 6 |6 |6 | B
Defonsive Backs
s Brk. L IE:;’: iere.
no. spd. catch, fckl. quik S§ |4715 |11 [13 | 15 |
wRelg1| 3 | 6 | 2| 4 FS1 | asj13 | 11 |13 | 13
wr2|so| 6 | & | 4] B | RCBY 48 (12 | 11 |12 | 12
WR3|gs| 5 | 4 | 1| 2 B (3|11 l9afln
WR4|B87| 3 | 3 | 0| 3 RCB2 | 269 |10 |w )| 9
et B3| 4 | 6| 3] 4 We2 | 38|66 |10 | 6| 6
TE2 |68] 3 | 3 (0] 3 F$2 | 22|86 |11 [ 7| B
Offengive £ fng | SEeCial leams
pass run o Fﬁﬂg! = Lo S
no, Ibs bk blok, K| 7 7 7
LT 65 [282 | 14 | 1 S ETIET ;
6|64 |2r1 | 14| 11 ] bredk
¢ |63 263 | 0] 7 no. speed  agl.  tackl
RG| 69 |286 | 10 | T KR| 20 11 | 1 r
RT| 76 |295 | 10 | 7 FR| 87| 9 B 3
u-——-"-:"\

S



f

MEW ENGLAND
PLAYER RATINGS
Quarterbacks
i %‘Egﬂ aﬁfﬁf s scrmblg
QB1 |7 [ 10 | 10 | 4 3
osz[3| + [ 7 |2 3
Running Backs o
no. spd. agil oM ks
MB1 {321 | 11 |8 | 1
HB2 (24| 6 | 5 |4 | ¥
/|5 |6 [a] 9
Hacanans
Bk
no. spd. calch. ok, quik
Whilso| 8 | 9 | 6] & |
wr2|ss| 8 | 7 | 4] 5
wra|a3[ 12| 5 [ a] 5
wia|®1 9 | 4 [ 1] 5
TE1 [85] 3 [0 | 5| B
T2 |87 3 [ 4 [ 1] 4
Oifensve ! ine
g - 1|
mo.  |bs. biok Biok
LT | 78 | 284 m.i_'
G| 76 [285| 6 | 4
G| vd (280 6 | 4
RG] 75 (204 | & | 4
(ATl 77 (200 6 | 4

Datensivg Ling
no. spd lckl 2gil. pursy,
Eloc|6 | 6|7 ] s
N[ 7 [ 3[5] 6
REJwof7 [s]{7]6
L inebackers
no. Spd. Wkl agil. awar,
LoB[se|a | 7 | a | 10
e |s1]4 |8 [ 5] 3
RLB |sa| 7 [12]a | s
ROLB s 5 | 5 | 6| B
PLB |82] & 4 | 3
Diefensive Backs
pass
no. spd tckl cov. inlerg,
ss #1766 |6 ]| 7
51 a6 8] & |
Ret|aw|ols | o] 9
Leet (a7 1] 6 |10 0
regz|22[af6 [ 3] 4
A B EE
is2 |28]5]16 | 5] 5
Special feams
no. lﬂl?l‘ ST,
kK|4 ] o §
Pl11] & 7
break
- no, speed zl;_pl tackl.
KRl2a | 10 | 11 | &
PRJ36 [ 6 | 8 | 2 |
S —

& 55




NEW JERSEY
PLAYER RATINGS
Quanerbacks
e, mﬂ! E-g."gl.lf;. spd, sCrmbig
g7 [ 11 10 | 4] 3
os2la [ o |5 [a] 3
Running Backs ik
no, spd agl fckk hnds
HB1|32 | 12 |12 |11 | 8
HBz |24 | 7 | & sl
B (3o |Mm |10 3
Reepivars
brk.
no. spd. catch. tokl quik
wri[8s] 7 [0 5| 8
wrR2i85| 8 |w | 5| 9
wRiler| 8 | 4 | 2| 4
whlg|s5 | 5] 25
E1 feof 3 a4 [1] 3
TE2 |B4| 3 4 1 |
Offensiwe [ine
pass  nun
no, Ibg Dok BDhok.
M E N ERE
iG] 66 |84 7| 3
c |saf2es| 7 | 3
Rl 67 |2 | 7| 3
LIEEAERE

Defensive Ling
no. spd. lckl agl pursu
LE |97 | B F -] B
LT |94 | 7 B |5 -]
RT| %0 | B a 17 i
RE[S6 |0 |8 J9 | 9
Linsbackers
no. spd. tckl. agd awar.
e [s7)8 | 7 | & | 8
MLB | 59| 7 | 12 | 7 B
AE |eg| 6 | 4 |7 | &6
PLB |55 8 | 8 ' B | 7
Defensive Backs
pass
fo, spd. ekl cov. interc.
535 agla T 5 b
FSl | 2|7 |6 |8 )
RCE1 |40 (B | 8 | B ]
_LE;£1 43|10 | 7 i0 | 1D
RCB2Z| 2112 | & 2 2
LCB2 | 45 | 1 7 Z 1
F52 | 31]3 | & 4 3
Special teams
Md. Fange accur
|K] 5 1] 6
P14 g 2
binaak
no. speed agil  iackl
kR(s ]| w0 ] 9 | & |
| PR | &1 B 7 a |




"mum Lefensive Line
PLAYER RATINGS 0. Spd. L aghl pursi.
Quarterbacks el |6 | 3|5 ] 8
pass  pass NT| 4 | B 516 !
no. range accur. spd  scrmblg. RE| 73 | & i 1al s
Q1|3 | 5 | 10| 4 4
08z | 4 3 9 K] 3 Lk
ne. spd. okl agil. awar.
Running Backs - Lows |s7]wa] 7 [1s] 15
no. spd. agil gkl heds LLa Istjin 1o f12 ] N
He1|25)| 9 | 9 [8 [ & RILB |safo ]| a |12 ]| n
HR2|22| 8 | 7 |8 | 9 ROLB (5614 ] 7 |15] 15
FE J20(12 [12 ({9 | 8 PLB |52{i1 ] 5 [10] 9
Recemwers Dafansive Backs
bk pass
ne. spd. catch. fckl. quik , no. spd. gkl eov. (nlerc
WRIj 84| 6 | 8 | 5] B S5 [ |12 13 | 12| 12
wrzjas| 8 |8 |s5] o SN EREET
WR3) 89| 0 | 6 | 3| & RCBY |41 [#2 | 14 | 13 ] 12
Wil oo 4 | 4 [1] 3 LCBY |26 |13 ] 15 | 14| 13
| TE1 | 82| 4 4 2 5 RCB2 |27 | & | 13 | 10| B
TE2 J85] 5 | 4 [ 1| 4 a2 {aaf7 5|6 7
F52 [29]6 |13 |6 B
Offensive Ling
pass run Special teams

mo, s biok blok
LT | 74 | 284 10 5

i1 I"ﬂl'ﬂfﬂ' ACGLUT
(kl7 115 | n

G| T2 [288| W0 | 5 pls [ 12 | 6

C |6 [252| 105 = o
RG| 70 288 | 10 | 5 no. speed  agil tacki
RT| 67 [278 [ 10 ] 5 | k(28| 7 |72 | 3

PA |22 | 4 5 1

T —

& 51



NEW YORK Defensive Line

PLATER RATINGS: no. spd lokl a3l pursu
Cuantrrbacks LE|7T]| S | 7T 6] S
pass  pass NT| ™| 5 6|6 | 4
no. range accur. spd  scrmblg RE| 70 | 9 a lwl
aerlis] 6 | 12 [ s J[ 5 o
gg2i1| 3 |03 | 2 Lhsstiockins
no. spd. ACkl, agil awar.
Ruaning Backs ek L8 [saf13 | 8 [13] 1
ng. Spd. agil. ickl. hads LILB |89]9 | 5 |9 g
HB1 (27| 14 | 14|12 ] 7 RILB [52[14 | 11 J 15|
HBE2 |30 | F B | & 5 ROLB | 5G]14 | & | 14| 14
FB (24| 7 [ B8 | 6| 98 | PLE |55]19 | 5 |81 3 |
Feceners e fensive Backs
bk pass
no. spd. catch ickl. guik mo. spd Wkl cow interc,
WRi| 82 @ | F | 4] § S |47 9| |2 9
WR2| 85/ 10 | 5 | 2| & FS1 |29 (8 |14 | 8| 8
whi|[s1] 3 [ 3 | o] 2 (RCBY |28 (11| 13 [ 12| 1
WR4|90 9 | 3 | 1] 3| LeBl |25 (1] 12 13| 1
T |87 7 [ 4 | 1] 3 RCB2 |23 16 |13 | 5| 6
TE2 | 86| 4 K| Dl 3 LCB2 (21 (4 |14 | 5 i
52 |3 (51121 4] 5
Difensive Line
pass  run Special fopms
no. s Dok, Diok no. rangs  aceur
LT| 76 [34] 12N “Ta | 11 P
LG| 66 | 281 | 12 [ 11 AFRET ;
C |65 |265 | 9 [ & ] break
AG| 60 269 | 9 | 8 | mo. speed  agll.  tackl
MEAEEERE kRlao |11 | 8 | &

PRl30| 0 |9 |5




OAKLAND
PLAYER RATINCS
Qurarmerbreks
pass  pass
o, range accur. spd. sermbln.
ge1{13/8 |8 | 4] 4
OB2 (12 | © 1 3 3
Runming Backs -
no. spd agl ekl hnds
HB1 |2 9 |10 |7 L
HEz({s@ | 7 |7 |7 ] &
/B 35| 7 /8 [6]5
Receivers
bri
no. spdl catch, fokl  quik,
I ERERE
WR2| 86| B | 6 | X | 4
WR3|B1| & 8 7 3
whd|es[ 5 [ 2 [0 4
TE1 | B8] 5 7 3 5
TE2 | 87| 3 3 0 q
(Mensive Lina
pRss  fun
no.  ibs. blek blok
HEIERE
LG| 6 | 285 | 14 13
(6 |72 o8 | 1a] 12|
RG| &2 | 230 | 13 | 11
AT [ 68 [205 [ 10 | B

Detensive Line
ne. spd. (ckl  agil. pursu
tE{od |10 | 6 [10] 10
iIT|7 |5 | a 4] &
Rl7o |7 |7 a2 s
REj@3 |12 | o {11 | 10 |
Linabackass
na. spd okl agil_ awar.
s |s6ls |8 [ 7
MLB |500 &4 |10 | 4 | 4
ALB |54|5 16 | 6] 7 |
PB |s8]5 | s |8 | 4
Dadensrne Backs
no. spd. ekl cov. e
85 |42[12| 8 [na] 12
FSt | 3310 10 {10 ] 10
| AC21| 48 (13 | 10 | 13 | 13
\CB1 3|8 |8 |9 ]| &
'RCB2 {46 |5 | & g 5
CB2 | 43|6 |8 | 5| &
F52 (2514 |9 | 5] 4
Specal teams
na. mﬁ SO,
K| 18] 10 | 14
P{6 | 13 | 14 {
 break
ig. speed agl  tackl
|k |85 | 6 | B 2
PR{ 81| 12 | 1 7
o ——

& 59



PHILADELPHIA Dedensive Line

PLAYER RATINGS no. spd. fckl apil pursu
LE[%2 |11 | & |13] 13
R 4] [ |5 ]
__ng Fﬁ';a acEur, spd, Sormblg AT|H |8 |6 |8 ] 8
wij1iz| 1 (w0 ]8] 8 | re|os |10 | &8 |12 ]| 12
I_us:r g |7 [0 | 4] 4
Lirebackers
: fio. . okl agll awar,
PR " i Talic s el =
no. spd. aghl. fckl hnds FI_B 56110 | 6 3 -
iz ot LR LI BTN ALB 5510 5 | 9 | 10
He2)32 | 7 |7 |8 17 B 51012 | 3 |13 11
fB [m]| a7 [B]9
| Dadencive Backs ;
‘ Foceivers - _ mo spd. oM s Inare.
no. spd. eatch. fckl quik & jamjimK in|n
WRi| 86| 8 F |4 8 F§1 J43|15 ) 14 |16 ] 15
wieles[ 3 | 4 | 1| 2 ReBT | 21015 |15 |14 15
wha[si|s [a ]1] 3 L | 26 [11 [ 15 | a2 ] 11
WRi|84| 5 | 4 J o] 3 neB2 [ 30[8 |14 |9 | 8
5 € |6s| 4 | 5 | 2| 3 a2 | 3810 |15 Lo 1w
‘ €z [es|8 [ 2 o] 2 152 |42]7 |15 | 8 | 7
Ofensive Line Spec. e
pES5E  run o, range aceus
no  fbs. [Mok. Dok w7 a 14
HEIEIEE OEEEE
67 (200] 6 | 3 uragk
cllarsl el 3 no. speed  agil 1K
RG| 67 (285 6 | 3 kR|22] 11 | 0 | 8
ar| 77 Ja2s | 6 | 3 prlao| 7 | & 3
e

50 '@




PHOENIX
PLAYER RATINGS
Quarterbacks
M. F]aﬂﬁlge ﬂcﬂﬁ spd. scTmiblg.
g1z [0 | &8 | 8 7
ggz[17| 0o | 7 |a]| 3
i L bl
no, spd. agil. Skl hnds
 HBi 9| & a4 | 8 3
Wez|37! 5 | 5 |4 | 9
CHEIENERERE
Hecenwers
birk.
no. Spd. catch. fckl guik
whi[a?l e [ 6 [ a] &
Wh2|a6| 8 | 6 | 4| 7
WR3| 21| 4 | 5 | 2| 4
whdleol 6 | 3 | 0| 3
el |85] 3 | 3 |0 2
CAEEREIRNE
Offensive Line
pass  run
no. Ibs. biok. biok.
LY|&F |285 | 8 | 7
HEIEERER
S ERETTERE
HEREERE
HERESERE

Delensive Line
ne. spd. tokl  agl pursy
LE| 4|6 | 2|6] 6
NT| 66| & 2 | &1 5
RE|® |7 | 2|6 B8
Linehackers
no. spd Ikl agl awar
(LowB [sp|1a ] 7 [13] 13
LB |58| 9 |9 | 8] 9
Ae |sz] 8 |3 | & | 8
ROLE | 56|13 | B |13 | 14
PLB |54] &8 | 4 | 9| 10
Detensive Backs
pass
no, spd Lokl cov. inlere
S5 |46 12]14|1] 12
FS1 |38|8 |15 | 6| 8
RCB1 (29 )9 |14 | 9| @
LCBY (35|10 | 14 | 11| 10
RCB2 | 2215 |14 | & &
a2 |40 ) 4 |14 | 2 d
| FR2 ("G5 158 >
e cial feams

N0, Fange  accur,
F'. 4 | 2 G
Pl 16| 15 7

break
no. speed agd  lack

mlar [ [ 11 [ 6
PRisof 8 [ 8 |3




PITTSBURGH Détansive Ling
PLAYER RATINGS ng. spd 1okl agil. pursy.
Quaderacks LE| 37| B | 6|6} 5
pass  pass " MT| 88 | B 4 Er B
na. A ACGUT. S i |
e Pl S, RE| g9 [ 6|9 8
QB1|6 | 4 I 3|
B2 '
aB2| 1d | & 5 | 4 d Py
_ no. Spd. IGKI, agil. awar,
Runrg Backs Stk LB |53 6 [6 | 7| 6
mo. spd. agil fckl. hnds e [sal 7 [ a [5] s
[#B1|20 10 | 8 |8 [ 3 RILE |50/ 4 [ 6 [6 ] 4
HE2134) 4 | 4 |4 | 8 ROLB|s5|11 | 8 |11} 8
B (33|10 |mw]a] s PLB |57)10] 6 |10 | 10
Hecsvers Mefensive Hacks
Bk, pass
no. spd catch ickl guik, e &R0 Ikl gov interc
WR1/ 83 6 | 7 | 4| 5 8 |57 [5] 5
wrz| 20/ 14 | &8 | 4| & (Fs1 |27]8 | 8 | 9| 8
WR3| 87| 7 2 11) 3 RCGBY (26 | 8 | 8 9| B
WR4/ 83| 6 [ 5 | 1| 5 (LCBY |24 |7 | 7 | 8| 7
TE1 |86 B [ 6 | 3] 5 RCB2 |44 |3 | 6 | 3| 3
TE2 |64) 5 | 4 | 1] 4 Leez |43 |5 7 | 3] 5
P52 |22|1al6 | 2| 3
Difensive L fme
PASE  rum wpedal feams
no. s, biok blok. no. [ARQE  accu
LT|65 j289 | 7 | 4 | TIERED ;
LG |67 |286 ) 7 | 4 | t
IGEREEZETE Sl A :
) beeak
RG| 7T (285 | T | 4 . nuspm}d agl tackl.
|72 joes]| 7] 4 kmfzs] s [0 [ 6
PRl | 1 g
—




SAN DIEGD Defensive Ling
PLAYER RATINGS mo. spd. okl agd pursa.
cuattacs HEIEEAE
o, finge s spo._sormung A6 [ r |6 ]s
GO EREIE (REj% |6 [W]6 ]| 6
ez{12| 9 [ 8 [3] 3 -
Liretackers
Running Backs no. spd. tckl agl awar
. bk e |55]10 ]| 12 [11] 12
i [ [ [ e ETACIETERERE
- ECRENER R ECREE
we2 (33| w11 |8 | 1 s el e 13
FB jas] 21 |12 |10 ] B .
Defersive Backs .
fiecmvers brk. B spd. nckl. ﬁ:nu_ inierc.
no. spd catch fokl quik {65 |28 |9 [9] 8 |
whi[sa] 7 [ s (3] &6 | (7s1 |28 |8 |88 |
wrz2lstf6 [5]2]3 (RCB1 | 25(6 [ 9 |6 | B |
was[31]3 [a |13 (e8| 22|11 |8 [10] 1 |
wralgo| 2 [3 [0 3 (nce2| 27(5 | 8 5 |
TE1 |88] 3 | 4 | 0] 3 1cB2 | 28| [ 8 i |
CAIENER N Fs2 |2als5 | 8 5
Offensive Llne pat et
pass  run nO. [ange accul
ne.  Ibs. blok blok REEEREE
Lriel |2e2| 7|3 O IERE
_LE 3| TS break
C |53 ]|282 | 10] & no. speed &gl tackl
RG| 65 (30| 7 | 3 kR 81| 14 | 14 ]
RT{ 76 (286 | 7 | 2 PRI® [ 12 | 13 B

—



=

SAN FRANCISGD Defansive Ling
PLAYER RATINGS no. spd lckl agll prsl
Quarterbacks LE] 78| 6 F |71 5
ni ganiuie E:iujl spd  scrmblg m‘ M o
op1|s {8 [12 ] 7| 7 AN AR EERR RN
|@B2)13 |13 J w0 | 5| 4 Loabagrs
no. spd. ekl agil awe,
Aunning Backs ek LOLG | 4] 13| 5 [ 13 ] 13
ng. spd. agil. fckl. hnds LILE | 59| 11 5 9110
MB1|30| 0] 8 | 8] 7 Ri.B 98| 6 | B | 5| &
HB2[3s| a |8 [ 7] 5 ROLB| 53| 10| 7 | 10] 10
(FB |44l 517 15| ¢ PLB 152/ 8] 5] 9] 10
Receners Dafensive Backs
Bk, pass
no spd. cach ickl quk. no. spd. tckl  cov, interc
WRilg0)10 |12 |8 | 12 S8 4010} 13 ]10] 10 |
wrz{az]10 [ |7 |3 it [2f1] 11 ]0] 1
WHilas | 7 6 |3 ]| s ACB1 | 20411 13| 9| 1
WR4lae|(11 | 6 |3 | 4 (LGB1 )36 |6 ) 11 | 6| &
TE1 |84|10 | 6 | 4] 5 RCBZ [ 45| 8 | 11 | 7 | &
TE2 |81 5 53 13158 IGB2| 25| 6 ) 11| 5] 8
F82 || 6)13] 6 ]
Offenze | ine
pass  run Sperial leams
L l'.Is "hlg!.-_.-l'.l?ﬁr Q. range acour,
=L1_' 67 |21 | 9 | 5 [ ["I-'{“Eah 7 l I'l
LG| 62 |26 | 12 | 8 | lF' 1 6 ! 5 l
C[61)%0 | 9|5 =——e i
RG| 79 1280 | 9 | § no. speed agl  fackl
RT| 74 | 277 | & a KRt | 38| 11 10 f
PRI 82| 9 | 3 [ 3
—



SEATTLE

PLAYER RATINGS

chaarierfiacks

Hsld]
a0 fnge accur. spd. scrmbig.

eeijw| 2 [ 6 [ 3] 5
gg2lufo (3 [3] 3
Running Backs o
ng spd agd. tckl  hods
Hetfaa| a |5 [5 | 7
HB2j20 1 5 [ 5 |3 | &
FB {3z | 10|10 [10 ] 12
Rechiviars
Ik,
no. spd. catch, tckd, Quik
wrRilsa| 8 | m | 6| mw|
CHEIEREREYER
whi|ge| a4 | 5 | 2] s
|whd 82| a4 | a [ 1] 5
|1E1 (B8] 8 | a | 2] 3
T2 (88| 3 | 4 | 1] @
Oifensive L Ine
BEE N
~ no.  Ibs, biok. blok.
ir|66 (9] 86!
1G|65 (285 | 8 | &
C |54 (283|868 |
HG | 71 |28 | 8 | B
RT| 63 |286 | 8 | ©

Datensred Ling
no. spd. fokd.  agl pursu.
lElmals [6 |8 [ 8
urjr2]e [3]5] s
RT1|a |9 |8 |8 ]| 7
RE[ 775 |5 16| &
| nebackers
no. spd. tekl agh awar
LB [90)9 |10 [a] 10
g (92| 7 [« 8] 9
RLB | 97|13 14 | 13
PLB |52/ 8 [ 5 |8 | &8
e fansive: Bicks
pass
no. spd. ekl oov. interc
55 |22(9 j2 8] 9
F61 (41]33 |12 |13 ] 13
(REBil 27 |9 |13 |9 | 9 |
LCB1 (2012 {12 |12 | 12 |
Aea2 |26 |4 |12 |5 | 4
AETEREEF RS
#52 [e5/8 |12 |8 | 8 |
Spaciail leams
fO. gange  ACCur.
k{4l 0 [ 1z
EEIENEE
hrgas
no. speed  agil.  tackl.
(KR[42] 92 |13 | 8
epld2| & | 9 | 4
T —

55




mm Defensive Line
PLAYER RATINGS no. spd. ekl agl pursu,
PRITIIn tEjm|7 [s]s] s
e 1 LT|s8 |6 |4 |6 | 4
no. Fange SCCui SpO. SCTMg. |AT)9s |8 |8 |7 | 8
peri4| & 7 | 4] 4 RE|S52 |7 |8 |8 | 7
ae2(17| & |10 | 3| 3 B
Linedackers
Running Backs no. spd lckl agl awar
o s ail m-_ — g [s8/9 |5 [8]8
: MIB |55]7 | 8 | 7| 7

HEI |33 | 10 |10 | @ 6
HE2|40 | B | 6 5 6
T

i

RLB |51]13 | 15 | 12 | 12 |
|

PB |58|8 |5 | 7|68 |

—

4= ?ﬂg 5 q | .
Datpnsive Backs
Receivers pass
Brk. o no. spd icki  cov nterc
no. spd_caich tekl. quik (58 (25w |13 |9 |10
) WR1180| 6 | 6 | 3| & FS1 [ 23/8 |13 |8 ]| &
WR2[BB| 6 | 4 | 2| 3 RCBY (a8 |14 T8 | g
| Iwrdler|6 [ a [ o] 1 EAEINERE
| ‘waa|sa| 3 [ 3| o acez| 22(d4 (3| 3| &4
| VET J621 3 14 [0 2 \cB2 |27 |7 |4 | 7|7
i TE2 {89]a | 2 | 0| 2 | F52 | 3904 |12 | 4
1
Ofaitiive L ing Speclal feams:
~ pass run N0 range accur.
| no.  |bs, blok. biok Kl1 1 1 10
= Lrjrej2e0] 8 | 5 | ol el 7 s
G| 73 |2ra| 5|2 o
C |61 ]264) 5 | 2 no. speed agil  tackl
RG| 66 301 | & | 2 | KRj40) 8 | 8 d
AT 72 fasa [ 5 [ 2 (PRIB7T| 11 | 8 q
—_—



WASHINGTON
PLAYER RATINGS
Quarterbacks
pass  pass
NG Tange acgor. Spd. Smbly.
gB1jn| n ] 3 4
‘osz|10| 0 B 3 3
Running Backs
brk,
no. spd agil  Bckl hids
HB1[21] 15 |14 [12 ] &
a2 32 | 11 11 [0 &
B a7 87 (6|7
AEcaners
birk;
no. spd. catch okl quik
wRi|Ba| 14 112 | 8 | 12
WR2(B1| 58 || 7| 1"
WR3[a?| g |9 | 5| 7
WRd|Ba| 7 | 5 | 3| B
TE1 | B3] 7 T 4 7
TER |83 5 4 | 2{ 6
Mersmve L ing
pass  run
mg. lbs blok biok
AT 78 (260 | 15 | 12
HESEARIEES
¢ (53 (ss 1] 7 |
RG| 63 (282 | 14| 1
RT |76 |300 | 11| 7

1)

Defersne [ing
no. spd. tekl agil pursu.
HEREERERERED
r{#=]s5 [4 6] 6
RT{ 78 ]7 |6 |7 | 7
rEfeo e [4 [7 [ 7
| ingdhackers
no. spd. 1ckl agil awar
LB |s8l.4 [ 7 [15] 15 |
ML [s4f10 | 4 [0 |1
RIB |55{14 | 8 |13 [ 14
PLB |51f15 [ B8 |15 | 15
Detengive Backs
pass
i 0. 5pd. ki cov inferc
ss (2612|113 [w0] 12
FE1 |27f1a 13 f13] 1
REB1 | 28|15 | 13 [ 15| 18
LCBt | 35]14 |12 f 13| 1
RCBZ | 45|10 [12 | 8 | W
LICB? |20)8 |12 |8 | @
Fs2 (a8 (12 )7 | 8
Epeei ieams
no. range I[EZEI:I[
AR E
(Pl2] « | 10
break
no. speed  agil.  tackl
kr|3| o | 9 5
BREIEEEE
P



MADDEN GREATS
FLAYER RATINGS
Quairerdacks
pass pidEE
no. range ascwr. spd. sermblg
oBt[16]12 15 | ¢ | 4
oE2l 12| 12 12 4 &
Hummag Backs brk
no. Epd. agil ki, hnds
HB1 |34 | 15 |15 |15 ] 7
ez [20 [ 15 [1s [13] 3
FE {44 (15|15 |13 ] 6
Recarvers
birk.
rhq_;'_s__pd catch. tokl. quik.
WR1| 8] 14 |12 [ B[ 14
whz{21|15 [ 11 [ 8] 12
WRII®4) 7 | 11 | 4] 7 |
WRa|z| 7 |11 | 5] 7
@1 |s7]l 8 |9 | 5] o
1e? |so] 9 | 9 | 8| 8
iMiensive [ e
pass  run
ne. s biok biok
LT[ 78 (285 | 14 | 12
LG| 63 [255 | 14 | 12
C |52 |251 [ 15 ] 12
AG| 73 249 [ 12 | 1
AT 66 (253 | 11 ] 9 |
""'_"‘:"\

TRA™Y

Belensive Line
no. spd. tekl  agil pursu
LE|92 |13 |12 [13] 12
tr7s v |9 [12] 2
RT(s¢ 8 |13 |8 ] 8
RE| 95 [12 | 11 |13 | 14
Limatackers
ro. spd. Aokl agil. awar.
Vs [s5aj15] 12 |14 ] 15
MLB | 5B| 15| 12 | 15 15__
RLB | 56|13 012 jr2] 14 }
PLB [B3[12]12 [12] 14 |
Defensive Backs
pass
ne. spd ftokl cov. imterc
86 | 4215115 |15] 15
FS1 (32|15 | 14 |14 ] 15
RCBY | 47 |13 [ 18 |14 | 13
LCBY | 2813 | 7 | 13| 13
ACB2 | 24 |15 [ 12 | 15 | 15
ez 20 (15 w0 n
FS2 | 4515 | 12 | 14 | 15
Special feams
AO. rdnge SEeEUl.
k(7] 11 | 18 |
Pl B 10 15
break
no. speed agl Gkl
KR (30| 15 | 15 11
FR|B1| N 10 5




MIAMI 72 Defansive Ling
PLAYER RATINGS no. Spa. Ickl. agil pursu
apis (ol s e [5Ts
o, Ell&pﬂa agil':glﬁ spd. scrmblg, {RT| 72 | § 9 | &5 | 4
o[22 [n [a] 3 ] RE[ 84 [10 [15 [9 | 9
foB2[s] 5 [ 8 [ 4] 4
Limghackers
Aunning Backs s no. spd ekl agil awar.
no. spd. agl  fekl. hnds i ﬁg e ,15 e
HB1 (22 | 14 [15 |14 | 5 ol LAR ghodl,
T T R RLB [§7[14 | 4 [15] 14
— PLB [S1]12 [ 3 [11 ] 1
[FB [39]15 |15 [14] B -
Defensive Backs
Recemvers pea
by no. spd. ekl cov interc
no. spd. calch, fckl  quik 55 J13(19 )15 | 18] 15
WRijaz112 | 4 | 2 | 5 FS1 J40(12 015 [13 )] 12
wh2let|10 [ 3 | 1] 2 ACB1 | 45 [12 [ 15 [ 13| 12
WR3|86| 9% | 3 | 0| 2 | LCB1 | 2614 [15 [14] 14
WRa|82}138 [ 2 [0 | 1 acez | 25 (10 {15 [0 [ 10
JE1 (6014 |2 | 0| 3 ICB2 | 56 |6 {14 | &
162 Jaa]l 7 [ 2 [0 3 Fs2 40/9 |14 [ 8] 9
Dffersive Line SIRANANE
Pass U No.  ramge accur.
no. (b5 blok. blok k111 7 1 3
Lr| 79 J266 | 1] 9 5 'éu} = 1 3
G| 67 [248 | 14 | 12 ek
Ei_ 62 |250 | 11| & nt. speed  agl  tackl
RG| 66 [266 [ 14 | 12 [knfzz] 2] [ &
RT] 73 [251 [ 11 ] & tpR{z[ 11 [0 [ 5




IIH'H'III“ Defepcive Jane

PLAYER RATINGS no. spd. Wkl agil pursw.

S Nij#i 6 | 717[6
no. fangs accur. spd. scrmbly. REL 70 [12 1 n |92 ] 12
(081 11] 11 a 4 4 )

gz |17] © 3 3 3

Lingbarckers
no. spd. okl agil awar
Ending Bects " Lowe [sal1a| o (14 13
no. spdag_ickl hnds MG ERERERE
Het (20 15 | 15 [15 ] a RILB sala | 7 |9 ] @
HR2|220 6 | 7 |6 | 6 ROLB)S6) 13 | 12 [12 | 14
THIMERERERE PB ls2l8 [ 3 |9 ] 8
Recefvers Defensivg Hacks
bri. pass
__no._spd. cafch, lckl quid. no. spd. tckl cov. intoec.
(whRifaal 11 | 6 | 3| 4 5 |4afw| 8 |1 ] 10
(wrzl 81l 11| s | 3] s EREI AR
WR3lgo( 11 ] 4 | 2] 3 ACBi | 23 12| 6 [12] 12
whslas| 10| 4 | 1| 3 et j2s|o| 7 [a] 9 |
(1E1 (o8] o | 8 [ 6] 9 | AEIEER R E
TE2 |34) 5 | 5 | 1] 4 B2 |46 |7 [ 6 | 5| 7
P82 (2878 | 7! 7
Offensive L ine - .
no. lbs ﬁ blok. Mir:smw —
[UTen [az1] 7 [ xTa T3 | 8
16|67 |em] 7 | 6 | A i B T
Glosjomi 718 break
RGE| 61 |264 ) 7 | b no. speed  agil. tackl,
Rr| 63 [28a| 7 | & {kRiso| 8 | 10 | 5

prlso| 8 | 89 | 3




OAKLAND TE
PLAYER RATINGS.
Quarterbacks
n@_ﬁﬁﬁé ggiﬁ.sgg scrmbig,
0B1 |12 | 10 11 J 3
QB2 15| 1 B 3 3
Aunnimg Backs S
no. spd. agl. ickl hoas
HB1 |28 | W0 |11 Jw]| &
HB2 /40) 9 | 9 | 8 | &
FB |30 15|15 | | &
Repeivers
bk
_ no. spd. caich. 1ckd, quik
[WRT 21/ 15 [ 11 ] 8| 12
WR2 25 7 |11 | 5| 7
WRI 49|10 [ 6| 2] &
WRA|B1] 11 | 5 | 2| 5
1E1 | B7 g | 5] 9
TE2 | 46 ¢ | 2] 4
Offensive Ling
pass  run
_no.lbs. biok biok.
LT 78 {265 | 14| 12
G| 63 |254 | W |12
C |50 250 | 10| &
RG{ 64 (270 | 10| &
RT| 75 |260 | 10| &

Délensnee Ling
no. spd okl agl pursu.
lEj72]9 |8 |99
W77 |B |51 6
REje0 [5 |9 |6 | 4 |
Lrnelrrckars

no. Spd. 1ok agl. awar
Lote (41|11 ] 5 | 11 ] 10
TERENES g
RILB | 58| 11 | 11 | 1] 11
ROLB [ &3| 9 ) 7 [ 10| 10
PLB | 42

LB [ es 1| ee (12| 11

[sa|8 12 [7[8
ICB2 | 20| 7 13 | 6 |
F52 Jarfalmn [8 ¢ |
Specfal feams
MO, Tami  SCCWr.
Kl1| @ 1
Pla] w15
bireak

no. speed agll.  tack,
41 ] 12 11 Li]
20| 12 10 i

—

&n




=A=7

BALLAS 77
PLAYER RATINGS

hirrferhacks

pass  pass
NO. [ange acCir Spd SCrmbng

og1fi2] 8 T4 [ 5] 5

logzfn|o [ 2 [3] 3

Running Backs ok

no. spd agh ekl hnds
HB1 |33 ) 15 |16 |13 | 3

WBZlas | 9 |9 18 | 9

FB Ja4 )13 |11 |12 ] 6

Redelvars
brk.
no spu_i catch. okl quik.
wRi|si|6 | 3| 1] 2
WR2| 88| il 7 4| i
WR1| 86| 4 il0 3|
whé|sol 3 |3 | 0] 3 |
TE1 B3| 5 4 i 3
TEZ | &7 3 3 1] 3
iMfensive Line
pass N

no. bS5 blok Blok
o 73 [255 | 13 | 12
NEEERERE
62 258 | 11 | 10
RG| 64 | 249 | 12 | 11
AT | 67 | 256 g B

Ix

—

7@

et Ling
no. spd ok agel pussu
EJr2[1r [ Jw] n}
NEAFERERERE:
AT|54 |8 |13 |8 | 8
EEEREFEER
[inabackess
ne. spd. Wkl gl wal.
we [selwu]s [is]s
MLB | 53110 5 L B
RLE |s0l15 | 4 |14 | 15
I_F'I.E sa/1 | 4 |10/ 10 )
Belensroe Backs
pass
. no. spd Wkl Ghv. intErC.
(55 | 4114 [ 14 |13 'l
F51 [az[15 {14 | 1] 15 |
mear | 2511 |15 [0 ] 11 ]
THEBGRER R R
pcaz| 42|88 |15 | 9 | B
1682 [ 20 [0 (15 ] 8 [ 10
F82 |a6|a |15 | 8| &
Special feams
B, fge oW
k.13 g 2
pl11] 6 | 5
hieak
mo. Speed agd. racki,
KRI186] 13 [ 13 | &
FR | B6 8 7 4




PITTSBURGH 78
PLAYER RATINGS

duarterbacks

[ 5 Pass
Nod. [ange actuf. spd. s-tr'mhlu_

QBHI

12| 9 12 | 4| 4
0B2| 15| 0 1 3] 3
Rummng Becks -
no gpd. 33l ekl hods
HB1f20] 12| 0| 0] 1
HB21 38| 8 | 8 | B | 4
FB 132 14 14] 14! B
Aecoivers
birk.
me. spd, catch. tokl quik
WRI g2 12| 7 |3 ]| *
WR2| 88| 7 | 11| 4] 7
WAllee| 6 | 3 |0 | 2
WR4 83| 3 | 2 3
TEl /84| 5 | 5 |2 ] 3
TE2 /88| 7 | 3 ]1] 2
Offensive Ling
pEBs  1En
na. Ubs. blok blok.
LT| 55 | 261 | 13 | 1]
LWG|&oF |26 | 11| B
C |52 20| 5] 12
RG[ 72 Jaaa | 1] 8
Arfrajear| s

Dedensrve Line
no. spd. lekl  agil pursw
LE)gs| 8 |w|s]| 8
LT 751 | 8 |12] 12
ATl sa| 5 | 7| 5| &
RE| /6| B 7 g
Limetaackers
na. spd. lekl. agll. awar,
LLB (58(15 |12 |14 | 15
MLB (5815 |12 |15 ] 18
HB 51|11 1] 5 121 11
PLB |s6 10 | 4 |11 ] 10
Giefensiva Backs
pass
g, §pd ekl cov. inlerc
ss |3 (1215 13[ 12
FS1 |23 |12)15 | 11| 12
RCEY (47 |13 [ 15 [ 14 ] 13
LCE1 |29 113 ) 15 | 14 ) 13
ARl EAEREE
ez |21 2|15 | 11] 12
( F52 |28]8 |15 ]| 6| B
opecia teams
no. famge Accur
K|10| 5 1
Pl5 I i
Brdak
no. spesd  agl Tachkl
KR |30 | 14 4 11
|PR[B3 | 7 7 k!
‘f:""—._"'-r



WASHINGTON 82 Defenstvs Line
PLAYER RATINGS w0, spd. MKl agil. pursy

PR LE| 7619 f & [ 1] 1
o ra LTes{7 fn|w)| ¢
nD. Fige  aecur. spd. sormbig. AT 77| 7 | s | &6 | B
CHEREE IR RE[ 72|12 | 8 |12] 12 |
0s2(a8 | o | 2 |2 ] 3 ' ‘
Linebackars
Aunning Backs __no spd. tokl agil. awar,
N— nt::';'. Sl B |55(13 |5 |14 | 14
o ---25' 9‘ 3l = MLB |52 (10 | 5 |12 | 1
e i o1 & .HI.B 5713 |4 |12 ] 14
e . [PLB 51|10 |4 [9 |10
M| M| 15] 2] 4
[isfercive Backs -
i bk oo spd. ekl o, intart
no. spd. calch. tokl. quik |55 |Z3 |10 v2 |14 ] 10
whi|g1] 7| 9 |5 | 8 Pt |29 [12] 13 | 12| 12
WR2| 87) 15| 11 | 8 | 11 RCBI |32 |15 | 12 [ 15} 15
WHIyBD | 15| 5 | 3] & LCHT |45 (10 | 12 |14 ) 15
WRd|go| 3 | 5 |2 ]| 5 AL EERER
[ TET Jgs| 6 | 7 | 4| 8 LCB2 |82 |7 |12 | & | 7
T2 lea] 3| 5| 2] 5 Fs2 (228|136 B
Offens v [Ing S
pass M i Fangé  Sciur
ST kla[n s
LTj62)385] 8} 7 | pls |3 | 4
IGjeaj2re| 8] 7 break
C|53|24d, 8] 7 no. speed  agl  tackl
RGl B3 |255| 8] 7 KR |21 [ |18 | 8 |
RT| 74 |260] 8] 7 PR|21 | B8 | 8 | 4

—_—

11'Q



SAN FRANCISCO 84 Deifensive Line
FLAYER RATINGS __mo_ spd teMl agil. purso
Quarferbioks LEjes|7 |87 ] 8
pass  pass NIl7]| 6 i1 | B Fi
no. range aceur, spd sermblg. REl 76 (8 | g | 7 | g

oB1[i6 | 12 [ 15 | 4] 4
k2l | 1 |10 | 3] 3

Linebackeds
: no. spd. k. agil awar.
Running Backs bk LB a7l 0] 6 [o] 8
Mo spd agl ickl hngs LILE | 60 9 3
HBY (26| i5]15 | 4| & RILB I6al 6 | 6 | 6| &
HB2[24] 7|8 | 6| 5 ROLBFSE 9 | 4 (8] o
B 33| 1211 |8 | 1z B Jools |5 3] 4
Heceivers Defensive Facks
bk pass
nd. spd. catch. fckl guak mo, spd bckl  cow interc.
Whijgrjn |9 [6] g s8 |o7[11] 7 [1z] m
(wR2[ea 13 [ 9 |5 | 8 SEEIRIERIE
WRIlg3|m |5 |3 |5 REat (21 (11 ] 6 [ 1] 1
WRdles|a |6 | 3| 5 | et [a2|1z] 7 [ 13| 13
TE1 | 89 6 |4 ] 5 | REB2 |29 (8 | 7 | 7| &
TE2 |81 8 1318 |Lc82 438 | 6 | 8| &
F62 |43 7 | 7 | 7| 1
Oifensive Line S
. m.”fﬁf;m_mnu_ Sﬂmrﬂ::sw o
LY | 77 [2% | 13 | 1 kT4l & T -
LG [ B8 [265 | 19 [ g : -
— — (Pla] 9| &
G| 56 Eﬂi il ir break
RG| 51 265 | 11| 9 no. speed  agl  fackl
RTJ 71 J230 [ 11} 9 KR| 32| 8 | 11 /
PR| 43| 11 | 12 !
—

& 15




=\-7

CHICAED 85 Dafensive Ling
PLAYER RATINGS no. spd. 1ckl. agi. pursu
e LEjoa | | 9 |12 ] 12 |
- T 7|8 |28 3
pats  pass S (it
ne. rnge accur. spd. scrwiig. RT | 2|7 |0 |6 | T
oB1|s ) 7 3 | & B |RE| 96 |12 | 11 13| 14
DB2| 4 | 2 i d d
Linghackers
: fekl agil awear.
Running Backs no. spd g :
Brk. B Iss/13! 4 [13] 13

no._spd. agil. tekl hinds MLE | 50| 15| 11 | 15| 15
HEt |3q |95 | 15 |15 ¥ ' ) :

AE [sglis| 7 11a]| 1

HBz|29| 6 | 6 | 6 |
|68 |88 7| AL TENE 16
Deterisivé Bachs .
T bk no. Spd. '[Elf.l:_ﬂfl:l'i. mIerc.,
no. spd. catch. okl quik S§ |22 (15|12 | 15| 15
Wat[a3[14 | 6 | 4| 7 Fs1 fas (1512 14 1§
WH2| 5| 11 6 ! 3 4 RCBY |21 [15) 13 [ 15| 15
[WR3l B2\ 5 | 4 | 1] 4 | (Lesi hov [15] 13 | 14] 15
WRi| 86| 3 | 4 |1 | 5 pepe(2alzla{z] 7
i1 (a7] 7 | 6 [3 ] s weez (31 (o (12 [0] 9
162 (eaf10 | s [ 3] 3 |#s2 |48 |8 (13 |8 | 8
Qijensie Line Spcial ams
pass run AG. fange accur,
na, lbs Dbiok, nluli;: (kT &1 7 1 [
Lr|za|em | 13] 12 P& | 10 | 10
G| 6e |260| 9 | & ' ik
C | B3 |258, 12|11 no speed agd.  fackd,
RG| 57 | 261 | 9 | 8 K] ga[ 1s | 15 | 1
aT] 78 [280] 9 [ 8 Rlar| 8 [ 7 ] 3




ALL MADDEN 92
PLAYER RATINGS
Duarterbacks
10, E% aﬁﬁ- spd, sermbly.
aBi ] 1| 11 HR: 3
QBz| 12| 12 14 | 3 3
Runring Backs
bri.
no. spd agil fckl hags
HB1 (20| 18 | 15 | 15 /
HE2 (34| 15 | 15 |14 | 9
(f8 35|11 |12[10] B
Raceivers
bri
no. spd. caich fckl. quik.
WR1| 80 10 [ 12 | & [ 12
WR2) 82| 10 |10 | 7| &
WR3 88| 11 [ 13| 8| 14
WRA| 44| 14 |12 | 8| 12
TEY | B6) 8 | & . &
TE2 |85] 3 (10 ) 5| & |
Mensive L ine
pass  mun
ne.  Ihs. bhok  biok,
RRENEIRE
|G| 6t |269] 11| &
C 63 [zon | 14] 10|
RG | 66 | 280 | 12 | 11
RT| 75 |15 | 10| 9

Defensive Line
no. spd. fckl.  apil. purse
LE | &2 | 11 B | 13| 13
nlwm|s [7]7]s
RE| s |0 | B [12] 12
Linghachers
ne. spd okl agl awar.
OB )S7|14 | 7 [ 15] 15
LILE |59[14 | & | 15| 15
'RILB |54| 7 | 12 | B B
ROLB | S86[(14 | 7 | 15| 15
|PLB |a7]8 | 11 | &8 [ @
eferswve Backs
pass
no. spd. fckl. cov. nferg,
88 (42|12 & | 13] 12
el (|8 ]| & | 7 8
| RCB1 )28 115| 13 (18] 15
ICB1 |21 14| B | 15| 14
RGH2 |26 |8 | & | 9| 8
(B2 (20113 9 | 13| 13
FS2 125110 & [ @] 10
Special feams
16, rangs  accur
K7 | 1w | n |
(P |& | 12 14 |
break
no. speed agil  tackl
KR[23 | 14 |15 [ 11 -
PR |81 | iZ i 7
.f"r:-"'""'-

&n



E"H—’

ABOUT THE ARTISTS

Programmer Mark Lesser hails from New England,
where he raises two boys. In 1976, Mark programmed
and designed the hardware chip for Mattel Football,
and later he programmed and designed the hardware
chip for Mattel Auto Race, one of the first hand-held
computer games ever. When asked if he has any
hobbies, Mark replied, “Programming games is my
hobby.” Currently, Mark is waiting for his two-year-
old to start testing games.

Computer graphics artist Doug Wike is courageous
enough to call himself a New England Patriots fan,
His heart, though, lies in Fantasy Art, and he is of the
opinion that Frazetta is God. Doug has been working
in computer graphics for six years. Games to his credit
include Ultima V, Might & Magic I[, and Ultima
Underworld.

—



GREDITS

Design adapted from John Madden Football 92 by:

Scott Orr, Michael Brook & Richard Hilleman

Sirategy by: John Madden

Developed by: Looking Glass Technology |
Programming: Mark Lesser
Graphics: Doug Wike

Music & Sound Effects: Rob Hubbard
Praducer: Scott Orr

Associate Producer: Michael Brook
Assistant Producer: Jeff Haas
Technical Director: Scott Crongce

Scoutirig Reports and Player Ratings: Mike Madden,
Joe Madden, Dan Brook

Product Testing: Michael Rubinelli, Scott Probin,
James Bailey, Mike Lubuguin

EASN opening sequence by: Electronic Arts Ltd:
Gary Roberts, Kevin Shrapnell, Jason Whitely,
Carl Cropley

Product Manager: Bill Romer, Sue Goerss

Package Design: E.J. Sarraille Design Group

Docivnienitation: T.5. Flanagan, R.]. Berg

Documentation Layout: Evelyn Spire

Quality Assurance: Glenn Chin, Paul Armatta

Special Thanks to: Roland Kippenhan Il and James
Bailey, 1992 EA Madden Champs
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Electronic Arts warrants to the orginal purchaser of this Electronic Ars
software product that the medium on which this uter program ig
recorded is free from defects in materials and workmanship for a period of
ninety (80) days from the date of purchase. This Electronic Arts software
Erﬂ-gr&m is sold “ag is, " withoul express orimplied warranty of any kind, and

lectronic Arts fs not liable For any losses or damages of any kind resulting
fram use of this program. Electranic Arts agrees for a period of ninety (90)
days to either repair or replace, at its option, free of charge, any Electronic
Arts software product, postage paid, with proof of purchase, at the Elec-
tronic Arts Warranty Department. This warranty is not applicable to normal
wear and tear. This warranty shall not be apphcable and shall be void if the
defect in the Electronic Arts software product has arisen through abuse,
unreasonable use, mistreatment or neglect.

LIMITATIONS — THIS WARRANTY 13 IN LIEU OF ALL OTHER WARRANTIES AND
KNO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING
OM OR OBLIGATE ELECTRONIC ARTS. ANY IMPLIED WARRANTIES APPLICABLE
TO THIS SOFTWARE PRODUGT, INCLUDING WARRANTIES OF MERCHANTABIL-
Y AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY
(90} DAY PERIOD DESCRIBED ABOVE. IN NQ EVENT WILL ELECTRONIC ARTS BE
LIABLE FOR ANY SPECIAL, INCIDEMTAL, OR CONSEQUENTIAL DAMAGES BE.
SULTING FROM POSSESSION. USE OR MALFUNCTION OF THIS ELECTRONIC
ARTS SOFTWARE PRODUCT

Some slatesdo not allow limitations as to how leng animplied warranty lasts
and/or exclusions or limitations of incidental or consequential damages so
the above limitations and/or exclusions of hability may not apply toyou, This
wamanty gives you specific rights, and you may alsa have ather rights which
vary from state Lo state.

RETURNS AFTER WARRANTY — To replace defective media after the ninsty (90)
day warranty penod has expired. send the original cartridge to Electronic
Arts' address below. Enclose a statement of the defect, your name, your
retum address, and a check ar money order far S20.00.

Electronic Artsg

Customer Warranty
PO Box 7578

San Mateo, Califgmia 94403-T578

:u;::u- need to talk to someone about this product. call us at (415)572-3448
onday through Friday between 8:30 am and 4:30 pm, Pacific Time.



NEED A STRATEGY TIP? CALL
1-900-288-HINT
1-900-288-4468

24 Hours a day. 7 days a week!

95¢ for the first minute, 75¢ for each additional minute. If you are under 18,
be sure toget a parent’s permission before calling. Hatline requires a Touch-
Tone telephone and is only available in the US. Call length determinad by

user: average length is four minutes. Messages subject to change without
notGe.

NOTE TO HOTUNE CALLERS: To assist you in quickly locating the
information you need, Electronic Arts will gladly provide printed hotline
menus. To receive a copy, please send your name and address fo:
Hotline Menus
P.0. Box 7578
San Mateo, CA. 94403-T578

Urless indicated otherwise, all software and documentation is ©1992
Electronic Arts. Al Rights Reserved.

John Madden Football 93 is a trademark of Electronic Ars.
This game is licensed by Sega for play on the SEGA GENESIS SYSTEM.
SEGA and GENESIS are trademarks of Sega Enterprises, LTD.
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The EASN Players
Association will
lkeep you in tune
with the latest-
breaking ll[I?n < et
sporis news . ,'ff:{f-
from Elec- E
tronic Arts!
Members get
advance notice on
new EASN games ;
{including all the details and release
dates) along with strategy hints from our all-pro
design team. You can also get special sports

merchandise offers not available anywhere else.

That includes the entire EASN Players Association Kit:
EASN baseball cap; EASN Sunglasses and SnugZ™; EASN
Players Association jumbo sticker; EASN Players Association stickers;
EASN Players Association school folder and pencil; John Madden ruler;
EASN embroidered patch, plus a personalized membarship card. And if
thatisn't enough, as a member of the Players Association you'll get a 13-
card pack of the 1991-92 SkyBax™ Series || NBA Trading Cards.

It's a huge value, so start working out by sending in your check, money
order, or VISA/MC/DISCOVER for $10 plus $4.50 shipping and handling to:
EASN Player's Association

P.0. Box 7530
San Mateo, CA 94403-7530

or call, 415/571-7171, axt. 555,
Bam-5pm Pacific Time Monday-Friday.
Allow §-6 weeks for defivery.
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PRESENTS

R - - - dan con v B d in the ultimate baskeatball match upl
g : e in 3 diff 5|I!’|l Dunk Competifion, 3-point Shoctout.
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SKATE WITH THE GREATS!

Over 500 real players have sketed into the hot sequel o

MHL™ Hockey. Faster, more agqressive goalies now lunge and dive h:nr Frigky

s, Beal NBA action featuring all 16 of the aetuel thats. Hard-checking defensemen take on the skeeker, mare ogile forwards of
Gk with TEW ITHDVES .[ﬁJdmg [|Her ~BOPS. Free- the MHLPA® Track yaur pluy'-ar ard team stols ||'irl:lljl:?j}'ﬂt.| the |]|EI‘,"I1£F5—}'I}

asive controls. Current game slafs, mare lengthy passwords—all data is saved right on the caril




