
managerDatabase()

oppositionDatabase() 

Loop team's 
footballer ID 

variables

ONE OF THE IDS RETURNS NULL

NONE OF THE IDS RETURN NULL

Set button text to "PLAY 
MATCH"

Make button unclickable

Change button text to 
"INCOMPLETE TEAM, X/11"

Tournaments Screen

Add gray tint to button

Check if 
team has 11
footballers 

in it

Player hits "PLAY MATCH" 
button

Set button outline to light gray

Loop team's 
footballer ID 

variables

Reload screen

ONE OF THE IDS RETURNS NULL
Another full team 

check in case a 
player finds a way 

to make changes to
starting 11 while in 

the menu

Call oppositionDatabase()

NONE OF THE IDS RETURN NULL

Opposition team 
ID is assigned by 

tournament 
engine and not 

the match engine

Team name (name)

Team manager ID (manager)

All 11 footballer positions 
(playerPos[*])

All 11 footballer flags 
(playerFlag[*])

All 11 footballer ratings 
(playerRating[*])

For i = 1 to 11

For each footballer i, assign 
playerName[i], playerFlag[i], 
playerRating[i], playerPos[i] 

from retrieved data

Retrieve opposition manager 
ID

call managersDatabase()Manager Flag (flag)

Manager Name (name)

Manager Tactic (tactic)

Flag is 
an 

emoji

Flag is 
an 

emoji

Random 
integer 

from 0 to 5

Assign managerName, 
managerFlag, managerTactic 

from retrieved data

Team's stadium 
name is NULL?

NAME IS NOT NULL

Assign random stadium 
name from 

competitionStadiums

NAME IS NULL

In some instances, the
match will be held on 
neutral ground (e.g. 
World Cup) and in 

these cases we'll pull 
stadium name from 

tournament

Match is a final?

We leave NULL 
stadium value if 

the team's 
competition uses 

a pool of 
stadiums

If the competition 
has an assigned 
final stadium, we 
set stadium name 

to 
competitionFixedFi

nalStadium

Stadium names refers to a full string that names the stadium, country and flag emoji

"Santiago Bernabeu" is wrong

"Santiago Bernabeu, Spain      " is correct 

competitionFixed
FinalStadium 

exists?

YES

Set stadium name to 
competitionFixedFinalStadiu

m

YES

Opposition name 
is not 

"MOROCCO", 
"PORTUGAL" or 

"SPAIN"

Decide if team is 
home or away

60% instead of 50% 
to give a slight 

advantage to player

Set match venue to player's 
home stadium

Set stadium to stadium from 
oppositionDatabase()

Player gets to 
define stadium 
name + home 

country from team 
management 

screen

Team stadium name 
(stadium)

Can be 
undefined

Away
game

Keep in mind that in real life, the 3 nations hosting the 2030 FIFA World Cup are expected to play most of their games at home. 

So we use a home team system to ensure Spain, Morocco and Portugal will play their games at home.

60% chance dice 
roll lands

NO
YES

YES

NO

If you're playing 
against Spain, 

Morocco or 
Portugal, you will 

always play them at
their home turf 

UNLESS it's the final

Set homeAdvantage to 1
Slight 

advantage 
that comes 

into play later

Team stadium weather type 1 
(weatherType1)

Team stadium weather type 1 
minimum temperature 
(weatherMinimum1)

Weather
type 1 
value

Can be 
undefined if
stadium is 
undefined

Weather 
type 1 

minimum 
temperature

Can be 
undefined if
stadium is 
undefined

Team stadium weather type 1 
maximum temperature 
(weatherMaximum1)

Team stadium weather type 2 
(weatherType2)

Team stadium weather type 2 
minimum temperature 
(weatherMinimum2)

Team stadium weather type 2 
maximum temperature 
(weatherMaximum2)

Weather 
type 1 

maximum 
temperature

Can be 
undefined if
stadium is 
undefined

Can be 
undefined

Can be 
undefined

Can be 
undefined

competitionDatabase()

Competition weather type 1 
minimum temperature 
(weatherMinimum1)

Competition weather type 1 
(weatherType1)

Competition weather type 1 
maximum temperature 
(weatherMaximum1)

Call competitionDatabase()

Will include 
other values, 

but only these
are called

Competition weather type 2 
minimum temperature 
(weatherMinimum2)

Competition weather type 2 
(weatherType2)

Competition weather type 2 
maximum temperature 
(weatherMaximum2)

Set weather type to 
weatherType1

80% chance dice 
roll lands

YES

Set weather type to 
weatherType2

Team stadium minimum 
expected attendance 
(minAttendance)

Team stadium maximum 
expected attendance 
(minAttendance)

Competition minimum 
expected Attendance 
(minAttendance)

Competition maximum 
expected Attendance 
(maxAttendance)

Competition is 
FIFA World Cup?

NO

YES

Set temperature to random 
integer between 

weatherMinimum1 and 
weatherMaximum1

NO

Set temperature to random 
integer between 

weatherMinimum2 and 
weatherMaximum2

Divide temperature by 10

Call weatherDatabase()

Set weather type to 
weatherType1

weatherDatabase()

Country weather type 1 
minimum temperature 
(weatherMinimum1)

Country weather type 1 
(weatherType1)

Country weather type 1 
maximum temperature 
(weatherMaximum1)

Set temperature to random 
integer between 

weatherMinimum1 and 
weatherMaximum1

For home games,
we use a 

separate weather
database for 
every country

Weather 
values are in 
Celsius and 

divided by 10 
later

Weather 
values are in 
Celsius and 

divided by 10 
later

Weather 
values are in 
Celsius and 

divided by 10 
later

Remember how weather values are divided by 10? The randomizer pulls an integer between, for example, 70 and 90, and if it lands on 82 for example,it comes out as 8.2C, which adds a nice bite in detail 

Divide temperature by 10

10% chance dice 
roll lands

NO

Set weather type to "Rainy"

Remove 4 from temperature

YES

80% chance dice 
roll lands

Set weather type to 
weatherType1

YES

Set temperature to random 
integer between 

weatherMinimum1 and 
weatherMaximum1

Set weather type to 
weatherType2

NO

Set temperature to random 
integer between 

weatherMinimum2 and 
weatherMaximum2

Divide temperature by 10

Set match attendance to 
random value between 

minAttendance and 
maxAttendance

Set match attendance to 
random value between 

minAttendance and 
maxAttendance

Set match attendance to 
random value between 

minAttendance and 
maxAttendance

Retrieve assigned name, 
tactic ID and flag of 
opposition manager

Phase 1: Pre-​game
This is the pre-​match generation phase, used to validate player meets 
requirements for the tournament. Players should not be allowed to start a match 
without 11 footballers.

It is not a part of the match engine, but is essential to it regardless.

Phase 2: Opposition + Match Conditions
In this phase, we set up the opposition team's name, manager, tactics, manager's 
country, footballers, footballer ratings, footballer countries, footballer positions, 
by pulling them from the teams database oppositionDatabase(), then we set up 
the general match conditions such as stadium name, weather and game 
attendance which are set up depending on the match conditions.

Match conditions are largely used to create immersion, however, playing a home 
game can give the player a definitive advantage. This does not come into play 
until later in the flowchart.

All 11 footballer names 
(playerName[*])

Set opposition's tempo and 
pressing values according to 

tactic ID

Formation is not 
tied to manager, 
but rather to the 
team's positions.

0 
(Gegenpressing)

ID (Name)

1 (Pressing 
Counter)

80

Tempo

80

100

Pressing

40

2 (No-​Press 
Counter)

3 (Park the Bus)

80

20

20

20

4 (Control) 40 60

5 (Wing Play) 45 75
Tactic is Park the 

Bus?

set timeWasting value to true

YES

NO

Values that 
define how the 
opposition will 

play football. Will 
be referenced 

later.

Tactic is Pressing 
Counter or 

Control?

15% chance dice 
roll lands

YES

YES

NO

Set timeWasting value to 
false

NO

Phase 3: Manager Tactics
This phase sets up which of 5 preset tactics a manager will use, and whether they 
will use time wasting or not for more sluggish football.

Data is pulled from the managerDatabase().

Set i to 0

Phase 4: Attacking Ratings

Add 1 to i

Calculate for Time 
Wasting setting. If 

opposition are 
parking the bus, 
they will always 

waste time.

calculationMode'
s Squad Slot [i]'s 

position is LW, ST, 
or RW?

Add calculationMode's 
Squad Slot [i]'s rating*2 to 

calculationMode's 
AttackingScore

Add 2 to meanDivide

YES

calculationMode'
s Squad Slot [i]'s 
position is AM, 

LM or RM?

Add calculationMode's Squad Slot 
[i]'s rating to calculationMode's 

AttackingScore

Add 1 to meanDivide

YES

calculationMode'
s Squad Slot [i]'s 
position is LM, 
RM, LWB, RWB, 

LB or RB?

calculationMode 
's Squad Slot [i]'s 
rating is higher 

than 
highestWideNon

Attacker?

YES

Set calculationMode's 
highestWideNonAttacker to 

Squad Slot [i]'s rating

YES

Adding a rating 
point for the 
highest rated 
non-​attacking 

wide player in the
team

calculationMode'
s Squad Slot [i]'s 
position is CM

calculationMode's 
Squad Slot [i]'s 
rating is higher 

than 
highestCenterMid?

YES

Set calculationMode's 
highestCenterMid to Squad 

Slot [i]'s rating

YES

Adding a rating 
point for the 
highest rated 

CM in the team

calculationMode'
s Squad Slot [i]'s 
position is CM, 

DM or AM?

Add calculationMode's Squad Slot [i]'s 
rating to calculationMode's 

MidfieldAttackingScore

Add 1 to calculationMode's 
midfieldMeanDivide

YES

Team's 
average 
midfield 
rating

NO

NO

NO

NO

NO

NO

i = 11?

NO

Set calculationMode to 
"PLAYER"

YES

Set calculationMode to 
"OPPOSITION"

Set playerAttackingScore to 
(playerAttackingScore+

highestWideNonAttacker+
highestCenterMid+

playerMidfieldAttackingScore)÷(
meanDivide+3)

set playerMidfieldAttackingScore 
to playerMidfieldAttackingScore÷ 

midfieldMeanDivide

+3 to account 
for the added 

rating 
modifiers

set 
oppositionMidfieldAttackingScore 

to 
oppositionMidfieldAttackingScore

÷ midfieldMeanDivide

Set oppositionAttackingScore to 
(oppositionAttackingScore+
highestWideNonAttacker+

highestCenterMid+
oppositionMidfieldAttackingScor

e)÷(meanDivide+3)

Set calculationMode to "PLAYER"

initialize calculation 
accumulators and rating 

trackers to 0

set calculationMode's 
midfieldMeanDivide to 1

midfieldMeanDivi
de is 0?

YES

Protection 
against 

division by 
zero

calculationMode 
is "PLAYER"?

NO

YES
NO

Set i to 0

initialize calculation accumulators and 
rating trackers to 0

initialize lowestWideDefender to 115

Add 1 to i

Phase 5: Defensive Ratings
Very similarly to the attacking rating, the defensive rating is an aggregate of 
several defensive positions. It gives critical value to center backs, but full backs 
and defensive midfielders on a bad luck swing can be costly.

calculationMo
de's Squad 

Slot [i]'s 
position is CB?

Add calculationMode's Squad Slot 
[i]'s rating*3 to calculationMode's 

defensiveScore

Add 3 to calculationMode's 
meanDivide

YES

NO

calculationMode'
s Squad Slot [i]'s 
position is LM, 
RM, LWB, RWB, 

LB or RB?

calculationMode's 
Squad Slot [i]'s rating is 

higher than 
highestWideDefender?

YES

set highestWideDefender to 
calculationMode's Squad Slot 

[i]'s rating

YES

calculationMode'
s Squad Slot [i]'s 
rating is lower 

than 
lowestWideDefen

der?

set lowestWideDefender to 
calculationMode's Squad Slot 

[i]'s rating

YES

calculationMode'
s Squad Slot [i]'s 
position is CM?

calculationMode'
s Squad Slot [i]'s 
rating is higher 

than 
HighestCenterMi

d?

YES

set highestCenterMid to 
calculationMode's Squad Slot 

[i]'s rating

YES

calculationMode'
s Squad Slot [i]'s 
position is DM?

Add calculationMode's Squad Slot 
[i]'s rating to calculationMode's 

defensiveScore

Add 1 to calculationMode's 
meanDivide

YES

calculationMode'
s Squad Slot [i]'s 
position is GK?

Add calculationMode's Squad Slot 
[i]'s rating to calculationMode's 

defensiveScore

Add 1 to calculationMode's 
meanDivide

YES

NO

NO

NO

NO

i = 11?

NO

NO

NO

Set calculationMode to 
"OPPOSITION"

set playerDefensiveScore to 
(calculationMode's 

defensiveScore
+highestWideDefender*2

+lowestWideDefender
+HighestCenterMid)

÷(meanDivide+4)

calculationMode 
is "PLAYER"?

YES

YES

set oppositionDefensiveScore to 
(calculationMode's 

defensiveScore
+highestWideDefender*2

+lowestWideDefender
+HighestCenterMid)

÷(meanDivide+4)

NO

Call formationBonuses()

NO

Phase 6: Predicted Goals Modifiers

Apply attack and defense bonus 
relevant to player's formation

4231, 41212,
4141, 3241

Formations

433, 523, 352, 
343, 5140, 442

+1.8

Attack

+0.8

+0.0

Defense

+0.8

532, 541 +0.0 +1.8

Apply attack and defense bonus 
relevant to opposition's formation

homeAdvan
tage is 

undefined 
or 0

Add 1 to opposition's defense and 
attack

YES

Set playerEdge to 
playerAttackingScore-​

oppositionDefensiveScore

NO

-40 or below

Edge

-20

-10

set playerPredictedGoals to 
edgeToExpectation(playerEdge)

0.15

Predicted Goals

0.42

0.72

-5 1.02

0 1.36

5 1.70

10 2.08

20 2.90

40 or above 4.55

Piecewise linear interpolation between the two nearest 
lookup points if undefined

pG = y1+ (y2 - y1)*​((edge-​x1)/(x2-​x1))

If edge is smaller than -40, set pG to 0.15, if larger than 
40, set pG to 4.55

set oppositionEdge to 
oppositionAttackingScore-​

playerDefensiveScore

set oppositionPredictedGoals to 
edgeToExpectation(oppositionEdg

e)

Set playerTacticalAdjustment to 0 
and oppositionTacticalAdjustment 

to 0

Set playerPressBand to 
tacticalBand(playerPressing)

Set playerTempoBand to 
tacticalBand(playerTempo)

Set oppositionPressBand to 
tacticalBand(oppositionPressing)

Set oppositionTempoBand to 
tacticalBand(oppositionTempo)

Low

Band

Standard

High

value > 25

Press/Tempo

25 ≤ value ≥ 75

value > 75

Set p1 to "PLAYER"
p2 to "OPPOSITION"

p1 is low press + 
high Tempo

p2 is high press

Counter 
Masterclass

Add 0.25 to p1's PG
Remove 0.40 from p2's PG

Set tacWinner to p1

YES

p1 is high press 
+ high Tempo

p2 is standard or 
high press

NO

Add 0.35 to p1's PG
Remove 0.20 from p2's PG

Set tacWinner to p1

YES

p1 is standard or 
high press + high 

Tempo
p2 is low press

NO

Add 0.30 to p1's PG
Remove 0.15 from p2's PG

Set tacWinner to p1

Add 0.35 to p1's PG
Remove 0.15 from p2's PG

Set tacWinner to p1

Add 0.10 to p1's PG
Remove 0.45 from p2's PG

Set tacWinner to p1

p1 is high press
p2 is low press + 

low tempo

p1 is low press + low 
Tempo

p2 is standard press 
+ standard tempo

YES YES YES

NO NO Set p1 to "OPPOSITION"
Set p2 to "PLAYER"NO

Pressing
Clinic

Controlled 
Domination

Low-​prio
Pressing

Clinic

Cagey
Affair

Set p1 to "PLAYER"
p2 to "OPPOSITION"

Set pressScale to (p1.Pressing − 1) 
/ 99

Set pressAttackingBoost to max(0, 
0.025 × pressScale)

Set p1.PredictedGoals to 
p1.PredictedGoals × (1 + 

pressAttackBoost)

Set tempoScale to (p1.Tempo − 1) 
/ 99

Set tempoAttackModifier to 
max(0, (−0.05 + 0.12 × 

tempoScale) × 0.5)

Set p1.PredictedGoals to 
p1.PredictedGoals × (1 + 

tempoAttackModifier)

Is p1 "PLAYER"?
Set p1 to "OPPOSITION"

Set p2 to "PLAYER"YES

Does player have 
time wasting 

enabled?

Set player's predicted goals to 
predictedGoals*0.5YES

NO

Set opposition's predicted goals to 
predictedGoals-0.35

Does opposition 
have time 
wasting 

enabled?

NO

Set opposition's predicted goals to 
predictedGoals*0.5YES Set player's predicted goals to 

predictedGoals-0.35

NO

Is player's 
predictedGoals 

smaller than 
0.05?

Set player's predictedGoals to 
0.05YES

Is opposition's 
predictedGoals 

smaller than 
0.05?

NO

Set opposition's predictedGoals to 
0.05YES

calculateFacilities and equipment 
bonuses for player

NO

Gym

Support item

Tech

Grass

+0.01 per Level

Bonus to pG

+0.01 per Level

+0.005 per Level

Hydro +0.005 per Level

Dining +0.005 per Level

Cones +0.01

Dummies +0.01

Bench +0.01

Targets +0.01

Only 
applies 

to player

Each coach Coach Rating * 0.01

Is competition 
name "FIFA 
World Cup"

Is opposition's 
predictedGoals 

larger than 4.75?
NO Set opposition's predictedGoals to 

4.75YES

Is opposition's 
predictedGoals 

larger than 6.05?
YES Set opposition's predictedGoals to 

6.05
YES

Set p1 to "PLAYER"
Set p2 to "OPPOSITION"

NO

NO

Apply bonuses

tacWinner is 
winner of the 

tactical battle and
will be brought 

up later

Set redChance to 2.5%

Is pressing above or 
equal 75% but time 

wasting off?

Is time wasting on 
but pressing below 

75%?
NO

Is pressing above or 
equal 75% and time 

wasting is on?
NO

Set redChance to 4.3%

YES

Set redChance to 5.0%

YES

Set redChance to 8.6%

YES

redChance% dice 
roll lands?

P1 is 
"OPPOSITION"?

NO

Set P1 to "OPPOSITION"

NO
YES

add 1 to redsCount
Halve p1's predictedGoalsYES

tacWinner 
exists?

YES

2% dice roll 
lands?

Add 0.5 to tacWinner's 
predictedGoals

set calculationMode to "PLAYER"

NO

Phase 7: Goal Poisson Distribution + Result

Set lambda to 
calculationMode.PredictedGoals

Set L to exp(−lambda)

Set k to 0
Set probability to 1

Set k to k + 1

Set probability to probability * 
random(0,1)

probability is 
smaller than or 

equal to L?

Set sampledGoals to k − 1

YES

NO

Competition 
name is "FIFA 
World Cup"?

set maxGoals to 10YES

Set sampledGoals to 
min(sampledGoals, maxGoals)

NO

calculationMode 
is "PLAYER"?

Set playerGoals to sampledGoals

YES

Set calculationMode to 
"OPPOSITION"

Set oppositionGoals to 
sampledGoals

NO

OppositionAttack > 
playerDefense+10?

Chance of 44%?

YES

Add 1 to oppositionGoals

YES

NO

NO
Fail safe 
against 

more open
defenses

Result is a draw?

Set extraTime to true

YES

Add poisson(AExp / 5, max(0.75, 
AExpectationCap / 5)) rounded to 

player's goals

 Add poisson(BExp / 5, max(0.75, 
BExpectationCap / 5)) rounded to 

opposition's goals

Result is a draw 
after 120 minutes?

Handled via penalties engine

Player uses shouts

Behavior handled independently

Player uses substitutions

Behavior handled independently

commentaryEngine handles match 
generation

commentaryEngine handles match 
generation

This is the flowchart detailing the match result generation engine of Soccer Manager Tycoon. Inspired by real-​life betting models,
the engine gives each of the two teams an attacking and defensive power value based on player ratings, tactics, facilities, and other 
smaller factors, and uses a Poisson model to generate a match result out of both teams' two power values.

The idea is to create a random, but realistic + controlled system that allows player upgrading and tactical changes to feel like tweaks 
that can affect the game.

Once the match is generated, the result is final, however, substitutions & shouts will allow players to influence the result as it unfolds.

SOCCER MANAGER TYCOON: MATCH ENGINE

This phase calculates the attacking rating of both teams. The attacking rating is 
combined by an average of all forwards (coefficient 2), AMs/LMs/RMs (coefficient 
1), the average midfield rating together (coefficient 1) and the highest rated 
LB/LWB/RB/RWB/LM/RM in the team (coefficient 1).

This is mostly influenced by real life where attacks are most pivotal, but full backs 
& more advanced midfielders can give a team a lifeline.

Player data pulled here is stored at a global level.

Once the attacking and defensive scores are generated, formation bonuses and 
home advantage bonuses are added, and the two teams are given an edge score 
(playerEdge and oppositionEdge) which determines the team's predicted goals.

A team's edge is determined by the team's attacking score minus the opposition's 
defensive score. There are several lookup points inspired by real-​life results and 
real-​life betting odds that determine each team's predicted goals. If the edge 
does not correspond to a predicted goals value, piecewise linear interpolation is 
used between the two nearest lookup points to determine the predicted goals.

Several modifiers, including a "tactical battle", where both teams' tempo and 
press values are evaluated and some combinations are given a rock-​paper-​
scissors battle, with a 2% chance on top of a "tactical masterclass", and boosts for 
facilities & coaching are applied, while a setting for time wasting and clamping 
between two values exists to keep things balanced, although the tactical 
masterclass is applied after the clamping.

The predicted goals value is later used to generate how many goals a team 
scores.

Use clamping 
between 0.05 

and 6.05 ;)

We finally convert the predicted goals of both teams into an existing match 
result, and rather than directly determining goals, predicted goals influence the 
probability of each possible scoreline, allowing stronger teams to hold an 
advantage without guaranteeing victory.

Goals are generated independently for each team using the Knuth sampling 
method, with maximum goal limits to prevent excessively unrealistic results. A 
conditional adjustment provides additional scoring potential against particularly 
vulnerable defenses

The commentary engine then generates the match presentation, with player 
shouts & substitutions handled independently and as the only force capable of 
affecting the result after it has been generated. 

The design goal is to preserve the impact of player progression and tactical 
decisions while maintaining the unpredictability and dramatic tension of football.


