TBCB Universe instructions
WARNING:
1) At all times there must be AT LEAST 4 active fighters

2) At all times there must be AT LEAST 2 fighters in the ‘Pool’ list

3) You MUST look out for the bright red warning tags telling you to change the game
4) Macros MUST be enabled before you do ANYTHING!!!!
INSTRUCTIONS:

Welcome all, i’ll keep this as brief as I can.

You’ll notice that the ‘Main’ page, has a couple of funny looking names. Please leave them here for the moment, they are important in getting the game started.

Before you do anything, you need to import a list of the names of fighters you intend to use over the length of your universe.

You will notice that this workbook contains many sheets. They are color coded for ease of use at this point. Green tabs indicate a sheet you will have input into regularly, yellow for sparing input, and red for not to be touched!!

Click on the ‘Pool’ tab. You will notice again, a list of funny looking names. The idea here is to replace, in a single column (A) these names with a list of fighters that will compete over the history of your universe. As an idea, if you wanted 50 fighters running at any given time, you would need something like 2,500 names in here to last you roughly 100 years. Ie. Muhammad Ali, Joe Frazier etc etc.
Once this is done, you want to import a couple of these names into your universe to get started. To do this, go to the page ‘Main’ and click the big button that says ‘Add Fighter’. Notice that when you do, this newly added fighter will have a bright red career stage saying ‘Beginning’. As the game progresses, you MUST pay attention to this red sign, as it is an indicator that you need to change the status of a fighter in TBCB. In this case, you are activating a fighter, and setting him to career stage beginning. As a fighter progresses, he will advance to pre-prime, prime and so on.

Add as many fighters in this manner as you like to begin with, I suggest ten or so. Remember to change the status of each in TBCB before adding the next.

Once you are done, CAREFULLY do the following:

On the Main, Ranking and Active pages (that’s three separate pages people), select the ENTIRE row containing the names I had left there (testingone, testingtwo etc etc) one after the other, and right-click, delete. The idea is, these rows will disappear, shift up, and leave you with ONLY the fighters YOU imported.

That’s it – you are basically ready to go. Remember to adhere to the warnings at the start off this sheet, no less than four fighters etc etc.

Go back to the ‘Main’ page, click the button that says ‘Schedule’ and you are off.

You will be presented with a ‘Results’ screen. It will display all fights to occur on a date (listed at the top – this jumps by four weeks every round). 
You will see the matchups, the amount of rounds the fight is to go for, and the ranks of the given fighters.

As your title is vacant as your universe begins, you will notice a Title Trigger box next to each matchup. Should you wish a given fight be for the vacant title, hit the arrow next to the box and select “And the new…”. The winner of that fight will be your new champ. I’d suggest waiting until at least a couple of your fighters are ranked (that’s fifteen fights) before giving this a crack.

It is now up to you to enter TBCB and schedule the fights, and complete them!!

Entering the results of the fights is relatively simple, click on the corresponding cell in the ‘D’ column, click the small arrow, and enter the result of the leftmost fighter. Ie. If Fighter A lost to Fighter B by knockout then the result is ‘LK’. You do not have to enter a result for the rightmost fighter.

When all scheduled bouts have been entered, click the button that says ‘Process’, and you will be back at the main page with all results having been processed, ranking, records and career stages having been updated automatically.

That’s it! You’re basic universe will advance. At this time, I have not added a function to randomly add fighters into the universe. I would suggest that the optimal figure to run this sim on is 50 fighters at any given time, so I have been adding a fighter each round until I got to 50, and then only add as a fighter retires.

As for retirees, at the moment, you must MANUALLY remove this fighters record from the three lists as you did above for removing of the base fighters. I can fix this at a later stage, but at the moment I just wanted to get this out there for feedback.

Any questions, hit the thread and ask away!
