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TACTICS 
BOOK 

 
 

Tactical tips for playing Strato-Football  

 

 

Preface 
 
 
Games of dice are games of luck. This is the opinion of many people and they are 
mostly right. 
But there are games of dice where players can take advantage with logical moves. 
Such a game is Strato-Football.  
A player gains experience and improves his game play each time he plays the game. 
With this book at hand I try to share the experiences I made during almost 29 years. 
Thus a game newcomer will become a good Strato-Football player even faster.  
Also players who played the game more often will hopefully find some tips and hints 
to become an even better player. 
 
There is no doubt that a game gets more interesting if the players are more 
experienced. Thus I wish all readers to gain experience and raise the fun that they 
will have with Strato-Football. 
If you never played Strato-Football before I recommend putting away this book 
temporarily. You should play some games to learn the basic aspects. After that you 
could even more take advantage of this tactics book. 
To get more understanding of the described examples in the game, I recommend to 
arrange the figures like described in the book and to replay the described moves and 
positions. 
 
And now have fun … 
 
 
Walter Müller (2003) 
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Signs and Symbols 
In this book we have pictures of in game situations, which are using special symbols. 
The meaning of these symbols is as follows: 
 

 red figure w/o ball  yellow figure w/o ball 
 red figure with ball  yellow figure with ball 
 red goal keeper  yellow goal keeper 
 ball on a field w/o figure  target field 

 
Italics. In the following examples several moves are shown. Some moves are NOT 
recommendable. These moves are shown in italics. 

Game Field 
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Terms and Definitions 
Area Of 
Interest 

The Area of Interest is the area of the game board around the field 
with the ball. 
 

Attack An Attack is a move to the field with the ball. 
 

Back Back means the area around the own goal. 
 

Ball possession The figure, which stands on top of the ball, has the ball possession. 
 

Ball Line The Ball Line is the line where the ball is. There are always two ball 
lines: the horizontal and the vertical one. 
 

Field The game board has 20 times 24 fields. For referencing the fields 
are marked with letters and numbers. 
 

Figure The figure G7 means the figure, which stands at the postion G7 on 
the example game board. For example: “The figure at G7 has a 
dice roll result of .” means “The player has a dice roll result of  
and moves with his figure, which stands on the field G7”. More 
often a much shorter text is used: “G7 moves to B7”. 
 

Forward Forward means: at the opposing goal. 
 

Horizontal lines Horizontal lines start at one sideline and are limited by the other 
sideline. There are 24 horizontal lines on the game board. In the 
examples they are marked with numbers (1 - 24). 
 

Own half The own half of the game field is the half, where the own figures 
are placed at the beginning of the game. The Center Line is the 
border between the opposing and the own half. The own goal is the 
goal in the own half. 
 

Row The game board consists of several fields which are organized as 
rows. The game board has 20 vertical and 24 horizontal lines.  
 

Scoring chance A scoring chance is the possibility to shoot the ball into the 
opposing goal within the next move. 
 

Shot distance The shot distance is the maximum distance the ball can be shot. 
This distance is six fields long. 
 

Target field / 
target point 

The target field is the field where a figure wants to move to. A 
target field can be the field with the ball, a field where an opponent 
can be attacked at, a field where the opponent can be obstructed, 
or to take a better attacking position. 
 

Vertical lines Vertical lines start at one goal line and are limited by the other goal 
line. On the game board are 20 goal lines. In the examples they 
are marked with letters (A - T). 
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Chapter 1 
How to move to a field on the game board 

 

1.1: What are target fields? 
A game of Strato-Football means “movement”. The figures are moved around the 
game board, the ball moves between figures. The basic question of the game (which 
sometimes can’t be answered easily) is: Where should I move my figures? Where is 
the right target field to move to? 
 
We have different types of target fields: 

θ  The Ball. Each player is trying to get the ball. Only the player who has the ball 
can make goals and finally win the game. 

θ  An opposing figure with the ball. A ball in possession can normally only be 
taken with an attack. For an attack a player has to reach the field of the 
opposing figure with the ball. So this field is an important target point. 

θ  A good position. In Strato-Football you have to think ahead. The figures 
should  be placed at strategical good positions. This is important for both: 
offense and defense (for example for obstructing an opposing figure).  

 
In the game the players are trying to reach several target points at the same time. So 
the players have to decide which target points are very important, important or less 
important. This evaluation will be described later. 
In Chapter 1 we only explain how to reach a specific target point in the fastest way. 

1.2: Tactical Basics for playing Strato-Football 
In Strato-Football we use a standard dice with six faces with the digits  to . The 
six faces are all the same size. This means that the probability to get a specific digit 
is the same for all digits. The longer a game takes, the more the count of each single 
digit will be the same. But there is no way to predict the next dice roll. So these 
statements direct us to the following consequence: 
To reach a target field fast, you should place your figures with different distances to 
the target point. Ideally you have six figures with different distances to the target field. 
In this case you can reach the target field for sure (independet of dice roll). 
 
Tactical Reminder: Place your figures in different distances to the target point. 
 

1.3: Mistakes of Beginners 
If a figure is able to reach a target field, it is nonsense to move the figure to a field 
with a different distance to the target field. With this action you would not raise your 
chance, but only change it. It’s better to move another figure nearby to raise your 
chance to get to the target field. 
(For this rule several exceptions exist. We discuss them later.) 
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1.4: One or more figures are standing in the target field row 
 

Figure 1: 
If two figures have the same distance to 
a target field, you have to move one of 
them to get a second possibility reaching 
the target field in the next move: We 
have a dice roll of . 
 
The target field would have only been 
reachable with a  (only from field F6 
or H6).  

Now we can move from H6 to L6 or F6 to J6. In both cases we have got a second 
possibility. The figures have now the distances ,  and ,  respectively. 
 

 
Figure 2: 
The same principle is working for two 
figures with the same distance but 
different directions to a target field. 
 
In Figure 2 we have a dice roll of . The 
player’s figure moves from H6 to L6 or 
from G7 to G11. 
Moving from H6 to D6 or G7 to G3 is 
also possible. 
 
 
 
 
 
 

 
 
Figure 3: 
To get a second possibility you have to 
think about the highest possible dice roll 
of . So your figure should not be 
farther away as 6 fields of the target 
point. 
In Figure 3 we have a dice roll of . 
Now we move from F6 to L6. The target 
field is reachable now with a dice roll of 

 or . 
 
It wouldn’t have been a good move to go from H6 to N6, because N6 is seven fields 
away from the target field and therefore not reachable within the next move. 
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Figure 4: 
It’s a little more difficult if already three figures 
are in the area around the target field. In 
Figure 4 we have a dice roll of . The right 
moves would be L6 to M6 or F6 to E6.  
 
With these moves we have the distances , 

 and  to the target field. 
 
It would be wrong to move from L6 to K6 because we already have a figure with a 
distance of  to the target field (G6). 
 
 

 
Figure 5: 
In some situations the tactical position of your 
figure can’t be improved. The target field is 
reachable with a  (from G7) or with a  (from J6 
or G9). We have a dice roll of . The possible 
moves from J6 to F6 and from G9 to G5 don’t 
improve our situation, because we can’t increase 
our number of possibilities (2). In this case we 
should improve a position of another figure in 
another area, which is more effective that a 
“misspend” move near the target point.  

 
 
Further Thinking 
Figure 6: 
We have a dice roll of . 
 
The right move for this is: P4 to 
J4. Only with a dice roll of , 
we can place the figure P4 

near enough to the target field. With a next move of , ,  or  we have a new 
(third) possibility. With  or  we reach the target field directly. 
 
It would have been wrong to move from C4 to I4 (with the ). We would have 
created two possibilities to reach the target field (with  or ), but only with another 

 we could increase our sum of possibilities (3). In the following move we couldn’t 
have used dice rolls of ,  or  effectively.  
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Further Thinking – Figure 7: 
Figure 7 shows that sometimes more distant figures should be fetched to the ball line, 
before we should give figures, which currently have equal distance to the target field, 
an unequal distance. We have a dice roll of : 
  
Like described above we could move 
from E6 to I6. The following moves 
would be: 

: Target field reached  (from G6). 
: No improvement possible. 
: Target field reached (from I6). 
: No improvement possible, 

because the figure at I10 can’t 
be moved to row 6 because it’s 
obstructed with our own figure. 

: No improvement possible. 
: No improvement possible. 

We have four numbers ( , ,  and 
), where we can’t improve our 

situation. 
 
Also the move from G6 to K6 would be possible (with a  in figure 7). The following 
moves would be: 

: Target field reached  (from E6). 
: No improvement possible. 
: Move from I10 to F10. With this move we get a third possibility to reach the 

target field. 
: Move from I10 to I6. With this move we get a third possibility too. 
: Target field reached  (from K6). 
: No improvement possible. 

In this situation we only have two numbers, where no improvement is possible.  
 
The right move for the situation above would be I10 to I6. The following moves are: 

: Target field reached  (from E6 or G6). 
: No improvement possible. 
: Target field reached (from I6). 
: Move from G6 to K6. With this move we get a third possibility. 
: Move from G6 to L6. With this move we get a third possibility. 
: Move from E6 to K6. With this move we get a third possibility. 

Only with a  after the move from I10 to I6 no improvement is possible. So this 
move is definitely better than the move E6 to I6 or G6 to K6. 
 
So we come to the conclusion in Figure 7: 
First we should move a figure, which is not standing in the ball line, to the line 
with the ball. With this action we could improve our chances in the following 
moves. 
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1.5: Utilising the corner  
Figure 8: 
The figure at G3 is able to reach the target field with a 

. We have a dice roll of . Now we move from G3 to 
C3. With this move we now have to choices to get to 
the target field: 

θ  Across the corner field with a  (from C3 across 
C2, C1, B1, A1 and A2 to A3). 

θ  Directly from C3 to A3 with a . 

1.6: Bringing new figures to the 
target point row 
Figure 9: 
To reach a target field, a minimum of one 
figure of your own has to be in that row of the 
target point (=target row). If this is not the 
case, you have to move a figure to that row, 
even if it is currently more than six fields 
away. We have a dice roll of . Now we 
move the figure at I6 to row 8. 
In the next move we will move our figure near 
the target field. With this move we will 

definitely have a better situation. 
 
It would have been wrong to move with the figure at J6, because it the next move we 
could have had a dice roll of . Then the figure from J6 would have been to far 
away from the target field. So we wouldn’t have created a new possibility. 
 

 

1.7: Obstructing the opponent 
Figure 10: 
Often the opponent will also try reaching the same 
target point as you (e.g. to reach the ball). So in your 
thoughts you have not only to think about putting your 
figures at a better position, you have also to think 
about obstructing your opponent. In figure 10 the red 
player has the next move (round figures). We have a 
dice roll of . The right move is: F5 to F10. With this 
we have created a third possibility to reach the target 
field. At the same time your opponent is not able to 
move from F7 to the target point row. 
It would have been wrong moving from F5 to K5. With 
this we have a third possibility too, but the opponent is 
able to move from F7 to F10 and would improve his position. 
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1.8: The figure, which later can’t run  
Move your figures only to such fields, where you can leave too. There are fields, 
where your figures are “captured”. You can’t move them away from there. If you block 
your figures in this way, you are playing short. An example: 
 

 
Figure 11:  
In this example we have an ticklish 
situation. The ball is free in front of the 
goal (at J6). If an attacker (diamond 
shapes) moves to the field with the ball, 
we have a goal chance immediately. For 
the defending team (circle shapes) exist 
three important target fields: field J6, to 
to take possession of the ball, field J3 
and J2 for the goalkeeper to prevent 
goal shots temporarily. We have a dice 
roll of . The right move would be: A10 
to E10. From E10 with another  (to 
E6) or with a  (to J10) we have a 

created a new possibility to get the ball. 
 
It would have been wrong to move from B8 to F8. F8 would have been a field with no 
return. Let’s prove it: 
With a  the goalkeeper moves from K3 to J3. 
With a  the goalkeeper moves from K3 to J2 (across K2). 
With a  the figure M6 fetches the ball. 
With a  the figure at F8 could have moved to J8, where it would have had a 
distance of two fields to the ball. But this would’t have created another possibility, 
because the goalkeeper would have needed a  to repel the ball. 
With a  or a  we can’t improve our situation. 
 
 
In the example of figure 11 we should not move any figure to the rows G, H, I, 
K, L, M or 3, 4, 5, 7, 8 and 9, because a figure in one of these rows can’t be 
moved from there in a way which makes sense. 
 

1.9: Different target points in context 
If you want to reach two or more target points at the same time, you have to view this 
situation in context. Move your figures to different fields with different distances. If 
you get a dice roll, which does not fit your needings for the first target, you could 
eventually reach the second target with it. 
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Chapter 2 
Rows of Figures 

 
A multitude of different figure rows exist: 

θ  Vertical rows in the own half 
θ  Vertical rows in the opposing half 
θ  Vertical rows at the goal (row I - L) 
θ  Vertical rows left and right of the goal (A - H and M - T) 
θ  Vertical rows at the side line 
θ  Vertical rows with the ball 
θ  Vertical rows without the ball 
θ  Vertical rows with many opponents 
θ  Vertical rows with the own goalkeeper 
θ  Vertical rows with the opposing goalkeeper 
θ  Parallel rows 
θ  Horizontal rows at the opposing goal  
θ  Horizontal rows at the Halfway Line 
θ  Horizontal rows at the own goal 
θ  Row crossings 
θ  Defense rows 
θ  Old rows 
θ  Opposing rows 

 
Each of the rows above (exception: old rows) has its own sense, its role in the game. 
Each of the rows above has its optimal condition for us in the game, which has to be 
aimed at. In Chapter 2 we explain this optimal conditions and compositions. 

2.1: Composition of figure rows 
A figure row is a row with target points. In Chapter 1 of this booklet we’ve described 
in detail, how we can reach a target point at the game field. So in this second chapter 
we only discuss the attributes of a row and its composition. 

2.2: Composition of vertical rows in the own half 
An attack in the direction of the opposing goal starts at the moment as soon as a 
figure of our own is getting the ball in our own half. So the ball has to be moved in the 
direction from our own goal to the opposing goal. The easiest way to do this is to 
compose a vertical row in the ball line. In this row we will move the ball forward. The 
composition of the vertical row and the ball movement have to be made at the same 
time, so the opponent doesn’t get much time to defend this attack. 
 
In Figure 12 we have a dice roll of : 
Now the figure at H8 moves to E8. In the next move the 
ball can be played forwards (in direction of the arrow to 
E8) with a  and with a  from H9 to E9.  
 
It would have been wrong to move immediately with the 
first  in figure 12 from H9 to E9. In this case we could 
have played the ball forwards (from E6 to E9) with 
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another  or the figure at H8 could have moved to H9. So we needed the  twice, 
but in the following move we could do nothing meaningful with the . 
 
If you build up a vertical row, take note of the order in which you move the 
figures into it. 

 
Bild 14: To move the ball forward as fast as possible, you 
have to build up the vertical row from front to rear. This 
increases the speed of the ball, which let your opponent less 
time to reorganize his defense. If then you have enough own 
figures in the vertical row, figures, which are standing behind 
the ball, are useless, because you want to play the ball 
forwards and not back. So you should move such figures 
forwards or out of the row. To show this we use the following 
dice rolls: , , , . 
With the first  we move from F8 to D8. 
 
Also F4, F6 or F10 could have been moved to the ball row. 
But a pass to F10 is not possible (7 fields is to far away). F4 
and F6 have a shorter distance to the figure with the ball, but 

a pass forward could have only been done with short (means slow) steps.  
 
With the second  we move F6 to D6. 
With the  we shoot the ball forwards (to D8). Now we have two figures behind the 
figure with ball. 
With the following  we move D6 to D12. 
 
We could have moved D3 to D9 too. But then D8 could only play the ball one field 
forwards (to D9) instead of four fields (to D12). 
 
So with this example we come to the conclusion: It’s better to play the ball with 
fewer long steps as with more short steps. 
 

2.3: Vertical rows in the opposing half 
Figure 15: The way to compose vertical rows in the opposing half is similar as in the 
own half. Additionally we have to think here that an attack in this vertical row should 
lead to a goal. For this we have to move our own figures in good shooting positions. 
An additional advantage is, if we can obstruct opposing figures, especially the 
goalkeeper. 
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Figure 15: 
Here are the best moves in the attacking situation shown in 
figure 15: 
With : L7 to K7 
With : I3 to K3. We could not pass the ball directly from K11 
to K3, but K3 is a strong obstruction for the opposing 
goalkeeper. This increases our goal chance. 
With : Here we have two very good possible moves: First 
we could move H6 to K6. Also good would be the move I3 to 
K2 (across I2 and J2). This move is also a big obstruction for 
the opposing goalkeeper. 
With  we have two good moves too: First K12 to K8, or we 
can shoot the ball to K7. Here the ball can’t be reached from 
an opposing figure.  If we can reach the ball again, and this is 

possible with three dice roll possibilities, we have an immediate goal chance (with a 
).  

The same happens with a : Either we move K12 to K7 (but this move obstructs the 
figure at L7, which can’t move to row K anymore) or we shoot the ball to K6. I think 
the last option is better, because we have a better goal chance now (goal chance 
with  or ) and because figure is not blocked. 
It would be perfect, if both fields (K2 and K3) could be occupied with offensive 
figures. In this case the opposing goalkeeper has virtually no chance for a defensive 
action. If this can be managed, you have to bring all available figures to the vertical 
row K.  

 
Figure 16: 
If a vertical row ends in the opposing half 
beside the goal, it is important that an 
attacking figure stands at the front of this row. 
If the figure there gets the ball, it is easy to 
make a goal from the side. At the same time 
the defending goalkeeper will be obstructed. 
Here are the best moves: 
With : F6 moves to F5. With a pass from 
F11 to F5, perhaps the ball could be passed 
to J5 later. This would be a goal chance. It is 
not recommendable to move from E3 to F3 
with a . F3 is a bad position for the attacker, 
because from there the ball can’t be played 
across to the goal (the opposing goalkeeper 
prevents this).  

With :  is an ideal number for obstructing the opponsing goalkeeper. We have 
two possibilities: One is to move from H3 to J3. This obstructs the goalkeeper, if the 
ball comes to the player at J5 (see further notice at ). Also the move from H3 to H1 
could obstruct the opposing goalkeeper, if the ball goes to the field F3, which is 
aspired with the vertical row F. 
With : Now E3 is moving to F1. So we only have to play the ball to F1 and we have 
a very good goal chance. If at F1 is already a figure, you should move many figures 
in row F, that the ball can reach F1. 
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With  H3 is moving to the important field F1. After that, if you get another , you 
could either move from E3 to G1 to obstruct the goalkeeper of the opponent, or you 
move F12 to F8. 
With : We shoot the ball from F11 to F6. 
With  we get no possibility that makes sense. 
In figure 16 we also come to the conclusion, that our own figures, which are standing 
in the same vertical row as the opposing goalkeeper, are not very useful during an 
attack. You should this figures to another vertical row. 
 

2.4: Vertical rows at the side line  
If possible, you should not create any vertical rows at the sideline (but this can’t 
always be avoided). If the ball is in such a vertical row, you can be attacked easily. 
The risk of a ball loss is high. It’s also more difficult to get the ball from the border row 
back to the game field center. A vertical row at the sideline is absolutely senseless 
without the ball. So its best not to build a vertical row at the sideline (see also 3.3.7). 
 

2.5: Removing “old” rows 
Rows, which have lost their sense, should be dissolved as quickly as possible, to free 
up figures, which can be used at other places on the game field. Figures which are 
“fixed” in a row, are absent at other game field places. So as a precaution you have 
to scatter as many figures as possible In different vertical and horizontal rows. In 
some previous examples we had the expression “we can’t improve our situation” 
several times. With dice rolls, which aren’t useful near the ball, you have to remove 
“old” rows, which have lost or fulfilled their sense already. But don’t create new rows, 
which you don’t need. 
 
Expressed differently: Only create rows, which you will need. All figures, which are 
not standing in such “needed” rows, should be scattered in as many different 
horizontal and vertical rows as possible. 
 

2.6: Vertical rows with the opposing goal keeper 
If the movement of the ball in a vertical row needs a long time, the opposing 
goalkeeper will move to this row in all likelihood (ofcourse this is only possible for the 
rows I, J, K and L). At the latest if the goalkeeper moves to the ball row, you have to 
look for alternatives, to get the ball into the opposing goal nevertheless. There are 
several possibilities: First you can build up a parallel vertical row, second you can 
build up a row crossing. Ideally you would combine both alternatives. 
 

2.7: Parallel vertical rows 
Figure 17: 
Basically the attacker creates parallel vertical rows if the ball is still far away from the 
opposing goal. If the defending goalkeeper moves to the ball row, the attacker will 
move it the parallel row to continue the attck there. The first row stays in use. If now 
the opposing goalkeeper moves to the new ball row, the ball can be passed back to 
the first row. You need much time to create parallel rows, so you should only move 
three (maximum of four) figures to each row. If you move more figures to these rows, 
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then to many figures are bound there. These could give the 
opponent an advantage in another area of the game field. The 
opponent also has enough time, to prepare the defense for the 
parallel rows, because you need much time to build it up. 
Another important thing is to create several points in these 
parallel rows, where you can pass the ball between the rows. 
In figure 17 the ball can be passed to the other row in two 
horizontal rows (rows 11 and 5). With a dice roll of  you 
should move from L8 to L7. With this move you’ll get two 
advantages: First the ball can be passed with three different 
dice rolls (with  to I11, with  to L7 or with  to L5) and you 
will get a new way to change the horizontal row (in row 7). 
 

 

2.8: Horizontal rows 
Horizontal rows are often a result of luck or of a defensive emergency situation. 
Horizontal rows are only useful for safeguarding the own ball possession. Only in 
front of the opposing goal you should create horizontal rows knowingly, because it 
makes it easier to score a goal. Horizontal rows, which are out of the shot distance to 
the opposing goal, should normally be decomposed soon. 
At the start of the game each player has already a horizontal row consisting of four or 
five figures respectively. At kickoff the starting player may try to hold the ball in this 
horizontal row for some time, to move some figures into the opposing half or to build 
up a vertical row. But as soon as the ball leaves the horizintal row, this row should be 
decomposed as fast as possible. 
 

2.9: Parallel horizontal rows 
For the opponent it is not easy to compose an effective defense against a horizontal 
row (see also 3.3.1). Sometimes the ball could be hold in a horizontal row as long as 
it needs to compose a parallel horizontal row within shot distance to the goal.  
 

Figure 18: 
If the red player succeeds getting the ball to 
row 5, it could be a good scoring chance. 
 
At this moment we only have two positions 
(K10 and D10), where we can pass the ball to 
one of our figures in row 5 directly. 
 
The possibilities to get the ball from row 10 to 
row 5 have to be optimised. For this there are 
several possibilities: 
 

With : J5 to I5 or I10 to J10. With this you have two figures in the same vertical 
row. If you pass from K10 to I10 or J10 you will create a new direct transition point 
between rows 10 and 5. 
With : G5 to I5. 
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With : D10 to G10. This creates a new pass option from K10 to G10 and from there 
to G5. 
With : F10 to J10. The figure at F10 is exactly five fields away from K10. It would 
never get the ball, because with a dice roll of 5 the figure at K10 would pass the ball 
to K5 (our desired row). So the figure at F10 is needless. But a pass from J10 to J5 
would be a dangerous option. 
With : K10 to K5. 
With : D10 to J10. The distance between D10 and K10 was seven fields. So the 
figure at D10 wouldn’t have got the ball. So the current position at J10 is optimal. 
 

2.10: Row crossings 
Vertical rows are especially necessary to bring the ball from the own defense to the 
opposing goal. But often it will not be possible to shot from the row, which brought the 
ball forward. Reasons for that could be that the oppsing goalkeeper ist standing in 
the same line or the row ends beside the goal. So we need a direction change.  

 
Figure 19: 
Especially at kickoff at the start of the 
game, the ball lies in a horizontal row. Here 
we also need a change of direction so that 
we can play the ball near the opposing goal 
and not only in the horizontal row. The best 
way to make a change of direction is a row 
crossing (with crosswise arrangement). The 
most important point at a row crossing is 
the crossover point.  
In figure 19 we have a crossing with the 
vertical row L and the horizontal row 5. But 
it is not as easy as it could be to pass the 

ball from row L to row 5, because the crossing point is not occupied by any of our 
figures. If the attacker is able to occupy the crossing point L5, the ball should stay in 
the horizontal row 5 until a scoring chance is possible. The vertical row L can be 
decomposed after the ball has reached row 5. The dangerousness of the attack is 
increased with figure G1, because a possible goal shot is from the side is available. 
For this reason you should not use the figure G5 to occupy the crossing point L5. G5 
is the crossing point of horizontal row 5 and vertical row G. 
Notice: With two rows, which are intersecting, you should occupy the crossing 
point first. 
 

2.11: Defense rows 
If your opponent composes a row (with or w/o the ball), you should place some of 
your own figures in this row by all means. It depends on the composition and the 
dangerousness of the opposing row, how many figures of your own you should place 
there. 
In a horizontal row in front of your goal, which is a dangerous situation, you have to 
place as many of your own figures as possible in such a row. If the opponent creates 
a vertical row in his own half, it is enough to place about three figures in that row in 
your own half. With this action, such a row will be needless for your opponent. Is it 
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possible for you to place your goalkeeper in an opposing vertical row, two additional 
own defensive players are enough. In such situation it is more important to obstruct 
the opponent to create a row crossing (see also 2.10).  
If the opponent has a figure in a vertical row at the base line beside our goal, you 
should place as many figures as possible in that row, because it is essential that you 
prevent that the opponent is able to bring the ball to his foremost figure. 
Also, if your goalkeeper is obstructed in a opposing row, you have to bring many 
defensive figures to that row. 
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Chapter 3 
Attack 

3.1: The ball possessing opposing figure will not always be 
attacked 
Normally you would always attack an opposing figure possessing the ball. There are 
only few situations where you would avoid such an attack: 
 

Figure 20: 
If your opponent has protected the ball cleverly, you could 
be confronted with a tactical positional disadvantage if you 
want to attack. You have the yellow (edged) figures and 
with have a dice roll of . Now you could attack the ball 
possessing figure at E8, but you have to move your figure 
to D8 or F8. With that move, you would the whole row E to 
your opponent. In such a case, it is not advisable to attack. 
It would be better to move from G11 to G8, to attack from 
there. 
-If your goalkeeper can avoid a direct or dangerous shot 
with the current dice roll, than it is more important than an 
attack. 
-If you can occupy a strategical important field, it could be 

more important as an attack. 
 

3.2: Which figure is attacking ? 
Figure 21: 
If you could attack the opponent with several 
own figures, you should choose the one with 
the worst position. In figure 21 the ball 
possessing figure (M4) can be attacked by 
three defending figures with a dice roll of . 
 
 

In this example the attack has to be done from P4. J4 has an important position, 
because it inhibits that a futher opposing figure could move into the horizontal row 4 
(from J5 to J4). M1 inhibts a goal shot from the side and has to stay where it is. From 
the defending teams view (round figures), the figure at P4 has the worst position of 
the three figures, which could attack. After the attack, the figure moves to L4, to 
ensure a better tactical situation of the dangerous horizontal row 4. 
 

3.3: Choosing the right field for your figure after an attack 
After the attack you have four fields to choose from, where you can move the 
attacking figure (if the fields are not occupied). It is very important, that you move the 
figure to the right field. The following chapters will help you choosing the right field for 
your figure after the attack. 
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3.3.1: In which direction your opponent wants to shoot the ball ? 
Normally your opponent prefers to shoot the ball in the direction of your goal. 
Especially in the four central vertical rows (the vertical rows which are leading to the 
goal directly), you could expect goal shots. During an attack you should place your 
figure always behind the figure, which is attacked. Only if your opponent possesses 
the ball in a horizontal row with many figures, where you have no figures, and the ball 
possessing figure is in the row, which is covered by your goalkeeper, you could place 
your attacking figure in the horizontal row. 
Because is not very often possible to place your figure in the horizontal row (as 
stated above), your opponent could possibly hold the ball in the horizontal row for a 
long time without any problems. But its more important to secure the back than a 
quick ball conquest. You have to be patient. 
 

3.3.2: In which row your opponent wants to hold the ball ? 
Depending on the number of own and opposing figures in a row (and the whole game 
situation) you could realize in which row your opponent presumably wants to hold the  
ball. After an attack place your figure in that row. 
 

3.3.3: Where should your opponent shoot the ball ? 
Figure 22: 
The figure that has attacked before could influence in which row the opponent will 
shoot the ball. We have a dice roll of  and we are attacking from the field E7. 
 

Your opponent has two passing possibilities in row E 
(from E5 and E6) and two more options in row 8 (from 
F8 and H8). 
 
If you place your figure in row E after the attack, your 
opponent will rather shoot the ball to row 8; if you place 
your figure in row 8, he will rather pass the ball to row E. 
So think about the danger in each row and place your 
figure in the less dangerous one after the attack. 
 
 

3.3.4: Influence of the side line for placing figures 
If an attacking point in a horizontal row has a distance of five fields or less from the 

sideline, place your figure near the center after 
the attack. 
 
In figure 23 it seems that the yellow player 
(edged figures) wants to hold the ball in row 8. 
The red player has a dice roll of  and attacks 
F8. Now the attacking figure has to be placed 
at G8. If the yellow player shoots the ball from 
F8 to L8 with a , he could be reached by the 
red player with a . If the red player would 
have moved his figure to E8 after the attack, 
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the ball wouldn’t have been reachable with a dice roll of  (distance seven fields). 
 
The yellow player can’t play the ball in another direction after an attack (with a dice 
roll of ), because the ball would leave the game field. But if the yellow player would 
have a dice roll between  and  after the attack, the red player could always 
reach the ball with his figure at G8 in the horizontal row, independent of the direction 
where the yellow player shoots the ball. 
 

3.3.5: A figure between the opponent and the own goal 
Normally it’s always a good idea to place the own figure, which is currently being 
attacked, between the ball possessing figure and the own goal. 
 

3.3.6: Is there a parallel row beside the ball row ? 
If your opponent has build up a parallel vertical row beside the ball row, place your 
figure after the attack in the parallel row, to prevent the change of the ball in the 
parallel row (see also 2.7). 
 

3.3.7: Attacks at the side line 
Figure 24:  
If you attack an opposing figure at the side line, you should place 
your figure always to the center. In figure 24 your figure is at B6 after 
the attack. In the following move if your opponent shoots the ball to 
row 6, you could reach the ball for sure there. But if the opponent 
shoots the ball in direction of row A, you also can get the ball, 
because your figure is allowed to make a turn at the side line in row 

A (see game rules). Only if your opponent shoots the ball with a , the ball is not 
directly reachable for you (distance seven fields). In this case you should move your 
figure afterwards and make a turn at the sideline in row A. This example also 
illustrates, why a placement of figures at the sideline is not adviseable (see also 2.4). 
 

3.3.8: In which row you don’t have enough figures 
? 
If none of the previous advises improved your situation, 
think about the following: 
The attack was at G6. 
 
How many figures do you have in the rows F, H, 5 and 7 ? 
Place your figures after the attack in one of the rows 

above, where you have the fewest of your own figures. 
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3.4: Evade an opponent’s attack 
It is not always adviseable, to shoot the ball to a figure, which is the nearest to the 
opposing goal. It is also important, that the ball possessing figure is not exposed to 
big danger from the opposing figures. 
 

Figure 26:  
In figure 26 the yellow player (edged figures) 
has a dice roll of  and he could pass the ball 
from I7 to I5. But I5 is dangerous, because 
there is a high risk to be attacked by a red 
figure. After a pass from I7 to I5 a further pass 
is only possible with another . So the 
danger of ball loss is high. That’s the reason 
why it is not adviseable to pass the ball from 
I7 to I5 in figure 26. It’s much better to pass 

the ball from P7 to N7. The defense team cannot attack I7 (except the goal keeper, 
but this would not be adviseable, because a direct goal chance would be created) 
and we’ve created a better goal chance for the yellow player with the pass from I7 to 
N7 continuing to N1. 
 

3.5: Make opposing attacks unlikely 
Figure 27: If you want the ball to be played forward in a vertical row, it is an 
advantage for the ball possessing player, if the field in front and behind the ball 

possessing figure is occupied. This makes it harder for the opponent to 
attack. If he still wants to attack, it is an advantage for you, because he 
has to leave the row with his attacking figure. In figure 27 this is 
obvious. If the yellow player attacks with a , you have to place the 
figure at A3 or C3 after the attack. With this move no yellow figure is in 
row B and the red player can continue game play without any danger 
(see also 3.1 figure 20). 

 
 
 
 
 
 
 
 
 



 24 

Chapter 4 
The Goal Keeper 

4.1: The goal keeper is the most important figure in defense 
Often I’ve seen that especially beginners don’t use their goalkeeper often enough. 
The goalkeeper is absolutely the most important defensive figure. He has to be 
noticed first, almost any other move is less important than the right placement of the 
goalkeeper. The goalkeeper has to get a well position on time, not when the 
opponent is already in front of the goal. Like in real football the goalkeeper is often 
helpless without the support of his defensive teammates. How to best place the 
goalkeeper in position will be explained here in chapter 4. 

4.2: Best positions for the goalkeeper 
Best positions for the goalkeeper are I3, J3, K3 or L3. The reason why is obvious in 
figures 28 to 30. 

 
Figure 28: 
The goalkeeper is on field N3. 
The opposing attack comes in row K. 
The goalkeeper has to get a dice roll of  to prevent 
the opponent’s goal chance. 

 
 

Figure 29: 
The goalkeeper is standing at L2. The opposing attack is 
taking place in row K. The goalkeeper needs a dice roll 
of  to prevent the goal chance. 
 

 
 

 
Figure 30: 
The goalkeeper is standing at J3. The opposing attack is 
taking place in row K. The goalkeeper can successfully 
defend with a dice roll of  (at K3) or with a  (at K2). 
In figures 28 and 29 only one dice number is a positive 
result; in figure 30 we have two. 

 
Only in cases of emergency the goalkeeper should be placed in one of the two semi 
circle fields at J4 or K4 (figure 30). If the opponent is attacking in rows I or L, the 
goalkeeper could easily leave the penalty box with a horizontal move. With such a 
move he would loose his influence, because (according to the rules) he is only 
allowed to parry the ball inside the penalty box. 
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4.3: Defensive figures support the goalkeeper in front of the goal 
The goalkeeper can only cover one vertical row at a time. Therefore the remaining 
three fields in front of the goal have to be blocked by defensive figures, so that the 
opponnent has no chance to move his figures at good shooting positions. 
 
In figure 31 the red player wants to intiate an attack. In this moment the red player 
can shoot the ball from N5 to J5 with a . With this he gets a goal chance.  
 
The yellow player will move his goalkeeper to row J with  or . With this action he 
covers the red player at field J5. But now the yellow player has to occupy the fields 
I5, K5 and L5 with his defensive figures too. If the yellow goalkeeper is standing in 
row J and if the three previous named fields are occupied by yellow figures, the goal 
chance for the red player has gone at first. 
 

 
Figure 31: 
The yellow player has a dice roll of ; with 
this he has several possibilities to block the 
attacking red figures: 
 
• I8 to I5. This move is not important yet, as 

long as the yellow goalkeeper is not 
standing in row J. Because if the red player 
has a dice roll of , he will not move his 
figure from I9 to I5, but pass the ball from 
N5 to J5. 

 
• O5 to L5. With this move the yellow player blocks the entrance of a red figure 

from L7 to L5. The defensive figure at O5 could also reach the fields K5 or I5 in 
one of the next moves. Therefore with a dice roll of  the figure at O5 will stay 
where it is. 

 
• The right move of the yellow player with a  would be L8 to L5. After that I5 

could be blocked and then, if possible, as the last field K5. 
 

4.4: Defensive figures support the goalkeeper beside the goal 
In figure 31 we have another defensive figure at a very important field: N1.This figure 
prevents a side attack by the red team. The goalkeeper could stay in front of the goal. 
It’s always bad if the goalkeeper is placed beside the goal. 
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Figure 32:  
This figure shows the same situation as figure 
31 except the field N1 is occupied by a red 
attacking figure instead of a defending figure. 
Yellow has a dice roll of  and may decide: 
Either the goalkeeper moves to J2 and covers 
the figure J5 or the goalkeeper moves to M3. 
From there the goalkeeper is able to react in 
case of a pass from N5 to N1 (with  from 
M3 to M1 or with  from M3 to N2, do an 
attack and then stay on M1). But if the 

goalkeeper stays at M1, there is a high risk, that the yellow player passes back from 
N1 to N5. From there the ball can be passed to row 5 in front of the goal of the yellow 
player. The newly created goal chance is hard to prevent. 
 
So in a vertical row, where an opponent has the ball, you have to place a defending 
figure in row 1 beside the goal early. This defensive action makes it possible for the 
goalkeeper to stay in front of his goal, where he has a much better position. 
 
 

4.5: Defensive figures should not obstruct their own goalkeeper 
Eight fields in front of the goal (I2, I3, J2, J3, K2, K3, L2 and L3) and four fields 
beside the goal (G1, H1, M1 and N1) are the most important fields for the goalkeeper 
because there he is able to parry the ball in case of an opposing goal shot. Normally 
the 12 previous listed fields should not be occupied by defensive figures as long as 
the opponent possesses the ball or the ball lies free in the danger zone in front of the 
goal. 

 
Figure 33:  
The ball is free at K5. The attacking 
player (yellow, edged figures) has four 
possibilities to get the ball. You are 
leading the red figures and you have a 
dice roll of . 
Now you could move from I4 to K2. 
From there you get another possibility 
to get the ball with a . But it’s likely 
that the attacker is able to get the ball 
within the next move. But then our own 
figure would obstruct your own 

goalkeeper at K2. He would only be able to parry the ball at K3 with a . In figure 33 
the move from G9 to G5 would be better. With this move you get a new possibility to 
get the ball and the goalkeeper has still two defending moves (K3 and K2), if the 
opponent is able to get the ball. 
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4.6: The goalkeeper outsde the penalty box 
If the ball lies free near the penalty box and the goalkeeper could reach it directly, the 
goalkeeper must move onto the ball by all means. This move is always better than to 
leave the ball to the opponent. Once the goalkeeper has passed the ball away, he 
should move to a good position in front of his goal as soon as possible again. 
 

4.7: The goalkeeper could compensate a whole horizontal row 
 
Figure 34:  
Once you have got the ball in the defense 
you have to intiate a counterattack. For this 
you have to set up a well vertical row first. 
With such a row you are able to move the ball 
out of your own half. 
In figure 34 you are standing at J3 with the 
ball. In row K you have build up a well 
horizontal row without any annoying opposing figures. Now if you are attacked at J3, 
you could pass the ball to your goalkeeper with any dice roll. From there the ball can 
be played forward fast. 
After the attack the attacking figure stands no more in row K, so it could not obstruct 
you very much.  
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Chapter 5 
Tactical Overview 

 

5.1: To keep the entire playing field in your view 
The gameboard of Strato-Football has 472 fields, where the game figures are placed. 
Some players are limiting their soughts on the area with the ball only. It happens, that 
certain dice roll results are not useful near the ball. In such a case you should check 
the placement of all your figures one the whole gameboard and try to improve it. 
 

5.1.1: Uncovered opposing figures 
Is there an area on the gameboard, where only opposing figures are standing ? How 
dangerous it will be, if the ball will come to such an area ? Will your opponent get an 
advantage from this ? Did your opponent place this figures with intent, or are they 
remains of an earlier situation ? If you recognize danger there, you should place 
some of your own figures there, to obstruct your opponent. 
 

5.1.2: To play with eleven figures 
In Strato-Football your moves have to be realized per long-term-planing. Sometimes 
it is not the most important task to get the ball with al efforts or to attack your 
opponent at all costs. Often a good “space management” is more important. Do you 
have old figure rows which you don’t need anymore ? Are there any of your figures 
placed in less important areas of the gamefield ? If you already have three or four 
possibilities near the ball to get it, it’s better to move your other figures to some other 
important regions of the gamefield, than to create another possibility near the ball. 
 
With this in mind you will play with all eleven figures.  If you are concentrating to 
much on the area near the ball you will have some figures on the gameboard which 
are not used properly. 
 

5.1.3: Leave defending figures in the back 
If an attacks needs much time (e.g. the opponent has a strong defense or the dice 
rolls do not fit) many players are moving more figures forward from their back. This 
could be an opponent’s tactic to make a fast counterattack.  
Don’t get trapped. Some of your figures (three to four) should always stay back to 
cover this area. That does not mean, that this figures should not take part of the 
game flow. They have to be in the dangerous horizontal rows. But the defensive 
figures should stay in your back half. They could also move in the horizontal rows, 
but they should never leave the back uncovered. 
 

5.1.4: Forwards have to watch  
If you loose the ball during an attack in front of the opposing goal, it is not always 
necessary to move your all of your own figures back to your goal immediately. You 
could leave one or two figures near the opposing goal. If you’re getting the ball again 
you have good pass targets with the previously placed figures. The best way is to 
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leave the figures near the opposing goal to obstruct the opposing goalkeeper or at 
the fields in the front row beside the goal. 
 

5.2: Game speed 
The way how fast you pass the ball to another figure means game speed. If you build 
up safe figure rows with many figures before you move the ball means slow game 
speed. Many passes back or to the side are slowing down the game too.  
Passing the ball after few moves, figure rows consisting of few figures only and the 
ball is often shot to unoccupied fields with high risk is the fast way of playing the 
game. 
 

5.2.1: Is it wise to shoot the ball to an unoccupied field ? 
Normally the ball should always be well protected. Once a ball is lost it’s not easy to 
get it back. But an overacted way to play the game needs more time and your 
opponent could use this for a better-organized defense. He may also be able to build 
up well-placed figure rows to prepare a counterattack. For this reasons its better to 
play a faster game most of the time. Especially if you have a higher dice roll you 
should think about shooting the ball to an unoccupied field. How many of your figures 
could reach the ball there ? How easy is it for your opponent to get it ? If the situation 
is advantageous for you, you should consider shooting the ball forwards, especially if 
a good goal shot is possible from the new location. Even if you can’t get the ball back 
there, you have got some more space. 
 
First your opponent has to get the ball out of the danger zone. The time he needs for 
this task, is a time bonus for you to rearrange your own figures. Perhaps you are able 
to hold the opponent back in his half and you can also increase the pressure for his 
goal. 
 

5.2.1.1: Horizontal shot in front of the opposing goal 
Figure 35:  
Player Red (round figures) is attacking and has a dice roll of . Now the ball has to 
be shot to field K5 immediately. 

 
This move has two advantages: 
Firstly player Red can’t be attacked from a 
defensive figure there; secondly we’ve 
created a clear goal chance if player Red is 
able to reach the ball (with dice results with 

,  or ). Also with a  in the example 
in figure 35 you have to shoot the ball in 
front of the opposing goal (to L5). 
 
 

 
There you only have two possible digits to get the ball back (  or ). But this is 
even better as to wait for the opponent to attack and after that perhaps you will not 
get a good dice roll for that. 
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5.2.1.2: Clearance 
Also after an attack of the opponent to your goal a shot to an unoccupied field could 
clear the situation. 

 
Bild 36:  
After a dangerous attack you have got the ball 
and shot it to O3. The opponent can attack this 
area easily. You have a dice roll of . Now it is 
essential that you play the ball to O9. There you 
can reach it with three dice faces ( ,  or ). 
The opponent has currently no chance to reach 
it. This situation could be a good chance for a 
counterattack, because the opponent has not 
enough figures in his back. 
 
 

5.2.2: Slowing down the game 
With a fast gameplay it could happen easily, that the figures of both teams are spread 
over the game field too far from each other without any connection. In this case there 
is a bigger influence of luck to the game. Now first of all you should reorder your 
figures. This will slow-down the game. 
A good way to get the time needed for this action could be a pass out of the “hot 
zone” of the game field. This could be a short back pass to a figure with a better 
tactical position, or a horizontal pass to a row, where no opposing figures are 
standing. 
 
After three or four moves you have more active figures to use for a new powerful 
attack.  
If your opponent has the ball in his own half or at the sideline and your figures are not 
placed well on the game board, you should not attack your opponent at all costs. First 
rearrange your figures, set up a well-positioned defense which makes it difficult for 
your opponent to get through. After this step you can try to get the ball again. 
 

5.2.3: Speeding up the game 
If your opponent has placed his figures disadvantageous (e.g. many figures are 
staing in old rows [see 2.5] or to many figures are placed in front of your goal [see 
5.1.3] or his figures are not well placed in any other way), you should take advantage 
of this circumstances and speed up the game. A few quick passes forward (with high 
dice results if possible) could lead to a promising goal chance. 
 

5.3: Bad pass 
A bad pass is shooting the ball to an opposing figure. A bad pass is only happening, 
if the opponent was attacking in his previous move. 
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5.3.1: Forced bad pass 
If you have a dice roll result, which lets you pass the ball to an opposing figure only 
after an attack, then pass the ball to a figure, which is placed worst from the 
opponent’s view or to a figure, which you are able to attack quickly again. 
 

5.3.2: Bad pass at own will 
Sometimes a bad pass after an attack is better as a shot to the back or sidewards. 
 

Figure 37:  
The red player was attacked at K8 and he 
has a dice roll of . Now the ball is 
passed to the opposing goalkeeper at K2. 
The goalkeeper could bring the ball out of 
the danger zone with a  only (K7). The 
red player has three possibilities ( ,  or 

) to be able to attack the goalkeeper 
again. After this attack if the goalkeeper 
has only a lower dice roll number, the ball 
lies short in front of the goal and a good 
goal chance could arise. 
 
 
 

 
In the example of figure 37 it would have been wrong to shoot the ball sidewards, 
because there it could have been reached easily by an oppossing figure (I8, L8). In 
this situation a counterattack could arise and the red player hasn’t finished a good 
situation with success. 
Also a shot back to field K14 would be questionable. There the ball is so far away 
from the opposing goal that the opponent has enough time to rearrange his defense. 
 

5.4: Shooting the ball out the game field 
Normally nobody will shoot the ball out of the game field unsolicited. But sometimes 
after an attack you have to choose: a bad pass at own will or shooting the ball out of 
the game field. 
With such a choice you should prefer shooting the ball out of the game field, because 
the opponent has to shoot the ball immediately within the next move (according to 
the game rules; see game rules Throw-In, Goal-Kick and Corner Kick). 
In such a situation the ball could land on an unoccupied field after the opponent’s 
move. There you could easily get it again. 
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Chapter 6 
The Psychology of the Game 

 

6.1: Who will win a game of Strato-Football ? 
After all the previously mentioned tactical tips for the game there is another possibly 
crucial topic: the psychology of the game. The discussion about the influence of 
tactics and luck to the game result is as old as the game itself. If a “professional” is 
playing against a beginner, the beginner would loose normally, but if two almost 
equal experienced players are playing a game, luck will get more influence. 
 
Here I affirm that luck could be influenced. I will try to prove this with some examples. 
 

6.1.1: Oblivion 
Forget yesterday, don’t think about tomorrow. Don’t think about the championship. 
Don’t plan ahead for the next game. Think about the current game of Strato-Football 
and nothing else. 
Only the game board, the 22 game figures and the ball exist. The ball has to be put 
into the opposing goal. All other things are unimportant. Think about them after the 
game. Now they will only distract you from your goal. 
 

6.1.2: Think positive 
One player says: “I need a Two, Four or Five.” He will get it soon on his dice throw. 
The other player will conjure the dice: “Please any result except a Three.” I affirm the 
Three will arise often. A soon as you think about a number which you don’t need. It 
will influence the dice negatively and exactly this number will appear. 
 

6.1.3: Fear is a bad game partner 
If someone is afraid of his opponent, like a rabbit is afraid of the snake, will be like 
paralysed. He will not dare anything and will loose the game. Also an experienced 
player can loose a game. 
He only has 11 figures, a dice and no miraculous abilities. 
 

6.1.4: The one who rails will loose 
In each game there are phases in which a player doesn’t get the wanted dice results. 
That’s normal and has to be sitten out. The one who will grumble about that doesn’t 
pay enough attention to the game; in subconsciousness he awaits that the streak of 
bad luck will continue. Often the player loses sight in such situation that the dice 
result could be used still reasonable. 
The patient player waits for the negative series to end, continues the game the easy 
way and will get his next series of luck. 
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6.1.5: The right environment 
Create a relaxing environment for the game. Loud music, an interesting conversation 
at the table beside, noisy kids, ringing phones, lack of time – these things will distract 
your concentration and will create negative influence to your game flow. 
In the right playing environment your game play and with it your winning chance will 
improve. 
 

6.1.6: Game figures, fans, stadium 
One player does play the game on the standard game board with the standard game 
figures, which are put careless in the standard game box. 
Another player creates his own game figures; he has a “relationship” with them. 
Around the game board fans are positioned which are standing on a especially 
created tribune. The game board is well designed. Within such an atmosphere the 
players will have even more fun, perhaps the positive atmosphere may increase the 
gaming performance. 
 

6.2: Tournaments 
The suspense of Strato-Football could be increased with tournaments. It has been 
proved of value that a tournament over a longer period where each player plays 
about a game per month will be best. With such configuration the players will not 
have any schedule difficulties, because not all players have to meet at one location. 
The players of one game could decide the game location and time individually. 
The result of the game will be reported to the tournament management. They will 
announce the results at a common location (gamers club, gamers shop, internet or 
others). 
 
At www.brettfussball.de you will find suggestions and tournaments of the past 
in retrospect. 
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Summary 
History – The Genesis of Strato-Football 

It was a rainy Sunday in June 1974. Germany and I were excited about the Football 
world cup in Germany. In the german team were players like Sepp Maier, Franz 
Beckenbauer, Berti Vogts, Uli Hoeneß, Günther Netzer and others. 
At one Sunday there were no match in TV – it was a day without any match. What 
does a teenager do in such situation ? Right ! He will play football himself. So I took 
the phone and called all of my friends. But none of them wanted to play (because of 
the weather perhaps). I didn’t let discourage me. I wanted to play football. If it isn’t 
possible outdoors, we will play indoors. We took a box. We painted a grid pattern on 
it which results in many small squares as the game field. Each player (my younger 
brother was the victim) got eleven game figures of the same color. We reused the 
figures from a chess game. A coin was used as the ball, which was put under a game 
figure. We were throwing the dice alternately. The one who got the ball could shoot 
the ball (with the number from the dice) or he could move one of his figures (same for 
a figure without the ball). The goal was to put the ball into the opposing goal. 
The development of the game including drawing of the game field needed about half 
an hour. 
We had a rule in the first game of Strato-Football, which we disposed as 
counterproductive: The player who doesn’t possess the ball was allowed to attack 
any figure of the ball-possessing opponent. This player got a penalty at the location 
of the so called foul. This means: If a player had a promising shooting position 
already, the opposing player did make a foul on any opposing player at any position 
of the game field. The ball had to be placed at this position and the promising goal 
chance was gone. After we corrected the game rules for this reason they were not 
changed till today significantly. 
Ten years later, in the year 1984, few copies of Strato-Football were produced 
manually myself and were sold at several flea markets and Christmas markets.  
Even four to five years later I invented further games, which I presented at the game 
developer meeting in Göttingen and at the game days in Essen to a broad public. At 
this time I offered the game to some smaller shops for selling near Kempten. One of 
this shops, the “Holzstüble” was willing to take the game in their program. So with 
Strato-Footballspiel the contact to the shop owner was intiated. The contact got 
closer; finally so close that I became copartner of the shop. The shop has been 
growing, we moved the shop and changed the name to "Villa Kunterbunt". The 
founder of the shop has already leaved as a partner. 
 
Today (2003) I’m the owner of the game shop "Villa Kunterbunt" since 15 years. This 
shop would not exist today, if it wouldn’t had been raining at this memorable Sunday 
in June 1974 and if Strato-Football wouldn’t had been invented this day. Thank St. 
Peter ! 
 
Walter Müller 
 
PS: Even today I play all my Strato-Football games with chess figures, which I used 
for my first test game. 
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