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Analysis of Event Distribution during a match in Hattrick 

Standard Chances 
 

 

Graph 1: Chance Density during a Match 
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Graph shows how change the chance distribution during a match (without consider team and chance-type), 

the red line for the first half and the green line the second half, minute by minute. 

We can see: 

 First of all distribution is not constant, it grows until a maximum around minute. 

Note that density between 30 and 39 minute is double compared to the one in the first 20 minutes. 

 Distribution seems the same in the first and in the second half, apart of last 2 minutes, when in the 

second half is sensibly, this cause an asymmetry in favor of the 1st half (in total only 1% by the 

way), this is relevant since in the old engine there was an absolute symmetry between first and 

second half.  

 In the first minute of the first and second half there are very few actions, but they seem to be 

recovered in the second minute, the reason is probably due to some standard events that happen 

to be in the first minute, like tactic declaration or confusion recover and that cause the other 

events to be moved in the follower minute. 

 

Special Events 
 

 

Graph 2: SE Density during a match 

Same graph as before but this time for Special Events. We can see that it is very similar, so no need to 

repeat same things, i’ll mention only differences: 

 Distribution between 1st and 2nd half is sensibly different, 55% of SE happen in the first half. 
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The possible explanation is that the probability to get an SE is conditioned by the former success 

(we’ll see later that it’s completely cancelled), so I’ll study it in the follow paragraph 

 

Special Events Probability Analysis 

 

 

Graph 3: SE number Density during a match 

First of all in the matches we have in DB there’s at least an SE in about 60% of them. 

Graph shows how many times there are 1, 2, 3, 4 or five Special events in a single match. It is not 

particularly relevant by the way since it strongly depends by players and then the single match, but we can 

notice how drastic is the decrease. 

To verify if the probability is conditioned by success I used the average minute of a special event, if the 

probability to have the second SE is less after a success this mean will move forward related to the number 

of total SE, just like pressing and CA. 

The results is not good anyway, the average minute is around 45 for every case, note even that this mean 

should be more than 45 according to the curve of graph2, but this is compensated by the fact that 55% of 

SEs are in the first half. I tried then to separate by team, supposed that the probability is conditioned only 

by successes of the subject team. 

Results is better, but still not relevant:  
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AVG minute N_SE Rows 

44,58 1 57956 

45,41 2 11004 

45,77 3 1155 

45,37 4 89 

44,13 5 3 
Table 1: SE number distribution in a single match 

I tried then to split even the special event type, this is the distribution of special events in the DB: 

Type Num_el % 

Unpredictable 9722 11,61% 

Quick 10686 12,76% 

Low Stamina 230 0,27% 

Corner 26796 31,99% 

Exp 21496 25,66% 

Cross 13485 16,10% 

Technical 1356 1,62% 
Table 2: SE type distribution 

Note: The low Stamina eventi s always in the last 20 minutes. 

The most common is corner, let’s try so to do table 1 for corner SE: 

avg(minute)  num_corn Rows 

44,85 1 24659 

45,8 2 1037 
Table 3: SE Corner Analisys  

Similar result as before. 

But I noticed that the failed low experience SE happened 17434 times and never more than one time in a 

single match. 

I verified then this for all SEs and I discovered that no SE is repeated more than one time with the same 

code in the same match. This is the reason of SEs to move on the first half. 

It’s useful so to add this table, that shows the max possible number of a single SE to happen in a single 

match. Note that we’re talking about a match, and not a team, so it seems even true that when a team 

obtain an SE he “stoles” the possibility to have the same SE to the other team. 

Type NoGoal Goal 

Unpredictable 4 4 

Quick 2 2 

Low Stamina 1 1 

Corner 2 2 

Exp 2 2 

Cross 1 2 

Technical 1 1 
Table 4: MAX SE possibilities in a match 
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Note1: Corner are divided between corner+head and without head, so is possible toh ave only one goal 

with corner+head in a match, or at least it seems so. 

Note2: Experience is divided in low and high. 

Finally, to explain me better, if we see in a match a corner successfully scored with an head player we’ll be 

sure that if this will happen again during the match the result will be a missed chance. 

Red and Yellow Cards 
No, it’s not the same of special events, cards can be repeated during the match. 

 

 

Note that: 

 This time the line is not the same of chance and SE (this is the reason why I added the Chance 

curve), peak is still at the same minute, but it’s reached in another way, more linear, probably this 

is introducted intentionally by developers. 

 50,5% of Cards are in the first half, this shows that it is not conditioned by success, the reason why 

is higher than 50% is the same that for normal chances.  

By HomerJay 26/12/2009 
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