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If the shot is made from a pass, a total of ten or more points constitutes a successful field goal. If the total is seven,
the field goal attempt went out of bounds and is put in play by the opponents with an inbounds dice roll. Any other
point total on a shot off a pass is a rebound taken in floor section determined as follows: A nine point total is taken
in A; Eight points in A; Six points in A; Five points in B; Four points in B; Three points in D; Two points in C; One
point in E; Zero in A.

S—Successful field goal from a set shot. Opposing team now puts ball in play with inbounds dice roll.

M—Missed field goal from set shot. This symbel is always (ollowed by an additional symhol or symbols which give
the details of the movement of the ball resulting from the missed shot. These symhols will be found below. Charge
a field goal attempt to the shooter, except in the case of a jump ball, Jo or Je.

R—Rebound, followed always by a floor section designation leiter. Put the ball marker disc in that floor section and
then roll the dice to see which team got the rebound, using Rebound Index (RI), and then roll again to see which
player on that team, using the Finder Columns. These are both “finder dice-rolls,” and do not count in the timing
of the game. If the team at the opposile end of the court teok over the ball on this rebound, they may either de-
clare a fast break, with the rebound man starting it, or they may put the ball in play with a Je dice-roll.

J—Jump Ball. This will be either Je or Jo, meaning a center jump (Jc) or a jump ball at the free throw line (Jo).
Roll dice and refer to the Jump Ball columns and the Jump Ball Indexes (JI) of the teams to see which team re-
trieved the ball and in which floor section. This is a timer dice-roll. Assign players lo floor sections and begin
3-diceroll play pattern. NOTE: If this is a jump ball at the free throw line (Jo) and the Jump Ball Index indi-
cates that the ball goes to the team at the opposite end of the court, use the “c” column lo find the floor section
and consider it the opposite end of the court. Use the “o” column, however, whenever the jump ball at the free
throw line is taken by the team going for the basket at the same end of the court.

W—Attempted field goal misses backboard and goes out of bounds. Opposing team now puts ball in play with an in-
bounds dice roll, er by declaring a fast break.

L—Loose ball (free ball}, resulting from missed field goal altempt but not a rebound. Roll dice and use Jump Ball
Index (JI) to see which team retrieved the ball and in which floor section. If the same team retrieves the ball,
use the “o0” column to determine the floor section. If the team at the opposite end of the court retrieves the ball,
use the “c” column to find the floor section at their end of the court. In the latter case, the team may choose to
try a fast break, instead of going to the floor section designaled. Any player may be specified to start the break,
just as any player may be assigned to start the 3-dice-roll play pattern. This jump ball dice-roll {s a timer dice-
roll,

I—Field goal attempt intercepted. Opponents put ball in play with a Je dice-roll, or by declaring a fast break.

X—Field goal attempt knocked out of bounds by opponents. Ball put in play in the floor section designated after the
*X” symbol by the same team that had the ball. No inbounds dice roll is made. Start the 3-dice-roll play patterm
from this floor section with any one of the five players you choose.

Z—Foul. The symbol or number preceding the “Z" is the shot result. The number following the “Z” is the foul re-
sult. Consult Foul Table No. 1 and look for this number. It will give the details of the foul.

U—Refer to Fatigue & Injury Table. The symbol or number preceding the “U” is the shot result. The number fol-
lowing the letter “U” is used in conjunction with the “Injury” number on the player’s card. Consult the Fatigue &
Injury Table for complete details.

Whenever a Je dice-rall is specified, the entire “c” column is applied to the team taking ii; not fust a part of the
column as when the Jump Ball Index (JI) is used to determine both the team and the floor section.
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Foul numbers one to six, inclusive, are for one free

throw only. Foul numbers ten to fourteen, inclusive, are
for two free throws,

Note: A bonus free throw is awarded to each of these

fouls from any point on in a quarter after the opposi-

has committed six personal fouls. An additional free
w is awarded the shooter starting with the seventh

personal foul on to the end of that particular quarter. In
the event of an overtime quarter, bonus throws are award-
eod after the third personal foul.

In the vvent that a field goal is made on the foul,

then only one free throw is awarded. If the bonus is in
effect. the shooter ma:
pont. When two free

have 1wo tries to make ihe one
rows are awarded the shooter and
bonus is in effect, then he has three tries to make the
points

{Unless othe rwise indicated, these fouls are made against

player in (s)ossossion of the ball at the time of the dice
Use Finder Table to determine which apposing play-

er committed the personal foul)

Illegal use of hands. (includes holding, hacking, face
guarding)  (one shot)

Pushing. (one shot)

Guarding from rear. (one shot)

Tripping. (one shot)

Roughing. (one shot)

. Blocking. (one shot)
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“FOUL TABLF No. 1

7.

w0

10.

11,
12,7
13.
. Roughing. (two shols)
15.

. Charging (by the dribbler). Personal foul against

. Foul not involved with ball. May be offense or de-

Back court foul (occurs on Je dice roll only). (iwo
shots) Use Finder Table to determine which defen-
sive player committed personal foul and award the
two free throws to the offensive man playing opposite
him. On score sheet this would be 1 against 5, 2
against 4 and 3 against 3.

player with ball. Ball goes to opposing team with in-
bounds dice roll.

fense team. Refer to Foul Table No. II to determine
which team and player are involved.

lllegal use of hands. (includes holding, hacking, face
guarding.} (two shots)

Pushing or blocking. (two shots)

Guarding from rear. (two shots)

Tripping. (iwo shots)

Goal Tending. (Basket counts whether made or not
and no personal foul is charged.)

WHEN A PLAYER IS CHARGED WITH HIS SIXTH
PERSONAL FOUL HE 1S DISQUALIFIED FROM
ANY FURTHER PARTICIPATION IN THAT PAR-
TICULAR GAME AND MUST BE REMOVED FROM
THE LINEUP AT ONCE, BEFORK THE FOULED
PLAYER MAKES HIS FREE THROW.

F1G.2C

them,

3ee
e
B
6*
Teen
]*

9*
1%+
11

12+

FOUL TABLE No. 1l

This table is used to determine the nature of the foul com-
mutted on No. % of Foul Table No. 1. Roll both dice and add

instead of combdining them for the two digits in

typical APBA dice. One of the eleven numbers below
will result. Whichever one of these cleven numbers comes
up will be 1he foul 1If this foul turns oul to be against the
offense team and it had made a field goal on the play, this
field goal will count regardless of the nature of the fuul,
il

Deliberate Foul. (two shots)

Dauble Foul. (no shots by either team)

Picking off, by offense team only. (one shol)
Rougling. {one shot}

Illegal use of hands—holding, face guarding. {one
shot)

Picking off. by offense team only. (one shot)
Tripping. {one shot)

Roughing. {one shot)

Picking off, by offense team only. (one shot)
Fighting. {two shots) Personal foul is against the
aggressor, who may be ejected from the game if
on roliing dice again and cumbinigg them, the
number seven results. On any other dice roll
number he says in game.

Flagrant or intentional foul. (two shots)

*

-
*
*

* Roll one die. 1f it’s an even number, foul i. against
defense team. Use Finder Table to determine
which defense player 1s charged with personal foul.
The offense team player opposile him on the seore
sheet then makes free throw, Hefer o score sheet
to find the player oppasite: Player #1115 npposite
player 35, player #2 is opposte player 24 and
player #3 is opposite player #3.

If the roll of the dice is an odd number, it is an of-
fensive foul and the ball goes over to the aother
team with an inbounds dice roll. A personal foul
is charged to an offense team player. Find thix
played by using Finder Table. No foul is charged
to nffense Leam in this instance

Opposing players are involved and hoth charged
with personal fouls. Neither gets a frec throw.
Put ball back in play with center jump. Use Finder
Table to determine which player on defense team
made the personal foul and then charge a personal
foul alse o the player opposite kim on the appos-
ing team.

Use Finder Table 1o see which offense player
committed the personal foui. Then ball yoes
opposing team with inbounds dice roll.

*

IMPORTANT: On all above fouls, if finder dice roll results in involving the player in passession of the hall, as either
receiving or benefitting from the penalty, then roll the dice again, In this foul the player with the ball can never

Eﬁ involved.

Fl16.2/

By

kikd

4R

6*

7.“

Ridd

9*

10"
11¢¢e

FOUL TABLE No. 1l

This table pertains to violations on free throws only. Raoll
both dice and add them, instead of combining them for
the two digit number in typreal APBA dice. One of the
cleven numbers below will resull.
these eleven numbers comes up will be the foul.

Wihichever one of

Defense touches ball before it hits rim or enters
basket. (NOTE: This viclation ix nullificd if it is
only the first shot of a two-shol foul.}

Offense enters lane too soon, (NOTE: Ignore this
violation of it is only the first shot of a two-shot
foul)

Double Violation, (This does nat neeur on the first
shot of 2 Iwo-shot foul,)

sSeereDefense disconcerts the free thrower,

Defense enters lane too sson. NOTE: Treat Lhis
as not occurring, i1t is the first shot of o two shot

foul.}

Double Viotation, (Ignore this, if it Is the fiest shot
of a two-shot foul)

Offense enters lane too soon. (NOTE: Nullified,
If this 15 the first of a two-shot Toul )

Defense enters lane too seon. (NOTE: Ignore this
violation, if this is the first shol of a two-shot foul.)
More than ten seconds delay by free thrower.
Double Vielation. (Does not oceur, if this is the
first shot of a two-shot foul.)

12****Defense disconcerts the free Lhrower.

**No seare, regardless of the shol

*If the shot is good, the violalion is disregarded. If
the shot is mussed, the player pets another shot,
*This nullifies the basket, if it iy mode. Dofens:
puls the ball in play with inhounds dice roll, un.

less another free throw is to he taken.

Put the Lall in

play with « Jump ball at the fres throw line (fo).
AL the shot is good, the violation iy disregarded. [f
the shot is missed, the nlayer pots another shot.

ON Nos. 3 and 8 (YIARGE PERSONAL FOULS

TO AN OFFENSE PLAYER AND T0) A DEFENS|
PLAYER ON Nos. 8 & 9. USE FINDER DI
ROLL TO DETERMINE WHICH PLAYER GETS
THE PERSONAL AND THEN GIVE ONE FHEF
THROW PO CTHE PLAYER OPPOSITE 1M ON
THE  SCORE SIEET, AFTEX THE PLAYER
PRESENTLY SHOOTING IS FINISITED. OppoO.
SITE PLAYEHS ARE No. 1 and No. , No. 2 and
No. 4, No. 3 amd No. 3.

IF THE FINDER DICE ROLI, SHOULD HESULT
IN SPRECIFYING THE PLAYEHRL PRESENTLY AT
THE FHEE THROW LINE, EITITER AS INFLICT-
ING OR RECEIVING THE FOUL, KOLIL THE
FINDER DICE AGAIN. ON FIIESE FOULS, Now,
3, 8,8, 9, THE PLAYER AT THE FREE THROW
LINE CANNOT BE INVOLVE)).

F16.22
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BASKETBALL GAME

BACKGROUND OF THE INVENTION

This invention is directed to a simulated game of basketball
and particularly to simulated professional basketball teams on
which actual statistics of players are available for evaluation,
in preparation of an individual player card; so that the game is
more realistic.

DESCRIPTION OF THE PRIOR ART

Applicant is the developer of a simulated football game
covered by his U.S. Pat. No. 3,043,594, issued July 10, 1962,
and a simulated Golf game under his U.S. Pat. No. 3,280,526,
issued July 12, 1966. Some of the features of individual player
performance data tabulation on individual cards are similarly
used for the present invention but directed to basketball
players, plays and performance. The U.S. Pat. No. 1,661,216
to Destefano, issued Mar. 6, 1928 shows a simulated basket-
ball game. It advances five game pieces representing the
players of a team along a predesignated course path on a
basketball game board in accordance with the roll of dice.
Certain spaces indicate game counts or penalties to be used in
advancing the pieces along the course and to provide scoring
points. Applicant’s present invention approaches the basket-
ball simulation game with a realistic representation to take
into consideration a team’s past performance, its player’s past
performance and ability and the incorporation of simulated
plays. Applicant has carried these features out by providing
workable charts and tables with significant tabulation so that
indicia results of the varied basketball plays may be executed
by the respective offensive and defensive playing teams.

SUMMARY OF THE INVENTION

The game is played by actually deploying five offensive
team players on a sectionalized basketball court. There are
eight specific court sections, A—F, on each half of the court.
Section A is directly under the basket. Each team has one of
the two halves of the court for all of its offensive play. Use is
made of two different colored dice and the numbers appearing
on a throw of the dice are not added but used as two digits.
Suppose that the teams playing are Boston against Philadel-
phia. The game is started with a center jump and this is done
with one roll of the dice which will determine not only the
team that retrieved the ball but in which court it will begin its
play pattern. All this is done by referring to a Jump Ball
Column, see FIG. 18 table, and applying each team’s Jump
Ball Index to this column. The Jump Ball Indices are based on
the total relative offensive ability of each team'’s five players
on the floor at the time of the dice roll. Injuries and disqualifi-
cations, of course, can weaken a team’s Jump Ball Index.

Let us suppose that on the dice roll Philadelphia got the
jump and the Jump Ball Column specified floor section F. The
ball marker disc is put in floor section F and with it a tab of
any one of the five Philadelphia players preferred by the con-
testant playing the game. The other four players are assigned
to any of the other seven floor sections.

The offense now has just three dice rolls with which to make
a field goal attempt. On the first and second dice rolls one may
pass to another player or dribble to another floor section or at-
tempt a shot at the basket, but on the third roll, the player with
the ball, whoever he may be at that time, must try for a field
goal or else the ball goes over to the opponents.

Play choices prior to each dice roll are made known by the
use of offense play cards, of which there are eight, represent-
ing the eight sections A—F. One of these is placed face down
before each dice roll and the defense counters with both a
defense play card and a word of mouth declaration which may
or may not lessen the offense’s chances of a successful pass,
dribble or shot attempt, depending upon what the offense play
card happens to show when it is turned over.

The player’s name tabs may be redeployed to different floor
sections after each dice roll so long as possession of the ball is
maintained.
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All shots, passes and dribbles are made by a roll of the dice
which is applied to the card of the player doing the shooting,
passing or dribbling. You look for this dice roll number on his
card, then to the number which may be in red or a contrasting
prominent color opposite it in either the shooting (S), passing
(P) or dribbling (D) column of his card, depending upon
which you are doing at the time. This red number is then
located on the appropriate playing chart to get the result of
this particular attempt, whether it be a shot, a pass or a drib-
ble. There are several points of reference to be noted before
looking for this number, on the chart, such as which floor sec-
tion the play is in, where the play is going and whether or not
the defense had anticipated the “move”.

The ball may be lost to the opponents on the passing and
dribbling attempts in the usual ways, by wild passes, stolen
balls, intercepted passes, travelling, or held balls lost on a sub-
sequent jump. Of course, the ball can be lost, too, on missed
field goal attempts on which the opponents get the rebound.

Whenever the opponents get possession of the ball they
have the option of trying for a fast break to their half of the
court or working the ball in the same manner described above
following a center jump, i.e., the three dice roll play pattern.

All inbounds plays and jump balls take into account the
relative advantage one team has over the other in real life.
With two evenly matched teams there would be little ad-
vantage one way or the other.

On rebounds, too, the team with the better rebounders will
always have the advantage regardless of the relative offensive
and defensive ratings.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is a plan view of a gameboard on which is depicted a
basketball court having eight laid-off sections in each half and
certain indicia including score keeping indicia;

FIG. 2 is a perspective view of the chance number selector
means employed in the game;

FIG. 3 is a perspective view of the gamepiece representing
the basketball;

FIG. 4 is a straight edge for use on the playing charts;

FIG. 5 shows a series of cards representing the play sections
used by the team on offense;

FIG. 6 is a set of cards used on defensive play,

FIG. 7 is a sample player card of the type provided to
represent each player on each team having a tear off top tab;

FIG. 8 is the team data and score sheet;

FIG. 9 is a playing chart for Passing and Dribbling from sec-
tion F and from section E to the other sections;

FIG. 10 is a playing chart for Passing and Dribbling from
section D and section C to other sections of the playing court;

FIG. 11 is a playing chart for Passing and Dribbling from
section B to other sections of the playing court;

FIG. 12 is a playing chart for Passing and Dribbling from
section A to section B correlated with the dice roll columns,
etc., of FIG. 11;

FIG. 13 is a playing chart for Fast Break to sections A, B, C
and D correlated with the dice roll columns, etc., of FIG. 11;

FIG. 14 is a printed table of definitions representing the
Passing and Dribbling results;

FIG. 15 is a playing chart for Field Goals with dice roll
columns and team Column Index numbers correlated thereto;

FIG. 16 is a Free Throw table;

FIG. 17 is an index for the results under the Field Goal play-
ing chart;

FIG. 18 is a Finder Columns chart;

FIG. 19 is a Fatigue and Injury table;

FIG. 20 is Foul Table No. 1;

FIG. 21 is Foul Table No. 2; and

FIG. 22 is Foul Table No. 3.
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DESCRIPTION OF THE PREFERRED EMBODIMENT

The basketball playing court 10 is shown in FIG. 1 and ison
a board with each half of the court laid out with section A,
directly under the basket, and section B in the next section
away from the basket and surrounding section A. Moving out
from the basket are left and right sections C, then D, then left
and right sections E and, finally, section F. At each side of the
court 10 there are indicia generally indicated at 11 for keeping
account of certain passing accumulation figures. There are
also provided on the playing board 10 certain slits at 12 to
receive team designation strips, slits to receive score keeping
strips at 13 and slits to receive personal foul tallying strips at
14,

A game piece 15 representing the basketball is in the form
of a disc as depicted in FIG. 3. This is moved to and from vari-
ous sections in step with the plays of the game.

In FIG. 2 there is a chance device consisting of two dice, die
16 being the larger and colored red, die 17 being smaller and
colored white, and a shaker cup 18. The dice are thrown and
the two digit system is used which activates each player's
passing, dribbling and both field goal and free throw shooting,
through use of three columns of individually computed figures
shown on the individual player card 19 shown in FIG. 7. The
card 19 has the name of the player and a removable tab 20 at
the top. The tab 20 is used on the playing court to indicate the
section occupied by the offensive team player. Each player
card has statistics represented thereon for each player and
they include ratings of Offense, Defense, Scores, Rebound
performance, Assists, Injury and Personal Foul performance.
There are tabulated on the card numbers 11—66 inclusive
representing the two digit numbers that come upon a throw of
the two dice. These numerals are correlated with performance
rating for the player under three categories of play, pass “P”,
dribble “D" and shooting “S".

A straight edge 21 in FIG. 4 is used in reading the various ta-
bles shown in FIGS. 9—13 and 15.

In FIG. & there are shown offensive team playing cards each
having respective letters A—F representing the sections on
the gameboard 10. Actually there are eight offensive play
cards, A, B, C left, C right, D, E left, E right and F. They are
used in the offensive play.

In conjunction with the defensive team play there are two
defensive cards, one card 23 having the numeral 2 thereon
and card 24 having the numeral 3. The use of these defensive
cards will be explained later.

The Passing and Dribbling chart shown in FIG. 9 will be ex-
plained. At the left there is a Dice Roll Number column 2§
and this has consecutive numbers 1—36, see 25a, theread-
jacent in correlation with the dice roll two digit numbers 11-
—66. There is correlated with the column 25 Inbounds Dice
Roll section indicator column 26. Adjacent and to the right of
column 26 is the set of Dice Roll Columns—Column Index
(CI) which has seven columns representative of a team's total
five player offense compared with the total five player defense
amounts as appear on the individual player's cards. The com-
putation of these figures for a team and as logged on the score
sheet in FIG. 8 before beginning the game will be explained
hereinafter. Under these seven columns the dice roll numbers
appear and correlated with these and to the right is the Passing
and Dribbling result chart for called movement of the ball
from section F to section A—E and from section E to sections
A, B, C, D and F. Under each column such as A there are two
further column headings, 0" measuring an unguarded play
and “G” a guarded play. The results of the play are shown by
indicia under the columns 0" and “G" for the section being
passed or dribbled to corresponding with a dice roll number
under the Column Index (CI). The meaning of the indicia
results appearing in the Passing and Dribbling playing charts is
set forth in detail in FIG. 14.

FIGS. 10, 11 and 12 show other Passing and Dribbling
charts for other section plays.
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FIG. 13 at the right of the chart showing FIGS. 11 and 12 is
a Fast Break play chart giving results correlated to the dice
roll numbers under the Column Index (CI) for the offensive
team.

FIG. 15 is a chart for Field Goals and this is correlated to a
Dice Roll Columns table with team column indices as for the
Passing and Dribbling charts. The Field Goals chart shows sec-
tions A—F from which field goals are made and the index of
results thereunder is set out more fully in the statements in
FIG.17.

FIG. 16 is a Free Throws table showing the results corre-
lated to the dice roll numbers 1—236.

An important feature of the game is the Finder Columns
table shown in FIG. 18. This has at the left a Team Dice Roll
column 27 and adjacent this column 27 to its right is a
Rebounds player receiving number column 28. Next to the
right are Jump Balls columns 29 with a column O™ for a jump
at the free throw line and “*C" for a jump at the center of the
court. To the right of the Jump Balls columns is a Player Dice
Roll column 30 and to its right are the Fouls and Rebounds
columns A—H inclusive with numbers thereunder to deter-
mine which player gets the rebound and which player commits
the foul. Each player has entered on the score sheet in FIG. 8
before the start of the game his Rebounds and Personal Fouls
performance listed. This listing is discussed in more detail
hereinafter.

A Fatigue and Injury Table is provided in FIG. 19 and its use
is self explained therein.

The Foul Tables I, I1, and HI in respective FIGS. 20, 21 and
22 are explained in each table.

HOW TOPLAY THE “APBA" PRO BASKETBALL GAME

The APBA Pro Basketball Game provides for a percentage
control of all the individual player statistics common to
professional basketball. In order to realistically accomplish
such results, without having just a few players dominate all the
statistics, certain figures must be listed on the APBA basket-
ball score sheet, FIG. 8, before starting the game. These
figures are listed on each player’s card, see FIG. 7, and they
will contribute to an ultimate realistic proportion of rebounds
and personal fouls among all the players on each team. In-
dividual player assists, times fouled, passing and dribbling
ability, liability to injury and fatigue, field goal and free throw
percentages are all reflected directly off the dice roll figures
without any pregame preparation of ratings being necessary.

There are also certain overall team strengths to be prepared
in advance of the start of the game.

Pregame Preparation

After deciding which two teams will play, select the five
players for each team and list them on the score sheet, FIG. 8,
in the top half-space following each of the five position num-
bers. List two forwards, a center and two guards for each
team. The forwards must be at number one and number two,
the center at number three and the guards at numbers four
and five on the score sheet. The bottom half-space is to be
used for any substitutions at each position during the course of
the game. Next, fill in the offense and defense points for each
player as given on his card, and then his rebounds and per-
sonal fouls, using the lefthand side of these columns on the
score sheet. Now total these four columns. The *“‘Scores”
column should be filled in for each player, too, but do not total
it.

When any substitution is made, the individual player’s
points and any resulting team totals must be changed ac-
cordingly.

Now we must fill in the right half-side of the rebounds and -
persona! fouls columns, see FIG. 8. The procedure is the same
for both of them and is done as follows for each team separate-
ly:
Take the player with the lowest figure and write that same

figure in the right half-side of his column. Precede this

number with the figure 1" and a hyphen, thus *“1-".
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Now find the player with the next higher figure for this team
and, likewise, two numbers, separated by a hyphen, will
go in the right half-side of his column. With this player,
the first of his two numbers will be the next highest
number above the preceding player’s higher number. For
example, suppose the first player’s number was five, his
two numbers would be *“1-—5", and suppose the second
player’s number is eight, then his pair of numbers will be
“6—14", i.e., six plus his number eight, making the 14.

The third lowest player would thus have a first number of 15
(14 plus 1), and supposing his card number is 12, we then
get the combination of “15—27"" by adding the 12 to his
15,

With the next highest player we add one to 27 and give him
a 28, plus his number, which we'll say is 14, thus arriving
at a combination figure of *28—42". The fifth lowest will
therefore start with 43 and his column should show just
*43—up. The entire column for one team might look
like the illustration in FIG. 8. In this same manner com-
pute the rebounds and personal fouls columns for the
other team. If two or more players should have identical
numbers, take them in the order you have them listed on
the score sheet, from top to bottom.

These combination figures will be used in connection with
the Finder Columns, see FIG. 18, to determine which
players make the rebounds and personal fouls as the game
progresses. By this method a remarkably realistic com-
pilation of statistics is accomplished for each individual
player.

Team Indices

There is one more set of figures to enter on the score sheet

before starting the game. At the top left corner there are three
spaces headed, “CI, RI, JI.” These represent *‘Column Index,
Rebound Index and Jump Ball Index,” respectively.

Column Index

The Column Index for each team is used for all passing,
dribbling and field goal attempts; also on all inbounds plays. It
refers to the Dice Roll Columns (of which there are seven) on
the playing charts.

To find a team’s Column Index, compare its total offense
points with the opponents’ defense points and determine the
specific column as follows:

Column No.:

14 or more offense points than
opponents’ defense points.

2 . 10 to 13 more offense points than

opponents’ defense points.

6 to 9 more offense points than

opponents’ defense points.

4. 5 more to 5 fewer offense points than
opponents’ defense points.

L S 6 to O fewer offense points than

opponents’ defense points.

6. _ ... 10 to 13 fewer offense points than
opponents’ defense points.
[ S 14 or more fewer offense points than

opponents’ defense points.

Whenever substitutions are made, recheck the point dif-
ferences for a possible change in the Column Index.

Rebound Index

To find the Rebound Index (RI) for each team, add the
rebound points of the five players for each team and note the
difference between the two totals. For example, team A has a
total of 64, and team B has a total of 5§5. Thus team A has a 9-
point advantage. This advantage figure is always added to 18;
in this instance making 27, so in team A’s RI square write “*1-
27." In team B’s Rl square write 37 28-36.”

Always add 18 to the advantage points and precede the
resulting figure with ' 1-." Then add one to the high figure and
hyphenate it to 36. Thirty-six is always the highest number.
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In the event that the rebound points for each team total the
same number, there will be no advantage for either team so, in
such an instance, give the visiting team a rebound index of **1-
18" and the home team “19-36." In the very rare case of a
team having an advantage of 18 or more points, then its index
would be **1-36” and the opponents would have none at all.

Jump Ball Index

The Jump Ball Index (JI) is found by comparing the two
teams’ total offense points and following the exact same
procedure as in finding the Rebound Index, using 18 as the
mean number. Add the advantage points to 18 and hyphenate
with one (*1-"). Then give the remaining points up to 36 to
the opposing team. Example: team A has a total of 21 offense
points and team B has 14, a difference of seven. Thus team A
hasa JIof “1-25" and team B has **26-36.”

Timing the Game

The APBA Pro Basketball Games is timed by counting the
number of dice rolls made while playing the game. Ninety-six
dice rolls constitute a quarter. Thus there are 384 dice rolls
per game. The upper right corner of the score sheet provides
space for marking off each dice roll per quarter. These dice
rolls are known as “timer rolls,” as differentiated from “finder
rolls,” which are other dice rolls made during the course of the
game to find which team and player made rebounds or fouls,
etc. “Timer rolls” are all dice rolls made in connection with
the action of the game itself, except free throw shots. Let that
be your guide in determining which are the “timer rolls.” If
the dice roll is involved with the movement of the ball in any
way, itis a timer roll, unless it is a free throw shot following a
foul. Be sure to record every such roll and avoid recording any
of the “‘finder rolls” or free throw rolls.

After every 96 “‘timer rolls,” stop play and record the total
team points for that particular quarter in the space provided at
the top of the score sheet in FIG. 8. The start the next quarter
with a center jump. (In the event that an overtime period must
be played, time it with forty (40) dice rolls.)

The APBA timing system is based on eight timer dice-rolls
to the minute.

How 1o Play the Game

{Complete game procedure)

The home team coach rolls the dice to start the game. This
is a center jump, of course. The APBA dice are not added
together as in conventional dice shooting. Instead they are
read as two digits, the large red die 16 being taken as the first
digit and the small white one 17 as the second digit. Thus
every dice roll will be a double digit number, ranging from 11
to 66, a total of 36 possible numbers which appear in black on
each player’s card. Following these black dice numbers on the
player’s card 19, see FIG. 7, are three columns of numbers
which in actual practice should be red or other contrasting
color. These numbers give play results for passing, dribbling
and shooting according to each player's statistical per-
formance.

On the first dice roll for the game, a center jump, which
does not involve a specific player, you refer directly to the
playing chart rather than to a player’s card. Let's suppose this
dice roll is **53.” Now go to the chart in FIG. 18 and look for
the “Team Dice Roll” column to the left of the Finder
Columns. There opposite 53 you will find number 27. Using
our example for finding the Jump Ball Index, let us suppose
that team B has a JI of **26-36"" and since 27 falls within team
B’s index, this means that team B got the ball on the center
jump. Now move across the same line (line number 27) to
Jump Balls in the C column. (The C column is for jump balls
in center court. The O column is for jump balls at the free
throw line.) There in the C column you will find the letter F.
This means that team B now has the ball in the F section of
their half of the court. Put the ball marker disc in section F of
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the half court you have assigned to team B. This is the first
timer roll. Record it on the score sheet.

Every quarter is started in this same manner and any jump
balls in center court throughout the game are activated by this
method. Jump balls at the free throw line are done the same
way, except that column 0 is used for the near court team. If
the far court team gets the jump at the free throw line, refer to
the C column for the floor section.

For the sake of avoiding confusion, it is recommended that
you keep the same half of the court for each team throughout
the game, rather than changing baskets at half time.

So now team B has the ball in section F. It must now deploy
its five players on the half court assigned to it. At no time may
a team place any of its players in the back court—the op-
ponents’ half of the floor. It may be assumed that sometimes
the ball was initially taken in the back court, but the play pat-
tern to work the ball into the basket always is begun at a point
over the center line, which is the floor section designated by
the jump ball or the inbounds dice roll.

Using the name tabs 20 on the players’ cards 19, removable
at the perforation line, assign each of them to one of the eight
floor sections of team B's floor sections and half of the court.
One of them must be placed in the section with the ball
marker disc 15. This may be any one of the five players you
care to use. There is no restriction, but you presumably would
use a guard to start your play pattern. The other four may be
assigned to any of the other sections desired, except that at no
time may a team place any of its players in the back court, i.e.,
the opponent’s half of the court, and no two players may be as-
signed to the same floor section. Some or all of the player tabs,
except the one with the ball, may be repositioned after each
successful pass or dribble.

Offense Play

Team B at this point has three dice rolls during which an at-
tempt at a field goal must be made. It may take a set shot with
the player in the section now holding the ball or it may dribble
and/or pass once or twice and then attempt a field goal. If,
when the third dice roll comes up, team B has the ball and
does not attempt a field goal on said dice roll, the ball goes
over to team A which plays the ball inbounds as it would fol-
lowing a field goal by team B.

The ball is put inbounds by an inbounds dice-roll. The In-
bounds Dice Roll Column is at the left margin on all of the
Passing and Dribbling charts, see FIGS. 9, 10, 11 and 12.

Inbounds plays and jump balls do not count as one of the
three dice rolls, but they do count as timer dice rolls, of
course. The three-dice-roll limit goes into effect when, with
the use of the offense play cards, the offense play pattern
begins.

Use of Offense Play Cards

With the five players positioned in floor sections, one of
them with the ball, the offense coach now selects one of the
offense play cards and places it face down on the table. After
committing himself with the face down play card, the offense
coach waits for the defense to “‘guess” this card. (The defen-
sive play cards are more fully described hereinafter under
“Use of Defense Play Cards."’) Then the offense card is turned
over and if “‘guessed” correctly, the ensuing pass or dribble
will be made ‘under guard.” This means that the G column on
the playing chart is used in obtaining the play result. When not
guessed correctly, the O column is used. If the offense wishes
to pass, he must select a play card, placing it face down, of a
section in which a teammate is standing, declare “‘pass,” then
pass to him. If he wishes to dribble, he may select a play card,
placing it face down, for either an occupied or unoccupied
Noor section, declare “dribble,” and then roll the dice and use
the D column of the ball holder’s card 19. (If the dribbler suc-
zessfully reaches an occupied floor section, the occupying
player must be moved to another floor section before the next
lice roll.) For passing, use his P column. The S column is used
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for set shots, shots made off passes and free throws-all scoring
attempts.

After committing himself with the face down play card, the
offense coach waits for the defense to “‘guess’” this card. Then
it is turned over and, if *‘guessed™ correctly, the ensuing pass
or dribble will be made “‘under guard.” This means that the G
column on the playing board is used in obtaining the play
result. When not guessed correctly, the O column is used.

A field goal attempt is indicated by playing the card for the
section in which the ball is then held.

Use of Playing Charts

Field Goals

When attempting a field goal either from a set shot or off a
pass, use the Field Goal table in FIG. 15. Roll the dice and
refer to the card of the player who is making the shot in order
to find the table number which will give the result. Suppose
you roll a *‘42.” Look under the *S” (shooting) column on the
player’s card opposite the black dice number “42." Always
use the *“S” column when the player is attempting a field goal
or a free throw shot after a foul. Suppose his number in the
“*8” column is **12.”” Now look for number 12 in the Dice Roll
column which applies to his team. This is the Column Index
and has already been determined by the pregame preparation.
Suppose this CI is 4. Look down Dice Roll column 4 to
number 12 and lay the APBA playing chart rule 21 on that
line. Now go across that line 12 to the appropriate floor sec-
tion column-A, B, C, D, E, or F. (The E column is used for
both floor sections, El and Er, and the C column likewise is
used for both floor sections C1 and Cr.)

Now, using the Field Goals table, see FIG. 15, and the
proper floor section, you look under the “Pass” or “Set”
column, depending upon which kind of shot it is.

Set Shots

All shots not immediately preceded by a pass, such as shots
attempted after a jump ball, inbounds play or a rebound taken
by the same team that missed the shot, are set shots. However,
the player taking the rebound may dribble first or pass to
another player instead of shooting directly off the rebound.
Also, any shot made by a player following his own dribble is a
set shot, assuming he still retains possession of the ball when
he reaches the designated floor section. The symbol “$” on
the chart, under the Set Shot columns, indicates that the at-
tempt is successful, and the basket has been made. The missed
shots are indicated by “M,” followed by other letters which
explain the outcome of the missed shot, such as “MRB" which
means a rebound taken in the B section of the court. In this
case two finder dice rolls must then be made to determine
which team and then which player took the rebound. All these
symbols are fully and clearly defined in FIG. 17, and are so
simple they will quickly be committed to memory.

No assist is given to any player following a successful set
shot.

Pass Shots

Field goal attempts made by a player after receiving a pass
are “‘pass shots” and the results of such shots are given under
the “Pass”’ columns of the Field Goal table, see FIG. 15. The
success or failure of the attempt, unlike the set shot, is not
designated by the symbols 8™ or “‘M." The pass shot columns
show only numbers, and these numbers are combined with the
numbers obtained from the Passing tables, see FIGS. 912,
on the preceding one or two passes. The one or two pass num-
bers resulting from teammates’ passes preceding the shooter’s
attempt at a basket are added to his “‘shooting” number and if
these two or three numbers total 10 or more, the goal is good.
If the total is nine or less, the basket is missed and the outcome
of the rebound is given under the Field Goal table in FIG. 15.

An example of a pass shot would be as follows:

Player X passes to player Y and the dice roll result on the
Passing table, see FIGS. 9—12, for player X's pass shows the
number 3. Next, a pass is called for player Y to player Z.
Player Y's pass result is a 2. Now since there is only one dice
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roll left, player Z must shoot and the number § comes up in
the pass column of the Field Goal table, see FIG. 15, for player
Z. Thus with a combination of 3, 2 and 5, we get a total of 10,
meaning the field goal is made by player Z and player Y is
given an assist.

The player last passing to the shooter on a successful field
goal attempt is always given an assist.

It is not necessary to make two passes before a field goal at-
tempt. In this instance, player Y might have taken the shot and
if he had come up with a 7 on top of player X’s 3 pass number,
the resulting total of 10 would have meant a field goal for
player Y and an assist for player X. In this connection use is
made of the Passing Accumulation Figures tallying spaces 11
onFIG. 1.

Player Y also could have dribbled after taking the pass from
X and then taken a set shot on the third dice roll. There is no
restriction on the combination of passes and dribbles as long
as no more than three dice rolls are made.

The players with the highest assist ratings on their cards will
produce higher passing numbers for contributing to the suc-
cess of the shooter’s field goal attempt. Likewise, the players
with the highest “scores” ratings on their cards will generally
score without the need of very high preceding pass numbers.

Passing and Dribbling

The Passing and Dribbling charts are used in conjunction
with the “P” and “D” columns on the players’ cards.

Passing

When passing, roll the dice and look for the result number
in the “P” column on the card of the player who is making the
pass, and when referring to this number on the playing chart,
be careful to observe the correct dice roll column of the seven
different ones listed to choose from. The team Column Index
(C1) is used precisely the same way on this table, see FIGS. 9-
—12, as it is on the Field Goal table, see FIG. 15.

Look under the part of the chart showing a pass from that
floor section in which the player is standing as he makes the
pass, then to the column giving the floor section to which the
pass is going. Then, still more specifically, to the “O™ or “G”
column, depending upon whether or not the defense named
the right floor section. Use “G™ if it was correctly named and
+Q" if it was not.

In each of these O and G columns there are hyphenated
symbols. Those on the left side are usually numbers and those
on the right are letters. The left side (numbers) is the pass
result and the right side is the result only when dribbling. If a
number, regardless how high or low, appears on the left, it
means the pass is good to the intended receiver and he is now
in possession of the ball for the next dice roll. It may be any
number from zero (0) on up to five (5). It may sometimes be
preceded by a Z or a U, but as long as there is 2 number there,
the pass is successful. If letter symbols, not accompanied by
any number, appear, it indicates a wild pass, interception, etc.,
and such letter symbols are clearly defined elsewhere, see
FIG.17.

Should the offense team ever by mistake attempt to pass to
a floor section not occupied by a player tab, the ball goes to
the opposing team in that corresponding floor section on its
half of the court where it then prepares to work the ball in to
the basket in the same manner it would following an inbounds
play. Its five players must be deployed (one with the ball) to
begin its play pattern of a maximum of three dice rolls.

Dribbling

When dribbling, roll the dice and look for the result number
in the D column on the card of the player in possession of the
ball, as opposed to the P column as in the case of passing.

Follow the same column-finding procedure as you do when
passing: (1) The floor section the dribble starts from, (2) the
floor section to which your turned over play card declares it is
going, (1) either the “O” or “G” column, depending upon
whether the defense called the right floor section-"'O" if they
did not, *G" if they did. Use the right-hand side symbol in this
column since you are dribbling.

When the symbol! shown is a “T,” the dribble to the
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designated floor section is successful. Should the symbol given
be one of the floor section letters, such as D, Cr, B, etc., it
means the dribbler was stopped in that particular floor sec-
tion, not making it to the one intended, but he still retains pos-
session of the ball in that particular floor section and you
proceed with your next play card just as you would following
any successful dribble.

Other symbols may indicate travelling, loose ball, jump ball,
etc., and they are all defined in FIGS. 14 and 17.

After each successful pass or dribble, the offense may
redeploy any or all of the four other players. The player with
the ball, of course, must stay in the floor section to which the
ball has just been moved. If the ball was moved by a dribble to
a floor section already occupied by another player, the other
player must be moved to an unoccupied floor section before
the next dice roll may be made. There is no restriction in the
direction or number of sections these four players may be
moved, except that they may never be placed back of the
center line on the other team’s half of the floor.

Remember to always move the ball marker disc to the
designated floor section after each dice roll, and the name tab
of the player in possession of the ball must always be with it.

Use of Defense Play Cards

In addition to the option of naming the anticipated floor
moves of the offense, the defense also must use two defense
play cards. These are cards with nothing more than the figure
2" on one of them and the figure 3 « on the other, and they
are used as follows:

Prior to the first of the three allowable dice rolls, and after
the offense has dripped its play card, the defense names a
floor section and then places one of its two play cards
face down.

If it turns out that the offense shoots or in some way loses
the ball on this first dice roll, the defense play card is nul-
lified, but if the same team retains the ball, this play card
must remain face down until the offense has placed its
play card face down for the second dice roll.

Now the defense turns its card face up. If it is the 2" card
and the offense is shooting on this second dice roll, the
shot then is made under the “G” column. If the offense,
however, is passing or dribbling on this second dice roll,
the defense has lost its option to name a floor section and
the pass or dribble is made under the *O” column, and
the subsequent shot (if taken) on the third dice roll also is
made under the *O” column.

If the defense card is the “3" and the offense is shooting on
the second dice roll, the shot is made under the “O”
column. If, however, the offense is passing or dribbling
the defense may now name a floor section to which the
play is anticipated. If named correctly, as the turned over
offense card will show, the pass or dribble would be under
the “G" column, but regardless of whether or not this
pass or dribble is made “under guard"”, the subsequent
shot, on the third dice roll, is made under the *G”column
as a result of the **3” defense card having been played.

When a team loses possession of the ball, even if immediate-
ly regained, as on a rebound, jump ball, ball knocked out
of bounds, etc., the 3-dice-roll play pattern stops and all
play cards are nullified and must be replayed when the
next play pattern begins as the team starts the next 3-dice-
roll sequence in a specified floor section on its half of the
court.

Playing Procedure At A Glance

1. Center Jump Dice Roll (or inbounds dice roll after a
goal). (Timer Roll)

2. Assign player and ball marker to floor section indicated.

3. Assign the four other players to floor sections.

4, Drop offense play card face down.

5. Drop defense card face down.

6. Defense names offense play and then offense card is
turned over.

7. Dice roll. (Timer Roll)



3,545,763

11

8. Redeploy offense players (if ball is still held.)

9. Drop offense card face down.

10. Turn over both cards and roll dice. ( Timer Roll)

One more dice roll is left for offense if they still retain ball.

SOLITARY PLAY

To play the game by oneself, the player, of course, makes
the lineups and rolls the dice for both teams. The only dif-
ference in procedure from the regular playing instructions is in
the use of the offense and defense playing cards.

On the first dice roll, instead of designating your play by
dropping an offense play card, you declare your play to your-
self: a shot, or a pass or dribble to a specified floor section.
Then shuffle all eight offense play cards and draw one, sight
unseen, and turn it over. If it coincides with the play you had
declared, the play is made under the *G” column, otherwise it
will be under the *O” column. For the second dice roll, first
drop one of the two defense play cards face down, not know-
ing which one it is, then declare your play and turn the defense
play card over. If it is the 2" and you are shooting, it will be
under the “G" column. If it’s the 3" and you’re shooting, it
will be under the *O” column. However, if you are passing or
dribbling and it is the *2", then the pass or dribble and sub-
sequent shot (if taken) will be under the “O” column. But if
it's the **3”, shuffle the offense cards again and draw one of
them from the pack. If it happens to be the same as the floor
section you've declared you are going to, it will be under the
“G" column. A field goal attempt on the next dice roll will be
in the “G" column automatically because it is the third dice
roll and the '3 defense card.

THE FAST BREAK

Whenever the ball changes from the possession of one team
to the other, following (1) a rebound, (2) a field goal, (3) an
intercepted pass, stolen ball, wild shot or pass, or a loose ball,
the recovering team may declare a Fast Break in effect and
elect to either pass or dribble to its end of the court. One of
just five floor sections may be named: A, B, D or either one of
the C’s.

All of the other four players of the recovering team, besides
the one with the ball, must be assigned to floor sections at
their end of the court and if the fast break is going to be a pass,
one of these players must be assigned to the floor section that
has been named. No play cards are used and just one dice roll
is made, and it will be made under the “O” column if the op-
ponents had no player tab in their F section on the previous
dice roll, the one on which they lost the ball. If they had a
player in their F section when they lost the ball, then the fast
break dice roll is made under the “G" column. (For this
reason some coaches may always keep a player in their F sec-
tion while working the ball in for a score. If they do, however,
they are giving the defense virtually only four players, instead
of five, to “‘guard” against on passing and scoring attempts.)
Player tabs may be moved only prior to dice rolls for passing,
dribbling or scoring attempts. Fast breaks on a free throw
rebound are always in the “G"’ column.

The individual player starting the fast break following a
rebound will, of course, be determined by the rebound finder
procedure, but in all other cases, any player of the coach’s
choice may be named to start it.

If the pass or dribble is successful on this one dice roll, a
shot must be attempted on the next roll. The shot will be made
under the **G” column if the preceding pass or dribble was
under the “G™ column, and under the O column if the pass
or dribble was.

In the event that a dribble was attempted but stopped in a
floor section other than the one declared, then there is the op-
tion of either shooting from that floor section or abandoning
the fast break and beginning a normal 3-dice-roll play pattern
from that floor section with the player who dribbled to it.

FOULS AND FREE THROWS

A foul can occur on any kind of play-a field goal attempt, a
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pass, a dribble or on a free throw following a foul. It is in-
dicated on the playing chart with the symbol “*Z", which is fol-
lowed by a number. When referred to on the Foul Tables on
the playing charts this number gives full details of the foul.
The playing chart is explicit as to which of the Foul Tables to
use.

The APBA Pro Basketball Game is played precisely accord-
ing to the professional basketball rules. Whenever the chart or
playing instructions do not cover a specific play or situation,
the official basketball rules should be the guide.

When a free throw is made, the player’s “S” column is
referred to on the dice roll. A free throw is never a timer dice-
roll.

Look for the result of the free throw under the Free Throws
column on the Field Goal chart. No Column Index is observed
on free throws.

All personal fouls committed by defense players are
charged to the team as personal fouls as well as to the player
committing them, and if a team should be charged with six
personal fouls in a quarter, the opposition is awarded bonus
free throws on each personal foul committed thereafter during
that quarter. This is explained fully in Foul Table No. 1.

Personal fouls committed by the offense are charged to the
player only and not to his team, and the ball goes over to the
opponents with an inbounds dice roll. No free throw is made.

A technical foul is one not involving player physical contact
and after the free throw attempt is completed, the ball goes to
the team which had possession when the foul was committed,
and it is put in play with a JC dice-roll but without observing
the Jump Ball Index (JI).

The coach may specify any one of the five players to make
the free throw when a technical foul is charged against the op-
ponents,

Following the final personal foul free throw, the ball goes to
the opposition with an inbounds dice-roll if the shot is good. If
this final shot is missed, then follow the normal rebound
procedure the same as after a missed field goal attempt. Look
for any modifications of this procedure which are listed under
the Free Throws section of the playing chart.

A defense team coach may elect at any time to commit an
intentional personal foul, if he wishes to try to stop a field goal
attempt. To do this he simply states, ““1 am fouling,” and it is
done on the dice roll which attempts the shot. This automati-
cally stops the field goal attempt and the dice roll, whatever it
may have been, is ignored. The player who was shooting gets
two free throws. Use the Finder Dice Roll to see which
defense player is charged with the personal foul.

THE FULL COURT PRESS

If the defense chooses to put on the full court press, it must
be declared in effect at the beginning of any 3-dice-roll play
pattern. This would follow any jump ball or inbounds dice roll
or any play in which a team retrieves the ball and begins a nor-
mal play pattern with the use of the offense play cards.

The effect of the press is that the Column Index (CI) of the
offense team is increased two points and all passes and drib-
bles are automatically made under the “G” column. A pass
shot, however, will automatically be made under the “O"
column and the normal Column Index (CI) also will be in ef-
fect on all pass shots. Set shots, however, will be made under
guard (“G” column}, but, as with the pass shots, the normal
team Column Index (CI) is in effect.

The play cards are not used at all when the press is in effect.

A shot still must be attempted within three dice rolls, if the
ball is retained that long, and the press is automatically off
when the shot is taken or when the ball changes possession,
whichever comes first. However, once declared in effect, the
press cannot be taken off voluntarily, but must run the course
of the play pattern.

If a team is already playing with a Column Index of Seven,
there can be no reduction in playing strength disadvantage, of
course. If the CI were six, the reduction on the press could be
only one point, up to seven.
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INJURIES, FATIGUE AND TIMEOUTS

In order to account for a realistic amount of lost playing
time through injuries and fatigue, each player is rated accord-
ing to his total playing time for the season. This rating is found
on his card as an “Injury” factor.

This rating is used any time the symbol “U™ comes up on
the playing chart. Following the symbol “U" there is always a
number. This number is added to the player's “Injury” rating
number. Now look for this totalled number on the Fatigue and
Injury Table, see FIG. 19. From this number move across to
the column heading which represents the quarter you are then
playing in. (If you are in an overtime period as a result of a tie
score at the end of the fourth quarter, you continue to use the
Fourth Quarter column.)

There are three general results to be found on this table. (1)
“Nothing", which means just that. Continue on as if the “U”
has not come up. (2) The player is out for a specified period,
either in terms of a number of dice rolls, quarters, parts of
quarters, or complete games. (3) Timeout. This means a timer
dice-roll is canceled for the period you are presently playing
and the timeout is charged to the team in possession of the ball
on the U™ dice roll.

After five timeouts are charged to it, a team is charged with
a technical foul on each successive timeout thereafter during
the course of the game. In the event of overtime periods, one
additional timeout is allowed for each overtime period
required to bring the game to a conclusion.

Technical fouls are explained in these instructions under -
Fouls and Free Throws™.

The Finder Columns shown in FIG. 18 are used to find the
individual rebounders and the individual players who commit
the personal fouls.

These columns are used in conjunction with the Rebounds
and Personal Fouls Columns on the score sheet, see FIG. 8.

Supposing now that a team has a Rebound Index (RI) of 1-
—27 and a rebound has just come up on the playing chart. The
player now makes a “finder” dice-roll and it comes out
number 36", He now looks at the “*Team” dice-roll column
27 in the Finder Columns section, see FIG. 18, and there op-
posite number 36 will be found number 18. Since 18 falls
within the 1—27 index of the specimen team, that means one
of its own players got the rebound. Had the dice-roll been 54
or above (see Team Dice-Roll column), it would have been in
the 2836 index of the opposing team and thus one of its
players would have taken the rebound.

Next, it should be found which player took the rebound, so
another “finder” dice-roll is made and this one comes up
number “46”. Now before going to the player dice-roll
column 30, see FIG. 18, it must be determined which of the
Finder Columns applies to the specimen team’s rebound total,
which is 64 (see illustration). The player moves across the top
of the Finder Columns and looks for the column which in-
cludes 64 in its range of totals. He finds that column D, which
covers 59 to 67, inclusive, applies to his particular team total.
He now goes down this column until he is opposite player
dice-roll number 46", which has just been rolled. Opposite
46 in column D is number 42. He then goes to the score sheet
to see which player’s rebound combination number includes
number 42. There it is found that Smith, a forward, with
rebound numbers 28—42, took the rebound.

Finding which player committed a personal foul is done
precisely the same way, but with the use of the “Per Fouls”
column on the score sheet. When the playing chart shows a
personal foul has been committed by the team, then one of the
players must be charged with the personal foul. In the illustra-
tion, the team total is 70, so the player would use Finder
Column E, which covers 68 to 76, after making the player
dice-roll. Suppose this player dice-roll is “35". In column E
this is number “34". On the score sheet it is found that 34 is
covered by Fraser’s combination numbers, which are 28 t0 42,
so Fraser is charged with the personal foul,
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JUMP BALL PROCEDURES

It has been explained under the complete game procedure
that the game and each subsequent quarter are started with a
center jump, using the Jump Ball Indexes (JI) of the two teams
to determine which is the retrieving team and in which floor
section of its half court, all on one dice-roll only.

Following a jump ball, the floor section may be determined
by either one of two columns. These are the “0” column and
the “c” column, depending upon whether the jump ball was
made at a free throw line (o) or at center court (c).

The Jump Ball Index (JI) is not always used in conjunction
with the “o0” and “¢” columns, however. On certain plays,
when the retrieving team is already determined by some other
means, an “0” or **c” column dice-roll will be specified and, in
such instances, the entire column will apply to that team in
determining the floor section, regardless of the team’s index
(J1).

When the symbol Jc or Jo comes up on a chart, follow the
procedure explained elsewhere, see FIG. 17, under the symbol
wym

REBOUND PROCEDURE

A rebound can follow any missed field goal and certain
missed free throw attempts. The playing chart specifies in
which floor section the rebound was retrieved and then two
finder dice-rolls are made to find which team and player took
the rebound. At this point one of the following procedures
then must be observed:

(1) If the same team retrieved the ball under its own basket,
the player may () take a set shot immediately by simply
declaring he will, and this shot is automatically in the “G”’
column, or (b) the coach may declare the 3-dice-roll play
pattern in effect and drop an offense play card, but then
he may not shoot on the first of the three dice rolls.

(2) If the opponents take the ball, (a) the rebound man may
start a fast break, or (&) the team can make a Jc dice-roll
to determine in which floor section at their end of the
court the 3-dice-roll play pattern will start. Any player of
the coach’s choosing may then be declared to be holding
the ball in the specified floor section, following a Jc dice-
roll. Fast breaks after a missed free throw attempt are al-
ways in the *“G” column.

PASSING BACKWARDS

A team may lower its Column Index (CI) figure by passing
backwards, directly away from the basket, and thus possibly
raise the passing figure, which might contribute to the success
of the subsequent field goal attempt.

The Column Index figure will be lowered one point by
passing one floor section backwards and two points if the pass
is two floor sections backwards.

For example, suppose your team’s Column Index (CI) is 4
and you have the ball in floor section B. If on your next play
you pass to a player in floor section C, D or E, you will read
the play from column 3, not your normal column 4. And if you
should pass from B all the way back to F (two sections from
B), the Column Index on that pass would be “2." Of course, if
the defense should anticipate the play and call the floor sec-
tion correctly, you would read the result from the “G"
column, but you would still have the Column Index advantage
within the “G” column.

If your Column Index (Cl) is already at one, there is no ad-
vantage to such backwards passing, for you could not then
lower your index.

If your Column Index (CI) is already at 1, there is no ad-
vantage to such backwards passing, for you could not then
lower your index.

As a game rule, sideways passing, like from D to E, has no
effect on the Column Index, and from floor section A, as a
game rule, you can never pass anywhere at all but to floor sec-
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tion B, which would, nevertheless, lower the Index one point.

The passing must always be directly away from the basket in
order to gain this Index advantage, and then it applies only to
that one dice roli on which the pass is made. It does not apply
to any subsequent pass forward or to a field goal attempt.
Y our Column Index (CI) reverts back to its normal calculated
figure on the next dice roll.

Dribbling backwards has no effect of any kind on a team’s
Column Index (CI).

Passing backwards can be used also to offset some of the ef-
fect of the full court press. Even though it will not eliminate
the “G” column effect of the press, it will bring the Column
Index (C1) down at least one point on pass attempts.

USE OF “SCORES"” RATING

On each player’s card there is a “'Scores” rating which
should be observed if a regular league schedule is played.

This rating is simply a guide to the frequency of field goal at-
tempts which should be made by each player and it should be
used as follows:

The two lowest " rated players should make no fewer than
the same number of field goal attempts as their *“Scores” rat-
ing number. Example, suppose a team’s five players have -
Scores” ratings of 32, 32, 27, 2§ and 17. This means that the
players with the 25 and 17 ratings should attempt no less than
25 and 17 field goal shots, respectively, during the course of
the game. If they do not play the full game, they need not
make that many attempts, of course, but the number should be
prorated according to the fractional part of the game played.

This is done to prevent the exclusive use of only the top
scorers on each team, but no hard and fast rule can be made to
control the use of certain players as scorers. Each APBA
league or group will have to devise some kind of control of its
own and this “Scores” rating is provided as a guide for those
who want to achieve a realistic usage of all five players in mak-
ing field goal attempts. Without some control such as this, you
may have a situation similar to that of starting your one best
pitcher in every baseball game you play.

ADDITIONAL TIMING RULES

During the last 2 minutes of a professional basketball game
the clock is stopped on all dead balls and out-of-bounds plays.
In order to approximate this rule in APBA Pro Basketball ob-
serve the following practice:

When 80 timer dice-rolls of the fourth quarter have been
reached, start counting all plays on which the ball is
thrown, knocked or carried out of bounds as half a timer
dice-roll. Also from that point on in the fourth quarter,
count as half a timer dice-roll all plays on which a field
goal is made or a foul committed. a timer dice-roll. Also
from that point on in the fourth quarter, count as half a
timer dice-roll all plays on which a field goal is made or a
foul committed.

If the end of the quarter is reached with a timer count of
95% dice rolls, another play should be made even though
it may take the count to 96% dice rolls.

When using the Fatigue and Injury Table, should any of the
numbers from 10 to 15 on the table be the one describing
the injury, count this as an official’s timeout. Do not

charge the timeout to either team. This rule is in effect for .

the entire game.

SUBSTITUTIONS

Player substitutions may be made by either team just prior
to the dice roll for (1) any jump ball, (2) a free throw, (3) an
inbounds dice roll, and generally whenever the ball is not in
play, as it would be when the 3-dice-roll play pattern is in ef-
fect, and during a fast break or the press. A team may make
any number of substitutions during a game. It may be advisa-
ble at times to substitute for a star player who accumulates
very early in the game all but one of his game limit of six per-
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sonal fouls, and save him for the final quarter rather than lose
him entirely before the game is half completed.

Iclaim:

1. A game apparatus comprising, in combination, a
gameboard on which is depicted a basketball playing court,
each half of the court having a like number and arrangement
of designated playing sections, a gamepiece movable on said
gameboard to indicate the position of the basketball on said
playing court, a first set of five player cards representing team
A, a second set of five player cards representing team B, there
being in each set cards representing a center, two guards and
two forwards, each of said player cards bearing three sets of
indicia for pass, dribble and shoot, respectively, a group of
numbers thereon opposite said three sets of indicia and each
number in said group designating certain indicia in said sets,
each player card having index numbers representing playing
ability for offense, defense, rebounds, personal fouls, assists,
scores and injury, chance number selector means to produce a
number corresponding to one number of said group of num-
bers on said cards; a score card chart having offensive and
defensive team players index numbers for each player consist-
ing of offense, defense, rebounds, fouls and scores; said score
card also having for each team totals of said players index
numbers for offense, defense, rebounds and fouls; said score
card chart having a team column index number computed by
comparing its total offensive points with its opponent’s defen-
sive points, a team rebound index number computed by com-
paring each the teams’ total rebound points, and a team jump
ball index number computed by comparing the two teams’
total offensive points; a finder chart having a column of num-
bers corresponding to said group of numbers on said cards and
columns correlated thereto one consisting of consecutive
numbers for determining which team gets the rebound, a jump
ball column containing letters designating playing sections and
fouls and rebounds columns having headings consisting of dif-
ferent ranges of total rebounds and fouls as on said score card
chart and player foul and rebound indicia thereunder,
whereby a particular player is determined who receives a
rebound or commits a foul; a plurality of charts of passing and
dribbling plays each having a column of numbers correspond-
ing to said group of numbers on said cards and columns corre-
lated thereto comprising a column of consecutive numbers
starting with the number one, a column having letters
designating various areas of the playing court, a group of num-
bers corresponding with said player ability numbers arranged
in columns under different team column index numbers, and
columns showing results of passing or dribbling from one sec-
tion to another section on said playing court said results being
correlated with the arrangement of said player ability numbers
under said column index number headings; a field goals chart
having columns headed by letters representative of the respec-
tive playing court sections from which shots are made and
having under said headings indicia representative of results
corresponding to said player performance numbers under
respective team column index numbers, and a fast break chart
having columns headed by letters representative indicative of
certain playing sections of the playing court and having indicia
representative of results correlated to numbers corresponding
to said player ability numbers arranged under headings con-
stituting column index numbers, whereby simulation of plays
of a basketball game including ball movement are carried on
representative of the respective teams’ performance and their
players’ ability.

2. A game apparatus according to claim 1, wherein said
field goal chart has each of said columns divided into two
columns headed “Pass” and “Set” and each of the letter
columns divided into two columns headed “G” and “O”
(referring to guarded and unguarded conditions of play,
respectively).

3. A game apparatus according to claim 1 wherein said
passing and dribbling play charts and said fast break chart
have each column divided into two columns headed “G™ and
“Q" (referring to guarded and unguarded conditions of play,
respectively).
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4. A game apparatus according to claim 1, wherein said
finder chart has said jump balls column divided into two
columns, one for jump balls at the free throw line and the
other for jump balls at the center of the playing court
represented by said game board.

5. A game apparatus according to claim 1, including a
fatigue and injury table having consecutive numbers represen-
tative of the sum of an injury number on an injured player’s
card and the number applicable for the play appearing on one
of said charts of passing and dribbling plays.

6. A game apparatus according to claim 1, including offen-
sive team play cards each bearing indicia designating one of
said respective playing sections of the playing court on the
gameboard.

7. A game apparatus according to claim 6, including two
defensive play cards, one having a number 2 thereon and the
other number 3 thereon.

8. A basketball game apparatus comprising, in combination,
a gameboard having designated playing sections thereon, a
gamepiece movable on the board from section to section, a set
of player cards for each of two opposing teams, each of said
player cards bearing sets of indicia representing respectively
different game plays, a group of numbers thereon opposite
said sets of indicia and each number in said group designating
certain indicia in said sets, each player card having index num-
bers representing playing ability for certain types of plays,
chance number selector means to produce a number cor-
responding to one number of said group of numbers on said
cards; a score card chart having offensive and defensive team
players index numbers for each player for certain plays; said
score card chart also having for each team totals of said
players index numbers; said score card chart having a team
column index number thereon for each team computed by
comparing its total offensive points with an opposing team’s
defensive points; said score card chart having other team
index numbers thereon computed by comparing the teams’
total index numbers representing other types of plays; a finder
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chart having a column of numbers thereon corresponding to
said group of numbers on said cards and a column correlated
thereto of consecutive numbers for determining which team
gets rebounds, a jump ball column containing letters designat-
ing playing sections and columns having headings consisting of
different ranges of total rebounds and fouls such as appear on
said score card chart and player fouls and rebound indices
thereunder correlated to said column of numbers on said
finder chart whereby a particular player is determined who
receives a rebound or commits a foul; a plurality of charts of
passing and dribbling plays each having a column of numbers
corresponding to said group of numbers on said cards and
columns correlated thereto comprising a column of consecu-
tive numbers, columns having letters designating various play-
ing sections of the gameboard, a group of numbers cor-
responding with player ability numbers arranged in columns
under different team column index numbers, and columns
showing results of passing or dribbling from one section to
another section on said gameboard, said results being corre-
lated with the arrangement of said player ability numbers
under said column index number headings; a field goals chart
having columns headed by letters representative of the respec-
tive playing sections from which shots are made and having
under said headings indicia representative of results cor-
responding to said player performance numbers under respec-
tive team column index numbers, and a fast break chart hav-
ing columns headed by letters representative of certain play-
ing sections and having indicia representative of results corre-
lated to numbers corresponding to said player ability numbers
arranged under headings constituting column index numbers;
whereby simulation of plays of a basketball game including
ball movement are a carried out representative of the respec-
tive teams and their players’ ability.

9. A game apparatus according to claim 8, including other
different types of play charts having correlated indicia
representative of results of the other types of play.
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