. Lineups—
3 p’osumns are:

ATE | urldel' the
rolls (OFF: x

LAYER CAi:lD RATINGS—-' The' cok

;:'nnsfl:g'_sasnd:a DP‘EN ‘FT; and 3 PT ai are unly GOOD-

T]a.ere are 4 cat-

el guais scored, rebuunds steal [umﬂwerﬁ or llﬂ’le
_ outs. Usually the player who gets the ball is indicated
(“{CHOICE’ means any player the coach chooses), “#”
use the SPECIAL:EVENT CHART.. This 1s

2 _:-f__ﬂptmnal'as it results’i in m;unes and. ‘c-Etk'lmC&l fouls.

i After’determmmg who has the ball, you use the

. player’s “Pass” column io determme, what happened.

: Rnl] 3 d.lce and find: the r-as-ult as deﬁned below.

Smbo[ Result
SN Acsists ‘draw next card to d;!termme who
- scored under ACT!DN result,

" Op . Passtaplayer;whois opentﬂshoot Draw
S -héxt:card and. use {JPEN rating of
' -player mclgpatad beside PASS to find
“resulf: If plaver:; Jncl!caiéd scores then
.Cl’E_Eht as&stq;_c_:- passer:

F1 [\Pon-shootmg foul by defensive playe,. %
To  Turnover. Ball goes to defensive teary

Of  Offensive Foul by ballhandler. Ball goes ,g e
defensive team.

Gu  Passto player, who is guarded. Dra ne:-ct"-'?
card and use Guarded rating ot player

who now has the ball indicated hLeside
PASS. e ot

(2) PASS— Playe; who received ball f‘.l“t:.lm.
ACTION will either use his OPEN or GUARDED
ratings. If GUARDED add the number in parenthesis

to the defensive index of the defensive player. If this -
total 1s greater than the offensive player’s index then

use the DEF column of the defensive player to find the

result. Otherwise, 1.e. If the offensive player’s index 15
equal or greater than the result of the defensiyz
player’s index and the number in parenthesis, thgn

use the Offensive player’s Guarded ratings. {if OPEN -
always use the offensive player's OPEN ratings :
never use the defensive player’s rating). If the sympgj -
") “ with a player behind it, then there 1s a defengjye
switch and the offensive player is now guarded by &
new defensive player. Roll TWO dice and add to de-
fensive player’s index to determine on which card to
find the result. The possible results from the playér’s..
cards under these columns are:

Symbol Result

G  Field goal good, credit assist if pass was to"~ -

OPEN player.
- or blank

Field goal attempt is missed, go to rebound =

procedure.

Bk  Field goal attempt s blocked by opponent.
Go to rebound procedure.

G+  Field goal 1s good and player is fouled by
opponent,



Bl b oul by opponent. Fouled in act of shoot-
ing if on offensive player’s card {two
shots). If on defensive player’s card,
check team fouls for possible free
throws.

P Player MUST pass again. Use pass rating
column of player with the ball.

St . Steal by defensive player.
To  Turnover. Ball goes to defensive team.

(3) 3FG— - Determines whois eligible to shoot 3
- point field goals. “A” means only players with an "A”

rating can shoot. “B” means only players with "A” and

"B” ratings can shoot. “C” means "A”, "B” and "C”
. .player are eligible to take a 3 point shot, etc. If "none”
then no one can shoot a 3,pointer, except in the last 2
minutes of a period whenalL&A” and “B” shooters are
elgible. After determining who has the ball after
PASS, check to see if this player can attempt a 3
pointer. This is an option and does not have to be
checked if you don’t want to attempt a 3 pointer.

(4) REBOUND-— [f field goal of free throw is

missed check for rebound. The possib!e results are:
Def Team credit rebound to team. ’

Def player (FB) rebound plus fast break. Fast
break is optional if coach would rather not take it.

Def 7+or 15+/Team Def if adefensive player has
arating of 7 or greater or 15 or greater then he gets the
rebound, otherwise credit team rebound to defense.

Off position(+x)/Def position add “x” (num-
ber) to offensive player’s rebound rating. If greater
than defensive player’s rebound rating then offensive
player gets rebound, otherwise defensive player gets
rebound. (note: use OFF rating of offensive player,
DEF rating of defensive player.)

Def position (+x)/Off position same as above
except add "x” to defensive player’s rebound rating.

Draw a new card and use ACTION catagory after all
rebounds.

On all OFFENSIVE rebounds, the rebounder may
use OPEN column for shooting, or eise use PASS
column to pass.

CHARTS— The FAST BREAK CHART is used
when “FB” is the result from the rebound sequence.
You add the Offensive Indexes of all players of the
offensive team and subtract the total of the Defensive
team’s player’s indexes. The result of this subtraction
is the column you use on the FAST BREAK CHART.
(25+= Column 1, 21-24= Column 2 etc) Roll 3dice and
find result. Only use this chart ONCE because the fast
break is considered broked down if the player does
not take the shot immediately. “Automatic score by
rank of offensive player” result from the chart means
' that the 1st-highest, 2nd-highest,...5th-highest (de-
pending on the number on the chart) Offensive in-
dexed player gets the basket.

The PRESS CHART can only be used after a basket
or free throw or time out. Same procedure as FAST
BREAK, 1.e. add offensive indexes minus defensive
indexes. Can only be used ONCE after that the offen-
sive team has broken the press, use the PASS
column.

The SPECIAL EVENT CHART is optional and can be
used when an "#” is found under ACTION on the
Fast Action Catds. Roll three dice and find result.

TIMING— Each ACTION or PASS equals 6
seconds. One ACTION and three PASS(es) are a 24
second violation.

nnd g o b
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. 5 SiE har witns, lie goes
piayer, ad to OFF REB rating. high num B3=7, dice
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3=7. mmg‘wm"m card to find
TESU“ H‘f‘lad.miw Hm a resall O =" or missed
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so Jabbar's gets rebound Draw new card, beside
ACTION shows F Magic with ball, roll 3 dice, total = 10,
automatic ASSIST. Draw new card, looking beside
ACTION tells who scored the basket New card again give
result of F or Marques with ball 3 dice total = 7, under
PASSING ratings gives result of Op or open pass New
card bestie PASS shows PM gets the ball Roll 3 dice
again, total = 10 so shot by Moncrief 1s good (using OPEN
ratings) Credit Margues with assist New card has pm
{Nixon) with ball, passing with dice total of 12 guarded.
MNew card says F(7) has ball Adding 7 toMarques DEF of 3
versus Magic's OFF of 9 means use Marques' DEFENSE
for result Dice roll total of 12 results in steal by Marques
Draw new card and proceed
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