STATIS PRO BASKETBALL RULES

SET UP-Tobegin play, select your starting line
ups and place them on the game board.
Guardsare placed in“G1” and “G2”, forwards
in “F1” and “F2” and the Center in “C”. The
visiting team goes first, and then the home
team. Players guard the one directly opposite
them. When matching up players anytime
during the game, the home team always has
the final decision as to who will guard whom.
Shuffle the entire deck of Fast Action Cards.
Before play, count 30 cards from the deck to
represent the FINAL Two MINUTEs of the
quarter. Insert the 2 minute warning card
between the two decks. When all of the cards
in the deck have been played and discarded,
the quarteris over. For overtime periods, count
out 75 FAC and discard the remaining deck.
(This is assuming that you are using a standard
180 card deck.)

TIMEOUTS-Each team is allowed seven
timeouts per game plus one 20-second timeout
per half with a maximum of four in the 4th
quarter and only three in the final two min-
utes. Each team must use at least one timeout
per quarter. Timeouts can only be called when
a team has possession of the ball or during
“deadball” situations.

SUBSTITUTIONS- Coaches may only sub-
stitute during “deadball” situations or
timeouts. Only one player can be substituted
during a 20-second timeout.

FINAL TWO MINUTES-The clock stops dur-
ing the final two minutes of the last quarter
and overtime for made baskets, increasing the
number of possessions during the last two
minutes. To simulate this, once youreach the
two minute card, shuffle the discard pile to
form a new pile. Use the discard pile rather
than the regular deck for all Free Throws, Foul
Number usage, and Z results. In addition,
any team calling a time out during the last two
minutes of the 4th quarter/overtime has the
option to take the ball outat midcourt by draw-
ingits Action/ Press card from the discard pile
to conserve time. This also applies to the last
minute of the first three quarters. Two min-
utes= 30 FACs, One minute =15 FACs.
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STARTING THE GAME- To start the game,
flip over the first FAC and look at “JUMP” to
see which team gets the ball. The team win-
ning the opening jump will also have the ball
to start the 4th quarter. The team which lost
the opening jump will have the ball to start
the 2nd and 3rd quarters. Go to Action.

PLAYER CARD DEFINITIONS

POS: The player’s position.

G: Number of games played.

INJ: The number of games missed for an
extended injury.

SAMPLE PLAYER CARD:

2017-18 NBA

FRAN LARKIN

POS: C-F G: 82 INJ: O
PPG: 14.8 RPG: 16.9 APG: 5.0
MPG: 42 QR: 0

Field Goal: 11-53 (41)s
Secondary: 11-38

Free Throw: 11-78

Rebound: 42

Foul Range: 11-15

Foul Draw: 21

Block: 7 Assist: 11-58
Steal: 3 Stamina: 36
Defensive Rating: Minus 5

SEATTLE SUPERSONICS

PPG: Player’s Points per Game

RPG: Player’s Rebounds per Game
APG: Player’s Assists per Game

MPG: Player’s Minutes per Game

QR: Quarters Rested; number of possi-
ble forced rests a player has during the
game. (See Advanced Play Options)
FieLp Goar: Shooting Ranges for 2-point
and 3-point field goals (see SHOT NUM-
BERS)

SECONDARY: Rating assigned to players
with low scoring averages.

Free THrow: The range used for Free
Throw results.

REBOUND: Rating to consult when deter-
mining rebounds.

FouL RaNGE: Used to determine the player
committing a foul.

Four Draw: Used to determine the player
committing a foul when the foul number
is not in a specific player’s Foul Range.
Brock: Consult when the Shot Number on
the FAC calls for a possible Blocked Shot
by the defense.

Assist: Consult when Advance calls for a
Passer Assist Rating.

StEAL: Consult when Action, Advance, or
Press on the FAC calls for a possible steal
by the defense.

StamiNa: This regulates the playing time
for players. When the sum total of fouls,
field goal attempts and rebounds equal
the stamina rating , the player is consid-
ered fatigued, limiting certain areas of
play for the remainder of the game. See
Page 3.

DEreNsE RATING: The adjustment made to
the opponent’s field goal rating or second-
ary rating. Ratings range from Minus 5
(best) to Plus 5 (worse). If the FIELD GOAL
range of a player is 11-42, with a defense
adjustment of “Minus 3”, has an adjusted
range of 11-37 (There are no “9” or “0” in
Base-8). A rating of 11-48 with a defense
adjustment of “Plus 2” will be an adjusted
range of 11-52.

Team NaME: Name of player’s team.

FAST ACTION CARD DEFINITIONS

SampLE FAsT AcTion CARD (FAC):

ACTION: Pass to G2
REBOUND: Defense F2
SHOT NUMBER: 13 (D5)

ADVANCE: Pass to Choice (Use
passer assist rating)

JUMP: Home Team
Z: Visitor G2 Rests

PRESS: Pass to Choice (any S5
on defense steals)

FOUL NUMBER: 58 or FD3

ACTION begins play. When a team gains pos-
session of the ball, flip the next FAC and consult
ACTION to begin play. You do not refer to AC-
TION after an offensive rebound (go to
ADVANCE) or when the defense employs the
full-court press (Use PRESS).

ConsuLt Z oN NExt CARD: See Z Reading on the
next FAC. (see page 2)

DerensIVE INTENTIONAL Four: A defensive fouls
except the offense gets two free throws regard-
less of the penalty situation.

DousLE DRIBBLE AND TRAVELLING: Turnovers.
Fouts: See foul procedures (see page 3).

FouLED IN THE ACT OF SHOOTING: Determine the
shooting player by the defensive player who
committed the foul (see page 3).Using the Field
Goal Rating, check the Shot Number on the next
FAC to see if the Field Goal Attempt was good.
If the shot was blocked, the basket still doesn’t
countand the defense is not credited with a block
because of the foul. Ignore additional fouls on
Shot Numbers. If the basket is good, the player
gets one Free Throw, if the basket was missed,
the player gets two Free Throws.

Pass To...: The ball goes to the player at position
listed, who can either shoot or advance the ball.
Any player with a SECONDARY must shoot
with that rating.

REBOUND-Determines who gets the rebound.
When a shot is missed, turn to the next FAC and
look at “REBOUND”. The reading will tell who
gets the ball by: 1-calls for the high rebounder at
a position, often with an addition made to the
defense. 2-a player at the listed position(s) with
the highest REBOUND rating gets the ball. 3-
The FAC may call for the highest rated at certain
positions, on a particular team, or in the game.
If there is a tie for a rebound, the rebound al-
ways goes to the defense. If tied on the same
team, the rebound goes to the player of their
coach’s choice.

Following an offensive rebound, the player can
either shoot from FIELD GOAL or go to AD-
VANCE, which will be the first of two allowed
ADVANCES during this possession, as the shot
clock is reset with an offensive rebound.

The fast break option is used off of a direct re-
bound to a forward or center (Defense F1, De-
fense F2, Defense Center). Refer to the Fast Break
Option chart on the last page of the rules (also
on the playing court).



Fouts: Follow foul procedures (Page 3).

Jump BaLL: See next FAC JUMP for possession.
Derense GoaL TENDING: Missed shot counts.
Orrenst GoAL TENDING: Defense gets ball, go to
ACTION.

Some rebound reults will have two readings. FT
for lane violations on free throw attempts. FG
for rebounds on field goal attempts.

SHOT NUMBER-Number to consult for all
Field Goal and Free Throw attempts. When
you decide to have a player shoot, simply
call for the shot and refer to the proper rat-
ing of either FIELD GOAL or SECOND-
ARY. FIELD GOAL is used when shooting
after calling for an ADVANCE, while SEC-
ONDARY is used when a player shoots
right off of ACTION. Some players do not
have a SECONDARY rating; they use the
FIELD GOAL for all shots taken. The “Shot
Numbers” on the FAC range from 11 to 88.
Numbers ending in “9” or “0” are not used,
meaning the number sequence is 11-18, 21-
28, 31-38, etc. A shot is good if the SHOT
NUMBER is within the range (after being
adjusted for defense) of the shooter.

3- PoinT SHOT: The three-point range is found
in parentheses beside the FIELD GOAL rat-
ing. For example, a (42) means that the 3-point
attempt is good if the next SHOT NUMBER
is between 11 and 42, inclusive. There IS NO
defense adjustment to this shot, except it can
be blocked (only by his defending player) and
the player shooting can be fouled . If a player
has no rating in parentheses, that player can-
not attempt a 3-point shot. The Passer Assist
Rating does not apply to 3-Point Goals. Each
player, who attempted 3-point goals, is as-
signed a number by their 3-pt FG rating. This
is the average number of attempts the player
tried per game. To insure statitical accuracy,
try to use this number of attempts, as the 2-
point and 3-point ratings are configured sepa-
rately.

Players may attempt 3-point goals from AC-
TION, PRESS, or ADVANCE (not Passer As-
sist Rating) if their limit rating is 1 or higher.
Some players are assigned an "X" instead of a
number. They can shoot only from ACTION
or PRESS during the last two minutes of the
4th quarter, but their team MUST be behind,
tied, or ahead by 2 points or less. They can
attempt a 3-point shot at no other time dur-
ing the game and only one attempt per game.
The "X” rule applies to a player with a rating
of “0”, except this player’s one shot can be
attempted during the last two minutes of any
quarter, regardless of the score. Crunch time
rule: For players who have reached their limit
but are needed in the last two minutes (4th
quarter or overtime), divide the player’s rat-
ing by two (round down) to determine how
many extra attempts they are allowed. To
qualify for extra attempts, a team MUST be
behind, tied, or ahead by 2 points or less. Play-
ers rated X, 0, or 1 do not qualify.

Brockep Suots: A SHOT NUMBER on the
FAC sometimes has a rating beside it in pa-
rentheses, this being a possible blocked shot.
C=Defensive Center, D=Defending Player,
F=Either Defensive Forward. When a block
shot is called for, compare to that defensive
player's block rating. If the block number on

the FAC is less than or equal to that player
rating, the shot is blocked. Always give the
defense player credit for a blocked shot even if
the SHOT NUMBER is not in the shooter’srange.
After the block, consult REBOUND on the next
FAC to determine who has recovered the ball. If
the offense has recovered, they must shoot un-
less they have another Advance option available.
Remember, a third advance is a 24-second vio-
lation. If defensive goal tending, count the bas-
ket and ignore the block. If the defense recov-
ers, go to ACTION. The Shot Number 11 (BLK)
is automatically a blocked shot on field goal at-
tempts. Ignore ALL blocked shot ratings when
the passer assist rating is used.

FouLep Ir FG AtTemrT: If a foul is indicated
with a SHOT NUMBER, charge the player
indicated with a foul and award the appro-
priate number of free throws. If a specific
defensive player is not indicated, charge the
player guarding the shooter with the foul.
Free THrRows: Use the SHOT NUMBER to
determine successful free throw attempts.
Obviously, no defensive adjustments or
blocks are used.

ADVANCE-Reading for passing the ball af-
ter Action, Rebound, or Press. After AC-
TION, you may not want to shoot. You may
prefer to work the ball around for a better
shot, specific shooter, or work the clock
down. If so, call for “/ADVANCE” and re-
fer to that section of the next FAC. You will
get much better shots under ADVANCE as
the players’ assist ratings will come into
play. A team may call for two ADVANCE
readings, after which a shot must be taken.
SHOT Crock VioLaTioN: If the shot clock is
not used, consider this Travelling.

Jump BaLL: See next FAC JUMP for possession.

Pass To...: The ball goes to the player at po-
sition listed, who can either shoot (from
FIELD GOAL, not SECONDARY) or ad-
vance the ball.

Passer AssisT RATING: This comes up in AD-
VANCE only and when it is called for, use
the passer’s ASSIST rating as the field goal
range for the shooter. A shot with the AS-
SIST rating cannot be blocked, nor do you
make any defensive adjustments. If the
passer and the shooter are the same, the of-
fense selects any player to use for the shot.
Credit an assist to the player whose pass
leads to a basket after ANY Advance, not
just Passer Assist Rating. Also when desig-
nated in the FACs or FB Chart.

JUMP-Determines control of Jump Balls.

Z- The Z reading is designed to bring about un-
usual events during a game.

Excessive FLAGRANT Fout: Use foul drawing pro-
cedure to determine the player who committed
the foul. This player is ejected from the game.

Derense GoAL TENDING AND TecHNICAL ON DE-
FENSIVE PLAYER: Use the FOUL NUMBER closest
to the player’s foul range. Award the field goal
to the offense player being guarded.

DousLe Four: Home team names which
player on his team commits the foul. The

visiting team player guarding also gets a
foul. No free throws but a team foul is
awarded for both teams. Use a jump ball to
continue play.

Home Team OPTION TO ADD/SKIP CARDS:
Home team is given the option to add or
skip a certain number of FAC cards.

Jump BaLL: See next FAC JUMP for possession.
Pass To Cuoice WHo Scores: The offense
coach decides who scores. Some readings
call for a foul as well, the defending player
guarding the shooter commits the foul. Of-
fense choice to credit the assist.

PLAYER INJURED FOrR Two QUARTERS : Players
cited with this injury miss the current quar-
ter and the following quarter of this game
only. It does not carry over to the next game.
PrLAYER INJURED SEE RATING: Player is con-
sidered injured for remainder of this game
PLUS the number of games opposite his
injury rating. Players with an injury rating
of “0” miss only the rest of the game. A
player cannot miss more games than in real
life. Ignore any amount of games beyond
this number. Only one injury per team per
game.

PLAYER MusT REsT: The player named must
rest for the remainder of the quarter. No one
position can be forced to rest more than one
player per quarter. It is possible in some
games to have a player forced to rest a por-
tion of every quarter. If a player still has
Stamina/Shots available during the 4th
quarter or overtime, ignore forced rests.
Option: see QR Rating on Page 3.

PLaYERs FIGHTING: The players cited for
fighting are accessed a technical. They re-
main in the game unless they get a second
technical foul.

TecuNIcAL FouL-CoacHes: Opponent
awarded one free throw. If the coach is
ejected, that team loses one index point. If
at 0, award the opposing team one Index
point (home or visitor).

TecHNICAL FouLs-PLAYERs: Use the FOUL
NUMBER closest to the player’s foul range.
The other team gets a free throw. Play re-
sumes where left off before the technical.
TecHNICAL FouL-ZoNE DEreNse: Offense gets
one free throw and resets the shot clock. It
is assumed that a team has already received
a warning and the free throw is awarded.
Where Zone Defense is allowed, consider
this as a Technical Foul for a Defensive 3-
second violation.

Norte: To prevent the same readings from
occurring each quarter, burn (place) the Z
reading in the middle of the discarded FACs
deck.

PRESS-Use this in instead of Action when
Press Defense is applied. PRESS can only be
used during the last two minutes of the first
three quarters and the entire 4th quarter and
overtime, after “Deadball” situations or while
using Zone Defense.

BALL THROWN AWAY, DOUBLE DRIBBLE, LINE VIO~
LATION, TRAVELLING, 10-sEcONDs: Turnovers.



Consurt Z ON Next CarD: Follow Z instruc-
tions on the next FAC.

DEereNsSIVE INTENTIONAL FouL: Same as defen-
sive fouls except the offense gets two
freethrows regardless of the penalty situa-
tion and possession of the ball.

Fouts: Follow foul procedures below.
Jump BaLL: See next FAC JUMP for posses-
sion.

Out Or Bounps To HoME Team: The ball is
out of bounds and awarded to the Home
Team.

Pass To...: Same as ADVANCE (page 1).

Pass To CHOICE (ANY S*): Refer to Steal Rule
below at the bottom of this column.

Pass To PLaYER WHO Scores: Credit a field
goal and assist to the designated players.

DETERMINING FOULS-When a Defen-
sive Foul is called for, check the defensive
players’ foul ranges to determine who com-
mitted the foul. If any player has the foul
number WITHIN his range, he is charged
with a foul. Refer to the FOUL NUMBER at
the bottom of the next FAC which gives both
a preliminary number to check against foul
ranges of the defensive players and a FOUL
DRAW (FD) number to use if no defensive
player has the number given. Example: 11
or FD1. Look for 11 in the defensive play-
ers’ ranges and if not found use FD1. Use
the FOUL DRAW rating on the offensive
player as follows: FD1 is the highest rated
player, FD2 is the second highest, etc. This
offensive player has drawn a foul from the
defensive player directly guarding him.
That player is charged with the foul. If two
or more players have the same FD number,
the foul is charged to whomever the home
coach chooses. When fouled in the act of
shooting, you first have the player who was
fouled complete the shot attempt. ALWAYS
use FIELD GOAL, even if the player has a
SECONDARY. Defense adjustments and
Blocks do apply. If the shot is good, the
player gets one free throw. If the shot is
missed, the player gets two free throws. Do
not charge the player with a field goal at-
tempt if the shot is missed.

A team is permitted four fouls per period
(three in overtime) without penalty. Each
additional foul results awards offense two
free throws. If a team has not committed
it’s quota of four team fouls during the first
10 minutes of a period (three in overtime),
it is permitted to incur one more Team Foul
in the final two minutes of that period with-
out additional penalty. Refer to the rules of
the game during the era that you are play-
ing as the rules and number of free throws
awarded vary at times.

When offensive charging is called for, check
the offensive players’ foul ranges to determine
who committed the foul. If any player has
the foul number WITHIN their range, they
are charged with a foul. If not, the player clos-
est to it, is charged. An offense chargingf foul
does not count as a team foul and no free
throws are awarded.

STEALS-Action, Advance, and Press
sometimes has an (S) rating beside it in pa-
rentheses indicating a possible steal. You
refer to the defensive player indicated by
the FAC for the possible steal. If the steal
number on the FAC is less than or equal to
the defensive player’s steal rating, the pass
has been stolen. “ANY S” means any player
on defense, regardless of the position. Af-
ter a successful steal, the defense gains con-
trol of the ball. Go to ACTION for the
next play .

STAMINA\SHOTS: Each player has a
Stamina rating to determine fatigue.
Stamina is based on the number of field goal
attempts (including 3 point attempts),
rebounds, and personal fouls a player
averages per game. Combine the three
elements and when a player reaches his
Stamina total, that player must sit out until
the sub reaches their stamina total. The
starter may return, but comes back with a
defensive change. If he has a minus rating,
his fatigue makes him a Plus 0. If he has a
Plus rating, his fatigue makes him a Plus 5.
SHOTS OPTION: Later versions of Statis
Pro games used only number of shots taken
to determine fatigue. The Shots number can
be found on the Gold Roster Cards that
come with each Team in the set.

Note: If a player still has Stamina/Shots
available during the 4th quarter/overtime,
ignore forced rests.

EXTRA PLAYERS

In most sets of cards, extra players were is-
sued. They are usually players who have
made a contributon to their team, but were
not included because of the roster limit. They
can be identified by the * at the top of their
card and the lack of an assigned foul range.
You can substitute these players for any player
on their team. The extra player assumes the
foul range of the player that has been replaced
on the roster. Only one player per game can
be optionally substitued for. In the event of
multiple injuries, then more one extra player
can be substituted.

ADVANCED PLAY OPTIONS

DeLiBerATE FouLs: In order to stop the clock
by fouling, the defensive coach calls for a
“Foul” while the next FAC is being turned
over. This can be used only with AC-
TION. The player being “Passed to” be-
comes the player drawing the foul. No
other readings change except turnovers
which become “ball knocked out of
bounds and awarded to the offensive
team”.

DousLE Team DEerense: The purpose is to
double up on an offense player. To use
this option, the defense declares they are
double teaming an offensive player. This
option is for use under ACTION or
PRESS, not ADVANCE. The defensive
coach names which player is being double
teamed and the two defensive players

who are double teaming, leaving an of-
fensive player unguarded. If the ball goes
to the double teamed player, the FIELD
GOAL rating is dropped by ten (actual,
not base-8) numbers. If the pass goes to
the player left unguarded, add ten (actual,
not base-8) numbers to his FIELD GOAL
rating. Ignore the secondary when using
this option. Fouls are accessed to the pri-
mary defensive player.

Hot NicHT RuLE: Before the start of the
game, cut the deck of FACs and refer to
the SHOT NUMBER. If it is between 81-
88, then a starting player will have a HOT
NIGHT. This means that the
Stamina\Shots rating of the selected
player will be ignored for the game, giv-
ing them the opportunity to have a career
game. Forced rests and defense ratings
against this player are also ignored. All
personal fouls will count. Once it has been
determined that a player will have a HOT
NIGHT, shuffle the FACs again, cut the
deck, and check the FOUL NUMBER and
compare to the chart:

Foul Number 11-24 = F1 is HOT

Foul Number 25-38 = F2 is HOT

Foul Number 41-54= Center is HOT
Foul Number 55-68 = G1 is HOT

Foul Number 71-84= G2 is HOT

Foul Number 85-88 = CHoIcE OF PLAYER 1s HOT
You may draw for a HOT player on each
team or, for one player only, use a ran-
dom drawing of the Jump reading in de-
termining the player’s team (home or vis-
iting team).

Loose DEerensE: To avoid fouls and is used,
generally, late in the game when you are
ahead. State you are now in the LOOSE
DEFENSE mode and you now ignore calls
of DEFENSE FOUL. Fouled in the Act of
Shooting is still in effect. You cannot call
for LOOSE DEFENSE and PRESS. For us-
ing LOOSE DEFENSE, all players become
“PLUS 5”.

INTENTIONALLY Missep FrRee THrOw: Dur-
ing the last two minutes, the offensive
coach may call for an intenionally missed
free throw instead of turning the next FAC
for the free throw attempt result. All de-
fensive players are increased by 5 on their
rebound ratings, ignore any rebound ad-
ditions to the offense, the next FAC to
determines who gets the rebound.

ONE FAC rerT: With one FAC left in the
deck, go to Action allowing the quarter
to end after finishing any action required
by using discarded Fast Action Cards.
OrTtioN: The offense may take a buzzer
shot. The coach selects a guard, subtracts
10 (base 10 subtraction) from the FIELD
GOAL (or SECONDARY if the player has
one) and checks the SHOT NUMBER on
the last FAC. If it is within the range, the
shot is good. The same may be done for a
three-point goal attempt. Do not use any
defensive players adjustments except the
shot CAN be blocked.



QR: Quarters Rested; this rating determines the
maximum number of quarters per game a player
may sitout because of the Forced Rest rule. This
rating doesn’t mean a player MUST sit out that
many quarters. Ratings range from 0 to4. A QRO
never has to rest. Simply ignore the Z reading
and continue the game. A QR1 rests only one
quarter in a game. After resting during a quar-
ter, ignore any more rests for this player. QR2
rests no more than two quarters, QR3 rests up to
three quarters, and QR4 must restin every quar-
ter that a rest is called for, including overtimes.
If a player has available rests available during
overtime and the Forced Rest comes up, sorry,
that player must rest. When using the QR, you
should notuse Index points to ignore forced rests.
SaG DerensE: For more rebounding power. Be-
fore ACTION or PRESS, the defense states it is
in the SAG mode. If a FIELD GOAL attempt is
missed, add 3 to all defensive players rebound
ratings. All defense players become “Plus5”. You
givethe offense have better shots for better re-
bound position.

ZONE DEFENSE

Before going to ACTION, the defense calls for
aZone. Add the players’ defensive ratings to-
gether and divide by 5. Apply this one defen-
sive rating to each offense players” FG and
secondary ratings. The foul procedure does
not change. The defense can press at any time
during zone defense.

HOME TEAM INDEX

Each team has Index numbers on their team card.
These index points reflecta team’s enhanced abil-
ity to win as Home Team. The Home Team can
use these Index Points for the advantages listed
below until it has zero points remaining. A team
should not use more than one-third of its Index
Points per quarter during the first three quarters
and no more than half in the 4th quarter.

IGNORE ForcED REsTs: The Home Team can

ignore a mandatory rest “Z result”. Con-
tinue with ACTION (or PRESS). This op-
tion is not available when using the QR
Rating. Cost: 2 POINTS

IcNorE Fours: ANY foul against the home
team can be ignored. If during a rebound,
draw another FAC to determine who gets
the rebound. During ACTION, AD-
VANCE or PRESS, instead of a foul the
ball must be ADVANCED again. If out of
ADVANCE options it is a 24-second vio-
lation. Does not apply to technical fouls.
COST: 1 PoiNT

IcNORE STEALs: The Home Team can ig-
nore any steal. The player who was to
recieve the pass retains the ball but the
ball must be ADVANCED again. If out of
ADVANCE options it is a 24-second vio-
lation. COST: 1 PoINT

ReBouND CHANGE: Home Team changes
Visitor Team rebound. Rebound results
calling for only the highest rated
rebounder can be changed. For a rebound
going to the highest rated Visitor player,
the Home Team, overturning that result,
must give the rebound to its highest rated
rebounder. Similarly, if the FAC called for
the rebound to go to the highest rated at

F1, the Home Team must give the rebound
to their F1 in overturning the result.
COST: 1 PoinT

StEAL OF BALL: Call for a steal of the ball at
any time. Credit the primary defender of
the ball holder at the time with a steal.
COST: 2 PoiNnTs

REJUVENATED PLAYER

A starting player from the Home Team with
no stamina left, is rejuvenated in the fourth
quarter by the cheering home team crowd.
He returns to the game without penalties
for no stamina. Also, ignore forced rests as
if he still had stamina points.

COST: 3 PoinTs

DISQUALIFICATIONS

Players are ejected from the game for six
personal fouls or two technical fouls. If a
team, due to injury or disqualification, is
reduced to less than 5 players, the last
player to have fouled out will returned to
play. Their defense becomes a Plus 5. His
team will be assessed a Technical Foul for
returning a disqualified player. For each
insuing personal foul, two free throws and
possession of the ball go to the opposing
team. Players are ejected for flagrant fouls
under the Z reading.

Optional Rule for Intentional Fouls: If
next FAC FOUL NUMBER is 81-88, the
player is ejected.

OUT OF POSITION PLAYERS
Players should play only the position(s)
listed on their card. The only time a
player can play out of position is when
another player is not available because
of injury, disqualification, or Stamina.
The OOP player’s defense becomes a
“Plus 5”. Centers and Center-Forwards
cannot play Guard. Centers, beginning
with the lowest rebound rating, can play
forward. Forwards, beginning with the
highest rebound can play Center.
Forwards, beginning with the lowest
Rebound rating, can play Guard.
Guards, beginning with the highest
Rebound rating can play Forward.
Guards cannot play Center. A player
must return from a forced rest before
before allowing a player to play out of
position. Players positioned as F-G or
G-F can play Center, if a player rated
only as a Forward is unavailable.

RULE CHANGES FOR COLLEGE

UsiNg NBA FACs: The college game is
played in two 20-minute halves instead of
four quarters, requiring 300 FACs per half.
College games need to be played with two
10-minute sequences per half. Each 10-
minute sequence is 150 FACs. For the first
10-minute sequence of a half, discard 30
cards and play through the deck of FACs.
For the second 10-minute sequence of a half,
reshuffle the entire deck and count out and
discard 30 cards. Play through the newly
shuffled 150 cards to finish the second 10-
minute sequence of the half. This provides
the two 10-minute segments per half, repro-

ducing the “four quarter per game ” playing
effect for Statis Pro purposes, such as forced
rests and temporary injuries.

Count 75 cards for overtime periods.
UsING CoLLEGE FACs: There are 300 cards
in this deck. Enough for the entire half.
This eliminates the extra card shuffling
you must do with the NBA FACs. This
deck also contains readings exclusive to
college rules. Use the ten-minute divider
card in the middle of the deck. This pro-
vides the two 10-minute segments per
half, reproducing the “four quarter per
game” playing effect for Statis Pro pur-
poses. You do not have to interrupt play
immediately at 150 cards. It is not neces-
sary to make the changes exactly at this
time. The resting and temporarily injured
players that can return may do so at the
next dead ball situation.

Count 75 cards for an overtime period.

Apvance: When playing teams that do not
use a shot clock, you may work under ad-
vance as many times as you like, BUT de-
fense may call for the PRESS at any time,
not just in place of ACTION.When using
a time clock for college, you may advance
the ball 3 times before you must shoot .
Normal usage of PRESS applies when us-
ing a shot clock for college.

Forcep REesTs: When a forced rest is called
for, the player must rest until the end of
the current 10-minute sequence. Remem-
ber to check the player’s QR Rating.
INjurY: Players injured for two quarters,
instead must sit out the current 10-minute
sequence and the following 10-minute se-
quence. Only one injury per team per
game.

TmmeouTs: Allow each team 6 full timeouts
and two 20-second timeouts. Each team
must use at least one timeout in each 10-
minute sequence.

Howme INDEx: The home team may use no
more than half of their index points in the
last 10 minute segment.

When playing on a NEUTRAL court, sub-
tract index points between the two teams.
The team with the highest index is al-
lowed to use the number of points left af-
ter subtracting as their index points. If
their isn’t a difference, neither team uses
index points.

Jump BaLL: Teams alternate possession af-
ter the opening tip-off.

Fours: During the last minute of the col-
lege game, and in OT, the clock stops af-
ter a made basket. No subs are allowed
though. Observe NBA Final Two Minutes
rule for college except it only applies for
the last minute (15 FACs). After the 6th
team foul, the 7th, 8th, and 9th fouls are 1
and 1. The 10th foul is 2 shots. Technical
fouls; the offended team shoots 2 free
throws,your choice of the player in the
game shoots the free throws. They also
count as a personal foul and a team foul.

NEeuTRAL CoURT: Use the possession arrow
to determine any calls directed to the
home team.



Here is a current list of my Statis Pro basketball items. All cards are Base-8. All sets are sold separately.
New sets: Men's College Sets 14, 15, & 16

ABA-NBA Era sets, $20.00 each: Historic NBA sets, sold as 4-Season Combo packs

1967-68 1970-71 1973-74 Your choice of 4 for $22 ($6 Individually)
1968-69 1971-72 1974-75 1951-52 1955-56 1959-60 1963-64
1969-70 1972-73 1975-76 1952-53 1956-57 1960-61 1964-65
1967-68 through 1975-76 includes both ABA & NBA as one set. 1953-54 1957-58 1961-62 1965-66

1954-55 1958-59 1962-63 1966-67
Modern NBA sets, $20.00 each: Special: Order these 16 sets at one time for $80
1976-77 1987-88 1998-99 2009-10
1977-78 1988-89 1999-00 2010-11 ALL College Team Sets (1-16) are $19.00 each:
1978-79 1989-90 2000-01 2011-12 See next page for the list of teams for each college set.
1979-80 1990-91 2001-02 2012-13 2007 Men's NCAA Sweet 16 2013 Men's NCAA Sweet 16
1980-81 1991-92 2002-03 2013-14 2008 Men's NCAA Sweet 16 2014 Men's NCAA Sweet 16
1981-82 1992-93 2003-04 2014-15 2009 Men's NCAA Sweet 16 2015 Men's NCAA Sweet 16
1982-83 1993-94 2004-05 2015-16 2010 Men's NCAA Sweet 16 2016 Men's NCAA Sweet 16
1983-84 1994-95 2005-06 2016-17 2011 Men's NCAA Sweet 16 2017 Men's NCAA Sweet 16
1984-85 1995-96 2006-07 2017-18 NEW! 2012 Men's NCAA Sweet 16 2018 Men's NCAA Sweet 16
1985-86 1996-97 2007-08 NEW!
1986-87 1997-98 2008-09

Specialty Sets, $20.00 each:

NEW! 1961-62 & 1962-63 ABL seasons (Both years combined as one set)
NBA Franchise All Star Teams-All 30 NBA team rosters filled with their greatest players....... Updated through 2016.
ABA Franchise All Star Teams-All 12 ABA team rosters filled with their greatest players. The ABA set sells for $13.00.
Great Pro Teams Set 1 (team rosters are listed below)
Great Pro Teams Set 2 (team rosters are listed below)

NBA Fast Action Cards - $10.00 per deck (180 cards to represent an entire quarter)
College Fast Action Cards - $12.00 per deck (300 cards to represent an entire half)

Playing Court, printed in color - $7.00 each
Score Sheets, in a pad of 50 pages, printed on both sides (100 Games) - $7.00 each

| do not have an order form. Just send an email with a list of items. | will gladly send you a total.

| accept Pay Pal, checks, and money orders. My Paypal account is pgraham@mchsi.com

All international purchases MUST pay through PAYPAL, unless APO or FPO.

My email address (and PayPal account) is: pgraham@mchsi.com

For a more convenient payment, a Paypal invoice is available upon request.

Paying by check or money order (U.S.A. only), please mail to:

Phil Graham

1745 S. Kentwood Ave.
Springfield, MO 65804

Email me for cost BEFORE making payment to confirm pricing.
pgraham@mchsi.com

| pay postage for orders in the U.S.A.

Postage to foreign countries is determined by International Postage rates from the U.S.A. (minimum charge of $6.00 USD).

Domestic postal rates apply to APO & FPO. All international purchases MUST pay through PAYPAL, unless APO or FPO.

Some new features include; a more user-friendly stamina rule, shot at the buzzer option, an exciting Hot Night Rule, even a
purposely missed free throw option. Changes for playing college are also included. Rules exclusive to my game are; realistic
limitations for 3-point goal attempts and my new "QR" rule accurately limiting forced rests in the Z readings.

NBA Great Teams Set 1: 2000-01 LA Lakers, 1998-99 San Antonio, 1996-97 Utah, 1995-96 Chicago, 1993-94 Houston,
1992-93 Phoenix, 1991-92 Chicago, 1988-89 Detroit, 1986-87 LA Lakers, 1985-86 Boston, 1982-83 Philadelphia, 1978-79
Seattle, 1976-77 Portland, 1975-76 San Antonio*, 1975-76 Boston, 1974-75 Denver*, 1974-75 Golden State, 1973-74 NY Nets*,
1971-72 Kentucky*, 1971-72 Utah*,1971-72 LA Lakers, 1970-71 Milwaukee, 1969-70 Indiana*, 1969-70 NY Knicks,

1966-67 Philadelphia, 1964-65 Boston, and 1957-58 St. Louis. * ABA Team

NBA Great Teams Set 2: 2001-02 Sacramento, 1999-00 Indiana, 1996-97 Miami, 1995-96 Seattle, 1995-96 Orlando,

1992-93 New York, 1990-91 Boston, 1990-91 Portland, 1989-90 Los Angeles, 1988-89 Cleveland, 1986-87 Atlanta,

1984-85 Milwaukee, 1980-81 Boston, 1979-80 Los Angeles, 1977-78 Philadelphia, 1975-76 New York Nets*, 1974-75 Kentucky*,
1974-75 Washington, 1972-73 Boston, 1972-73 Carolina*, 1972-73 Milwaukee, 1968-69 Oakland*, 1967-68 Pittsburgh*,

1967-68 St. Louis, 1963-64 Cincinnati, 1959-60 Boston, and 1952-53 Minneapolis. * ABA Team

pgraham@mchsi.com

Ordering Information



Men's College Teams 1: 1967-68 UCLA, 1971-72 UCLA, 1973-74 North Carolina State, 1975-76 Indiana, 1977-78 Kentucky,
1978-79 Michigan State, 1979-80 Louisville, 1981-82 North Carolina, 1982-83 Houston, 1983-84 Georgetown, 1988-89 Michigan,
1989-90 UNLV, 1991-92 Duke, 1992-93 North Carolina, 1995-96 Kentucky, 1998-99 Connecticut, 2000-01 Duke, and 2002-03 Syracuse.

Men's College Teams 2: 1955-56 San Francisco, 1959-60 Cincinnati, 1960-61 Ohio State, 1967-68 Houston, 1969-70 Jacksonville,
1972-73 Memphis State, 1974-75 UCLA, 1976-77 Marquette, 1978-79 Indiana State, 1980-81 Indiana, 1982-83 North Carolina State,
1984-85 Villanova, 1987-88 Kansas, 1992-93 Michigan, 1993-94 Arkansas, 1994-95 UCLA, 1996-97 Arizona, and 2001-02 Maryland.

Men's College Teams 3: 1958-59 Kansas St, 1962-63 Loyola-Chicago, 1965-66 Texas Western, 1969-70 UCLA, 1970-71 Western
Kentucky, 1971-72 North Carolina, 1973-74 Notre Dame, 1980-81 Virginia, 1985-86 Louisville, 1988-89 lllinois, 1989-90 Georgia Tech,
1990-91 Kansas, 1997-98 Utah, 1999-00 lowa St, 2000-01 Arizona, 2001-02 Oklahoma, 2003-04 Duke, and 2004-05 North Carolina.

Men's College Teams 4: 1956-57 Kansas, 1964-65 Michigan, 1965-66 Kentucky, 1968-69 Purdue, 1970-71 USC, 1973-74 Marquette,
1976-77 UNLV, 1977-78 Notre Dame, 1980-81 DePaul, 1984-85 Memphis St, 1987-88 Arizona, 1992-93 Seton Hall, 1996-97 Minnesota,
1998-99 Duke, 2000-01 Stanford, 2001-02 Gonzaga, 2002-03 Kansas, and 2004-05 lllinois.

Men's College Teams 5: 1958-59 West Virginia, 1963-64 UCLA, 1966-67 Louisville, 1969-70 St. Bonaventure, 1970-71 Marquette,
1972-73 Providence, 1975-76 Rutgers, 1980-81 Oregon St, 1984-85 St. John's, 1986-87 UNLV, 1987-88 Oklahoma, 1991-92 Indiana,
1995-96 Massachusetts, 1997-98 North Carolina, 1999-00 Michigan St, 2001-02 Cincinnati, 2002-03 Texas, and 2003-04 Connecticut.

Men's College Teams 6: 1967-68 North Carolina, 1969-70 South Carolina, 1970-71 Villanova, 1971-72 Florida State, 1974-75 Kentucky,
1975-76 Michigan, 1976-77 North Carolina, 1977-78 Duke, 1979-80 Purdue, 1979-80 UCLA, 1985-86 Duke, 1986-87 Indiana, 1986-87
Syracuse, 1988-89 Seton Hall, 1995-96 Syracuse, 1997-98 Kentucky, 1999-00 Florida, and 2001-02 Indiana.

Men's College Teams 7: 1970-71 UMass, 1972-73 Indiana, 1973-74 Maryland, 1975-76 Alabama, 1976-77 San Francisco,
1979-80 Missouri, 1983-84 North Carolina, 1985-86 Navy, 1985-86 Notre Dame, 1988-89 Georgetown, 1989-90 Arkansas, 1991-92 LSU,
1993-94 Arizona, 1995-96 Wake Forest, 1996-97 Kansas, 1998-99 Ohio St, and 2002-03 Marquette.

Men's College Teams 8: 1969-70 New Mexco St, 1973-74 Long Beach St, 1974-75 Louisville, 1977-78 Arkansas, 1979-80 BYU,
1981-82 Georgetown, 1983-84 Kentucky, 1985-86 NC State, 1986-87 lowa, 1987-88 Duke, 1988-89 Missouri, 1989-90 LaSalle, 1991-92
Ohio St, 1993-94 Purdue, 1995-96 Uconn, 1997-98 Stanford, 1998-99 Auburn, and 2003-04 Georgia Tech.

Men's College Teams 9: 1971-72 Louisville, 1973-74 Kansas, 1975-76 Tennessee, 1977-78 Detroit, 1979-80 Ohio St, 1982-83 Georgia,
1984-85 Louisiana Tech, 1985-86 LSU, 1986-87 Providence, 1987-88 Purdue, 1987-88 Temple, 1989-90 Loyola-Marymount, 1989-90
Michigan St, 1991-92 Cincinnati, 1994-95 Oklahoma St, 1995-96 Georgetown, 1998-99 Maryland, and 1998-99 St. John's.

Men's College Teams 10: 1956-57 North Carolina , 1969-70 LSU, 1970-71 Notre Dame, 1976-77 Minnesota, 1978-79 DePaul,
1982-83 Virginia, 1984-85 Maryland, 1985-86 Georgia Tech, 1991-92 Alabama, 1992-93 Kentucky, 1992-93 Temple, 1995-96 Mississippi St,
2000-01 Boston College, 2001-02 Pittsburgh, 2003-04 Oklahoma St, 2004-05 Michigan St, 2005-06 Florida, 2005-06 LSU.

Men's College Teams 11: 1961-62 Cincinnati, 1968-69 Marquette, 1969-70 Florida State, 1969-70 Kentucky, 1981-82 Minnesota,
1984-85 Georgetown, 1985-86 North Carolina, 1993-94 Florida, 1994-95 Michigan St, 1999-00 Wisconsin, 2000-01 USC, 2001-02 Missouri,
2002-03 Kentucky, 2003-04 St. Joseph's, 2004-05 Louisville, 2004-05 Washington, 2005-06 George Mason, 2005-06 UCLA.

Men's College Teams 12: 1953-54 Kentucky, 1964-65 Princeton, 1966-67 New Mexico, 1968-69 North Carolina, 1970-71 Kansas,
1973-74 UCLA, 1974-75 Syracuse, 1976-77 North Carolina-Charlotte, 1982-83 Louisville, 1991-92 USC, 1993-94 California, 1993-94 Duke,
1999-00 North Carolina, 2000-01 lllinois, 2001-02 Connecticut, 2003-04 Stanford, 2005-06 Villanova.

Men's College Teams 13: 1965-66 Syracuse, 1979-80 Kentucky, 1979-80 LSU, 1981-82 Missouri, 1983-84 Auburn,
1985-86 Kentucky, 1990-91 UNLV, 1991-92 Memphis, 1995-96 Texas Tech, 1999-00 Cincinnati, 2003-04 Mississippi State,
2004-05 Gonzaga, 2004-05 Wake Forest, 2005-06 Georgetown, 2005-06 lowa, 2006-07 Texas, 2006-07 Wisconsin, 2009-10 Kansas.

Men's College Teams 14: 1953-54 La Salle, 1960-61 Cincinnati, 1963-64 Duke, 1968-69 UCLA, 1970-71 Pennsylvania, 1972-73 North
Carolina St, 1978-79 lowa, 1980-81 LSU, 1985-86 Kansas, 1988-89 Syracuse, 1991-92 Michigan, 1994-95 Arkansas, 1996-97 Kentucky
2007-08 Butler, 2011-12 Missouri, 2012-13 Georgetown, 2013-14 Wichita St, 2016-17 Duke.

Men's College Teams 15: 1957-58 Kentucky, 1966-67 North Carolina, 1968-69 La Salle, 1970-71 Indiana, 1971-72 Maryland, 1972-73
1972-73 UCLA, 1978-79 Pennsylvania, 1980-81 Notre Dame, 1983-84 Virginia, 1985-86 Cleveland St, 1989-90 Michigan, 1990-91
Syracuse, 1994-95 Villanova, 2001-02 Kansas, 2011-12 Duke, 2012-13 Gonzaga, 2015-16 Michigan St, 2016-17 Louisville.

Men's College Teams 16: 1958-59 California, 1966-67 UCLA, 1968-69 Santa Clara, 1969-70 Purdue, 1972-73 Minnesota, 1974-75 Indiana,
1978-79 Syracuse, 1981-82 Louisville, 1983-84 Houston, 1990-91 Duke, 1992-93 Kansas, 1994-95 North Carolina, 1998-99 Michigan St,
2006-07 Ohio St, 2007-08 Notre Dame, 2012-13 New Mexico, 2014-15 Virginia, 2016-17 Villanova.

pgraham@mchsi.com I Do Not sell individual teams or player cards.

Ordering Information



When using Avalon Hill's SP BKB Fast Action Cards prior to ©1987 with MY player cards, all players with steal and blocked shot ratings of 6
or higher should be treated the same as if they were rated "5". Ratings of 6 and higher were not used by Avalon Hill's FACs until 1987.

When using MY SP BKB Fast Action Cards with Avalon Hill player cards prior to ©1987, all FAC readings with steal and blocked shot ratings
of 6 or higher should be IGNORED. The ratings of 6 and higher are not available with Avalon Hill's player cards prior to ©1987.

MY SP BKB Player Cards and NBA Fast Action Cards are completely compatible with Avalon Hill's Statis Pro Basketball Base-8 games. None
of my cards are compatible with Base-10. Base-10 was used by Avalon Hill for their 1992-93, 1993-94, and 1994-95 seasons. All seasons
before 1992-93 are Base-8. ALL of my cards are Base-8. | do not offer base-10 cards.

After 16 years of Base-8, in the summer of 1993, Avalon Hill completely revised Statis Pro Basketball, creating a brand new version, Base-10.
Almost every rating in the game was changed. It actually became an entirely different game than Base-8. Many coaching decisions were
taken away from the game player and decided by the FACs. | do not use Base-10 because | didn't care for the changes. They took away too
much of my enjoyment. Even though it had a respectable following, the Base-10 version died three years after it was introduced, as did Avalon
Hill. Perhaps Avalon Hill should have had someone making their coaching decisions for them...

All Base-8 NBA and ABA seasons use a deck of 180 Fast Action Cards. Any more than that will result in unrealistic statistics. | cannot verify
other home made FACs as being compatible. Some NBA decks are 90 cards printed on both sides, but still equaling 180. My NBA deck has
180 single sided cards. It CAN be used for college, though extra shuffling of the FACs is necessary.

My College deck of FACs has 300 single sided cards. This deck was specifically designed for the College game, which plays 20 minutes

per half, unlike the 12 minute quarters in the pros. It has been tested by players, like you, from all over the country and has been well received.
Using this deck for college the extra shuffling of FACs mentioned above and also uses college game terminology.

The college FACs are NOT compatible with any NBA or ABA season.

pgraham@mchsi.com
Base 8 Defense Application Chart

' ot fa
g -5 -4 -3 -2 -1 0 +1 +2 +3 +4 +5

\ 4 Result Result Result Result Result Result Result Result Result Result Result
11-31 11-24 11-25 11-26 11-27 11-28 11-31 11-32 11-33 11-34 11-35 11-36
11-32 11-25 11-26 11-27 11-28 11-31 11-32 11-33 11-34 11-35 11-36 11-37
11-33 11-26 11-27 11-28 11-31 11-32 11-33 11-34 11-35 11-36 11-37 11-38
11-34 11-27 11-28 11-31 11-32 11-33 11-34 11-35 11-36 11-37 11-38 11-41
11-35 11-28 11-31 11-32 11-33 11-34 11-35 11-36 11-37 11-38 11-41 11-42
11-36 11-31 11-32 11-33 11-34 11-35 11-36 11-37 11-38 11-41 11-42 11-43
11-37 11-32 11-33 11-34 11-35 11-36 11-37 11-38 11-41 11-42 11-43 11-44
11-38 11-33 11-34 11-35 11-36 11-37 11-38 11-41 11-42 11-43 11-44 11-45
11-41 11-34 11-35 11-36 11-37 11-38 11-41 11-42 11-43 11-44 11-45 11-46
11-42 11-35 11-36 11-37 11-38 11-41 11-42 11-43 11-44 11-45 11-46 11-47
11-43 11-36 11-37 11-38 11-41 11-42 11-43 11-44 11-45 11-46 11-47 11-48
11-44 11-37 11-38 11-41 11-42 11-43 11-44 11-45 11-46 11-47 11-48 11-51
11-45 11-38 11-41 11-42 11-43 11-44 11-45 11-46 11-47 11-48 11-51 11-52
11-46 11-41 11-42 11-43 11-44 11-45 11-46 11-47 11-48 11-51 11-52 11-53
11-47 11-42 11-43 11-44 11-45 11-46 11-47 11-48 11-51 11-52 11-53 11-54
11-48 11-43 11-44 11-45 11-46 11-47 11-48 11-51 11-52 11-53 11-54 11-55
11-51 11-44 11-45 11-46 11-47 11-48 11-51 11-52 11-53 11-54 11-55 11-56
11-52 11-45 11-46 11-47 11-48 11-51 11-52 11-53 11-54 11-55 11-56 11-57
11-53 11-46 11-47 11-48 11-51 11-52 11-53 11-54 11-55 11-56 11-57 11-58
11-54 11-47 11-48 11-51 11-52 11-53 11-54 11-55 11-56 11-57 11-58 11-61
11-55 11-48 11-51 11-52 11-53 11-54 11-55 11-56 11-57 11-58 11-61 11-62
11-56 11-51 11-52 11-53 11-54 11-55 11-56 11-57 11-58 11-61 11-62 11-63
11-57 11-52 11-53 11-54 11-55 11-56 11-57 11-58 11-61 11-62 11-63 11-64
11-58 11-53 11-54 11-55 11-56 11-57 11-58 11-61 11-62 11-63 11-64 11-65

Interested in an updated version of the Sports Illustrated\Superstar Baseball game? | have one available. All 30 Major
League teams and two Negro League All Star Teams are included with a roster of 27 players per team. There is a total

of 864 players in my ATAS set. What makes my set unique from all others is that | use walks on the batters' charts. This is
something that has never been properly addressed in the history of Sl/Superstar Baseball. It adds much more accuracy

and realism to the game. | created a formula with player cards based on a player's best 4 years.

| also have a CD with a PDF of 2150 additional players to go along with my ATAS set. My original ATAS card set is not on

the CD. The size and layout of my cards are based on the Superstar Baseball game of the 70's. | have also added dice

roll columns to all cards for easier reference. All cards are pre-cut, clean and crisp, and ready to play as soon as you get

them. The price of this set is $40.00, postage is paid in the U.S.A. The CD is included free with the purchase of the set.

Active players are updated annually.

Ordering Information
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TEAMS 1

oT

FINAL|

Statis Pro Basketball
Score Sheet

pgraham@mchsi.com

DATE

GAME

Visitor: 1 2 3 4 5 6 7 8 9 1011121314151617 18192021 222324252627 2829 30 31 323334 3536 37 383940414243 44 4546 47 48 49 50
Home: 1 2 3 4 5 6 7 8 91011121314151617 1819202122 2324 252627282930 313233343536 3738394041424344 454647 484950
Visitor: 515253 54 55 56 57 58 59 60 61 62 63 64 6566 67 6869 7071727374757677 7879 80 8182 83 84 8586 87 8889 90 91 92 93 94 95 96 97 98 99 00
Home: 51525354 555657 585960616263646566676869707172737475767778798081828384 858687 888990919293 94 959697 98 99 00
Visitor: 01020304 0506070809 10111213141516 17 18 1920 21 22 23 24 2526 27 28 29 30 31 32 33 34 35 36 37 38 3940 41 42 43 44 45 46 47 48 49 50
Home: 01020304 05060708091011121314 151617 181920212223 24 252627 2829 30 313233 34 3536 37 383940414243 44 454647 4849 50
Sl 3PA REBOUNDS : .
V|S|t|ng Team FGA FGM 3PN FTA FTM Offense Dofonse Assists BIockJ Steals| Fouls Pomtsl
Team Totals
Technical Fouls: Timeouts: Fouls By [1 2
Injury: Fast Break: Quarter |3 4
Home Team FGA FGM 3PA FTA FTM REBOUNDS Assists BIockJ Steals| Fouls Pointsl
3PM Offense Defense
Team Totals
Technical Fouls: Timeouts: Fouls By [1 2
Injury: |Fast Break: Index Pts: Quarter |3 4

Stamina: Add FGA, 3PA, Total Rebounds, and Fouls. Shots: Add FGA and 3PA.





