STATIS-PRO BASKETBALL (base-8)

CLARIFICATIONS AND ADDITIONS

	STATIS-PRO BASKETBALL
	 

	FAST ACTION CARD
	66

	 
	 
	 

	ACTION:
	Pass to F2
	 

	REBOUND:
	High at G2 (Add 3 to defense G2)
	 

	SHOT NUMBER:
	37
	 

	ADVANCE:
	Pass to Center
	 

	ASSIST:
	F1 73 (G1 82)
	 

	JUMP:
	Home Team
	 

	Z:
	Home G2 plays regardless of stamina 
	 

	PRESS:
	Defense Foul
	 

	FOUL NUMBER:
	77 or FD2
	 


HOW TO KEEP ASSIST STATS

1) When the assist rating is used, give an assist to the passer if the shot is good. If “passer” and “shooter” are the same, give the assist to the team-mate with the higher assist rating. Passer and shooter can be the same also when a “pass to choice” comes from the FAC.

2) A new section on the FAC is an “ASSIST” reading. When a basket is scored without using the passer assist rating, read this section on the same FAC you used for “ACTION” or “ADVANCE” to find the shooter . You will see a position and a random number; if that random number is lower or equal to the indicated player’s assist rating, assign an assist to him, otherwise the basket will be unassisted.

3) All baskets scored immediately after an offensive rebound are unassisted.

4) When a basket is scored after a “fast break” the assist section of the same FAC where you looked for the foul number to resolve that fast break must be consulted to know if this scoring will be assisted or not.

5) Sometime when the shooter is a “choice” or the shoot is taken after “ACTION” the assist man resulting from the assist section of the FAC can be the same as the shooter. In this case only read the position and random number in brackets. 

NOTES ON DISQUALIFICATIONS

There are five reasons for not being possible for a player to stay on the floor (other than coach’s decision). In order of importance they are:

1) Ejection

2) Six fouls or two technical fouls

3) Injury

4) Out of Stamina

5) Mandatory rest

“Out of Stamina” and “Mandatory rest” do not make the player completely unavailable so that if all players of a given position are out for reasons 1, 2 or 3, others that are out for reasons 4 or 5 must come back in the game with precedence for players that suffered a mandatory rest. If a player out of Stamina must stay in the court he must play with the following penalties:

· All shooting (FG, Secondary and Three points) is lowered by 10

· The Rebound rating is lowered by 5

· Defense is +5

· The player cannot take part in any double team defense.

There are no penalties for players coming back from a mandatory rest.

“IGNORE STAMINA FOR REMINDER OF GAME”

A new reading under “Consult Z” say that a player can play regardless of stamina for the reminder of the game. This is to replicate good nights for players that are “hot” and can score more than usual. More than one player of the same team can play with this benefit if more than once this reading comes from the FAC. When this circumstance occur, any subsequent “mandatory rest” for that player (not position) must be ignored, so that he can leave the game only if ejected (1), fouled out (2) or injured (3). Sometime a choice is given to the coach for the player  to play without stamina restrictions, in this case the coach can choose any available player  (i.e. not out for reasons 1, 2 or 3) on the court or on bench but between those WITHOUT the secondary rating.

If a player already out of stamina is chosen to play regardless of stamina he immediately re-gains his normal ratings.

PRESSURE OFFENSE / PRESSING

When a team is behind by 15 or more points in the 3rd quarter or is behind of any amount of points in the 4th quarter,  the coach can decide to use one or both these tactics to speed up the game or to try to gain possession of the ball.

Pressure Offense: This is done taking the shot immediately after “ACTION” using the FG rating  or  the SECONDARY rating when present.

Pressing:  Can be called after a FG or FT scored or after a dead ball situation that put the ball in the other part of the court (turnover or charging foul). It is not possible after a defensive rebound a steal or a defensive foul. A shot cannot be taken immediately after “press”, but if a “pass to choice who scores” reading comes, you must consult the “ASSIST” section of this same FAC to check if the basket is assisted and by who.
Pressure shooting and Pressing can never be used in the first half of a game but can be used in the last two minutes of an overtime.

PLAYING OUT OF POSITION

Normally players can occupy positions listed on their card only, but if a position is vacant because of ejections, fouls or injuries these exceptions are allowed:

· If a Center is needed, the available Forward with the higher rebound rating can play C without penalties

· If  a Forward is needed, the available Guard with the higher rebound rating can play F without penalties or a Center can occupy the F position with +5 defense and without the possibility to steal the ball

· If a Guard is needed, a Forward can occupy this position with +5 defense and without the possibility to steal the ball.

Players out for a mandatory rest or because out of stamina must come back in the game before another player has to play “out of position”.

MUST REST

Only one mandatory rest is allowed per quarter/position. Positions are 3 (G-F-C) and not 5 for this purpose, this means that if in a given quarter F1 must rest, any subsequent must rest in that quarter to F1 or F2 must be ignored. The mandatory rest is also ignored if all other team-mates of the same position are out for ejections, fouls, injuries or stamina.

THREE POINTS

A three pointer can be taken after “advance” or after “action” if the team is playing pressure offense. It can’t be taken when an assist passing rating is called for. EXCEPTION: In the last two minutes of a game (or overtime) the coach can “stall” the ball and refuse the assist rating on the first advance to “eat” the clock. He can also refuse  an assist rating with the second advance to be able to try the three at the 24 sec. buzzer. This can happen in the last two minutes of game or overtime ONLY, otherwise the assist rating means mandatory shot.

For seasons where the number of 3Pts shots to be taken by each player are not indicated use the following guideline:

· stamina 1-5 = max 1 three pointer per game

· stamina 6-10 = max 2 three pointers per game

· stamina 11-15 = max 3 three pointers per game 

· stamina 16-20 = max 4 three pointers per game

· stamina >20 = max 5 three pointers per game

INJURED PLAYERS

When a player is out with an injury suffered in a previous game his stamina must be divided between team-mates in the following way:

· 50% (round fractions up) between players playing the same position

· 50% (round fractions down) between others team-mates providing that no one will receive more than 5 stamina points.

HOME TEAM INDEX

Index points can be used in five different ways:

1) To steal the ball in any moment (2 points)

2) To ignore a steal by opponent (1 point)

3) To ignore a foul (1 point)

4) To get a contested rebound when lost (1 point)

5) To ignore a forced rest (2 points)

Steal in any moment: look at the “steal rating” of the primary defender of the ball holder and draw a new FAC reading the random number at the top right end of the card (1-180):

If STEAL is 5 the ball is stolen with numbers 1-140 

If STEAL is 4 the ball is stolen with numbers 1-120

If STEAL is 3 the ball is stolen with numbers 1-100

If STEAL is 2 the ball is stolen with numbers 1-80

If STEAL is 1 the ball is stolen with numbers 1-60

If STEAL is 0 the ball is stolen with numbers 1-40

If the steal doesn’t succeeds, 2 points are used anyway and opponents keep possession of the ball.

Ignore an opponent steal: look at the “steal rating” of the man making the steal and draw a new FAC reading the random number at the top right end of the card (1-180):

If STEAL is 5 the steal is avoided  with numbers 1-40 

If STEAL is 4 the steal is avoided with numbers 1-60

If STEAL is 3 the steal is avoided with numbers 1-80

If STEAL is 2 the steal is avoided with numbers 1-100

If STEAL is 1 the steal is avoided with numbers 1-120

If STEAL is 0 the steal is avoided  with numbers 1-140

If that check doesn’t succeeds, opponents take  ball possession and 1 point is used anyway.

Ignore a foul:  charging fouls and technical fouls can not be ignored. Fouls during a rebound or other defensive fouls in play or during the act of shooting can be ignored after a check made by the home team coach: draw a new FAC and consult the random number at the top right end of the card (1-180): 

1-90    foul stay. Proceed with foul number and foul drawing if necessary

91-180  foul avoided. Draw another FAC and consult again the same section of the card.

If the foul stays, 1 point is used anyway.

Get a contested rebound: if the visiting team wins the rebound when contested (High at a given position) being on offense or on defense,  the home team coach can call for a check to gain possession of the ball. Draw a new FAC and consult the random number at the top right end of the card after having calculate the point differential between the “rebound rating” of the players involved:

0-2 points diff.: rebound to home team if random number is 1-140

3-4 points diff.: rebound to home team if random number is 1-120

5-6 points diff.: rebound to home team if random number is 1-100

7-8 points diff.: rebound to home team if random number is 1-80

9-10 points diff.: rebound to home team if random number is 1-60

>10 points diff.: rebound to home team if random number is 1-40

If that check fails 1 point is used anyway and the rebound goes to visiting team.

Ignore a forced rest:  Draw a new FAC and consult the random number at the top right end of the card. Match this number with the stamina rating of the player involved to see if that player can stay on the floor.

Stamina 1-5: rest is avoided with random number 1-40

Stamina 6-10: rest avoided with random number 1-60

Stamina 11-15: rest avoided with random number 1-80 

Stamina 16-20: rest avoided with random number 1-100

Stamina 21-25: rest avoided with random number 1-120

Stamina >25: rest avoided with random number 1-140

If rest is successfully avoided, any subsequent mandatory rest for that position in that quarter must be considered. If not avoided 2 points are used anyway.

LAST TWO MINUTES / TIMEOUTS
In the last two minutes of a game  or overtime a coach can call three timeouts after any scoring by the opponent. This allow the team to take possession at half-court. 
Choose the player putting the ball in bounds and draw the new FAC reading directly the first “ADVANCE” so that a shot can be taken immediately. If an assist rating is called for, the passer will be the player putting the ball in bounds. 

Others 4 timeouts  are available to a team (one per quarter) but without the possibility to be called after a scoring (it must be a dead ball situation with possession). Any substitutions can happen only when the play is stopped so that the time out can be called for that reason or to have the last adjustment to match-ups. 

A coach can also draw the first FAC reading “ACTION”, than call a time out, make his substitution and than resume at half court with the first “ADVANCE” like in the final two minutes.
MISCELLANEOUS
If a shot taken after the second “ADVANCE” is blocked and the rebound goes to offense, that’s a 24-seconds violation because the ball didn’t touch the ring. No other shot possibility is allowed. Mark a team turnover.
If after an offensive rebound the coach choose to pass the ball outside (in Statis-Pro Basketball base-8 this is always a coach’s decision), the team on offense must consult the first of three “ADVANCE” available ; no ACTION is needed because we assume the action is developing under/near the basket and the 24 sec. clock is reset.

In a different way, if a defensive foul is called not while shooting or in penalty situation the offense must consult “ACTION” before the two “ADVANCE” because we assume the ball is far from the basket and the 24-sec. clock is reset.
Any turnover during a “fast break” situation is assumed to be a team turnover.

For more statistical accuracy try to put the best assist man at G1  and the strong forward (the one with highest rebound rating) at F2. 
If you want you can decide that teams playing with the “run and gun” offensive style (usually scoring more than 110 points per game) can take shots directly after “ACTION” at any time during the game even if not in  a “pressure offense” situation. 

This is not the case of today’s NBA teams but you can achieve more accurate numbers if you are playing with older seasons.
I LOVE THIS GAME !

I know today there are others tabletop basketball games that maybe reproduce the feeling of the game and the statistical facet in a better way, but the good aspect of this game is that you are not a simple spectator, you take a decision at every single possession without sacrificing the ability to play solitaire. 

I truly loved (and love) this game also because was the first sport simulation I played and because I played it when I was a teen-ager. I like to replay games of the end of ’70, beginning of ’80; that was the era in which I approached the game. Growing up and knowing more about sports simulations I felt the need to try to improve some rules (not the system) and here are some additions and clarifications. The FAC deck I use is slightly different from the original one, with some new reading under “Z” and “Press” and the innovation of “Assist” to keep assists stats. The cards are 90 and are printed on both sides for the standard total of 180 readings. I added two “time” cards to put in the deck after 30 cards (10/2 minutes left) and after 60 cards (8/4 minutes left). This allow to keep track of minutes played by each player easily. 

If interested to receive the file with my FAC deck to print out, e-mail me to mwalte@tin.it
MARCO
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