APBA PRO BASKETBALL PUTS THE PROFESSIONAL PLAYERS ON YOUR TABLE TOP!

Reg, U.S, Patent Off,

s o ~ THE ONLY BASKETBALL GAME WITH ALL THE DETAILS OF FLOOR PLAY

The enclosed sample player card is one of the one hundred and eighty different
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This 1977 edition, based on the 1975-76 National Basketball Association season,
represents the eighteen trams that constituted the Association in that season, with
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Each of the one hundred and eighty players will perform just as he did durina IF IT HAPPENS IN A BASKETBALL GAME,
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fine detail, by the separate passing and dribbling columns on his card. Note the P and B s s gt M “‘“":V:.S'I.;.H“ ¢ §E :i 1] . B et | S et | O et of g d E‘;‘Fﬁuu‘ | ePlanned offense play patterns providing for a countless
: ! : Al e sr ; s : :

D cqlumns on the enclo;ecf sample card. The accuracy of his passing and his skills as B E nunng s i ai ﬂ Soting—Th ot 5 algee & My e o s i, . | number of ways for working the ball in ta the basket.
a dribbler are reflected in these columns for every player in the game. The passing o e ETE O e — 53 AT .a....”ﬁ.':..":,.“."."-""..‘.':.":.;..... 315
shitivon als0raTieots sach Plavar's dssist-oer pame sudrads. and datarminis the. dagres BE: REnud i T e g2 kiElE B T :‘;‘:;mw-.ﬁh'“-ﬁﬂﬁ e Counter defensive measures, providing for the chance to
to which his passes to teammates trying for field goals enhance the probability of a B E Hnmii i 2 Y B “a . e e 113 T pnayes, St - “read” the off d “block” s e ial

e o o Y J o "G for feedi he ball i s BT b oe part i #n B 3 Vo e e "ot o e f sl e ey e el Yt A S rea e offense an ock” passes, "turn’’ potentia
::zc:r:sgol.ie:as?sket. ou will want to use just the right man for feeding the ball into £2 FEERE by e i HE H 3 3 & 3 S ”:LEEM:‘E%::E?‘E-“r“"m’-' drivers away from the haop, and block shots.

i B ek o -y e e hn B B B B N N I st oo vym ol Mt sk oo & el i SR Bt o o o e .

Thus, your high assist men will be the same as those in real life. You can expect | ' “.’;':" ; 23w ot :..:.: 3 _.Jﬁ e i i e The complete fouling structure of basketball — both per-
Dave Bing, Slick Watts, Nate Archibald, Randy Srmt_h and_ C;ﬂui_n I‘u‘lurphv to be e e i o as d Ty N sonal and technical. Intentional fouling and time-out viola-
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whenever you are playing with their respective teams. The better ball handiers, like- ? — wy | we !
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control the backboards in real-life. Whenever a shot is missed you will not know
which team has controlled the rebound until separate dice-rolls, using APBA's exclu-
sive Finder System, are made. This will tell you which team and then which player has
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equivalent of the 24-second rule. The timing system is in
personal fouling frequency, rebounds, assists,

no way affected by the actual clock time you take to play
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retrieved the ball off the boards, and as your season progresses you will find, sure ' s =47 o wamhers e B arien, o de “‘.‘.’:’_..':,':':.::.i‘...‘."‘.’;":":.:“"""—““”‘.T'*f Injuries and fatigue! the game.
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rebounder through injury or personal fouls during the course of the game, you'll be | e -,",-,_. [l oy e s s YOU CALL THE PLAY PATTERNS Basketball \'YHAT S THE PLAYING TIME?.

dismayed to find your team losing more and more follow up efforts when you miss - . o e || S SETLA SSMITIESTEUIESS FAST BREAKS - DEFENSIVE MOVES asketball plays faster than any other professional sport.
your field goal attempts. At both ends you'll be losing the ball too often to win = 2 ; R Y e o B A R There are far fewer breaks in the action than in baseball,
games when your rebounding strength is inferior to your opponents. o S /) & football and golf. Obviously, one cannot roll dice and look

“:‘:‘"m 1,, o s . 2 dhes shabers, 2. 2 s for the results as fast as the passing and dribbling take place in
IMODE TWLOL basketball, so the process must be slowed down in a table
L et o A game. However, we have customers who tell us they have played
the game in approximately two hours, after having developed

a playing technique. It won't play this fast at the beginning.

FOULING AND INJURIES

Every player has a personal foul frequency rating based upon the actual number
of times per playing minute he committed fouls during the season. As your players
are fouled during the course of a game, you will see APBA's Finder System painting
the finger at the same players most often "‘quilty” in real-life! And so you are at
times going to have to pull out fellows like Charlie Scott, George McGinnis and Cur-
tis Perry in mid-game lest they disqualify themselves on personal fouls, if you want to
be sure of having them for top team strength in the final minutes of the game. On the X
other hand the "“48-minute men" like Jo Jo White, Elvin Hayes and Abdul-Jabbar : v "-.,_ /s ARD
will seldom “foul out” or be injured for you either! A
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SHORT VERSION
If your time is limited, there is another option available to
you, for the playing rules of the APBA Pro Basketball Game
offer also a shortened version. Playing by this method speeds
the game by eliminating all the individual passing and dribbling
: ; prior to each shot. Statistics will be nearly identical, but
o e .-~:~;“-‘:-‘=m-. . play patterns and counter defenses are dispensed with. Ex-
. perienced players complete a game in less than an hour when
using the short version.
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FIELD GOALS AND FREE THROWS |

All the players in APBA Pro Basketball have a scoring ability based upon their
precise field goal and free throw percentages of the season represented. In just one
series of figures (the S column on the enclosed card) there is reflected, in an in-
genious way, both the field goal percentage and the free throw percentage of each
player, no matter how far apart the two percentage figures may be!

The free throw percentages will vary only negligibly from the real-life figures. The
field goal percentages may be raised or lowered to a slight degree by the normal
variances of floor play. Unusually tenacious guarding on the part of the defense, for
example, or the improper use of the best playmakers on the part of the offense could
impair a player's normal field goal percentage. Of course, opposite conditions will
enhance the player's percentage somewhat, so on a full season basis you can count
on the field goal percentage to average out for each player to just about his real-
life figure.
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YOU CAN PLAY IT ALONE, TOO!

Just like all otHer APBA games, the APBA Pro Basketball
Game can be played competitively or by one’s self. Simple
instructions are included in the rules for playing alone. This
makes the game an especial delight for those who enjoy
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YOU ARE THE COACH!

You, as coach of these great professional cagemen, will contral the entire game.
You will select the starting lineup, make strategic substitutions, and control every
phase of play — which player will start the ball up the floor, will he pass or dribble,
who will try for the basket, when to try the fast break, what counter moves to try
against the offense and when to press — all the decisions will be yours!

No other basketball game lets you actually visualize the floor play, and although
you do control all the moves yourself, your playing personnel will be your most im-
portant asset, so you're naot going to have trouble keeping teams like Boston and
Golden State on top. But to make consistently winning teams out of Chicago and
Atlanta will be a downright impossibility. NBA losers won't change their stripes in
APBA Basketball!

playing off a season’s schedule by themselves and then com-
paring their own team and player statistics with the real-life
ones. APBA games have no peer in this consistently accurate
reproduction of team and personnel records, without any
sacrifice of the excitement of game play for the monotonous
boredom of pure mathematics.
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Place coin.or other marker on circle which represents kot passing points whils working




HOW THE APBA PRO BASKETBALL GAME IS PLAYED

The APBA Pro Basketball Game is played by
actually deploying the five offensive players on a
sectionalized basketball court. APBA's court is di-
vided into eight specific floor sections on each half
of the floor. Section A is directly under the basket
and Section B is the next section away from the
basket, 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.

Each team is assigned one of the two halves of
the court for all its offensive play.

The game begins with a center jump, done with
one roll of the dice which determines not only the
team that retrieves the ball but in which floor sec-
tion on its half of the court it will begin its play
pattern. This information is obtained simply by
referring to the Jump Ball Column on the playing
boards and applying each team’s Jump Ball Index
to this column. Jump Ball Indexes are based on
the total relative offensive strength of each team’s
five players on the floor at the time of the dice roll.

Suppose an this dice roll the Jump Bail Column
had specified floor section F. (It could have been a
floor section closer to the basket but by design the
chances for that are less likely.) Now you put the
ball marker disc in floor section F and with it the
name tab of any one of the five players you prefer.
There is a detachable name tab at the top of every
player’s card, as you can see on the enclosed sample
card, for use in deploying your players on the court.
You'll probably use a guard to start working the
ball in from back here. Then assign your other four
players to any of the other seven floor sections you
wish and you are ready to go.

You now have just three dice-rolls with which
to make a field goal attempt. On the first and second
rolls you may dribble, pass to another player or at-
tempt a shot, but on the third dice-roll the player
with the ball, whoever he may be at that time,
must try for a field goal or you are in violation of
the 24-second rule and the ball goes over to your
opponent.

Your play chaoices prior to each dice-roll are de-
clared by the use of offensive play cards, of which
there are eight, representing the eight floor sections,
One of these is placed face down before each dice
roll and the defense counters with both a defense
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
its play card happens to reveal when it is turned over.
The method of using these play cards in solitary
play is quite simple and makes playing the game by
one's self as entertaining as competitive play.

The players’ name tabs may be redeployed to
different floor sections after each dice roll so long
as possession of the ball is retained.

Every shot, pass and dribble is made by a roll
of the dice, fram which the resultant number is ap-
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plied to the card of the player doing the shooting,
passing or dribbling. Take, for example, the photo of
the Jerry West card from a previous year shown
above. The dice-roll shows a large red three and a
small white three. This is not asix, as in convention-
al dice, but a thirty-three, for the large red die
represents the first of a two-digit figure and the
small white die the second digit. Thus there are a
possible thirty-six different dice-roll numbers, each
of which has an equal chance of occuring on any
roll. Note the black dice-rall numbers on the en-
closed sample card,

flret ¢

On this photo example a thirty-three shows a
number 2 for West in all three columns, for passing
(P), dribbling (D) and shoating {S), so you would
look for number 2 in the proper column of the
playing board that applies to the play declared prior
to the dice roll. Parts of two sides of the playing
boards are shown in this photograph. The dice-roll
numbers are shown on the left of these boards and
they appear in seven different columns. The Column
Index of the player’s team determines which of
these seven columns is to be used. The relative
team offensive advantage, or disadvantage, com-
pared to the defense’s defensive points will deter-
mine which dice-roll column is used for the team
with the ball. Of course, the greater the advantage,
the better the chances for a successful result. Note,
for example, that in Field Goal section A on a pass
shot under G (guarded) number 2 in column one re-
sults in a 7, while in column seven the same num-
ber 2 results in a 5. A successful field goal attempt
off a pass results when this number added to the
number or numbers accumulated from the previous
passes produces a total of ten or more. Thus with a
seven, only three passing points would have to have
been accumulated prior to the shot attempt. Some
of these passing numbers can be seen on the Passing
and Dribbling board above the Field Goals board.

Set shots are made following a dribble or a re-
bound and are designated simply as a score (S) or
a miss {M).

The ball may be lost to the opponents on the
passing and dribbling attempts in the usual ways —
wild passes, stolen balls, intercepted passes, travel-
ling, held balls lost on the subsequent jump. The
game is designed in such a way that once the few
symbols designating these plays are learned, the
playing routine is quite simple.

All inbounds plays and jump balls take into ac-
count the relative advantage one team has over the
other in real life. On rebounds, too, the team
with the better rebounders will always have the
advantage regardless of the relative offense and de-
fense ratings.

The complete playing instructions for the APBA
Pro Basketball Game are contained in a detailed
instruction booklet which is indexed for easy refer-
ence so that all phases of the game may be ab-
sarbed rapidly.
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SOME PAST SEASONS AVAILABLE —
BOTH NBA AND ABA
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PRONOUNCE IT “APP-BAH"
HOW TO ORDER THE APBA PRO BASKETBALL GAME

APBA Basketball may not be available at your local stores. |f not, you can order it directly
from APBA Game Company. The game is priced at $13.25. If you live in Pennsylvania it is $14.05
including the 6% sales tax. The price in Canada, Mexico and other Western Hemisphere countries
is $14.25 U.S. dollars only. The price elsewhere, outside this hemisphere, is $14.50. Servicemen
with APO or FPO addresses pay the regular $13.25 price.

The APBA Pro Basketball Game is comprised of two large, 14-ply playing boards {printed both
sides) and a basketball court, all measuring 16%"" x 14%", a fatigue and injury table and finder
board, a hundred and eighty NBA player cards in eighteen team envelopes, a plastic basketball
marker, two pairs of dice and two dice shakers, eight offense play cards and two defense play cards,
an ell ruler for easier reading of the playing boards, a roster sheet, one hundred score sheets and an
instruction booklet.

WE PAY THE POSTAGE

y The game is packed in a box 17" x 15" x 1% and is mailed to you by postpaid parcel post —
five-pound rate. |f you want the game mailed special delivery (IN THE UNTED STATES ONLY),
add $1.20 to the purchase price. To have it airmailed, inquire at your local post office for the AIR
PARCEL POST charges on a four-and-one-half-pound package to Lancaster, Pennsylvania. This
amount must then be added to the purchase price.

Post Office regulations do not permit a package of this size to be airmailed to all APO addresses
overseas. To those APO and FPO addresses where it is permitted, the Parcel Air Lift rate is $1.00.

Pu_rc_hasers from foreign countries should know that any additional cost in the form of import
duty is imposed by their own governments, not by APBA.

WE _DO NOT {\CCEPT C.0.D. ORDERS. C.0.D. shipments entail separate handling and time-
consuming processing on each package at the local post office; also, the postal C.0.D. fee makes it
more expensive for you.

WE DO NOT SELL ANY GAMES ON APPROVAL, AND WE DO NOT MAKE REFUNDS OR

EXCHANGES OR ALLOW CANCELLATIONS ONCE YOUR ORDER HAS BEEN PROCESSED.

ALL SALES ARE FINAL, BUT WE DO GUARANTEE THE GAME TO BE EXACTLY AS AD-

VERTISED AND IN NO WAY MISREPRESENTED IN THIS BROCHURE. (0 o o
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ORDER COUPON

APBA GAME COMPANY, INC.
1001 Millersville Road — P.O. Box 1447
Lancaster, Penna. 17604

[ Enclosed is $13.25 ($14.05 to Penna. residents, $14.25 or $14.50
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foreign mail) for the APBA Pro Basketball Game.
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