SCORECARD BASKETBALL – PRO VERSION ENHANCED
“A Quick Play Hoops Game with Points and a Bit of Strategy”

Thanks for your interest in SCORECARD BASKETBALL. If you like rolling dice, playing basketball and you don’t have much time to play, then this game is for you! 

Note: You will need two 10-sided dice, a 6-sided die, a scoresheet and a basketball roster or your NBA player list provided (2016-17). You may acquire other rosters and player lists from various resources on the internet.
** This version is the PRO GAME (NBA). A college version will be released soon.

INTRODUCTION – SETUP

1. Determine your roster and starting lineup. Then, enter the players (starters) on your scoresheet for each team)

2. Make sure you are putting players in their correct playing positions.

a. Note: The player listed as the F-1 will be defended by the opposite player in that same position.

3. Once this is done, determine your starting lineup and highlight or mark so you know who is in each quarter.
a. Be sure to include your 6th Man (Any position). You will also roll for this position each quarter and count 1/2 of his individual scoring and personal fouls. (This is where the strategy comes in).
THE GAME FLOW
1. Now ... take your two 10-sided dice and roll once for each player per quarter to determine that player's points scored and then fouls. Look at the appropriate column for EACH under his player RATING and mark the results down on your scoresheet.
a. Regular player column rolls are counted as LEAD DIE and FOLLOW UP 1 to 100.
b. If you are referred to the BONUS CHART, then there is a chance player will score big in that quarter.
c. On the BONUS SCORING CHART, use the player rating to determine the SCORD COLUMN, then roll both 10-sided dice again, but this time ADD the numbers and consult the chart accordingly.

d. Once you get a score on the BONUS SCORING CHART, check that player’s fouls for the quarter and record both on your scoresheet.

2. PLAYER FOULS … (NEW RATING) Players are INDIVIDUALLY RATED for personal fouls and the foul charts have been reduced to ratings F (Best), G and H (foul trouble players). You will see on the chart just how rate players based on their AVE. FOULS PER GAME.

When you are rolling for PLAYER FOULS, again consult the CHART that corresponds with that player's rating and mark down the fouls on your score sheet. 
Note: You may want to sub players in from quarter-to-quarter to protect players in foul trouble because if a player fouls out in a game, his totals are cut in ½ for the quarter and his fellow defender shoots bonus shots for each foul he commits at 6 for the game.

Example: If a player fouls at with 6-personals in the 4th quarter, his fellow counterpart for that quarter would shoot a 1-and-1 for the 6th foul. That player’s free throw shooting percentage would be his dice rating for the bonus shot(s) … If a player is at 83%, then 1 to 83 makes the 1st and possibly the 2nd shot.

3. DEFENDER RATING … (NEW RATING) Players are now given a DEFENDER RATING which can take away points from their counterpart opponent each quarter during the game. (You will use a 6-sided die to determine if up to 4-pts are deducted from a player’s total each quarter … based on a player rating).

Players receive their defender rating based on DEFENSIVE REBOUNDS, STEALS and BLOCKED SHOTS. Each category is waited to provide for a defensive rating.

Players can receive a defensive rating if they accumulate enough combined points in the categories. The combined defensive average points per game must be 6.0 or higher to earn a defensive rating.
When rolling for a player score, add the 6-sided die in and check to see if the corresponding defender’s rating will TAKE AWAY any points from that player’s quarter scoring roll and mark it on your scoresheet.

** NOTE: Players can ONLY be reduced to 0-pts for a quarter. There should be no negative numbers.

GAME STRATEGY
Here is where strategy comes into play for SCORECARD BASKETBALL. If a player gets close to being in foul trouble, you will probably want to replace him during the next period with another player to protect your player in trouble for later in the game.

** When a player hits 6 fouls or more in a game, he has fouled out. At whatever period he fouls out, his POINTS SCORED for that quarter are cut in half (no round-ups). And his opposite DEFENDER shoots a 1-and-1 … free foul shots for every foul he committed to foul out.

· This would be up to two shots for the 6th foul and an additional 1-and-1 for those beyond .... let's say a 7th or 8th foul (Realistically, a player wouldn't commit 7 or 8 in a game. But it is a mechanism to grant more free throws from previous fouls.

OVERTIME
OVERTIME would be handled in the SAME manner as the regular game with ALL POINTS AND FOULS counting as HALF their normal value since the OT period is shorter.

I sure hope these instructions explain this short, but fun quick play strategy game? 

Let me know what you think. I used to like this game growing up ... but it may be too much rolling dice for some. Personally, I would like to convert the dice rolling to card flipping and create a game engine like my SCORE CARD FOOTBALL GAME that includes all elements of football while maintaining its simplicity.

** If you have any ideas or suggestions for the game. Or you want to offer input for the COLLEGE VERSION of this game, please feel free to message or e-mail me.

Sincerely,

Kevin Elias
GAME NOTES

** You probably will use 7, 8 or 9 players in a game over the course of 4-quarters.

** You should be able to find everyone's FOUL SHOOTING PERCENTAGES from the various websites ... The source excel file that I sent has it.

** BONUS SCORING CHART NOTE ... Just ADD those two 10-sided dice, they aren't read like the other charts with the lead and the secondary die.

** Yes ... there is scoring for 6-players with each team PER quarter. Make sure that you put them in a specific position against their opposite defender. The 6th player is just that (a sub off of the bench) ... That person would oppose the other 6th man. THE 6TH MAN counts 1/2 of their points per quarter and 1/2 of their fouls per quarter ... 3 would count 2; 5 would count as 3 ...

FREQUENTLY ASKED QUESTIONS??

** When rolling for personal fouls per quarter, does the FOUL CHART simply give you the number of times each player committed a foul per quarter? (YES) ... and you should just roll in the appropriate column as the player is rated.
** Does his opposite defender then shoot twice for every foul committed? NO ... The defender ONLY gets to shoot a 1-and-1 for EACH FOUL COMMITTED when that player fouls out of the game ... for 6 fouls and beyond.
Remember, if a player has 5 personal fouls going into the fourth quarter and commits 2 fouls on the roll in the 4th, it counts as a FOUL OUT (6) ... meaning the player who fouled out would ONLY GET 1/2 of his scoring credit for the quarter AND the opposite defender would SHOOT two 1-and-1-s in addition to his turn ... two 1-and-1s for EACH FOUL COMMITTED (No. 6 & 7)

** On which chart (BONUS CHART ??) do you roll to determine if the foul shot is good or not?  NO ... Each player (if you look at the player rating chart ... has a FOUL SHOOTING PERCENTAGE ... Use the percentage as dice roll numbers ... EX: A player shoots 81-percent from the foul line, meaning his chances of making the foul shots would be 1 to 81 with the two 10-sided dice.
** I had a player foul out with 6 fouls after 2 quarters, so his defender gets 2 free throws? Possibly … it would be a 1-and-1.
** When is the BONUS SCORING CHART used?  The QUARTER BONUS SCORING CHART only comes into play if a player ROLLS 11, 22, 55, 99 or 100 with the REGULAR SCORING CHART. Then you could re-roll and look under the APPROPRIATE PLAYER RATING.

Notice on the BONUS SCORING CHART, a player rated D or E would have to roll twice to make it to the 
D-BONUS CHART, where they could potentially score 25-pts in a quarter. As you can see, there is a chance for a player to possibly score 100-pts in a game, but EXTREMELY HIGHLY UNLIKELY.
