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FOREWORD: NCAA EXECUTIVE DIRECTOR

The National Collegiate Athletic Association is a
voluntary association of over 1,000 member institutions
and organizations devoted to the promotion of
intercollegiate athletics asarecreationa pursuit within
the larger context of education, self-discipline, pursuit
of excellence, development of leadership qualities and
sportsmanlikeconduct. Snce1906, theNCAA hasstrived
to improve intercollegiate athletics and the high
principles upon which it is based.

Through the years, the NCAA has grown dramatically
- both in its membership and scope of responsibility.
Whereas the NCAA originaly was concerned with
improving safety inintercollegiatesports, itscharter has
grown to include everything from participating in
competition planning asamember of the U.S. Olympic
Committee to administering graduate scholarship
programs for students of academic promise. NCAA
activities have even grown to include insurance
programs for the protection of student athletes during
travel and competition.

Asthe scope of the NCAA'sinfluence hasincreased, so
has itsinterest in promoting to an ever wider audience
the values of athletic competition and the principles
uponwhichthey arebased. Toward thisend theNCAA
has licensed Bethesda Softworks, an award-winning
computer software company, in the development of a
computer program that simulates the coaching and
playing of collegebasketball. Theresultisafascinating
computer program that models the NCAA's annual
basketball tournament. Thesoftwarerecreatesaccurately
the 64 team NCAA tournament field and then lets the



user parti ci patei nthetournamenttobecomethenational
champion. The 64 teams compete for standing in the
nati onal basketball tournament oftendescribedas"The
Road To The Fina Four," indicating the play-down
processfromtheoriginal 64 teamstothefour remaining
teamsinthefinal championship play-offs.

| am pleased that the NCAA has granted Bethesda
Softworkstherighttobring "Road To TheFina Four" to
millions of fans who might not otherwise have an
opportunity to experience the excitement of

"participating” in the national championship
tournament. It is my hope that through this additional

avenue of experience, each of you using this program
will devel op abetter understanding of collegebasketball

and may one day have an opportunity to experiencethe
excitement of the real tournament. | wish Bethesda
Softworks every successin thisendeavor.

@/K/é

RICHARD D. SCHULTZ
NCA A ExecutiveDirector

WHAT IS THE NCAA?

TheNational CollegiateAthleticAssociation(NCAA®)
Is the organi zation through which the nation's colleges
and universitiesspeak and act on athleticsmattersat the
national level. Itisavoluntary association of morethan
1,000 institutions, conferences, organizations and
individuals devoted to the sound administration of
intercollegiateathletics.

Through the NCAA, member colleges consider any
athleticsproblemthat hascrossedregional or conference
lines and has become national in character. The
Association strives to maintain intercollegiate athl etics
as anintegral part of the educational program and the
athlete as an integral part of the student body. The
NCAA also stands for good conduct in intercollegiate
athletics and serves as the colleges national athletics
accrediting agency.

The NCAA has grown dramatically in the past 40 years,
with more than 650 new members since 1950.

Reprintedwithpermissionfrom: NCAA General Informationpamphlet.
Copyright 1991 TheNational Collegiate Athletic Association. All RightsReserved.



PURPOSES OF THE NCAA®

The National Collegiate Athletic Association's
puUrposes are:

» Toinitiate, stimulateandimprove intercollegiate
athletics programs for student athletes and to

Tolegidate, throughbylawsor by resol utions of
aConvention, uponany subject of general concern
to the members related to the administration of
intercollegiate athletics.

promote and develop educational leadership,
physical fitness, athl eticsexcellenceand athletics
participation as a recreational pursuit.

To study in genera al phases of competitive
intercollegiate athletics and establish standards
whereby the colleges and universities of the

United States mai ntaln the|r athletics programs
on ahigh level.

To uphold the principle of ingtitutiona control
of, andresponsibility for, al intercollegiate sports
in conformity with the constitution and bylaws
of the Association.

To encourage its members to adopt digibility
rules to comply with satisfactory standards of
scholarship, sportsmanship and amateurism.

Toformulate, copyright and publishrulesof play
governing intercollegiate athletics.

To preserve intercollegiate athletics records.

To supervise the conduct of, and to establish
eligibility standards for, regional and national
athletics events under the auspices of the
Association.



HISTORY OF THE NCAA®

Itwastheflyingwedge, football'smajor offensein 1905,
that spurred the formation of the NCAA.

Thegame'srugged nature, typified by massformations
and gang tackling, resulted in numerous injuries and
deaths and prompted many institutions to discontinue
the sport. Others urged that football be reformed or
abolished from intercollegiate athletics.

President Theodore Roosevelt summoned college
athletics leaders to two White House conferences to
encourage such reforms. In early December 1905,
Chancellor Henry M. MacCracken of New Y ork
University convened a meeting of 13 institutions to
Initiatechangesinfootball playingrules. Atasubsequent
meeting, December 28 in New York City, the
Intercollegiate Athletic A ssociation of the United States
(IAAUS) wasfounded by 62 members.

ThelAAUS officially was constituted March 31,1906,
and took its present name (NCAA) in 1910. For several
years the NCAA was a discussion group and rules-
making body, but in 1921 the first NCAA national
championship was held, the National Collegiate Track
and Field Championships. Gradually, more rules
committees were formed and more championships were
held.

A saries of crises brought the NCAA to a crossroads
after World War 1l. The "Sanity Code," adopted to
establish guiddlines for recruiting and financial aid,
failed to curb abuses involving student athletes. Post-
season football games were multiplying rapidly.
Member i nstitutionswereincreasingly concerned about
the effects of unrestricted television on football
attendance.

The complexity and scope of these problems and the
growth in membership and championships
demonstrated the increasing need for full-time
professiona leadership. In 1951, Walter Byers, who
previoudly had served as part-time executive assstant,
wasnamed executivedirector. A national headquarters
was established in Kansas City in 1952. A program to
contral live television of football games was approved,
the annual Convention delegated enforcement powers
to the Association's Council and legidationwas adopted
governing post-season bowl games.

The Association's membership was divided into three
legidative and competitive divisionsin 1973 at thefirst
specid Convention ever held. Five yearslater, Divison
| membersvoted to create subdivisons|-A and I-AA in
the sport of football.

Women joined the NCAA's activities in 1980 when
Divisons Il and |11 established 10 championships for
1981-82. A year later, the historic 75th Convention
adopted an extensive governance plan to include
women's athletics programs, services and
representation. The delegates expanded the women's
championships program with the addition of 19 more
events.

The President's Commission, created in 1984, cdled a
landmark specia Convention in June 1985 at which the
membership took decisve actions to strengthen the
Association's compliance and enforcement efforts.

The Commission called another special Convention in
June 1987 and used it to launch an 18-month National
Forum on critica questions regarding intercollegiate
ahletics.



NCAA® CHAMPIONSHIPS

IN1991-92, theNCA A will administer 76 championships
in 21 sports for its member institutions. More than
18,000 men and women student athletes annually
compete in these events for nationd titles.

The Nationa Collegiate Championships series began
withatennistournamentin 18383 and hasbeen conducted
under NCAA auspices since 1921, when the National
Collegiate Track and Field Championships were
initiated. National College Divison Championships
were held from 1957 to 1973, with 10 sports included.

Reorganization of the NCAA membership structurein
1973 led to the establishment of divison championships
in each of the Association's three new membership
classifications. A football championshipfortheDivision
[-AA subdivison was added in 1978, and women's
championships became part of the NCAA programin
1981-82.

There currently are nine National Collegiate
Championships for which al divisons are digible, three
for men, threefor women, and threemen’'sand women's
events. There are 23 National Collegiate Divison |
Championships (13 men, 10 women), 20 National
Collegiate Divison Il Championships (11 men, nine
women) and 24 National Collegiate Divison Il
Championships (13 men, 11 women).

Championships for men are offered in one or more
divisonsinbaseball, basketball, cross country, football
(except in Divison I-A), golf, gymnastics, ice hockey,
lacrosse, soccer, swimming and diving, tennis, indoor
track, outdoor track, volleyball, water polo, and
wrestling.

Women's championships are sponsored in basketball,
cross country, field hockey, golf, gymnastics, lacrosse,
socceer, softball, swimming and diving, tennis, indoor
track, outdoor track, and volleyball.

The NCAA sponsors combined men's and women's
national championshipsin fencing, rifle and skiing.



TECHNICAL INFORMATION

Installation and Start Up

Object of the Game

Welcome to NCAA Basketball: Road To The Fina Four,
your ticket tointercollegiate basketball excitement! "Road
To The Final Four" is a detailed smulation of the 1991
NCAA Tournament. Only this time you're in charge.
Because you havetotal control, the object of the game can
vary from player to player. Y ou choose your objectives.
Whether it's to take your team to the finals and win the
championship or play one-on-one with the best in the
country, it's your decision.

Using the Installation Program

"Road To The Final Four" comes with an install program
(INSTALL.EXE) that allowsyou to copy it onto your hard
drive. To begin thisprocedure, thefirst thing you must do
Is let the computer know what drive the floppy disk
containingtheprogramisin. Assumingthat you'veinserted
the disk into drive A, you would either switch to drive A
and install (Example 1), or if you are currently in drive A,
smply install (Example?2).

Examplel: TypeA: ThenhitENTER. Then
typeinstall and hit ENTER.

Example2: Type a\install and then hit ENTER

A requestor box will pop up and prompt you to make
certain choices. Y ou will be asked to sdlect either:

1- Making backup copies of NCAA

2- Instal NCAA (to hard disk only)

3- Restore 1991 NCAA Tournament Data
(to hard disk only)

ESC - Quit back to DOS

Except in the case of quitting to DOS, after you've made
your selectionyou'll be prompted for the letter of the hard
driveyou'reusing. Thiswill be aletter somewherebetween
C and Z and can be different from user to user, depending
on how you've configured your system. After hitting the
rightkey, (for examplesay itwasC), waitamoment. Y ou'll
next be prompted to define the PATH on the hard drive
you've chosen. Whatever letter you typed at the first
prompt should be used to definethe path. If you had typed
c, thepathwould become c:\NCAAV Finally, you should
hit ENTER to move on to the next step.

Installation Option 1. Making Back Up Copies
Itisrecommended that you make aback up copy of “Road
ToTheFina Four" for archival purposes. Thiscopy istobe
used in case your origina disk is damaged or destroyed.
Thisis the only reason you should make a back up copy.
Please take a moment to read the material concerning
software piracy at the beginning of this manual.

Making aback up copy involves afew smple steps. First
make sure you have the right type and number of blank
formatted IBM disks. Y ouwill need either two 720K micro
floppy disks, or one 1.2Meg floppy disk, or one 1.44Meg
micro floppy disk. You must have the right number and



type of disks ready because the program will not prompt
you for disks.

Assuming you have chosen option 1 when running the
install program, you will be asked which drive is to be
designated as the "destination” drive. Thisisthe driveto
whichtheprogramwill becopied. Put oneof your formatted
blank disksin that drive and typein the appropriate | etter.
For example, if theoriginal diskisindriveA, youwould put
yourblank diskindriveB andtypeb, andthenhitENTER.

A prompt will appear asking you to verify that the original
diskisinthe"source" drive. Ifitisn't,inserttheoriginal disk
and hit ENTER. The program will now make a back up
copy of the game on your blank disk. These steps will be
repeated if you are copying to (two) 720K floppy disks.

Installation Option 2: Installing on a Hard Drive

Choosing option number 2will install theprogram ontothe
hard drive of your choice. After selecting thedriveand the
path, you'll be prompted to choose the graphics system
you'reusing. Thechoices are:

1-EGA
2- VGA/MCGA

Before hitting number two, you should make sure you have
enough hard drive space available, and that you have a
VGA card ingtalled in your system.

Nextyou'll be prompted to select the sound system that the
gamewill use. Thechoicesare:

1 - None (Defaultsto IBM spesker sound)
2- AdLib™ sound card
3 - Sound Blaster™ sound card

Choose the option that reflects how your system is
configured. After doingso, theinstall programwill runand
the game will be installed on your hard drive. When
installation is complete, theinstaller will quit back to DOS
and thegamewill beready to run. The graphicsand sound
options you selected should be set as your defaults so that
you can ignorethe command line parameters section of the
game start up instructions.

Installation Option 3: Restoring 1991 Tournament Data
The final option alows you to quickly restore the player
and bracket datafrom the original disks. All you need do
is select thisoption and specify thedrive and the path. The
program will do the rest.

Oncethisiscompleted, you may find that you'll haveto go
to the NCAA Menu (F3) and load in the players file:
ncaal991.men and the tourney file: ncaal991.trn.
Instructions on how to do thismay be found inthe NCAA
Menu section of this manual on pages 52 and 42.



Starting the Game/Command Line Parameters

To gtart the game, you smply type ncaa and the command
line parameters of your choice. These parameters control
several start up options available to you. They may be
typed in any order as long as they are separated by blank
spaces and do not conflict with each other. Using the
parameters can greatly optimize the use of your equipment
and speed the game sat up process. If you have st the
defaultsduring theinstallation process and you have made
no changes to your hardware configuration since then,
some of these commands may be unnecessary.

The parameters include:
E-EGAgraphics.
For those using an EGA monitor.
M - MCGA graphics.
Theright setting for MCGA monitor users.
V - VGA graphics.
V GA monitor users should use thiscommand. (The M
and V parameters perform the samefunction.)

| - 1BM speaker:
For those using the IBM's speaker for sound outpuit.

A - AdLib™ board:
For those using an AdLib board.

B - Sound Blaster ™ board:
Theright setting for Sound Blaster users.

It is recommended that all users be sure of the type of
monitor and sound board they're using and that they select
the proper command line parameter. Only one monitor
and one sound option can be selected at atime.

Example:

You are starting up a new game on a 386 machine
running VGA graphics and using an AdLib sound
board. Y ouwould type: ncaav aand then hit ENTER.
Thegamewill load using the parametersyou've sdlected.
If you typed: ncaaev or ncaai b the game would run,
however, it would use only the last graphics or sound
command line parameter entered. Inthefirst instance,
you'd be telling the machine that you're using two
different typesof monitors, and it would only recognize
the last option you entered. In the second, that you were
using two different sound boards. Again, it would only
recognize the last option entered.



Keyboard Commands
Universal Keyboard Commands
Many keyboard commands are active aways, including
during gameplay. If selected during game play, most will
pausethegameinprogress. Somewill bringup menus. The
details of the functions of these menus are discussed in
detail in the Menu section of this manual. The universal

keyboard commands are:
. ) Miscellaneous Keyboard Commands
geSeCP:egle %2 Menu: Whilethe majority of the on-court excitement is controlled
' using the A ction Commands (See A ction Commands, page
Fl - System Settings Menu: 25), thereareafew miscellaneouskeystrokesthat can affect

CTRL-DEL or CTRL-BREAK - Quit to DOS:

Either of these keyboard command combinations will
quit back to DOS without a requestor box appearing.
Thiscan beavery useful featurewhen you're deep into
the second period of a hot game and you hear your boss
coming down the hall, looking for those spreadsheets
you were supposed to have ready.

See Page 34. game play.

F2 - User SettingsMenu: These are:

See Page 36. | - Instant Replay:

F3-NCAA Menu: Hittingthe| key during game play will show areplay of
See Page 38. thelast severa seconds. Holding downthe SHIFT key

while hitting | will show a longer replay on those

F4-Lineup Menu: : ) -
machines with alarger RAM capacity.

See Page 53.
P- Play: F - Freeze Frame:
To stop the game in progress without calling a timeout,

From any menu hitting the p key will take you to the
“Pre-Game Screen” that is discussed in some length on
page 30. OnceinthePre-Game Screen, hitting thep key
will begin the game.

F10 - Quit Game/Escapeto DOS:

If agameisin progress, hitting the F10 key will bring up
arequestor box asking you if you want to end the game.
If you choose "yes' asecond requestor box will come up
asking if you want to quit to DOS. If agameisntin
progress, hitting F10 will bring up arequestor box that
will give you the options of continuing or quitting to
DOS.

hit F. Thegamewill pause and, whileyouwon't be able
to substitute players or perform other coaching options,
you will be able to refocus and reset the camera angles.
To return to the action hit f again.



F5 - Fatigue Bar Show Stats:

This key will do one of two things, depending on when
itisactivated. Duringnormal gameplay, hitting F5will
toggle the fatigue bars on and off. These bars show the
approximate fatigue level of each player. The players
arerepresented from the top downin this order: Guard
1, Guard 2, Center, Forward 1, and Forward 2.

The function of this key changes when the Between
Periods Screen isdisplayed. Hitting F5 then showsthe
stats for the game. The Between Periods Screen is
displayed during half time, between quarters (if you've
chosen to play 4 periods) and before overtime periods.

0/1 - Toggle Coaching Window:

Hitting either of these number keys will toggle which
Coaching Window will come on screen. Choose O for
the Visitor's Coaching Window or hit 1 for the Home
Team's Coaching Window. This applies only during
actual gameplay.

T - Timeout/Substitutions:

Hitting T will bring up a requestor box. You'll be able
to choose atimeout for either the Visitors or the Home
Team. If thereareany timeoutsleft for that team, hitting
ENTER will activate one. Your second option is
subgtitution. Sdect this, and at the next timeout, whether
your'sor the other team's, your Lineup Menuwill come
on screen, and you'll be able to make whatever legd
substitutions you feel are needed.

Space Bar - " Dead Ball" Timeout:
Hittingthe SpaceBar callsatimeout that doesn'tgointo
effect until the next time the ball goes "dead."

AutoCam™ Control Keyboard Commands

"Road To TheFina Four" allowsyou agreat deal of control
over game viewing. Using the AutoCam feature, ten
different "cameras' can be pogtioned around the court,
letting you view the game from amost any angle.
Positioning these AutoCams takes a certain degree of Kill
and is not something a first time player should attempt.
Seasoned pros, however, will enjoy the control they have
and theability to customizethelook of thegametofit their
particular taste. Even an experienced player should be
careful, however. Itispossbleto position an AutoCam so
it's behind the crowd or not pointing at the action at dl.

F - Freeze Frame
To adjust any of the cameras, you first have to hit F to
freeze the current action.

0 through 9 - Select Camera:

Oncetheimageisfrozen, you can scroll through the 10
camerasby hitting their corresponding number keys- O
through 9. These are the regular keyboard numbers
found above the letter keys, not those on part of the
numeric keypad.

L eft, right, up, and down arrows- Move Camera:
Thearrow keyswill shifttheposition of thecamerasl eft
or right and up and down. All camera movements are
relative to the center of the court.

Pageup, pagedown - Adjust CameraHeight:
You can use these keys to change the height of the
camerawithout shifting the camera's position.

Home, end - Zoom:
Once you've gotten the position correct, use home and
end to zoom in and zoom out on the action.



SHIFT - Amount of Position Change:

Y ou might find that you can't get the camerajust where
you want it. Every time you hit an arrow key, the
position shifts, but not quiteenough. Y ou canfix thisby
using the SHIFT key to amplify how fast the camera
moves when you hit the arrow keys.

ALT and left, right, up, and down arrows-

Move Focus:

Now that you've adjusted the camera angle to exactly
where you want it, adjust the area of focus to fine tune
theimage. Y ou do thisby holding down the ALT key
and hitting the arrow keys.

ALT and Page Up or Page Down - M ove Height of
Focus:

Y ou can adjusttheheight of theareaof focusby holding
down ALT and hitting either page up or page down.
Withalittlepractice, you'll havethegamefinetunedto
show the action the way you want to seeit.

ALT D - Original Camera Position:
Hitting ALT D will returnthecurrently selected camera
to itsoriginal position before you began alterations.

AL T Othrough9-Auto-Focus:

Finally, youcanuseALT incombinationwithany of the
regular keyboard numbers to "auto-focus' on any one
of 10 predetermined locations. This is another great
AutoCam feature.

Action Commands

Action commands arethe controlsyou useto play thegame
on the court. Using action commands, you'll drive down
the court, pass, and shoot a beautiful 2 point swish right
through the net. While action commands have their
keyboard equivaents, they are listed in their own section
because thereismuch moreto them than that. Each action
command has akeyboard, keypad, andjoystick equiva ent.
It'suptoyoutodecidehow youwantto play thegame. Use
the User Settings Menu (F2) to tel the game what input
device you've sdected, and then get ready to shoot some
hoops!

Listed below are the action commands for offense and
defense, and their keyboard, keypad, and joystick
equivalents. These controls are the default settings that
comewith thegame. Y ou can easlly rearrangewhich keys
or joystick positionsactivatethe action commands. All you
need is aword processor that can read text files. Open up
thefilencaakeys.txt and you'll ssea3 by 3 squaregridwith
each sguare containing a single action command and its
corresponding key/number commands. This grid
corresponds to the positions of the action commands onthe
keypad, keyboard and joystick. To change the set up,
smply type new key/number commands next to the action
commands. These must al beinlower case. Thisisareal
power user's tool and is not recommended for first time
players. Be sure to write down the new positions of the
action commands so you don't forget how you've atered
the game. For additional information, consult the Player's
Reference Guide.



Action Commands - Offense

Stop:
Stops your man dead in his tracks, ready to either pass
or shoot the ball.

Keypad -1, Keyboard - Z,

Joystick - Down to left and fire

Fake Shot:

Throw the defense off balance by faking a shot.
Keypad - 2, Keyboard - X,
Joystick - Down and fire

Go to 3pt. Line:
Head your player to the 3 point line and get ready to try
that long downtown shot.

Keypad - 3, Keyboard - C,

Joystick - Down to right and fire

Jump:
Sail up toward the basket and then hit "shoot” to try to
jamonein.

Keypad - 4, Keyboard - A,

Joystick - To left and fire

Pass.

Move the ball up and down the court with lightning
speed by passing it back and forth.

Keypad - 5, Keyboard - S,

Joystick - Center and fire

Pick direction arrow to pass ball to teammate.

Spin 90 degrees:

Do a quick pivot and get ready to shoot.
Keypad - 6, Keyboard - D,
Joystick - To right and fire

Zigzag:
Confusethedefenseby zigzagging back and forth across
the court. This is an important command in that the
player will try to avoid the defenders and get into
scoring position.

Keypad - 7, Keyboard - Q,

Joystick - Up to left and fire

Shoot:
This might be the most important command of al. Get
In position and try for those points!

Keypad - 8, Keyboard - W,

Joystick - Up and fire

Drive to Hoop:

Pound down the court for an unstoppable layup!
Keypad - 9, Keyboard - E,
Joystick - Up to right and fire

Controlling Player Movement:

Thread your way through the crowd to the basket!
Keypad - 0, Keyboard - Shift + Dir. Arrow
Joystick -Hold Right button and move



Action Commands - Defense

Call for Help:

Need help covering your man?
Keypad -1, Keyboard - Z,
Joystick - Down to left and fire

Double team:
Put two men on the man with the ball and stop those
shots.

Keypad- 2, Keyboard- X,

Joystick - Down and fire

Intentional Foul:
Sometimesyou just have to stop the clock, and it could
be that the referee isn't looking.

Keypad - 3, Keyboard - C,

Joystick - Down to right and fire

Jump:
Hell have a hard time going for that shot when your
body is between the basket and him.

Keypad - 4, Keyboard - A,

Joystick - To left and fire

Block shot:

Stop his easy two-pointer.
Keypad - 5, Keyboard - S,
Joystick - Center and fire

Attempt a Stedl:

Takethat ball away from them, if you can!
Keypad - 6, Keyboard - D,
Joystick - To right and fire

Play Off:
Sometimes, especidly for the faster players, you're not
going to want to cover them too closdly.

Keypad - 7, Keyboard - Q,

Joystick - Up to left and fire

Play Clos=
Other times you're going to want to stick to your man
like glue.

Keypad - 8, Keyboard - W,

Joystick - Up and fire

Take Charge:
Finally, you're going to want to brace yoursdlf to stop an
offensive chargedown thelaneand try for that turnover.
Keypad- 9, Keyboard - E,
Joystick - Up toright and fire

Contralling Player Movement:

Stop that advance and defend your basket!
Keypad - 0, Keyboard - Shift + Dir. Arrow
Joystick -Hold Right button and move



Pre-Game Screen

Thefirst screen that will come up after booting the gameis
the pre-game screen. It'sfrom this screen that you'll select
what game you'll play. If "Road To The Final Four" is set
on tournament mode, you'll get to pick which gamein the
current round you want to play. In the single game mode
you'll beableto chooseany two teamsto play head-to-head.
To switch between these two modes, see the section about
the NCAA Menu options on page 38.

Pre-Game Screen Keyboard Commands

BesidesbeingabletousetheUniversa Keyboard Commands
(such asptostartthegame) discussed previously, thereare
three commands unique to the pre-game screen. They are:

G - Select Game:
Asstated previoudy, themodeyou'reinwill affect how
this key works. See below for how to select a game.

F8 - Complete Round:

When in tournament mode, this command completes
the current round.

D - Demo Mode:

Hitting the d key will shift the game into demo mode.
See page 3L

Selecting a Game

After hitting the g key, if you're in the tournament mode,
you'll sseatournament bracket, much likethe Tournament
Bracket Sheet provided with the game. This version will
display al the scores and byes in the currently running
tournament. You'll use the cursor keys to scroll through
your choices and select the game you want to play. Hitting
ENTER will start the game you've chosen. If for some
reason you've selected agame that has already been played

or chosen a bracket that has yet to be filled, you'll be
prompted totry again. If you make no choice, the gamewiill
aways default to the earliest possible unplayed game.

If "Road To TheFinal Four" isset onthe single game mode,
you'll be presented with a separate set of options. Hitting
thegkey will causeall theteams, listed by region, to appear.
Thecurrently selected teamswill havethewordsHOME or
VISIT following them. If you want to change the teams
selected, use the cursor keys to scroll to the team of your
choiceand hiteither hfor HOME, vfor VIS TOR, or ENTER
to bring up a pop up sdection menu to make your choice.
Theonly limitationisthat you can't chooseto play the same
team as both the home team and the visitors. A team can't
play itself!

In either mode, once you've made up your mind, just hit the
p key to get the game under way.

Demo

After afew moments, if you fail to press any key or if you '\
press the d key, the game will automatically go into demo
mode. The game demo will continueto play until you stop
it by pressing any key. The demo will then stop and you'll

go back to thetitle screen.



Menus

Navigating the Menus

Variousmenuswill alow you almost completecontrol over
the details of the game. The main menu, its connected
submenus, and many of thegame'sfeaturesareaccessed by
keyboard "hot keys." Thesearelisted both on screeninthe
game and here in the manual along with a detailed
explanation of their functions. Onceinsideamenu, youwill
see aligting of aterable features. You can scroll up and
downthefeatureslistsby using either the "up" and "down"
arrow keys, or the 8 and 2 keys on the keypad. There are
four typesof features, and eachischanged differently. The
firsttypeof featurehasasmall squarebox totheimmediate
left of the feature's written description. After scrolling to
thistypeof option, hittingthe ENT ER key will either fill or
remove an "X" from within the box, indicating that the
featureisor isnot selected. Next arefeaturesthat display
a"dider." Thisgraphic indicator can be atered by hitting
either the "left" or "right" arrow keys, or the4 and 6 keyson
the numeric keypad. Then there are features listings with
no apparent indicators as to whether or not they've been
sdlected. ScrallingtosuchafeatureandhittingtheENTER
key will take you to still another submenu level. Itison
these lowest levels of the menu structure that you can
control the tiniest details of game play. Findly, there are
featuresdisplayinganumericvalue. Scrollingto theseand
hitting the number keys will change the values to the
settings you want. In some cases, you'll be limited as to
what numbers you can enter, and in other cases, you'll be
asked whether you want to save the changes you've made.
During some phases of game play, such as free throws,
jump balls and shots in progress, the menus will not be
accessible.

Requestor Box Keyboard Commands

When choosing some options in the menus, requestor
boxes will appear in the upper left hand corner of the
screen. Thesewill serveeither asawarning, to giveyou an
option, or smply as a source of information. Requestor
boxeswill giveoneof thethreefollowing choices: READY,,
READY/CANCEL,orYES/NO/CANCEL. You'llbeable
to use these keyboard commands to make your choices.

ESC - TochooseeithertheCANCEL optionorREADY
iIf that isthe only choice available.

R- READY
C-  CANCEL
Y- YES

N- NO



Main Menu - ESC

The main menu is your gateway to the inner workings of
"Road to the Find Four." Hitting the "Escape’ key will
pause any game in progress and bring up the main menu.
From here you'll have access to the submenus where you
can customize thegameto your liking. Somefeatureswill
notbealterablewhileagameisinprogress, soitissuggested
that you make any changes you want before beginning
gameplay.

All theUniversal Keyboard Commandsareavailablefrom
the main menu. Detailed explanations of the function of
each of these "hot keys' arelisted el sewhereinthismanual.

System Settings Menu - F1

The System Settings Menu iswhereyou can makedterations
to the game to take advantage of your hardware
configuration and to customize some of thewaysthe game
Is presented on-screen. This menu is divided into three
main sections and has one listed "hot key." The other "hot
keys' for the main and submenus are aso active on this
screen even though they are not listed.

Thefirst section of the System Settings Menuis "Features.”
Theseare:

Sound On:
Scrolling to this feature and pressng the ENTER key
toggles the game sound on or off.

Director On:

The "Director" controls the "camera' view of your
game. TheDirector simul atesthefast cutsof liveNCAA
televison coverage. WiththeDirector on, theview will
switchfrom "camera’' to "camera," giving you the best
possible view of the game in progress. Turning the

"Director” off gives you two half-court "bird's eye"
views of the action.

Play by Play On:

When the "play by play" featureis activated, arunning
commentary of your gamewill appear on the bottom of
the screen. It'slikelistening to the experts in the booth
as they give a detailed, running account of the game.

Fatigue Bars On:

The fatigue bars are a graphic representation of the
fatigue levels of both teams. With the fatigue bars on,
you'll know for surewhether or not you'rewearingthe
other team down or if it'stimefor you to cal atimeout
of your own.

Fast Simulation:

With Fast Smulation turned on, you will disable the
graphicsand you can find out the outcome of agamein
amatter of moments. No graphicsappear onthe screen,
but the computer will quickly play thetwo teams against
each other and let you know who won. As the game
runs, you will be able to see the scores add up.

The second section displaysthe Sound Board options. Y ou
will not havetoworry about thisif you'veused thecommand
line parameters discussed in the start up section. "Road to
the Final Four" supportsboth the AdLib and Sound Blaster
boards as well as IBM Spesker Sound. Smply scroll to the
appropriate choice and hit the ENTER key. Remember to
make sure that the "Sound On" feature listed above is
selected to take advantage of the game's sound capabilities.

Thelast sectionisagame speed dider. After scrollingtoit,
you can adjust the game to whatever speed seems the best
for you.



User Settings Menu - F2

The User Settings Menu controls much of how the user
interfaces with the game. From this menu the player can
make choices about what hardwareinterface will be used.
The menu is divided into two sections, one for the home
team and one for the vistors. By altering a few features
you'll be able to choose whether you're playing against the
computer, playing againg a friend, or dtting back and
watching asthecomputer playsitsalfinafantasy match-up
thatyou'veconstructed. Both sectionscontainthefollowing
customizablefeatures:

CoachOnly:

Whenthe "Coach Only" featureis selected, you become
the Coach for theteam you've chosen. AsCoachyoulll
haveaccesstotheLineupMenu (F4). Y ou'll bein charge,
making the sort of decisions that can turn the tide of a
game at a crucial moment.

If you'd rather get out on the court and play the game
with the best college athletes in the country, there are
severd interface choices.

Keyboard:

Sdlecting this option puts you in the middle of the
action, controlling your team through a series of
customizable keyboard commands. (See Action
Commands, page 25)

Keypad:

Some players will prefer to interface with the game
through the keypad. It's smaller and somefind it less
confusingtouse. Choosingthisoptionwill activatethe
customizable keypad commands. (See Action
Commands, page25)

Joystick 1:

Activate this option if you have ajoystick installed in
joystick port one and prefer to use this method of
playing the game. (See Action Commands, page 25)

Joystick 2:

If you have a second joystick and afriend wantsto play,
or if for somereasonyouwant to play aloneand want to
use a joystick hooked into joystick port number two,
select thisoption. (See Action Commands, page 25)

Computer:

Choosing the computer option for either the home or
visitingteam pitsyou against themachinein ahigh level

NCA A match-up. If youchoosethecomputerforBOTH

thehome and visiting teams, you can sit back and watch
as the computer plays itsdlf in a fantasy game that
you've st up.

TeamL eve: Freshmanthrough Senior

Team level controlsthelevd of difficulty of the game-
a freshman game being the easiest and a senior game
being the hardest. Usethe dider to choose the leve of

difficulty that's best for you.



NCAA Menu - F3

Now we're getting into the nitty gritty. It's from within the
NCAA menu that you, the player, exercise total control
over the smdlest detalls of the game. From insde the
NCAA menu you'll be able to sdlect the type of game, the
number of players, the camera options, and more.
Everything from changing the court color to atering the
stats of individual playerswill be under your control. With
alittle work you'll even be able to create your own teams
and players, whether imaginary or based on past
championshipwinners. Withalittleresearchyou'll beable
to pit the winners of the first NCAA tourney against the
current championsin aFina Four fantasy showdown. The
NCAA menu alows you to customize these features:

Tournament:
Choosethis option if you want to play a series of games.

Single Game:

Another option is playing a single game between two
teams. Y ou should note that this and the Tournament
option listed above are an either/or proposition. You
can play either a Tournament or a Single game, but not
both. Choosingthe Single Gameoptionwill alsodisable
some of the features that deal with tournament play.

Tournament Set Up:

Thisgroup of features allows you control over how the
tournament is run. If you've chosen to play asngle
game, some of these options, such as"Seed Teams' will
be disabled. Y ou can, however, use the "Modify Rules'
feature.

Modify Rules (NCAA Submenu 1):

After scrolling to thisfeature and hitting ENTER, you'll
see asubmenu pop up. Inthis submenu you can control
the following:

Minutesper Period:
Thedefault number is set on 20, but you can dlter the
minutes per period anywhere from 1 to 20.

Number of Periods.
Y ou can choose either a2 or 4 period game.

Players per Team:

Anywherefrom 1 to5playerscanplay atatime. This
means that if you've always wondered how two of
your favorite stars would do in a one-on-one game,
youcansetitupandfindout! Theonly limitationon
thisisthat they must be from different teams. You
can not assign the same team both Home and Visitor
status.

CollegeKey/ProKey:
Y ou can switch from a college key to pro key. This
affects the width of the key.

Court Color:

Thisisagraphic dider that allowsyou to adjust the
color of the court. Movethedider and pick the color
that best suits you.

Use Shot Clock:

With this option turned on, the shot clock ruleisin
effect. Check the rules section of this manual for a
full explanation of how the shot clock rule works.



Number of Secondson Shot Clock:
Y ou can set the number of seconds on the shot clock

anywherefrom20to 90. Thisonly appliesif the shot
clockisinuse

Use 3 Point Line:

Turn on thisoption if you want to enable the 3 point
shot rule.

Distanceto ThreePoint Line:
Whenthe3pointlineruleisenabled, you canfurther
modify thethree point line by adjusting the distance
between it and the basket. Thisis expressed in feet
and inches. Feet can be set anywhere from 18 to 35
and inches anywherefrom O to 11

Seed Teams (tourney mode)

Select Game (single game mode) (NCAA Submenu 2)

"Seed" refers to the ratings system used to set up the
tournament. The number one seed is the highest rated
team. These ratings are done for each region and
determinetheteam'sinitial standinginthetournament.
After you have seeded a new tournament, you'll be

prompted to save your changes when you leave this
submenu.

The following keyboard commands are used to seed a
new tournament:

ALT * -Random Seeding:

Choosing this option randomly seeds a 64 team
tourney.

ALT R-RestoreTournament:
Hit ALT R if, after making changes, you want to
return to the tourney asit originally stood.

ALT H -ReturntoHistorical Seeding:

Changes the game back to the original 1991
tournament seeding. However, thiswill not restore
the game to its original condition if you have made
significant editing changes. To do that you must use
theinstaler and your original disks. Seelnstallation
Option 3 on page 17.

ALT C-Clear Seeding:
Hit this if you want to clear the seeding from the
entire tournament.

ALTM -Move/Swap Team:
Usethis control if you want to move or swap teams
from region to region.

ENTER - Select Team:

Thisisasubcommand of ALT M. After scrollingto
the team you want to seed, hit ENTER to make
changes in its standing. If you're not in the move/
swap modes, hitting ENTER will pop up a menu
alowing you to seed the team or enter the move/
swap modes.

1through 16 - Seed Number :

Once you've sdlected a team, you may change its
seeding smply by typing a number between 1 and
16. Oncethat's done, just move on to the next team.

0 and ENTER - Unseed Team:
Hitting the O key will unseed the team currently
selected.



Display Bracket

Thenext section of theNCAA Menu (and not part of the
Sead Tourney submenu) is Display Bracket. Choosing
this option displays the current tournament bracket.
Usethecursor keysto scroll through thetournament set

up fromregion toregion. Thenext gameto play will be
highlighted.

Restart Tourney

Choosing this option takes the current tourney back to

gameone. Italsoclearsthescoresfromthebracket data
file.

Disk Options

Disk Options alow you to save or load information
using either your hard drive or afloppy disk. Ineach
case the game will remember the last |oaded, saved, or
copied item the next timeit runs. When you do saveor
copy something, you will be prompted for a name.
However, you won't have to enter an extension.
Depending upon the option selected, the proper
extension will always be included automatically. Itis
important that you do not alter these extensionsfor the
game to run correctly. Disk optionsinclude:

Save Tourney File:
This saves the current tourney asit stands. Y ou will

be prompted to name the tourney and choose on
which drive it should be saved.

Load Tourney File:

This option allows you to load tourneys you have
saved previoudly. Itisasotheoptionusedtorestore
original tourney information that you've loaded
using the install program.

Save Camera File:

If you've spent sometimeand effort to finetunethe
camera angles to just where you want them to be,
you can use this option to save them. Prompts will
Instruct you to namethe current camerafileand ask
on which drive you want to saveit.

Load CameraFile:
Y ou can usethisoptiontoload camerafilesthat you
have saved previoudly.

Players & Stats (NCAA Submenu 3)

The final NCAA submenu is the Players and Stats
Menu. From within this submenu, you have control
over every player in the league. First, personal
information is listed for each player, such as height,
weight, etc. Theneachplayer'sabilitiesarequantifiedin
two ways. First is a set of personal ratings. These
numbers describe personal attributes such as strength
and speed. Theratingsrunfrom 1 to 10, with 10 being
thebest. The second setis statistics. These datistics are
arecordof anindividual player'sperformanceincertain
aspects of the game, such as free throws or rebounds.
These statistics are further broken down into two
categories. Thefirst, listedasHist., or historica statistics,
arethestatsreflectingtheplayer'sperformanceduring
theregular season. Thisset of statsisfixed and doesn't
change unless you alter them. The second, listed as
Accm., or accumulated statistics, shows how well the
playerisdoinginthe"Road To TheFina Four." Asyou
run the tournament, or even single games, this set of
stats will change to reflect how well each player is
performing. Thesearenot adetermination of how well
you are playing, rather how well each player on the



team is performing. Historica stats (only) will alter
game play as tournaments or single games progress.

Historical statistics are important. As a whole they
affect a complex statistical model that is the heart of
"Road To The Fina Four." Thismodel determinesthe
outcome of every play and every shot, based upon each
player's individual datistics.

Sports professionals have spent many hours of
exhaustiveresearch ontheperformanceof every player
in the 1991 NCAA tournament to create these ratings
and gatistics. The beginning player should think twice
before altering any of these numbers. However, the
more experienced player can, with alittle effort, usethe
player editing tools to create all manner of fascinating
posshilities. You can create entire fantasy leagues.
Y our friendscan createtheir ownfantasy teamsandyou
can have your own tournament. With alittle research,
you can recreate the great teams of previous years and
play them against today's champions. Y ou can makeup
All-Star teams and pit the best against the best, or see
how your high school teamwould do againsttheNCAA
champs. Thechoiceisyours!

The players are grouped together by team. Thereis
information about each team including team name,
team color, division, historical seed (the seed each team
is within their own region), region, and a complete
players list. All thisinformation may be edited. The
team color can be changed by scrolling to that option
and hitting ENTER. Thecolorswill togglethrough 10
possible choices. The seed listing can be changed by
smply typinginanew value. Region canbechanged by
entering anew number from 1 to4. (West -1, Midwest
-2, East - 3, and Southeast - 4.)

Scrolling through the players list, you will see
information about the highlighted player. This
information includes. first name, last name, height,
weight, skincolor, and class (Junior, Senior, etc.), aswell
asratingsand statistics. Thefirstfive playerslised are
the default starting lineup.

What follows is a breakdown and explanation of each
rating and statistics category. It isrecommended that
you read through this section carefully before making
any changes.

Ratings

Posl - Position 1:
Thisindicates the player's primary position: guard,
forward, or center. The positions are:

Gl - Point Guard
G2 - Shooting Guard
C -Center

Fl - Power Forward
F2 - Smdl Forward

Pos2- Position 2:
Sincesome playersplay morethan one position, this
lists the player's secondary position.

Dur ability:
Thisis an indication of the player's stamina. The
higher thenumber, thelonger itwill bebeforefatigue

sets in during game play.

Foul:
This number rates how often the player fouls. The

higher the number, the more likely heisto foul.



Inside:

Thisnumber rates how well the player shootswithin
approximately 6 feet of the basket. The higher the
number, the more likely he is to sink the shot.

Midrange:
This number rates the player's shooting skills from

approximately 6 to 15 feet of the basket. Higher
numbers are better.

Outside:

This number rates the player's chance of making a
shot from beyond 15 feet. Again, the higher the
number, the more likely he is to make the shot.

Speed:

Thisis arating of the player's forward speed. The
higher the number, the faster the player moves
forward.

Quick:

This number rates the player's lateral speed. The
higher the number, the faster he is at moving from
Sde to sde.

Jump:

Rating of the player's ability to jump. Playerswith
high numbers in this rating will jump higher than
players with low numbers.

Hands:

Thisisarating of the player's ability to dribble and
catch passes. The higher the number, the better the
"hands' of the player.

Pass:
High numbersin this category show that the player
can make accurate, effective passes.

Defense:

Thisisarating of the player's ability to steal the ball
and block an opponent from driving to the hoop
without fouling.

Block:
Rating of the player's general ability to block shots.
The higher the number, the less that gets past him.

Strength:

Thisisn't arating of sheer physical strength. Rather,
it'sarating of the player's offensive ability to drive
past someone with force.

Class.
This indicates the player's class level (i.e. Senior,
Junior, etc.). Classratingsaffect aplayer'sability to
make snap decisionsand actssimilar to an experience
rating.

Statistics

Hist.-Historical Statistics:

As stated before, dmost al the statistics have two
numbers. Thefirst numberslistedintherow entitled
Hist, are historica statistics and reflect how well the
player did during theregular season. These numbers
are fixed and do not change.



Accm.-Accumulated Statistics:

The second row of numbers is listed as Accm. or

accumulated statistics. These numbers reflect the

pI ayer's performance during both tournament and
%;I e game play. Thesewill change asthe program

is play

Games:

Thisisadtatistic of thenumber of gamesinwhichthe
player has participated actively.

FGA -Field GoalsAttempted:

This number shows the number of field gods the
player has attempted.

FGM -Field GoalsM ade:

This number shows the number of field goas the
player has made.

FTA -FreeThrowsAttempted:

This number shows the number of free throws the
player has attempted.

FTM -FreeThrowsM ade:

This number shows the number of free throws the
player has made.

3PTA -ThreePoint Attempts:

This number shows the number of 3 point shots the
player has attempted.

3PTM -ThreePointsM ade:

This number shows the number of 3 point shots the
player has made.

Assists.
Thisis arecord of the number of asssts the player
has made during the season.

REB-Rebounds:
Statistic of the number of rebounds made by the

player during the season.

STL -Steals:
Number of steadls made during the season.

BLK -Blocks:
Number of blocks made during the season.

TRNOV -Turnovers.
Thisis the total number of turnovers the player has
made. Thisisavailableinthe accumulated atistics

only.

MIN - Minutesof Play:
Total number of minutes of play in the tournament.
Thisisan accumulated statistic only.

Fouls:
Total number of foulsmadeinthetournament. This

Is an accumulated statistic only.

Points:
Total number of points made by the player. Thisis
both an historical and accumulated statistic.

AV G -AveragePoints
This the average number of points scored by the

player per game.



Players & Statistics Editing Keyboard Commands

ENTER - Pop Up Position Menu:

After scrallingtoaplayer and hittingENTER, apop
up menu will appear and give you the option of
placing the player in the starting lineup or editing his
gatistics.

- (minuskey) - Previous Team:
Hitting the minus key will move you back to the
previous team on the ligt.

= (equalskey) - Next Team:
Hitting the equalskey will moveyouforwardto the
next team on the list.

F5 - Pick Team:
Thiswill take you to thelist of teams to edit.

ALTR-RestoreTeam:

Hitting ALT R will restore the currently sdected
team's dtatistics to their origina state before you
began the editing process.

ALT S- Save Changes

Thiskey combinationwill saveall thechangesyou've
made to the team currently selected. Once thisis
done, the changes will be permanent. Using the
restore team command will not work after using
ALTS.

F9 - Enter Editing Mode:
Hitting FOwill shift youintotheeditingmodewhere
you can make mgjor changesto the player selected.

Editing Mode Keyboard Commands

F9 - End Edit:

Once in editing mode, hitting F9 will return you
back to the player'slist. Y ou can effectively use
F9 to toggle between the two modes.

ALT A - Auto Rate:

Hitting AL T Awill automatically givetheplayer
anew set of ratingsbased ontheplayer'shistorical
datigtics.

ALT C - Clear:

This key combination clears the ratings, name,
vital statistics, and thehi storical and accumul ated
datistics for the selected player.

ALT R -Restore:

Hitting ALT R will restore the player'sratings to
the original state, or to the last time you saved
your changes.

- (minuskey) - Previous Player:
Moves you to the previous player on thelist.

= (equalskey) - Next Player :
Moves you to the next player on the lig.

ENTER - Record New Value:
Aftertypinganewvalueintoaratingsor statistic
field, hit ENTER to record that value.



TAB - Next Fidld:
Y ou can use the TAB key to scroll through the
various ratings and dtatistics fields.

Copy Players File:
Use this NCAA Menu option to make a copy of a
player'sfile whileleaving the origina file unaffected.

Load Players File:

This option adlows you to load players filesfrom your
hard drive. It can be used to restore origina players
files that have been reloaded from your start up disks
using the Install Option 3.

Clear Players Stats:
This option clears dl accumulated tourney statistics.

Printing Player Stats:

OptionF6 sendsteam statstoadisk file. Option F7 prints
statstoaprinter. Enter any filenameupto 8 Characters.

Lineup Menu - F4

The final menu is the Lineup Menu. This menu is very
important during normal gameplay, anditisvital if you've
chosen the "Coach Only" option. Inthat case, itistheonly
way tointeractwiththegame. IntheLineupMenu, youcan
switch around your own lineup, check on the other team's
lineup, select plays and more.

Lineup Menu Keyboard Commands

Space Bar - Player Stats:

After scralling to a player, you can see his entire set of
statsby hitting the Space Bar. Likethe condensed set of
stats shown in the Lineup Menu, these change during
gameplay. You'll ssehisvital stats, historical stats, and
either hisaccumulated statsor thestatsfromthe current
game.

F5-Other Team'sLineup:
Once in the Lineup Menu you can bring up the other
team'slineup by hitting F5.

Lineup Statistics

Beforethegamestarts, statisticsshownwill bebased onthe
historical statistics of each player. During game play the
statistics change to reflect the satistics of the game in
progress. This change affects not only the statistics
themselves but the statistic headings.

Beforethegamebegins, stati sticsareshownfor thefollowing:

HGHT -Height:
Measurement of the player's height.

DR - Durability
Measurement of the player's staying power.



AS/G - AssssPa Game
An historical statistic of the average number of assists
per game made by the player.

RB/G-ReboundsPer Game

Anhistorical gtatistic of the averagenumber of rebounds
per game made by the player.

PT/G -PointsPer Game
An historical statistic of the average number of points
scored per game by the player.

Once the game has begun, these gtatistics change to:

HGHT -Height:
This statistic remains the same.

DR% -Dur abilityRemaining:
Expressed as a percentage, this number shows the
player's fatigue level.

MIN-MinutesPlayed:
Shows the number of minutes the player has been
actively involved in the game

F - Fouls

Shows the number of fouls committed by the player
during the current game.

AS-Assists
Statistic showing the number of assists made by the
player during the current game.

RB -Rebounds:

Shows the number of rebounds made by the player
during the current game.

FT - Points
Statistic showing the number of points scored by the
player during the current game.

Switching Players

The first five players listed are currently playing in the
game. Thepostionthey areplayingislistedtotheir left. To
switch around your lineup, Ssmply scroll to the player you
want to use, hit ENTER, and select the position youwant to
move him into. Y ou can switch players from within the
current lineup or from the bench. However, you can not
switch the order of players on the bench. The lineup can
only be switched during timeouts or when the ball is dead
and during half-time.

Selecting Playbooks

True control of what is happening on the court is divided
into two categories. The first, Action Commands, have
already been discussed in detail. The second category
involves using plays. Asin most games, plays are preset
patterns of actions made by the players designed to
accomplishacertain goa. Offensive playsare designed to
either score points or put someone in a podtion to score.
Defensive plays are designed to either stop the other team
from scoring or to gain control of theball. "Road To The
Final Four" alowsyoutochoose8 playsfromeach category,
offensive and defensive, to be displayed in the Lineup
Menu. Theseplaysareyour "playbook”. Fromthislistyou
can choose 4 playsin each category to be your "active play
lis". Thesearedisplayedinthe Coaching Window (Seepp.
58-59) and can be called at almost any moment during the
game.



Creating a Playbook

Aswith alteringthekeystrokeor keypad equivaentsof the
Action Commands, creating your own playbook can be
donewithany word processor that canalter textfiles. Todo
this, smply copy the current playbook (ncaal991.pb) and
renameit. Y ou canuseany new nameaslongasitisalegal
DOS name and endsin .pb. For example, if you wanted to
create a playbook for the 1991 NCAA champs, Duke
University, youmight call it: dukebook.pb. Thereare8 set
defensive plays, but there are well over adozen offensive
playsfrom which to choose. Thesearelisted inthe game's
directory and al containthesuffix: .pla. Tocustomizeyour
new playbook, smply openitinaword processng program
and type in your sdected .plafile names. You can even
change the names of the plays that will appear on the
screen. ' You can give them any name up to 14 characters
long. Theonly other restriction isthat you must retain the
origind format of the playbook file. The game will not
recognize a playbook with an altered format.

PrintingLineup:
OptionF6 sendsteam lineup to adisk file. Option F7 prints
lineup to aprinter. Enter any file name up to 8 characters.

Sample Playbook
Below iswhat an actual playbook should look like:

* NCAA: Road to the Final Four Playbook: 8 play file
names with extensons
fasbrk.pla

pickroll.pla
givengo.pla

backd.pla

clearrt.pla

clearlft.pla
passgame.pla
rungun.pla

* The actual play namesfor sdection (up to 14 letters
each)

Fast Bresk

Pick& Roall

Give& Go

Back Door Trap

Clear Right

Clear Left

Passing Game

Run & Gun

* End of file

Selecting Plays

Now that you've either sdected a playbook or created your
own, you must choose which playswill beyour active play
list. These plays will be the ones that will appear in the
Coaching Window to be cdled during game play. As
stated, you can choose 4 offensive and 4 defensive plays.
Y oucanprioritizethemfrom1to4. (1 beingthemost-often
used play, 4 being the | east-often used play.) Smply scroll
to the play you want and hit ENTER to sdect its priority.



Once you've sdlected the 8 plays for your active play lig,
you're ready to start the game. Y ou can come back to the
Lineup Menu and change your active play list during time
outsor half-time.

Y ou can choosethe same play several timesfor your active
play ligt but only the highest priority number will appear.
For exampl e you could choose Give-and-Go for both your
number 1 and number 3 plays. Thiswould mean that the
team would executea Give-and-Go amost 50% of thetime.
Andwhileitwould appear twiceinyour coaching window,
you would only see the number 1 next to it in the Lineup
Menu.

Coaching Window

The Coaching Window isvisible during game play only. It
Isfromthiswindow that you actually call theplaysthat will
win or lose the game. Sdlecting a play from the Coaching
Window istheequival ent of the coach shouting aplay tothe
players during the game, with the exception that in "Road
ToTheFina Four" theplayersawaysfollow your coaching
advice.

Coaching Window Keyboard Commands
0/1 - Toggle Coaching Window:
Hitting O displays/removes the Visiting Team's
Coaching Window, while hitting 1 displays/removes
the Home Team's Coaching Window.

Up and Down Cursor (K eypad)

Up and Down Position (Joystick)

W and X (Keyboard) - Selecting a Play:

Depending on your input device you use these
commands to sdect the play you want to call.

Left or Right Cursor (Keypad)

Fire Button (Joystick)

A or D (Keyboard) - Calling a Play:

Once you've sdlected the play you want to use, you can
call for the play by using one of these commands listed
above.

Final Score Menu
The last menu is the Fina Score Menu. There are four
options available from thismenu. They are;

Display Game Stats:

This shows the stats for each player in the game just
played. Depending on the selected option found on the
lower right hand side of the screen, these statswill either
by displayed on screen, or sent to either the printer or a
disk file.

Update Stats & Scores.

Sdlecting this option updates al of the accumulated
statistics for every player who participated in the game
that just finished. Then the win/loss record for the
teams are updated and, if the game was played in
Tournament Mode, the bracket is updated and the next
gameis selected.

Display Bracket:

Once Update Stats & Scores has been selected and the
computer has performed the calculations, it is replaced
by the Display Bracket option. Y ou can select thisoption
to review the current tournament status.



Complete Round:

This is the final option and is available only in the
Tournament Mode. When this option is sdlected, the
game shiftsinto Fast Smulation Mode and completes
the current round of games in the tournament being
played. If there are no games left in the current
tournament round, this option will have no effect.

Y our final options are to hit ESC and return to the Main
Menu, hit p and play the next game in the current
tournament, or hit F10 and quit to DOS.

COACH'S CORNER

Player Positions

Point Guard (1 Man):

ThePoint Guardistheplayer whoinitiatestheoffense. The
1 Man must be agood ball-handler, usually the best passer
on the team. His defensive duties include checking the
point guard on the opposing team. The Point Guard is
usually the smallest man on the team, ranging from 55" to
65" in height and weighing anywhere from 140 to 180 | bs.
Heshould bequick and ableto acceleraterapidly. Shooting
distance: 10to 20 feet.

ShootingGuard (2M an):

Thisplayer isusually the best perimeter shooter and is able
to pass and dribble well. The offense usually begins with
this man on thewing. The Shooting Guard should be lean
and fast. Heisusually 62" or taller and weighs 150 to 190
Ibs. Shooting distance: 10 to 20 feet.

Small Forward (3 Man):

The 3 Man shoots both from the perimeter and the inside.
The Small Forward ranges from 170 to 190 Ibs. and is
usually 6'4" to6'7" inheight. Shootingdistance: 8to 16feet.

Power Forward (4 Man):

The duties of the Power Forward include rebounding and
scoring from the inside. The Power Forward is generally
65" or taller and weighs2001bs. or more. Shooting distance:
8 feet and in.



Center (5 Man):

Offensively, the Center'sjob isto score around the basket
and rebound. Defensively, he rebounds and blocks shots.
Thisplayer is generally the leading rebounder on the team.
The Center is usually the tallest man on the team, with a
height of 68" or above. This player's weight may range
from 200 to 240 Ibs. Shooting distance: 6 feet and in.

Plays for Offense

Fast Break:

One example of a Fast Break occursif Team A shoots and
misses. Team B rebounds the ball and throws it to one of
their players down-court. The Team B player with the ball
then makes a "fast break” for the basket. Thereisno one
between the basket and him and he makes an uncontested
layup. The important thing to note for this play isthat in
ordertohaveaFast Break, Team A must first missashot and
Team B's shot must be uncontested. To use the Fast Break,
ateam must have quick perimeter players (1, 2and 3 Men).

Pick and Roll:

Inthisplay, Player 1 of TeamA isguardingPlayer 1 of Team
B. Player 1 fromTeam B moveslaterally and Player 1 from
Team A attemptsto follow, but Player 2 of Team B goesto
thesideof the Team A player and stopshim fromfollowing
Player 1 (thisisthe "pick" part of the play). Player 2 then
turns ("rolls") toward the basket and Player 1 passes the
ball tohimfor ashot. A team should be quick and strongto
properly execute this play. See diagram below:

2N
Give-and-Go:

For this play, the players should be quick and good ball-
handlers. Player 1 passes the ball to Player 2 and then
immediately runs toward the basket. Player 2 then passes
theball back to Player 1, whoisnow near thebasket and able
to attempt a shot. See diagram below:

b l \\\\\\\\\\\\\\\\\
b
: {2




Backdoor:

In this planned play, Offensive Player 2 moves toward
Offensive Player 1 (who hastheball), causing the defensive
player to follow. Offensive Player 2 then cuts abruptly
behind the defensive player and receives the pass from
Offensive Player 1. Seediagram below:

Clear Out Right:

Idedlly, this play should be run against a man-to-man
defense. Player 1 (usually the Point Guard) bringstheball
down the court while Players 2 and 3 (generally one of the
Forwardsand the Center) moveinto the center of thecourt,
causing the men guarding themto follow. Thisclearsout
the right side of the court and allows Player 1 to make a
break for thebasket. To executethisplay, Player 1 mustbe
guick and creative. See diagram below:

Clear Out Left:
Thisplay isidentical to the Clear Out Right except the | eft
side of the court isbeing cleared. See diagram beow:

PassngGame:

Thisplay isoften used asthe main offense of ateam. Team
members must be good passers and able to "read”" what is
occurring onthefloor. Theball will be passed to different
players on the floor as they become open. A shot will
eventually be taken when a good opportunity arises. This
method of of fensed owsthetempo of agameandisgenerally
used whenateamisahead and can afford tousetimeonthe
shot clock. Thisisnot usedto "waste" timeontheshot clock
asthere is constant movement in an attempt to get a shot.



Run and Gun:

Thisisavery fast-paced version of the Passing Game used
when ateam can not afford to use time on the clock. The
teamisusually behind in thegame. They makeonetothree
passes and the first open shot is taken.

Plays for Defense

Man-to-Man:

In thiscommon form of defense, each player isresponsible
for guarding onespecific player ontheopposingteam. This
isan aggressive form of defense that requires athletes with
stamina. Man-to-Man allows the defense to control the
tempo of thegame. Thisdefensea so hasfewer weaknesses
than a Zone and alows for greater control. Man-to-Man
should beplayedif agameisclosg, asit useslesstimeonthe
clock and often forces an opposing team to rush their
offense.

Zone Defenses:

Therearemany differenttypesof ZoneDefensesasoutlined
onthefollowing pages, although zonesusually becomea2-
1-2 Zone after the first pass. In a Zone Defense, a team
member is responsible for guarding a specific area of the
court rather than a specific opposing player (unless that
playerisinhisarea). Thistypeof defensealowstheoffense
to control the tempo of a game, which can serve as a
disadvantage. If ateam wishes to change the tempo of a
game and force the opposing team to walk the ball up the
court and pass (for example, against a team that uses the
Fast Break), it may switch from Man-to-Man to a Zone
Defense. Thisdefense may be used by ateam that isahead
and can afford to use time on the clock. Itisaso easer to
recover defensively with a Zone Defense.

3-2Zone: Seediagram below:
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1-3-1Zone
This defense can be susceptible to the Back Door Offense
and other close perimeter shooting. See diagram below:

1-2-2Zone

Thisisaso known asthe "Box and One." The Point Guard

\tl)veiI” generdly play Man-to-Man Defense.  See diagram
ow:

Full-Court Press

TheFull-Court Press consists of applying pressurefromthe
inbound pass near the opponent's basket. This makes
passing more difficult for the opposing team, which will
ideally force the opponents into making incompl ete passes
or taking too much time to cross the center line (thereby
creatingaturnover). TheFull-Court Pressalowsthedefense
to increase the tempo of agame. See diagram below:

Intentional Foul:

Thisdefenseisgenerally used lateinthe gamewhen ateam
islosing. A player from Team A will intentionally foul a
player from Team B, thereby causingthe clock to stop. The
player who was fouled will then get an automatic two free
throws. Ideally, aplayer from Team A will rebound thelast
free throw and gain possession of the ball. The team can
then attempt to make ashot or they may call atimeout to set
up their offense. Theimportance of this defenseis that it
stopstheclock and allowsthelosing team to gain possession
of the ball and attempt to score.



OFFICIAL 1992 READ-EASY MEN'S AND WOMEN'S

BASKETBALL RULES
Edited and abridged from NCAA® Men's and Women's Read-Easy
Basketball Rules.
© Copyright 1974 National Collegiate Athletic Association.

Origina manuscript prepared by Henry O. Nichols, Secretary-Rules
Editor, NCAA Men'sBaskethall RulesCommitteeand Marcy Weston,
Secretary-RulesEditor, NCAA Women'sBasketbal | RulesCommittee.

MAJOR RULES CHANGES FOR 1991 -92

MEN'S RULES CHANGES

Themogt significant rulechangeisbased on aphil osophy
of maintaining a balance between offense and defense
astheNCAA Men'sBasketbal | RulesCommitteedecided
to changethe shot-clock rule. The shot clock will bereset
when atry for god strikes the basket ring. This change
will reward good defensive play as the shot clock will
not be reset when the offensive team recovers ablocked
shot inbounds.

Other changes are: contact technical fouls will count
toward aplayer'sfivefoulsfor disqualification and will
count toward the team total needed to reach bonusfree-
throw situations; players will be required to keep their
shirts tucked in their game pants; a player-control foul
cannot be caled during an interrupted dribble and a
maximum of one technical foul will be assessed prior to
the start of thegameto ateam that viol ateslineup, squad
lis and correct-number provisions.

WOMEN'S RULES CHANGES

Therulechangehavingthemost significant effect onthe
gameisresetting theshot clock whentheball hitstherim
and, therefore, rewarding strong defensive play. If a
blocked shot stays inbounds, the clock will continue to
run with the offense having the remaining seconds
should it regain possession. Recovery by the defense
would start a new shot-clock period.

TheNCAA Women's Basketball Rules Committee also
affirmed its concern about appropriate player contact
by changing the fighting rule penalty to next game
suspension for first gection and suspension for the
remainder of the season and tournament play for a
second fighting gection. Dead ball contact technical
fouls will now count towards a player's five fouls for
disqualification as well astoward the bonus.

Additional changesare: tights and undergarments now
canbethe same color asthe game pantsand can beworn
for any reason; a player-control foul cannot be called
during an interrupted dribble and a maximum of one
technical foul will be assessed prior to the start of the
gameto ateam that violatesline-up, starters, and jersey-
number provisons.



RUI.E COURT AND EQUIPMENT
1. This is Basketball

An American-invented game hinged to

science, skill and speed. It's played by two
teams with five or sometimes fewer players on each
dde. The ball is round and can be batted, bounced,
rolled or thrown within the jurisdiction of the playing
rules. The object of thegameistossing theball through
one of the two 10-foot-high baskets at opposite ends of
the floor. If Team A shoots successfully into its own
basket, it'stwo pointsfor Team A. Unfortunately, itis
asotwo pointsif Team A shootssuccessfully into Team
B'sbasket.

2. Court Dimensions and Markings

Unlessyou're an architect, you probably don't care that
theidedl playing areais50feet wideby 94feetlong, with
atleast 3feet (preferably 10feet) of openareaoutsidethe
boundaries.

Besides sddlines and end lines (see court diagram on
page 118), markings include a center circle; adivison
line through the center circle from siddline to sdeline,
dividing the court into two equa parts, a free-throw
lane (12 feet wide) and free-throw line (15 feet from the
backboard) at each end of thecourt, abrokenrestraining
lineoutsidethecourt 6feetfrom, and parall€l to, theend
lines.

Thecenter circlehasa6-foot-radius. Theareainsidethe
circle is a No Man's Land — territory the eight non-

jumpers may not occupy until one of the two jumpers
has tapped the ball.

Thethree-point arc, measured 19 feet 9 inchesfrom the
center of thebasket, servesastheboundary linetolet the
referee know that three points will be awarded for a
successful field-goal attempt from beyond the line.

Therearereasonsfor theother court markings, too. For
instance, the divison line through the center circle
separates each team's "'front court,” whichisthat half of
the court that includes its own basket, from its
"backcourt." For men, ateam may not retai n continuous
control of theball inthebackcourt for 10 seconds. Each
team's own free-throw lane (between the free-throw
line and the end line) is an area wherein none of its
players may remain for three seconds,

3. Baskets and Backboards

The modern god at each end of the court represents
tremendous architectural progress since Dr. Naismith
started it al with a wooden peach basket.

The basket now is a meta ring, 18 inches in inside
diameter, with awhite cord (twine or plastic) 12-mesh
net, 15 to 18 inches in length, suspended from beneath
the ring to check the ball momentarily as it passes
through.

The basket ring is securdly attached to - but 9x inches
from - thebackboard. Itsupper edgeis 10feet abovethe
floor and, naturally, paralle to thefloor. Movable and
nonmovable rings are legdl.

For the college game, the only acceptable backboards
are those that are rectangular. The two Szes are 6 feet
wideby 4feethighand 6feetwideby 3-1/2feet high. Of
course, the boards at both ends of the court must be the
same Sze and shape. The backboards must be padded
across the bottom and 15 inches up each sde.



4. The Ball

The item of equipment most eyed by everyone
unguestionably isthebasketball itself. Y etfew on or of f

thecourt areawarethat theinflated circumferencethat
must pass through that 18-inch hoop is 29 to 30 inches,
(approximately 9-1/2 inches in diameter) for men and
28-1/2 to 29 inches for women. The men's ball weighs
amost ahaf pound morethanafootball, 20t022 ounces
(afootball weighs 14 to 15 ounces) and thewomen'sball

weighs 1810 20 ounces. Thebasketball hasaleather (or,

occasionally, composition) cover of anapproved orange
shade. Thegameball normally isprovided by the home
team.

5. Player Benches

Of course, the only logical placefor the player benches
isonthesamesideof thecourt asthescorers andtimers
table. Nevertheless, until this became an official
recommendation, it was not uncommon for the two
teams to be seated on opposite sdes, requiring one
team's entering substitutestojog clear around the court
to report to the scorers.

6. Coaching Box

Coaching boxeswere established because some coaches
were abusing thebench decorum ruleto thepoint where
some unfortunate incidents occurred as a result of
coaches straying from their bench area.

RULE OFFICIALS AND THEIR DUTIES

1. The Officiating Staff

The makeup of the officiating corpsis
strictly amatter of economics. In most
cases, theworkablenumber isfour: areferee, anumpire,
ascorer and atimer. In some cases, seven officials are
used in alineup comprising areferee, two umpires and
the same number of scorersand timers. No one phase of

basketbal| hasmadegreater progressthantheofficiating
corps. During thetime of the centerjump after each field
goa or free throw, two officials did it dl, the referee on
the court and one combined scorer-timer onthesidelines.

2. Referee Is Official in Charge

Althoughthedutiesof theofficial smay not concernyou
as a spectator or player, you should know that the
refereeistheboss. If you missed theannouncement, the
refereeistheofficial whotossestheball upforthecenter
jump at the start of the game and each overtime period.

Thereferee'sassigned choresrangefrominspectingand
approving al equipment before the game's starting
time to approving the final score. In between, besides
racing up and down the court at alarming speeds, the
referee is responsible for notifying each team three
minutesbeforeeachhalfistobeginand decidingmatters
of disagreement among theofficials.

The referee has the power to make decisions on any
points not specifically covered in therules and evento
forfeit the gamewhen thisis deemed necessary.



3. Officials Conduct Game

During actua play, there is no practical difference
between thereferee and umpire(s). They are equaly
responsible for the conduct of the game, and becauseof
the speed of play their duties are dictated essentially by
their respective positions on the court from moment to
moment. For thisreason, therulesspecify thatnoofficial
hasthe authority to question decisionsmadeby another
officia. Theofficials control, whichbegins30 minutes
before starting timefor menand 15 minutesfor women
and concludes with the referee's approval of the final
score, includes the power to gect from the court any
player, coach, or teamfollower whoisguilty of flagrant
unsporting conduct. When thereferee leaves the court
at theend of the game, the scoreisfinal and may not be
changed.

Aswe pointed out earlier, jump ballswill occur only at
the start of thegameand al overtimes, but officialsstill
must concentrate upon throwingtheball up straight. At
other times, play will be resumed with a throw-in. The
team not obtaining the ball after theinitial center jump
will begin the alternating process.

4. Officials’ Signals

All that armwavingfollowinganofficia'swhistleblast
Isnot apersonal idiosyncrasy. When afoul occurs, the
official isrequired by therulesto:

(@) signal thetimer to stop the clock

(b) designatethe offender to the scorer

(c) usethefingerstoindicatethenumber of free
throws

When ateam is entitled to athrow-in, an official must:

(@) sgna what caused the ball to become dead

(b) indicatethethrow-in spot (except following
agod)

(c) designate the team or player entitled to the
throw-in

5. Duties of Scorers and Timers
Scorers must:
(@) record, in numerical order, names and
numbers of al players
(b) record field goals made and free throws
made and missed
(c) keep arunning summary of points scored
(d) recordfoulscaled oneach player and notify
officialswhen aplayer-disqualification or
bonus-free-throw situation arises
(e) record timeouts and report when ateam's
allotted number has been used
(f) record when a squad member has been
gjected for fighting

It is the game-clock and shot-clock operators'
responsibility to keep everyone abreast of key factors,
while carrying out the timing regulations spelled out in
theofficial playing rules.



RU lE PLAYERS, SUBSTITUTES,

AND EQUIPMENT

1. Fewer Than Five Can Play
Fiveisbasketball'smagicnumber,from
aplayer standpoint. Five players are required on each
teamtolaunchplay. Oncetheactionisunder way fewer
than five can play if no legal substitutes are available.
Every team must have a captain.

2. The Captain

The captain is the team's representative on the floor.
While anyone may request atimeout, only the captain
may address an official on matters of interpretation or
information.

3. Substitutes

A substitute becomes a player only when he or she has
reported his or her name and number to the scorer and
Isbeckoned ontothe court by an official whentheclock
IS stopped. If the substitute enters to replace a player
whoisabout to attempt afreethrow, thesubstitutemust
withdraw until beckoned onto the court again. A player
who hasl eftthegamecannot reenter until sometimehas
"ticked off" the game clock.

4. Jersey Numbers

Each player must wear 4-to 6-inchnumbersonthefront
and back of thejersey. Itwon't surpriseyouthat players
of ateam may not wear the same numbers, but chances
are you never noticed this one: numbers 1 and 2 are
illegal, as is any number with a digit greater than 5.

Legd numbers are 0, 3, 4, 5 as sngle digits, then 10
through 15,20 through 25, and so on through 55. Yes, 00
Is legal. That's because mogt officials only have five
fingers on each hand, withwhich to signa to the scorer
the number of the player who committed the foul, and
one or two fingersindicates the number of free throws.
Three-digit numbers aso areillegd. lllega undershirts
or illega visble undergarments, like jewelry, may not
be worn at any time.



RUI.E DEFINITIONS

1. The Language Gap

Increased national and sometimes
international radio and television
coverage of basketball has produced many different
terms.

If you areintunewith the game, you will know what is
meant by "swishfor two" or "getting acrippleoff agive
and go." Even Dr. Naismith, the man who invented the
game, might havetrouble understanding that thesetwo
phrases mean a successful field goal.

Maybeyou still aretrying to decode the word "carom."
Actually, it'stherecovery of amissedfield-goal attempt
and more commonly caled a "rebound.” And just in
case you are thinking the word "asss" is limited to
your favorite shortstop or hockey player, be advised
here and now that an "assg" is credited to the player
whose pass to ateammate directly led to afield godl.

2. Some Official Terms

Among the officially defined terms having player-
spectator significance are these:

ALTERNATING POSSESS ON
Injump-ball situationsother than at thebeginning
of the game or overtime periods, teamsalternate
takingtheball out of bounds. Theteam that does
not get possession of thetap startsthe alternating
throw-in process.

BASKET

The 18-inchring and appended net throughwhich
players attempt to throw theball. A team's own
basket is the one into which its players try to
throw theball. For men, thevisitingteam hasthe
choice of basketsfor thefirst half, and the teams
change baskets for the second half. In women's
play, eachteam shootsat thebasket farthest from
its bench in the first half, and the teams change
baskets for the second half.

BASKET INTERFERENCE
Applies in the following situations:

1. Whentheball istouched whileany part of
it ison or within the basket or within the
imaginary cylinder above the basket.

2. When any part of the basket is touched
while the ball is on or within the basket.
Two or three points aways are awarded
when aplayer commitsbasket interference
at an opponent's basket, except during a
freethrow. If it wasathree-point attempt,
score three points. In the case of a free
throw, only one point may be awarded.

BLOCKING, CHARGING
Blocking isillega personal contact that impedes
the progress of an opponent. Chargingisillega
personal contact by pushing or moving into an
opponent's torso.



BONUS FREE THROW

A second free throw awarded for each common
foul (except a player-control foul) committed by
aplayer of ateamthat had already committed six
or more fouls, including persona and contact
technical fouls, in ahalf of agame, provided the
first free throw is successful. For men, beginning
withthetenthfoul, including personal and contact
technical fouls, in a half, two free throws are
awarded for eachcommonfoul (except aplayer-
control foul). A player-control foul is counted as
ateam foul for reaching the bonus.

CLOSELY GUARDED

A defensiveplayer isinaguarding stancewithin
six feet of the player with the bal.

CONTROL

A player isin control when holding or dribbling
a live ball while inbounds. Team control exigs
while a live ball is being passed between team
members.

DISQUALIFIED PLAYER

Onebarredfromfurther participationinthegame
because of committing a fifth foul, including
personal and contact technical fouls, or for other
reasons, such as aflagrant foul. For any squad
member to leavethebench areaif afighthasoris
about to break out, calls for automatic
disgualificationfromthat game. The coachmay
leave the bench areawithout penalty to enter the
court in order to serve as a peacemaker.

DRIBBLE

Bal movement caused by player in control who
bats, pushes or taps the bal to the floor any
number of times with either hand, but not with
both handssimultaneously. A dribbleendswhen
the dribbler catches the ball or touches it with
both hands ssmultaneoudly. A dribble aso ends
when an opponent bats the ball or when the ball
becomes dead. An interrupted dribble occurs
when the ball is loose after deflecting off the
dribbler or after it momentarily gets away from
the dribbler. During an interrupted dribble, a
three-secondlaneviolation, aplayer-control foul,
acknowledgment of atimeout request and (men)
afive-second closdly guarded dribbling violation
can not occur.

DUNKING

Reaching above the rim to put the ball through
the basket. Legal only during the game for men
but anytime for women.

EXTRA PERIOD

An extension of timeto break atie score.

FIGHTING

In the opinion of the officia, if any flagrant foul
Is deemed to be afight, the fighting penalty is
invoked. This could include, but isnot exclusive
to, an attempt to strike an opponent with the
arms, hands, legs, feet, or a combative action by
one or more players.



FOUL

A rulesinfractionfor whichthe penalty isoneor
morefreethrows (except adoublefoul or player-
control foul). Fouls come in the following
categories:

(8) COMMONFOUL
A personal foul that isneither flagrant nor
intentional, nor committed against aplayer
tryingforfieldgod, nor part of adoubleor
multiplefoul.

(b) DOUBLE FOUL

Opponents commit simultaneous persona
or technical fouls against each other.

(c) FLAGRANT FOUL
A violent or unsporting act or anoncontact,
abusive display; not necessarily
intentional. A flagrant personal orflagrant
technical foul carries a two-shot penalty
plus possession of the bal, in addition to
gectionfromthe game.

(d) INTENTIONAL FOUL
Onethattheofficial judgestobedesigned,
or is not a legitimate attempt to directly
play the ball or a player; not based on
severity of the act.

() MULTIPLE FOUL
Two or more teammates commit
simultaneous persona fouls against the
same opponent.

(f) PERSONAL FOUL
Involves contact with an opponent while
the ball is live or after the bal is in

possession for athrow-in.

(g) PLAYER-CONTROL FOUL
A common foul committed by the player
who is holding or dribbling alive ball.

(h) TECHNICAL FOUL
Usuallyanoncontactfoul by either aplayer
or anonplayer; canbeacontact foul when

theball is dead.

(i) UNSPORTING FOUL
Unfair, unethica or dishonorableconduct.

FREE THROW
Theprivilegegiven aplayer to score one point by
anunhindered try for goa frombehind thefree-
throw line.

FRONT COURT, BACKCOURT

A team's front court is the part between the
divison line and its own (basket) end ling its
backcourt is the rest of the court, including the
opponent's basket. During a dribble from
backcourt to front court, the ball and both feet
must be completely in the front court for the
dribbler to be considered in the front court.

FUMBLE
Accidental lossof player control by droppingthe
ball or permitting it to dip from one's grasp.



GOALTENDING

Appliesduringatryfor afieldgod orfreethrow,
or when a tapped ball is in flight toward the
tapper's basket. The ball may not be touched
whileitisaboveringlevel and hasthepossibility
of entering the basket. Three points are awarded
forgodtendingathree-pointattempt. Twopoints
areawarded thetapper or thrower-for-goa when
an opponent violates the goaltending provisions
during a two-point attempt. Goaltending a free
throw is a technical foul. No points may be
scored when ateammate of the tapper or shooter
commits a goaltending violation.

GUARDING

Guardingistheact of legally placingthebody in
the path of an offensive opponent. There is no
minimum distance required between the guard
and opponent, but themaximumissix feet when
closaly guarded. Every playerisentitledto aspot
on thefloor provided such players get therefirst
without illegally contacting an opponent.

a Toedablishaninitial lega guarding position
on the player with the ball:

(1 The defensive player must have both
feet touching the floor;

(2) The defensive player'storso must be
facing the opponent;

(3) No time and distance are required;

(4) Iftheopponentwiththebdlisairborne,
the defensive player must have
established legal position before the
opponent left the floor.

b. To establish legal guarding position on
the player without the ball:

(D) Timeanddistancearefactors
required to establish an initial legal
position;

(2) Thedefensive player must givethe
opponent the time and distance to
avoid contact;

(3) The distance need not be more than
two strides,

(4) If the opponent isairborne, the
defensive player must have established
legal position beforethe opponent | eft
the floor.

HELD BALL
When opponents grasp the ball so firmly that
control can not be obtained without undue

roughness.

HOLDING
lllega personal contact with an opponent that

interferes with that player's freedom of
movement.

JUMP BALL
A method of putting theball into play at the start
of the game and al overtimes by tossing it up
between two opponents in the center circle.

KICKING
Aviolationwhenitisapodtiveact. Accidentally

striking the ball with the foot or leg is not a
violation.



LOCATION OF A PLAYER

Where a player istouching the floor determines
the location inbounds or out of bounds or in the
front court or the backcourt. Whentheplayer is
jumpingorleaping, thelocationisdetermined by
where the player last touched the floor. For
instance, if a player leaps over the sde or end
boundaries to retrieve a ball before either the
player or theball touchesany object out of bounds,
the player is considered inbounds when the ball

istouched. Itisnot aviolationwhen, after ajump
ball or during athrow-in, aplayer isthefirst to
secure control of the ball while both feet are off

thefloor and the player then returnsto the floor
with one or both feet in the backcourt.

PASS
Movement of theball fromoneplayer to ancther,
usualy by throwing, bouncing or rolling it.

PIVOT
When aplayer holdingtheball stepsany number
of times in any direction with the same foot,
while the other (pivot foot) holds its point of
contact with the floor.

SCREEN
Legd action by a player to delay or prevent
opponent from reaching a desired position,
without causing conflict.

SHOT-CLOCK PERIOD
The time ateam has from gaining possession of
the ball until the ball must leave a player's hand
on ashot. The shot-clock periodis45 secondsfor
men and 30 seconds for women.

SHOT-CLOCK TRY
A try for field godl is defined asthe ball having
left the player's hand(s) prior to the sounding of
the shot-clock horn and subsequently striking
the basket ring or entering the basket.

THROW-IN
A method of putting theball in play from out of
bounds in accordance with Rule 7.

TRAVELING
Essentially, only asingle step can betaken while
holding the ball. Anything dseistraveling, dso
cdled "running with thebdal" or "seps™

TRY FOR FIELD GOAL
An attempt by a player to score two or three
points by throwing the ball into the basket from
any place on the court. However, the act of
shooting begins when aplayer startsthe motion
for atry and endswhen theball isin flight.

VERTICALITY
Verticality appliesto alega postion. The basic
components of the principle of verticality are:

(8) Lega guarding position must be established
and attained initially, and movement
thereafter must be legd;

(b) From this position, the defender may rise or
jump vertically and occupy the space within
his or her vertical plane;

(c) The hands and arms of the defender may be
raised within his or her vertical plane while
the defender ison the floor or inthe air;



(d) Thedefender should not be penalized for
leaving the floor vertically or having his or
her hands and arms extended within the
vertical plane;

(e) Theoffensiveplayer, whether onthefloor or
arborne, may not "clear out" or cause contact
that isafoul;

(f) Thedefender may not "bdly up" or usethe
lower part of thebody or armsto causecontact
that isafoul outside his or her vertica plane;

(g9) Theplayerwiththeball istobegivennomore
protectionor considerationthanthedefender
in thejudging of which player has violated
the rules.

VIOLATION
Lesser rules infraction for which the penalty

normally doesnotinvolveafreethrow (seeRule
9).

3. Unofficial Terms

Among thetermsthat arenot defined inthe official rules
book but havebecomecommontotheunofficial language
of basketball are:

AIRBALL
A shot that does not hit the rim, net, backboard or
adefender's hand.

ALLEY-OOP
A teammatecutstothebasket fromthesdeaway
from the bal as the passer lobs the ball in the
vicinity of the rim, but not on the rim or in the
cylinder. The pass caught outsidetherimisthen
dunked into the basket.

ASSIST
A pass to a teammate who scores directly or
doesn't dribble more than twice before scoring a
fieldgoal.

BACKDOOR
An offensive maneuver whereby a player cuts
behind the defenders and receives a pass for a
field-goal attempit.

BALL CONTROL
Anoffensethat prolongspossession of theball by
delaying afield-god try until an advantageous
moment.

BALL HANDLER
Player who habitually advancestheball fromhis

or her team's backcourt to the front court,
initiating the attack.



BALL HAWK
Player who speciaizesin recovering loose balls.

BASE LINE
The end boundary line.

BENCH WARMER
A substitute who seldom plays.

BOARDS
Thebackboards.

BOXING OUT
The defensive player turns and faces the basket
following ashot and, with hisor her back to the
opponent, makes sure that the player being
guarded can't rebound the ball.

CAROM
Recovery of the ball after an unsuccessful goal
try. More commonly called arebound.

CARRYING
Same astraveling, as defined in Section 2.

CENTER
Usuadly the tallest on the team, this player
typically is positioned somewhere in the center
of the front court.

CHARITY STRIPE
Thefree-throw line; hence, "charity shot."

CONVERSION
Successful freethrow, turning atry into apoint.

CRIPPLE
An easy, unopposed field-goal attempt.

DOUBLE DRIBBLE
Player continuesdribbling after touchingtheball
withboth hands. Also caled whenaplayer stops
and then resumes dribbling without having shot
or passed the ball. A violation.

DOWNTOWN
Previously referred to as a shot that was
considered too distant for the normal shooter to
take. Now itisreferredtoasathree-pointattempt.

DRIVE
Tomovetheball by dribbling past defendersfor
afield-goal attempt fromdirectly underneath or
very closeto either side of the basket.

FAST BREAK
Attempt to advance the ball quickly to ascoring
position beforedefensiveplayerscanreach their
backcourt.

FORWARDS
Payers (usually two per team) whotypically, on
offense, are gationed on either sde of the free-
throw lane and near the base line.

FRONTLINERS
Collectiveterm for thetwo forwards and center.

FULL-COURT PRESS

Closdly guarding opponents in their backcourt
aswdl as in their front court. The strategy of
applying tough defensive pressure even before
theball isinbounded and continuing that strong
pressure while the offensive team has the ball.
The defensive pressure attempts to force a
turnover.



GIVE-AND-GO
Player passes to a teammate and races for the
basket, anticipating a return pass.

GUARDS
Players (usually two per team) who typicaly
station themselves on offensein the back half of
their front court and who generaly initiate the
offensive attack.

GUNNER
A player, presumed to be very accurate with
field-god attempts from long range, who shoots
often.

HAND CHECKING
Illegal use of hands.

HIGH POST
A player who is stationed in or near the free-
throw semicircle on offense.

HITCH HIKER
The member of a three-person officials crew
who remains fluid near the center divison line.

HOOK
A one-handed field-goal attempt in which the

ball travelsinan archfromtheshooter'ssdeover
the head.

HOOP
The basket; dso called the cage or the bucket.

JUMP SHOT
Field-goa attempt by aplayer with both feet off
the floor, enabling the player to shoot over a
defender.

KEY
The area at either end of the court that includes
the free-throw semicircle and lane.

LAYUP
Feld-god attempt by aplayer directly underneath
or close in to ether sde of the basket.

LOW POST
Differsfromhighpostinthat aplayerisstationed
just outsde free-throw lane close to his or her
own basket.

MAN-TO-MAN DEFENSE
Each player guards an assgned opponent.

OUTLET PASS
A quick pass from the rebounder to ateammate
to start the fast break.

OVERTIME
One or more extra periods to break atie score.

PALMING
Same as traveling, as defined in Section 2.

PATTERN OFFENSE
An offensive system in which the players run
predetermined patternsin order to get aplayerin
the open for afield-goa attempt.

PERIMETER SHOOTER
A player who scores primarily from long range,
in contrast to the insde players who score
primarily from short distances.

PICK
Same as screen, as defined in Section 2.



POINT GUARD
The player who directs and controls the offense
andisrespons blefor gettingtheball toteammates
for them to shoot.

POWER FORWARD
The forward that excels in rebounding and
defense. Usually the physically stronger of the
forwards.

REBOUND
Recovery of the ball after an unsuccessful goa
try. Also called acarom.

RUN AND GUN
Similar to "fast break."

RUNNING
Same astraveling, as defined in Section 2.

STEPS
Same astraveling, as defined in Section 2.

STUFFING
Same as dunking, as defined in Section 2.

STUNTING
Sometimesreferred to as multiple defenses. The
strategy of changing defensesin order to confuse
opponents.

SWISHER
A successful field-goal attempt (usually from

long range) that apparently does not touch the
basket rim.

SWITCHING
When two or more players on the same team
changeassignmentsbecauseateammatehasbeen
blocked off because of a lega screen. Most
switchingtakesplacewhenman-to-mandefenses
are used.

THREE
Score three points for a shot taken beyond the
three-point arc.

TIME LINE
The division line across midcourt, so called
because in men's basketball, the attacking team
must advancetheball acrossit to thefront court
within 10 secondsafter gaining possession. There
is no time limit in women's basketball.

TIPIN
A successful field-goal attempt on arebound.

TIP-OFF
The jump ball that starts the game and any
overtime period.

TRANSITION GAME
To changefrom offense to defense efficiently and
smoothly.

TRAP
When two or three defensive players postion
themselves to prevent the player with the ball
from moving with the ball or passing it.

TURNOVER
Any loss of possession without a god attempt.



TWO (OR THREE) ON ONE

Two (or three) players converging on a basket
with a lone defender between them and a goa
attempt.

WING

A forward who, on offense, playsfarther away
fromthebasket toward thesidelinethanisusual.

ZONE DEFENSE
Players cover assgned court areas, rather than
specific opponents. May dsobecdled 1-3-1,2-1-
2,2-2-1 or 1-2-2 zones, to indicate the number of
defenders in each of three lines pardld to the
base line.

RULE

SCORING AND TIMING
REGULATIONS

1. Goal Defined

Just two words are required to establish
the legdlity of afield-god - "live' and
"high." If theball islive when the attempt is made and
high enough to drop through the hoop and come out
below the net, it'sa field goal and two or three points
without dispute.

Should theball enter from below and still drop through
the hoop and net, or pop out before passing through the
net, itisnot afield god. Y ou can never scoreafield goal
directly from athrow-in.

2. Scoring Values
Scoring point values are:

(@) threepointsforasuccessful shottakenfrom
beyond the three-point field-goal line;

(b) two pointsfor theteaminto whose basket a
field goa isthrown;

(c) onepoint for afreethrow. Notethat if a
player accidentaly throws afield god into
the opponents' basket, it istwo for the
opponents (no individual credit).

3. Winning Team

As you might guess, the winner is the team with the
most points when the game ends - except in one rare
forfeitsituation. If ateamrefusesto play wheninstructed
to do so by anofficial, the other teamwinsby forfeit. If



less than 30 minutes of playing time has been completed,
the scoreisrecorded as2-0. If 30 minutesof playingtime
has been completed, the score stands for statistical
purposes even if the team with fewer pointsis declared
the winner.

4. Periods: Regular and Extra

Collegiate teams play two 20-minute halves with a 15
minute intermission between halves.

L eaving thetiestofootball and hockey, basketball assures
a winner every time by extra periods of play until a
decison is reached. Each extra period is five minutes
long in collegiate play. A one-minute intermission
precedes each extra period; and each team is entitled to
one additional timeout per extra period, but players are
not given extrafouls beyond the disqualifying five.

5. End of Periods

Each period ends when time expires except when the
ball isinflight on afield-goal attempt or whenafoul is
caled astimeexpires. Intheformer situation, the period
ends with the success or failure of the attempt; in the
latter case, when the foul has been administered.

6. Timeout
The ligt of reasons for stopping the clock is as long as
your arm, falling into two main categories.

(@ Timeout cdled by an official on his or her
own initiativefor afoul, held bal, violation,
INjury or in any emergency.

(b) Timeout cdled at the request of a player, the
scorer or for women, the coach.

Any player onthefloor may request atimeout whenever
theball isdead or when theplayer'steamisinpossesson
of theball. Such timeouts without penalty are limited to
five per team (plusone for each extraperiod). In games
on commercia televison, the five timeouts will be
reduced to four for women and threefor men. Timeouts
In excess of the alotted number are granted at the
expense of atwo-shot technical foul (free throw by the
opposition) for each.

A timeout ischarged against ateam for each 75 seconds
(or fraction thereof) consumed when it requests the
clock be stopped. However, notimeout ischargedfor an
injury if play is resumed within 75 seconds or if aplayer
1SS0 serioudly injured heor sherequires help from other
than squad personnel to leave the court. And if aplayer
loses a contact lens, it's timeout on the house while the
searchison.

7. Time In

An officia sgnds with a chopping motion (refer to
Officials Signas pages 119-121) when theclock isto be
started. On athrow-infrom out of bounds, or following
an unsuccessful free throw when the ball is to remain
live, the game clock is not started until the ball touches
or is touched by a player on the court. The shot clock
does not start until a team gains possession inbounds.



RULE LIVE BALL AND DEAD BALL

1. Live Ball

An Ivy League educeation really isn't
required to determine the status of a
liveor dead ball. A livebal isonethat islegally inplay.
A dead ball isonethat isn't legdly in play.

The ball becomes live when:

() itleavesthereferee'sor umpire'shandsona
jump bdll;

(b) during athrow-in;

(c) whentherefereeor umpireplacestheball at
afree thrower's disposa for a free-throw
attempt.

A ball becomes dead at the sound of the referee's or
umpireswhistle.

2. Center Jump

This probably is the only maneuver in basketball that
goes back to the game'sinvention in December, 1891, at
Springfield College in Massachusetts. Now, the game
(and each overtime period) is started by a jump ball
between any two opponents in the center circle.

3. Other Jumps

Injumpball situations, other than at thestart of thegame
and the start of extra periods, teamswill alternatetaking
the ball out of bounds at the spot nearest to where the
jump-ball situation occurred. The team not obtaining
theinitial jump will start the aternating process.

4. Jump-Ball Procedure

Each jumper must have both feet on or inside the half of
the jumping circle that is farther from his or her own
basket. The eight nonjumpers must remain entirely
outsidethecircleuntil theball hasbeen tapped, but they
are entitled to alternate positions between opponents
aroundthejumpingcircle. They may moveafter theball
has |eft the official's hand.

An official tosses the ball up between the jumpersto a
height greater than either can jump and so that it will
drop between them. If it fallsto the floor without being
tapped by ether jumper, the official tosses the ball
again.

Although both jumpers must take proper positions in
the circle, aplayer isnot required to make afutilejump
when matched against a much taler opponent, unless
neither jumper attemptsto tap theball. Inthisunlikely
circumstance, the ball istossed again with both players
ordered to jump.

There are some things ajumper may not do:
(@ Leavethecirdeuntil thebal hasbeentapped.

(b) Tapthetossedball beforeitreachesitshighest
point.

(0 Tap thebal more than twice.
(d) Catchthebal, unlessittouched anonjumper.
(e) Figthebal.

The jump ball (and those restrictions) ends when the
tapped ball touches one of the eight nonjumpers, the
floor, the basket or the backboard.



5. Dead Ball

To know how many timesthe ball becomes dead during
a game, you can come close by counting the officials
whistletoots. Better ill, watch for the officials arm-
overhead signal for stopping the clocks (see Officias
Sgnds on pages 119-121) whenever a hdd ball, foul or
floor violation occurs, agoal ismade, time runs out on
the clocks, etc.

RULE

OUT OF BOUNDS
AND THE THROW:-IN

1. Out Of Bounds

A player causes the ball to be put in
play out of bounds when the player
touches al or any part of theboundary line. Thisisan
automaticforfeit of possession. If aplayer loses control
of theball, and it touches any part of theboundary line,
or the calling, or equipment that might be hanging from
the ceiling, it produces an immediate throw-in situation
for theopponents. A similar throw-insituation devel ops
if the ball touches a player already out of bounds.

2. Out Of Bounds Awards

Theball isawarded to the opposing team out of bounds
after:

(&) everyfiedgod andal successful freethrows,
except technical free throws;

(b) each player-control foul;

(c) after each commonfoul until the bonus-free-
throw ruleisin effect;

(d) injump-ball situations;

(e) for aviolation when the defense causes a
five-second closdly guarded situation;

(f) thefreethrowsfor an intentional or flagrant
personal foul have been shot (see Rule 10).

After technical free throws, the ball is awarded to the
shooting team at midcourt. After a timeout, out-of-
bounds possesson remains with the team in control



when the clocks were stopped, unless an infraction or
end of the period is involved.

3. The Throw-In

Any player of theteamin control may makethethrow-
in. Only adesignated thrower-in may be out of bounds.
The player making the throw-in has five seconds to
releasetheball to aplayer inbounds. Thethrower-incan
not leavethe designated areanor scoreafield goa from
out of bounds, and opponents are restrained from
harassing the effort by being required not to cross the
out of bounds boundary or the boundary's vertical
plane.

RULE

FREE THROW

1. Procedure

When a free throw is awarded, the
official takes the ball to the free-throw
line of the offended team. After reasonabletimefor the
playersto taketheir postions, the official indicatesthe
number of free throws that are being awarded and
places the ball at the disposal of the free thrower, who
then must make the throw within 10 seconds.

2. Player Positions

On afree throw for a personal foul, the free thrower's
opponents are conceded the most favorable positions
for recovery of the ball if the throw is not successful.
They occupy thetwo 3-foot spaces nearest thebasket on
either side of the free-throw lane (diagram page 118).
Otherwise, opponents are entitled to alternate lane
positions. Only the four marked lane spaces on each
lane line may be occupied. All other players must be
behind the free-throw line extended and behind the
three-point field-goal line.

If the ball is to be dead after an unsuccessful last free
throw (as for a technical foul), players do not take
positionsalong thefree-throw lane, sinceno recovery is

pending.

3. The Free Thrower

The offended player attempts the free throw for a
personal foul. Should that player be injured or
disqudified, his or her substitute attempts the throw.
On a technical foul, however, the free throw may be



attempted by any player of theopposingteam, including
an entering substitute.

The free thrower, or any player beyond the three-point
arc, may not enter the free-throw lane until the ball
touches the ring or backboard. However, al players
who are lined up in marked lane spaces may enter the
lane once the free thrower releases the ball.

4. Resumption of Play

If asingle freethrow (or second of two free throws) is
successful, the ball is put in play by opponents with a
throw-in, asafter afield goal. If thefreethrowismissed
(except on atechnicd, intentional or flagrant personal
foul), play isresumed viarecovery of the rebound.

RUL

VIOLATIONS AND PENALTIES

1. Definition Expanded

The relationship between a violation
and a foul in basketball is roughly
comparableto that of a parking violation to a speeding
ticket. The penalty for theformer usually isless severe.
Also, a player may commit any number of violations,
but only five fouls, including personal and contact
technical fouls, without hisor her licenseto continueto
play in the game being revoked. Violations fall into
three general classes asto penalty:

(@) Floor violations, for which the penalty
awards the ball to opponents out of bounds.

(b) Free-throw violations, which may either
cancel thethrow or award asubstitutethrow.

(c) Violationof opponents basket (goaltending),
which awards 1, 2 or 3 points to opponents.

2. Floor Violations

The long ligt of errors that turn the ball over to the
opposition out of bounds should give you some idea of
the skill required in floor play, an often underrated
phase of the game. Itisafloor violation to:

(@) Causetheball to go out of bounds, or fail to
observe the throw-in provisions. A player
who touches a ball that has been thrownin
while that player is out of bounds causes a
violation.

(b) Run (travel) with the ball; or kick it, except
accidentally, or striketheball with thefist.



(c) Causetheball toenterthebasket frombelow.

(d) Dribbleasecondtime(doubledribble) while
the ball isin one's continuous possession
(seedefinition of dribble, Rule 4).

(e) Bethefirsttotouchaball that one'sown
team has caused to go from front court to
backcourtor, for men, fail toadvancetheball
from backcourt to front court within 10
seconds.

(f) Excessvey swingarm(s) or elbow(s), even
without contact.

(g) Linger 3 secondsin one's own free-throw
lane.

(h) Fall to observejump-ball provisonsof Rule
6-4.

() Beguilty of basket interferenceat onesown
basket.

() Beclosaly guarded. A closely guarded
violation occurs when:

1. A teaminitsfront court controlsthe
ball for fivesecondsinanareaenclosed
by screening teammates.

2. (Men) A closdly-guarded player, inhis
front court, dribbles or holds the ball
for fiveseconds. (Women) A closaly-
guarded player, anywhereonthecourt,
holdsthe ball for five seconds.

(k) Failtoattemptafield goal, onceteam control
has been established, prior to the shot-clock
horn sounding. If theshot-clock hornsounds
after theball isrdeased, the attempt must hit
therim or enter thebasket or itisaviolation.

3. Free-Throw Violations

A free-throw violation by the thrower or the thrower's
teammates voids the god, if successful; and (unless
another free throw isto follow) the ball isawarded to
opponents out of bounds at the spot nearest towherethe
violation occurred. Inthiscasg, it would betheendline.

Such violations include:

(8 Attemptingthethrowfromanywhereexcept
within the free-throw semicircle and behind
thefree-throw line.

(b) Failuretothrow within 10 seconds, or failure
of the ball to enter the basket or touch the
basket ring.

(c) Occupancy of lane space nearest basket by
thrower's teammate.

(d) The free thrower having afoot on or above
the free-throw line or any lane boundary
until the bal has touched the ring or
backboard.

(e) Purposdy faking afree-throw attempt.

If opponents commit violation (d) above or if they
disconcert the free thrower, asby entering or leaving a
lane space during the attempt, a substitute throw is
awarded if the attempt is unsuccessful. If both teams



commit afree-throw violation, thewholethingiscalled
off and play isresumed by athrow-in.

Players not occupying a marked lane space may not
enter the lane or other lane boundaries until the ball

touches the ring or backboard or until the free throw
ends.

4. Goaltending

This violation (see Definitions) at opponents basket
awards two or three points on afield-goal attempt. On
a free-throw attempt, one point is awarded and a
technical foul is assessed.

RUI_E FOULS AND PENALTIES
1. The Deadliest Sin
Basketball's most severe rules
infractions are labeled fouls, of

which there are two distinctly
differentgeneral types:

(a) the personal foul, involving illegal player
contact with an opponent;

(b) thelessfrequent technical foul, whichis
aninfraction of the game'sadministrative
rules by a nonplayer or a player without
player contact on alivebal or with player
contact on adead ball.

Thebest exampleof atechnica foul involvingnonplayers
in recent years has been the two-shot penalty leveled
against coaches displaying improper bench decorum.

2. Personal Foul

For all its enforcement complexities, apersonal foul is
samply anything that violates basketball's no-contact
principle: holding, pushing, tripping, charging into or
physically impeding the progress of an opponent, even
laying a hand on an opponent, except as incidenta
contact.

Ah, but here's the rub — when two players collide,
whosefaultisit? Theofficial rulesbook goestoinfinite
painsto help the harassed official exercisethisfineline
of judgment.



3. Personal-Foul Penalties

Thewrongdoer ischarged with afoul in the scorebook,
and for the fifth foul, including personal and contact
technical fouls, the player is disgualified for the
remainder of the game. Also, the offended player is
awarded one or more free throws asfollows:

(@) Onefreethrow, plusabonustryif thefirstis
successful, starting with the seventh foul of
the half, including personal and contact
technical fouls. For men, twofreethrowsare
awarded starting with the 10th foul of the
half,includingpersonal and contacttechnical
fouls.

(b) Two free throws for a foul against a field-
goa thrower whose two-point try fails.

(c) Threefreethrowsfor afoul against afield-
god thrower whose three-point try fails. If
thefoul isintentional or flagrant, the ball
dsoisawarded out of boundstotheoffended
team at the spot nearest to where the foul
occurred.

(d) Two freethrows plus possession of the ball
out of bounds for an intentional or flagrant
foul.

4. Technical Foul

The relative rarity of the technica foul cdl is a notable
tributeto thedisciplineof themoderngame, becausethe
list of "shal nots' isastonishingly long, with applications
tojustabout everybody onthepremises. Teaminfractions
include failure to supply proper lineup data to the
scorers, having more than five players participating

smultaneoudy, caling an excess timeout, maneuvers
that dow the action, and even occupying the wrong
players bench. For the player, however, there are even
more opportunities for a technical foul. Some of the
things a player must not do are:

(&) Wear anillegd number, or changejersey
number during game without reporting the
changetothescorers, or, for men, "dunk" the
ball duringgamepracticeorwarm-up (player
may bedisqualified).

(b) Grasp, dap, strike either basket or cause
either ring to vibrate. A player may never
place a hand on the backboard to gain an
advantage. A player may graspthebasket if,
inthejudgment of an official, the player is
trying to prevent an obviousinjury to himsdf
or herself or another player.

(c) Leavethecourtforany unauthorizedreason,
or purposely delay returning to the court
after being out of bounds.

(d) Interfere with the ball after a godl, or fail to
promptly passthe bal to an official when
cdledfor aviolation.

(e) Gesturein such amanner asto show
resentment, or knowingly attempt afree
throw to which the player is not entitled.

(f) Enter the court as a substitute without both
reporting to the scorers and being beckoned
to the court by official.

(g) Goad tend afreethrow.



(nh) Play amusicd instrument while the gameis
INn progress.

(i) Disrespectfully addressor contact anofficial.

() Useprofanity, bait an opponent or hand-
block an opponent's vision.

Those last two apply as well to coaches and other
nonplaying personnel, who aso may not object to an
official's decision by rising from the bench, gesturing
or inciting crowd reactions; nor may they enter the court
or leavethecoachingboxwithoutanofficial'spermission.
All fouls charged to bench personnel shal be assessed to
the head coach as well as the offender.

5. Technical-Foul Penalty

Twofreethrowsfor al technical foul spluspossess on of
theball to theoffended team at either end of thedivision
line.

If a technical foul is committed by bench personne,
team attendants, followers, or for purposeful throwing
of debris onto the court once the official's jurisdiction
begins, the offended team shall be awarded two free
throws; and the foul shall be assessed to the head coach
or co-head coaches.

For any flagrant technical or flagrant persona foul
committed by a coach, squad member, team attendant
or follower, two free throws shall be awarded. The
offender shall go to the team's locker room or leave the
building until the game is over.

Any squad member who participatesin afight shall be
assessed the penalty for aflagrant foul. The first time
that individual participatesin afight during the season,

the individua will be suspended from participating in
theteam'snext game. If the sameindividual participates
in asecond fight, that individual will be suspended for
the remainder of the season, including tournament
competition. Any player under suspension for fighting
may not Sit on the team bench.

The third technical foul charged to a coach, squad
member or any bench personnedl shall be consdered a
flagrant technical foul.

(Men) Thesecondtechnical foul for unsporting conduct
that ischarged directly to acoach, squad member or any
bench personnel shall beconsidered aflagrant technical
foul and leadsto gection.

The referee may forfeit the game if any individua fails
to comply with any part of the above pendties.
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