
 

Congratulations! 

You now have a system that allows you to play the greatest face-to-face table-top sports game, the APBA Football Game, 

on a solo basis.  This game system is the culmination of 49 years of playing the football game solo and has been tested 

for ease of play and realism.  It has evolved based on my frustration in playing the APBA Football game solo using the 

game company’s recommended rules.  I hope that you will find this experience to be easy, realistic and enjoyable! 

While you will use the player cards that the game company produces, the boards that are included in this packet are de-

signed to replace the APBA boards for use in this solo system.  Please note that these game boards are actually the AP-

BA game boards just re-positioned to work with this system, and they are only for plays from scrimmage.  Continue to use 

the APBA boards for everything else.  I would recommend that you save the game board file to a flash drive, and then 

take them to a commercial printer to have them enlarged and, perhaps, laminated (I took mine to Office Depot). 

The matchup cards are designed to be printed out onto card stock and then cut into individual cards.  Again, card stock 

can be purchased at any office supply store.  I ran them through my own laser printer, and then cut them with a scissors. 

It is important to note that this system is designed to work with the Basic Football Game, not the Master game.  What fol-

lows are the instructions for how to play the game.  You should follow the game company’s rules and procedures except 

where they have been modified on these pages for ease of use with this solo system.  If you have any questions, feel free 

to email them to me and I will address each one.  Also, if you have any suggestions for improvement, I would welcome 

those comments.  I consider this a “work-in-progress,” and hope to make improvements and modifications to it over the 

years. 

Also, please keep in mind that I am not selling this system . . . I am giving it away to anyone who wants to enjoy a better, 

more robust experience of playing the football game solo.  So, if you know of other gamers who have struggled to play the 

football game solo, please have them reach out to me via email and I will forward them a copy as well. 

                                                                                                                                                                    

                                        Ray DunlapRay DunlapRay DunlapRay Dunlap    
                                        ray@raydunlap.com    
    

    

    

    

    

APBA Pro League Football 

Solo Matchup System 

Ray Dunlap  (ray@raydunlap.com) 



Instructions: 

PRE-GAME 

Determine what defensive formation (either a 4-3 or a 3-4 defense) each team will use and pick the appropriate “Depth 

Chart” worksheet to use.  Then fill in each starter’s numerical rating on the form.  Remember that some players have a “V” 

rating (split between Pass and Run).  If so, please reflect that accordingly by filling in the Depth Chart accurately. 

IMPORTANT:  If you are going to use the game company’s “Finder” system to determine the intended receiver on passing 

plays, you will want to also fill in backups at each runningback or receiver position for the purposes of determining the ap-

propriate match-ups. 

If you’re going to choose who runs the ball and who you’re throwing the ball to, you can simply place each team’s six offen-

sive skilled players face up on your playing surface in front of your field so that you can easily reference each player’s card 

during the course of the game.  Keep in mind that with the newest set of APBA cards, not every skilled player will receive 

an actual card, so you might want to invest in some generic “blank” APBA football cards to help with this. 

Now you’re ready to play! 

PLAYS FROM SCRIMMAGE 

Do NOT calculate APBA Offensive Indexes.  This system replaces them!  You no longer need to re-calculate when you 

make substitutions.  The matchup system will accommodate those substitutions as well. 

Shuffle the deck of matchup cards and place them face-down in front of you. 

Call all offensive plays for both teams.  If you are running the ball, name your runningback.  If you are passing, name your 

receiver (or, use the APBA “Finder” system to get a receiver).  As soon as you decide which offensive play you wish to 

use, you draw the first card from the deck and look at the matchup for the offensive play that has been called, based on the 

defensive alignment that is being used (3/4 or 4/3).  The result listed there will tell you which column on your new play 

boards to use to get your play result. 

There are a number of different matchups that can occur.  You can have an offensive player matched-up with a defensive 

player.  You can also have two offensive players listed on the matchup card, or two defensive players.  If the matchup is an 

offensive player vs. a defensive player you compare the two ratings (taking into account the “V” rating - remember, the 

PASS rating is the first of the two numbers in a “V” rating).  For comparison purposes, consider the offensive player’s rating 

first.  If it is either two offensive players or two defensive players, instead of comparing their ratings, you ADD them togeth-

er to get your result. 

As you can see, the teams with more higher rated players will typically win a majority of the matchups  which means that 

more of their results will be read in favorable columns, giving them an advantage.  And injuries will have an immediate im-

pact if the replacement player has a lower number rating. 

Reading the results from the boards is pretty straight-forward, with the exception of Passing Plays.  For those, not only do 

you need the matchup, but you also need to look at the receiver’s Pass Receiving letter grade as well.  So, an “A” receiver 

with a “+1” matchup will be read in a different column than a “C” receiver with  the same “+1” matchup.  It won’t take long to 

get the hang of this. 

Examples of the types of matchups follows on the next page. 



Match-Up How to read results on the boards 

o7/d6 

This is the classic “Offense” vs. “Defense” matchup.  You calculate the difference be-

tween the two players to determine which column to use to look up the result.  In 

this example, the matchup would be the offensive &ght-end (o7) vs. the defensive 

outside linebacker (d6). If the &ght end is rated 4 and the linebacker is rated 2 this 

would be a “+2” and you look up the result in the “+2” column on the game boards. 

d6/d10 

This is where you would only look at two players on the same side of the ball (in this 

case, the defense) and, instead of comparing their ra&ngs, you would add them to-

gether to get your result.  Let’s say the d6 (LB) is a 3 and the d10 (S) is a 4.  Adding 

these ra&ngs together gives us a total of 7, so we would look at the result in the “D7” 

column (“D” for Defense). 

RUN This refers to the Runningback. 

BLK 

This refers to the Blocking-back.  Not every team has a blocking fullback.  If you are 

using two running-backs and NO blocking-back, then refer to the posi&on player in 

parentheses instead to determine your matchup. 

PASS This refers to the Passer. 

REC This refers to the Intended Receiver. 

DEF 
This refers to the Primary Defender and is based on who the intended receiver is 

(shown on the Depth Chart). 

DEF (WR-TE) 
This would be the Primary Defender unless the intended receiver is a wide receiver 

or a &ght end.  In those cases use the Secondary Defender for the matchup. 

DEF (RB) 
This would be the Primary Defender unless the intended receiver is a running-back.  

In that case you would use the Secondary Defender. 

Best Offense or 

Best Defense 

You would pick the two highest-rated offensive or defensive players and add their 

ra&ngs together to get your result. 

Worst Offense or 

Worst Defense 

You would pick the two lowest-rated offensive or defensive players and add their 

ra&ngs together to get your result. 

Encroachment 

Delay of Game 

False Start 

These are “dead ball” penal&es.  Mark off the yardage and either “stop” the clock if it 

is s&ll running, or make no &ming nota&on if the previous play stopped the clock. 

+4, +3, +2, +1, E, 

-1, -2, -3, -4 

This simply tells you which column to read the results in.  This is the equivalent of a 

“good” or “bad” call by the robo-coach. 


