











system it is possible that the enemy team will more easily make a
mistake. The downside is that your team tires more quickly and is
more susceptible to committing fouls. Also here you can change
the marking match-ups as you wish. Itis advisable to use this tactic
when your team is faster or fresher than the opponent or during a
critical period of time when you need to turn the tables.

Zone 2 outside - 3 inside

In this system, 3 players of your team defend in the key and 2 on
the outside. No one is assigned a specific enemy player to mark.
With this system your team is very strong in the key, intercepting
more easily drive or inside attacks.

It is also the best system for securing defensive rebounds, and
reduces the possibility that your players will commit a foul. On the
other hand you become very vulnerable on the outside, as it is
lightly defended, and if the opponents have a player with good
long shot capabilities (especially 3-pointers), he could deal a
great amount of damage to your defense. It is best to use this
system against opponents who are strong inside the key (PF and
C positions mainly) and attack mostly from there. You can also
change the position of each player in the defensive zone (i.e.
inside or outside).

Zone 3 outside - 2 inside

This is a variation of the previous system, with 2 of your players
in the key and 3 on the outside. It trades a reinforcement of your
outside defense for a weaker defense in the key. Your team is still
vulnerable to long shots, but not as much as before, while you
are not so strong any more in the key. Also drive attacks are more
effective against this kind of defense. This system reduces the
possibility that your players will commit a foul. If your opponent has
some good inside players he can gain more offensive rebounds.
You can also change the position of each player in the defensive
zone (i.e. inside or outside).Use this system when your opponent
is not as strong in the key as in the previous case, and you can
hope to give his good long shot players a harder time than with the
2-3 zone system.



6.4.1.3. Use of the immediate foul

When you issue this order (by clicking on the indicator and turning
it to yes), your players will try to commit a foul as fast as they can,
so they can stop the clock and gain some time. Use this tactic in
the last minutes (or even seconds) of a period (most commonly
the last one), when you are behind the opposition and you need
time for more attacks (and also hope that the opponent player will
miss some of the free throws resulting from your fouls).

The obvious downside result of this tactic is that your players
commit fouls rapidly, and the opponents get to shoot lots of free
throws. So it is best to use it scarcely and with caution.

6.4.2. Offense
You can manage your team’s offensive options by clicking on the
“Team Offense” sub-label. From here you can alter the offense
duration, the role and the scoring orders of each active player,
your team'’s after attempt orders, and also view the opponent team
defense system.

6.4.2.1. Offense Duration
This can vary between short, normal and long. You can alter this
by clicking on the offense duration indicator and selecting the one
you wish from the list that appears.
Short offense duration will result in quicker attacks from your team.
This can be useful when time is of the essence, but your team
will tire more quickly when this tactic is employed. It is best to
use it when your team is faster and/or fresher than the opponent,
or when you need to try more attacks in order to turn the tables.
Beware though, as your team becomes more prone to mistakes
and enemy team fast breaks can be a result of that.
Long offense duration is the exact opposite. Your team will not
tire as much, and take its time to launch an attack. Use this tactic
when you are ahead in the score and you want to consume time,
or when the opponent is faster or fresher and you have no hope of
outrunning or tiring him. Normal offense duration is in the middle
of the two previous cases.




6.4.2.2. Players’ offense orders

6.4.2.2.1. Lead role
When this indicator is turned to yes, it means that this player takes
up a leading role in the team’s offense. This does not necessarily
mean that he will always take the final shot, though. It means that
he has a greater chance than the other players to initiate the final
phase of an attack.
He may then choose to carry it out himself, or pass the ball to
another player who will try to finish the attack. You can have more
than one player with lead role, but it is not advisable to have more
than three simultaneously, with one or two being the most common
case.
Usually you should assign lead role to a player with good offensive
skills, or if you have detected a weak spot in the enemy defense
and you want to attack against it the most.

6.4.2.2.2. Scoring attempts

By clicking on the scoring attempt indicator next to each player’s
lead role status, you will bring up a menu with all the possible
types of score attempts a player can make. By selecting one from
the list, you assign this type of attempt to the player. This means
that, until you change it, this player will most probably carry out
an attack with this particular type of score attempt (not always,
however).

In general, you should assign a player an attempt that he is good
at, but you should also take into account what the defensive
system of the opponent team is at the moment.

3 point  Works best against a 2 outside - 3 inside zone
defense, but could be effective against 3 outside - 2
inside zone as well.

2 point  Good all around offensive option.

Inside Inside attacks should mostly be carried out by the PF and C, and
sometimes by the SF. They are least effective against a 2 outside
- 3 inside zone defense.

Drive Good all around offensive option. Least effective against a 2 out
side - 3 inside zone defense.



Any shot This means that the player will try either a 2 point shot from
medium distance or a 3 pointer. It should be assigned to players
with good ratings in both kinds of attacks.

Any The player has no specific attempt orders, and will try any kind of
attack. It can be used when a player is good at all kinds of scoring.

None It means that most of the time the player will try to pass the ball
to somebody else instead of executing the attack himself. This
should be the option for a player with very low scoring
capabilities, as you do not want him to waste a good attack by
trying hopelessly to score. It could also be a good choice for a
player with a high passing capability, so he can deal accurate
final passes to his team mates. Note however that a player with
the score attempt set to “None” cannot have lead role in the offense.

6.4.2.3. After attempt orders

Your after attempt orders have three different settings: “Return to
defense”, “Normal” and “Offensive rebound”.
Return to defense
This one means that your team will not go for the offensive
rebound after an attack, but will instead try to return to its defensive
positions and be prepared for the upcoming enemy attack. This
way you make it very difficult for the opponents to initiate a fast
break attack, but on the other hand you will very rarely collect
offensive rebounds.

Offensive rebound

With these orders, your players will go for the offensive rebound

after an attack. This will generally result in more offensive rebounds

for your team, and therefore more attacks, but it leaves your
defense more exposed to fast break attacks by the opposition. It
will also add up a little more to your players’ fatigue.

Normal

It is the middle situation between the two previous cases.

6.4.2.4. Opponent team defense
Here you can see what the defensive system of the opposing team
is at the moment, and so modify your attacking plans accordingly.

6.4.3. Time Outs
You can call a time out by clicking on the name of your manager on




the scoreboard. You will see it then change colors as a confirmation
that the time out will be given at the first possible occasion. Next
to your manager’'s name you can see how many time outs you still
have left in the current period. There are two different things you
can do during a time out (only one of them during each): Boost
your players’ morale or plan your team'’s next offense. Note also
that your players get a little rest in a time out.

6.4.3.1. Boost your players’ morale
This is the default action during time outs, meaning that if you
do not select to do something, the game will automatically boost
your players’ morale. The small rise in the morale of the players
depends on various factors, such as a manager’s psychology skill
and each player’s temperament.

6.4.3.2. Plan next offense
If you choose this action, you can assign to one player a specific
score attempt during the next attack of your team. While this is
in effect, you can make no changes in the lead roles or score
attempts of your players (you will see the corresponding indicators
grayed out to portray this). This is a valuable tool to use during
the last critical minutes or seconds of a period, when you want
to make sure that the ball will go to the right hands to take that
decisive shot.

6.4.4. Player attributes during match

6.4.4.1. Home advantage
When a team plays in its home court it enjoys an advantage over
the opponents, as the morale of the opposing players suffers a
reduction. There is no home advantage in matches that take place
in a neutral court or in a home court with no spectators because of
some penalty imposed on the home team.

6.4.4.2. Condition effect on players’ attributes
A drop in players’ condition comes naturally over time as a result
of matches and training. During a match a player's condition
steadily drops, taking into account factors as player’s stamina,



defense intensity, offense duration, after attempt orders and how
much time the player actually is in the court. A player condition is
replenished during periods of time that he is not playing, including
time outs, half time and time between periods. The condition drop
affects all the attributes of a player during a match, resulting in
poorer performance from this player.

# 6.4.4.3. Morale and clutch players

Morale is a major factor in a player's performance. It affects his
overall conduct in a match, and it can fluctuate during match time
depending on various parameters.

One of these is the actual performance of the player, meaning
that the better he does in the court (i.e. scoring points, collecting
rebounds etc.) the more his morale will be raised. Accordingly, the
more he keeps failing in his attempts and not doing well in general,
the more it will drop.

Another factor that affects morale is whether your team is ahead
or behind in the score. Obviously, leading the match is good for
morale, while lagging behind is not.

Morale also can be raised during time outs by the manager. The
higher the manager’s psychology skill is, the more effective he will
be in that. Finally, another parameter that has major effect on each
player’'s morale is his temperament. There are five different kinds
of temperament, in succession being cold, cool, mild, warm or hot.
The colder the temperament of a player is, the less his morale will
be affected by his performance, the score or the manager. So for
example a player with cold temperament can afford to lose many
shots with a very slight drop of morale compared to the average
(mild) player. On the downside, his morale will also be raised very
little even if he keeps doing extremely well. A player like that can
be very useful when things are going the wrong way, because
he can keep his calm and not be affected by what is happening
around. On the other edge of the scale, a hot player’s morale can
be very easily raised. So if a hot player sinks in a few shots or
col-lects some rebounds in succession, his morale will jump up
and he will con-tinue to perform even better all the time. On the
other hand, if something goes wrong and he has some misses or
things are going bad generally, his morale could drop so much




that it would be difficult to bring it back up. Such a player can be
extremely valuable if used properly, but his hot temperament can
backfire and ruin your plans. A player with a mild temperament is
the average player, being affected by all those factors neither too
much nor too little. A cool player is somewhere between cold and
mild, while a warm one is between hot and mild.

Finally, another factor that plays a major role in a player's morale
is whether he is a clutch player or not. This is a quality that is not
visible anywhere in the game. The only way to find out if a player
is a clutch one or not is to watch his morale during the last period
of the game. A clutch player’'s morale will rise considerably then,
particularly if the score between the two teams is close, and for no
other obvious reason. This kind of player feels confident and eager
and wants to “go in and win the match”. Such players can be a
valuable asset to your team, and it would be a good idea to assign
lead roles to them towards the end of the game, even more so if
they happen to be good at scoring anyway.

# 6.4.5. Opponent manager’s A.l.

During a match against a computer controlled team, the opponent
manager will respond to your moves and strategies with ones of
his own. He will change players, defensive systems and offensive
options trying to counter yours. His coaching skill plays a major
part in that procedure. A computer manager with a high coaching
skill will respond more quickly and more efficiently to your moves,
while one with a low coaching skill may take some time to adapt
to your plan, and even after he does the solution he chooses may
not be the best possible.

Remember also that while some of the actions a computer manager
takes are visible to you (such as player substitutions, changes in
defensive systems etc.), some others are not, and you will have to
reach your conclusions only by watching what is happening in the
court before issuing your countermeasures.

# 6.4.6. Riots

There is a chance after a match that riots between the opposing
teams’ fans will happen. This will result in the court of the home
team being banned for some games in that tournament, and



therefore that team will play some matches without spectators and
lose the home advantage (these matches will be considered as if
they take place in a neutral court). The possibility of riots happening
depends on several factors, such as the importance of the game,
the final result, whether it takes place between enemy teams, etc.

/. Managng a National team

At any point during your career you may be called to manage a
national team (not necessarily your country’s one). This depends
on how well you do, and whether the national team of some
country will start looking for a new manager (usually after firing the
previous one due to recent bad results). The main difference in
managing a national team from managing a club is that there are
no departments in the former. That means you are not responsible
for the training or medical care of the players, and that there is no
academy. These remain under the jurisdiction of their respective
clubs. Furthermore, you do not have to worry about contracts,
transfers etc. The main responsibility of a national team manager
is to call the best players possible and coach them during the
matches. You can call a player to the national team by going to any
of his pages and clicking on the “Include to national team” label
that appears on the action bar. If the player is already a member
of the national team, the label will instead display “Remove from
national team”.

One other difference with national teams is that they cannot have
more than 15 players in their roster at any time. So if you already
have 15 players in your roster and you want to call another one,
you will first have to remove another player and empty a slot for
the new player to come. If you do not see the label “Include to
national team” in a player’s page it is probably because the roster
is already full (otherwise the player is not eligible for that national
team due to nationality).

For most national team tournaments there is a deadline before
which you have to submit your final roster. You will get a notification
about this in your personal news, giving you the time to check




players out and decide which ones to include in the team. One
quick way to assemble good players for the national team is to
go to player search and search for all players of that specific
nationality (i.e. put in the nationality filter the one you are looking
for and leave all other filters to their default settings). Then sort the
search results by worth and call the 15 highest ranking players.
Of course by time you will develop your personal preferences and
dislikes, and you can go through this process in more detail.

8 Managing your career

# 8.1. Manager info

In a manager’s info page you can access information such as his
nationality, age, season and career score and ranking, previous
and current teams, trophies he has won during his career, and his
attributes.

# 8.2. Reading the news

There are three categories of news in your manager's page:
“Personal”, “Opponents” and “Highlights”.

In the first one, which is also the default page that you will see at
the beginning of every new day, you can read news concerning
players and events associated to you. These could be news about
players of your team, players in your short list, tournaments that
your team takes part in etc.

In the “Opponents” news category you can read news about
players and teams that you will possibly play against this season
in the tournaments that your team participates.

In the “Highlights” category you will read news regarding players
of worldwide prestige, and also news about the most important
tournaments around the world.

Of course, you can always go and read all the news about a country
or a continent that interests you in their respective pages, and if
you really want to know everything, you can go and read the world
news in the world page, and be informed about all that happens
in basketball around the globe every day. Reading the news is an
important part of the game and should not be neglected. Otherwise
you could miss valuable information, such as one of your players



growing dissatisfied, an important opponent player getting injured
and missing the match against you, a player that you would like to
buy being released from his team and many more.

8.3. Manager’s shortlist

This is a very useful tool for tracking players that interest you. By
adding a player to your short list (you can do that if, while viewing
any of the player’s pages, you click on the “Add to short list” label
on the action bar), you will receive all the news regarding this
player in your “Personal” news page. So it will be easier for you to
decide when it is a good time to approach him.

Notice here also that a player will be automatically added to your
shortlist when you make a contract offer to him. He will be then,
also automatically, removed from the shortlist if he accepts the
offer and becomes a member of your team. If he rejects the offer
he will remain in your shortlist, and you will have to remove him
manually (by clicking “Remove from shortlist” on the action bar) if
you no longer wish him to be there.

8.4. Manager score

A manager’s score is a number indicating how well he is doing in
the game. It is affected by a number of different factors, such as
wins and losses (also taking into account how strong the opponent
team is compared to the manager's for each win and loss), the
difficulty of the tournaments his team partici-pates in, how well his
team does in comparison to its targets and any tourna-ments that
the team wins.

Season score shows how well the manager is doing during this
season, while career score depicts the same for all the years that
he is active.

8.5. Manager world ranking
Here you can see a list of all the managers in the game, some of
their person-al info, and their season and career scores. This is
the place to see how you are doing compared to your human or
computer colleagues around the world.




8.6. Job offers

You will certainly get job offers from teams while you are a free
agent manager (see also 8.7 below, “Resigning and Retirement”).
During the time which you remain with one team you may also
get offers from other teams, and this will usually be towards the
end of the season, as the teams have no more games left in the
season and evaluate their managers’ performance. They may then
fire their current manager due to poor results and start looking for
a replacement, and then they may approach you.

8.7. Resigning and Retirement

You can resign from your current team at any point during your
career (with some restrictions - see below). You will then become
a free agent manager, waiting for a proposal from another team.
This will usually happen within a reasonable amount of time (some
days), and you can normally count on some more proposals
coming your way if you reject the first ones - do not overdo it
waiting for the big team to come to you, though.

Retirement will take place automatically when your manager
reaches 70 years of age. You can retire earlier than that if you wish.
You will in both cases get an information screen depicting all the
accomplishments of your career (hopefully there will be many of
them!). Note that you will not be able to retire during days that your
team has a match to play (or for the whole duration of a tournament
it participates in the case of a national team). The same restrictions
apply if you want to resign from your team.



9. Special events - USA Draft

9.1 Drafts
The USA Draft is an annual event that takes place in the beginning
of each new basketball season. During the draft the 30 USA teams
can select the best players around the world that have never before
played for a USA team.
The draft is divided into two rounds. The order of selections is
based on certain rules. The first player picks belong to the fourteen
teams that did not enter the Playoffs in the previous season and
the next sixteen spots are reserved for the teams that made it
into playoffs and their order is determined by their final standings
ranking, going from worst to best. Therefore, the champion will
select last and the same order is carried on to the second round
too.
After the order in which the teams will make their picks is determind
the event starts in the special USA Draft screen. If you don’t wish to
follow the event you can leave by pressing “Exit”. Note that in that
case if your team is part of the event you won't be able to make
your draft pick!
If your team is part of the event the procedure will pause the minute
your turn comes and you'll be able to browse and pick a player by
clicking the “Pick a player” selection. If you don’t wish to use your
pick you can skip by clicking on “Skip selection”. If you decide to
select a player you'll be able to sign automatically any player that:

Has no previous history to a USA team.

Doesn’t belong to another human controlled team
Their worth — 10% or salary + 10% are smaller or equal
than the available cash of your team.

He is at least 19 years old.

While you browse the world, any player with the above criteria will
feature the option “Draft” in his action bar and your team will sign
him automatically the minute you will press it. Then you will be
again transferred back to the Draft screen | order for the event to
continue.




9.2 Pre Season Training Camps
In WBM, as in real life, teams have the ability to use a training
center in order to better prepare for the upcoming season. The
training centers that the managers can use are evaluated in WBM
in 3 categories. Court, Facilities and Luxury. As you can imagine
basketball court is the most important of all and then comes the
facilities. Of course luxury is important as it keeps the players
happy and eager to work hard during their stay in the center.
The cost for ateam to visit each center depends on what the center
offers in the 3 categories, the distance if it is in another country or
even in another continent and the current team roster.
The selection of a good training center is very important as it
affects the players’ form during next season as well as their further
attributes development as it adds points to their every day training
during the rest of the season and helps them to improve faster.

10, Data Editor

The Data Editor of WBM is a useful and easy-to-use tool that
allows you to tangle with the game data. Everything from player
and manager attributes to team finances and stadiums can be
changed as you wish. Included with the editor you will find a
complete and very explanatory help file, which will allow you to
learn how to use the editor quickly and efficiently.

17 General Basketball Info

11.1. History
Basketball first appeared in 1891 in Springfield, Massachusetts.
A teacher in a physical education class of the local YMCA (Young
Men'’s Christian Association), James Naismith, was instructed to
come up with a new indoors game to keep his somewhat restless
students occupied with something.



Influenced by a game he used to play as a kid, and also by having
watched practice sessions of rugby players shooting a ball in a
box, he nailed boxes or baskets to the wall and came up with
the first basic rules, with the primary goal being to shoot the ball
into these boxes of baskets. Some of these rules are still in effect
today.

Basketball spread widely and quickly, as it was simple and had the
advantage that it could be played indoors, and so was unaffected
by bad weather. Also the YMCA was present throughout the USA
and helped to spread the game. The first professional basketball
league took place in 1898. Since then, basketball has grown to
become a worldwide known sport with more than 250 million
people playing around the globe, and a lot more fans. It is included
in the

Olympic Games and has its own World and continental
competitions, both for clubs and national teams.

# 11.2. Rules

Basketball is a game played indoors between two opposing teams.
The basketball court is 28 m long and 15 m wide. At each end of
this court there is a bottomless basket made of white cord net and
suspended from a 46 cm diameter metal ring, which is attached
3.05 m above the floor to a backboard made of fibreglass.

A maximum of 12 players per team are allowed to play per match
and a minimum of 5 players per team is required to start a match.
Unlimited substitutions of players may occur at any dead-ball
situation (a whistle), but the number of a team’s players on the
court must never be more than 5.

A basketball match consists of four periods (12 minutes or 10
minutes long, depending on regional regulations), with stop-time
for every whistled violation. During the game, the players use an
inflated ball made of rubber to score points. They may throw,
dribble (bounce), or shoot the basketball but may not run with it
or kick it. In order to score points, a team must advance the ball to
the opposing team’s half of the court within 8 seconds, and shoot
it through the opposing team’s basket (the ball must enter from
above) within 24 seconds from the point they gained possession




of the ball. Each field goal counts for two points or three points if
shot from beyond a specific distance (7.25 meters for NBA and
6.25 for the rest of the world).

Any player making illegal body contact with an opposing player
is assessed a foul. As a result to that, the opposing team may be
given possession of the ball, or an opposing player awarded free
throws at the basket from the foul line. Free throws are awarded if
the foul was made during an attempt to score (2 or 3 free throws
are awarded depending on the score attempt) or if the team that
committed the foul have made already more than 4 fouls during
the current period. Each made foul shot is worth one point.
Players who exceed the foul limit (five or six depending on regional
regulations) are disqualified for the rest of the match.

If at the end of the fourth period of the match the two teams have
the same score, then overtime must be played to decide the
winner. Overtime shall con-sist of 5 minutes stop-time.
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s The names and other attributes of the players, head coaches and man-

agement of the game are fictitious and do not represent real people. Any
= resemblance is completely coincidental.





