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INTRODUCTION

The basic feature of the Tudor Tru-Action Electric Football Game
is that each player has at his command a team of eleven mov-
ing men. Each player, as Coach of his team, calls the plays and
sets up the offensive and defensive formations. The skill and
strategy used in directing the teams will help determine the
winner.

The rules for playing this game are almost identical to the
official rules of football. Variations are possible so that players
can change or add to the rules as they desire to create increased
interest. Arguments over controversial points not covered by
the rules can be settled by mutual agreement.

Due to the fact that the initial line charge is almost identical
to that of a real game, it is possible, by setting the ?igures at
different blocking angles, to get a typical result. The coach or
student of football can use this game to set up various forma-
tions and study their effectiveness.

In order to avoid unnecessary arguments, it is advisable to have
a third person, in addition to the players, to act as a referee,
although this is not necessary.



PREPARING TO PLAY THE GAME

Setting Up the Game

Place the goal posts in the slots on the goal lines and attach
the side line marker to either of the side frames. The game is
now ready for play.

Speed Adjustment

Playing field vibration is set at the factory but may be further
regulated for faster or slower action by slowly turning the
adjustment screw at the left end of the game board.

Players

On the underside of each figure you will note backward slanted
nylon “legs” which impart forward motion to the figures. These
“legs” have been adjusted at the factory but may be changed or
further adjusted by sliding your thumb firmly across the under-
side of the figure, thereby changing the angle of the “legs”.

Identification

Both teams have four running backs and seven crouching line-
men. Further identification may be obtained by applying the
self-sticking markings on the forward portion of the base of the
figure. The backfield men should be numbered 1, 2, 3 and 4.
The linemen should be marked “E” for the Ends, “T" for the
Tackles, “G” for the Guards, and “C"” for the Centers.

DIAGRAM NO. 1

IDENTIFICATION
FOR FIGURES

PLACE
SELF-STICKING
MARKERS
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The Kicker-Passer
This figure is used by the defense only on the kick-off. At all
other times the offense may substitute the kicker for any one
of the four backs and may use him to run, pass, punt or quick
kick. He may run with the ball. It can be readily seen that the
more expert a player becomes with this figure the greater are
his chances for scoring.

On the underside of this figure you will note backward slanted
metal “legs”. Speed adjustment may be made by bending the
“legs" slightly forward or backward.



To Operate:
1. Pinch action clasp.

DA R

® DIAGRAM NO. 2
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BUCKET

Push down arm until spring hoop covers hole.

Release action clasp so projecting lug engages spring loop.
Place felt football in bucket.

Pinch action clasp to kick or pass.

PLAYING ELECTRIC FdOTBALL

Referee

If there is a referee, he should handle the down marker, operate
the starting switch, determine if a pass is caught, grounded
or intercepted, and whether a goal is made after a touchdown
or from the field. He should handle any of the regular duties
assigned to a referee in a real football game.

If there is no referee, the defense man should handle the
starting switch.

Kick-off

The two opponents toss a coin to decide who will kick off and
to establish choice of team color and goal. The figures are lined
up for play (see diagram #3). The kicker is placed on the kick
off mark on the 40 yard line. Depending on the direction of
the kicker, the ball may be kicked to any part of the field. After
the ball is kicked, the kicker is removed. The figure nearest the
spot where the ball hits on the fly becomes the ball carrier.
The ball is placed in his arm, the switch turned on and the
game begins. The ball carrier runs until he is tackled, goes out
of bounds, reverses direction, fumbles or scores, at which time
the switch is turned off and the game stopped.




The ball carrier is considered tackled only when an opposing
figure touches his base. The ball is downed at the point where
he was tackled.

If the ball carrier touches the side line of the playing field he
is out of bounds and play stops. The ball is placed at the
inbounds mark on the yard line where the ball went out of
bounds.

If the ball carrier turns and goes toward his own goal line, play
stops and the ball is downed at the point where he turned.

If the ball carrier loses the ball for any reason it shall be con-
sidered a fumble. The first player, including the man who
dropped it, to touch the ball after it has touched the playing
field, obtains possession of the ball. Play is stopped and the
ball is placed at the point where the ball is recovered.

If the ball carrier crosses the opponents goal line, it is a touch-
down. The teams then line up with the defense on the three
yard line and the offense attempts a conversion by a run from
scrimmage, a forward pass or a placement kick. After the con-
version attempt, the defense takes the ball for a new kick-off.

Play on Scrimmage

Before each first down the 10 Yard marker should be set at the
line of scrimmage. The downs are noted by setting the arrow
on the marker on the appropriate number before each play.

The offense is allowed four downs in which to gain ten yards.

To determine the scrimmage line, the position of the ball should
be considered to be the forward point of the base of the ball
carrier.

On scrimmage plays, the defense line must be at least half the
length of a lineman away from the line of scrimmage. A five
yard penalty may be called by the referee for violation of this
rule.

If the defense does not have a safety man at least thirty yards
behind the line of scrimmage, they are not allowed to run back
a quick kick but must put the ball into play where it stops.

Sciimmage

There must be seven men on the offensive line. The backs may
be lined up in any desired formation, such as a “T”, single wing,
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DIAGRAM NO. 3

double wing, etc. Once the basic attacking formation is set up
by the offense, the position of the linemen cannot be changed.

If the offense plans a forward pass or punt he must announce
it at this time, before play is started.

The defense may then be lined up in any way desired, but once
set they cannot be moved. Their men should not be massed, but
must be placed to take care of all possibilities. In order to
guard against a quick kick, the defense should place a man in
the safety position at least thirty yards behind the line of
scrimmage.

After the defense has set up their men, the offensive backs may
be turned, but not moved, to point in another direction. This
makes off tackle plays and end runs possible. After studying
the defense, the offense, if he is not using the kicker-passer,
places the ball in one of the ball carrier’s arms. Play is started
by turning on the switch.

Forward Pass

A forward pass must be called before the play is started. The
passer may be manually faded back, or to either side as far as
the player desires. When an eligible receiver, who may be one

of the backs, or the men at either end of the line, is clear, the
ball is released.



If the ball hits the receiver on the fly, the pass is completed
and play continues with that man as the ball carrier.

If the ball does not hit a receiver, the pass is incomplete and
play is resumed at the line of scrimmage on next down.

If the ball hits an ineligible man on the fly, there is a five yard
penalty and play is resumed on next down at the line of
scrimmage.

If the ball hits any opponent on the fly, the pass has been inter-
cepted and play continues with that man as ball carrier, until
he is tackled, or scores.

If a pass is tried on 4th down and fails, the ball is taken over
by the defense at the line of scrimmage.

If the passer, after fading back at least 20 yards from the line
of scrimmage, cannot spot a receiver who is clear, he may elect
to run with the ball. In this case the passer must be released
at once.

On calling a pass, every effort must be made to get the pass
off. If a receiver is clear, the pass MUST be attempted. The
passer is not allowed to run except when all the eligible
receivers are bottled up.

In order to defend against a pass, the defense men must be
placed far enough back of the line of scrimmage so that as they
move forward they will be in a position to tackle the receiver
or intercept the pass.

Punt

It is usually wise to punt on the 4th down if the distance has
not been made.

The offense must call a punt before the defensive formation is
set or the switch is turned on so that the defense can place
his men accordingly. Usually two or three backfield men are
placed thirty to forty yards behind the line of scrimmage.

The defensive man nearest to where the ball hits on the fly is
the return ball carrier.

The kicker may be turned at an angle to kick out of bounds in
order to prevent a run back. In this case, the ball is dead at
the point where it goes out of bounds on the fly and it is put
into play by the receiving team at the center of the field.

If the ball is kicked over the goal line on the fly, it is brought
back to thz twenty yard line and put into play at the center of
the field.




Quick Kick

The same rules apply on quick kicks as in a punt except the
quick kick is called and made after the play is started. It is
mainly an offensive play which should be used when the defen-
sive safety man is not at least thirty yards behind the line of
scrimmage.

Field Goal

On any down from any point on the field, the offense may
attempt a goal from the field by placement kick. The offense
must call this play as in a punt. The ball must be kicked over
the cross bar of the goal posts and between the uprights, at
any height.

If the kick fails, the defense takes the ball and puts it into play
at the center of the field on the twenty yard line.

Safety

On scrimmage, if the ball carrier is tackled behind his goal
line, it is a safety and counts two points for the defensive side.
The ball is then put into play by the side against whom the
safety is scored by a kick from their twenty yard line and play
proceeds as in the kick-off.

Scoring Values

Touehdowniieil sy 6 Conversion on kick ... 1
FieldiGaaliviis i b asad 3 Conversion on run or pass. 2
Safety ... S 4 periods of 15 minutes.

EQUIPMENT Replacement
Cost
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6 — Felt Footballs (Strip of 6) ... ... .10
b Y £ 0 A e SN S RN .05 ea.
1 —10 Yard and Down Marker ... \n2s
1 — Set of Numbers and Letters ... 10
1 — Electric Game Board (#500) ... 3.00

Complete Accessory Box (#500) — $4.00 — including:
4 Red Backs: 7 Red Linemen; 4 Yellow Backs; 7 Yellow Linemen;
1 Kicker-Passer; 6 Felt Footballs; 2 Goal Posts; 1—10 Yard
and Down Marker; Set of Numbers and Letters; Rule Book.

OTHER FINE TUDOR PRODUCTS — 1960

#700 — Tru-Action Hockey Game $13.00
#725 — Tru-Action De Luxe Hockey 16.00
#500 — Tru-Action Electric Football Game 7.00
#525 — Tru-Action Electric Horse Race Game 7.00
#530 — Tru-Action Electric Sports Car Race Game 7.00
#550 — Tru-Action Electric Baseball Game g 7.00 &
#575 — Tru-Action Electric Basketball Game 7.00
#300 — Ready Money Bank (assorted colors) AT, 3.00
#110 — 8 Note Donaid Duck Color Xylophone 2.00
#135 — 8 Note Walt Disney Color Xylophone 3.00
#155 — 12 Note Disneyland Concert Grand ... 5.00

#160 — 17 Note Black and White Xylophone 7.00
#175 — 25 Note Black and White Xylophone 10.00




DELUXE HOCKEY
ELECTRIC SCORING

No. 725
b Exclusive

et s

Assures you complete and

tudor

DE LUXE
constant control of players HOCKEY
guring Play . . . Smoother A T R S
ction. T VM

Rinkside Managers develop skill, plan strategy as they bring Players
up and down ‘ice”’, pass, whirl and drive puck to Goalie. Defense can
block and steal puck. Recreates.all the excitement of real Hockey. Light
goes on when score is made.

(Battery Not Included) $16.00

HOCKEY GAME
DUAL MARBLE PUCK DROP

No. 700
Exclusive

%mm
I\

The constant mesh beveled
gears insure positive, non-
slip operation,

Even the youngest hockey fan will enjoy the fast moving, exciting rink
play of this game. The colorful action-poised offensive and defensive
players rotate, pass, block and shoot the marble puck toward the goal.
Sturdily constructed with strikingly realistic and handsome detail
throughout. $13.00
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ENJOY ALL THESE GREAT TUDOR TRU-ACTION “SPORTS GAMES!

THRILL-A-MINUTE HORSE RACE e

-
TRU-ACTION® No. 525
ELECTRIC HORSE RACE GAME
They're off . . . and you're the jockey riding your horse to win. You'll

see fast and furious action until the finish line is crossed. You can call
to your horse and jockey to go faster, just like people do at the big
races. At your next party, or when your friends come over, bring out this
game and watch the fun and excitement. Just pick your horses, line
'em up . .. and you're off to the thrills of the wonderful sport of rasc_;ng.

10

REALISTIC FOOTBALL e NEW DARE-DEVIL SPORTS CAR RACE

TRU-ACTION®
ELECTRIC SPORTS CAR RACE

There's a thrill on every turn in this action-packed new Sports Car Race.
You get 4 real high-powered-looking miniature sports cars with this
game. Set them on the dare-devil track and watch them speed around
the course. The colorful track is laid out just as tricky, just as dangerous
as real sports car race tracks. Here's a new game you'll want to play with
your friends where each of you can be a real sports car driver. $7.00

No. 530



TRU-ACTION®
ELECTRIC BASEBALL GAME

Now you can play real “Big League” baseball with all the thrills of a big
stadium game. Pick your favorite team and play against your friends in
a real schedule, with your own “World Series". Players actually run bases
- . . pitcher actually throws the ball through the air . . . and it may be
a strike, a ball, a wild pitch or balk. Batter really hits . . . long flys,
smashing line drives, bunts, singles, doubles, triples, home runs. Fielders
can throw batter out at any base from the field, and complete double
and even triple plays. If you're a baseball fan, this is the game for you.

$7.00

No. 550

Available at your favorite toy and department store or use handy order form on back page.

.

FAST AND EXCITING BASKETBALL

TRU-ACTION®
ELECTRIC BASKETBALL GAME

No. 575

Here's the most realistic basketball game you've ever seen. You get a
real authentic court complete with baskets and 10 plastic Ball Carriers
that move up and down the court receiving passes and “stealing the ball”.
You also get large “life-like” plastic figure that actually shoots baskets
for you. Included are rules for playing 7 action-packed warm-up games
... 21", "5 and 2", Foul Shot, Follow the Leader Out, Around the World
and others. This is the new and improved edition of one of our most
popular games. Get it today. $7.00

"
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