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OFFENSE PLAYS DEFENSE PLAYS
RUN @ SHORTPASS €@ | LONGPASS ©

Fumbled Snap’ Interception® Interception® With defense advantage, roll oo or mo with the [l
Fumble? Interception* Interception* play-calling die. Add M to lower of o or o/ m for

Defense Effect Roll (2-12).
Lose [] Mishap Il Mishap IHIH efense Effect Roll (2-12)

Lose [] Incomplete Sacks SHORT PASS / ROUTE JUMP €

With defense advantage, roll oo or mo with the O
Lose QB Presssure Il M Incomplete play-calling die. Add [ to lower of m or o /m for

No Gain QB Presssure || QB Presssure A Defense Effect Roll (2-12).

Gain & Incomplete Incomplete LONG PASS / 0B BLITZ €

Gain Gain [ ] Incomplete With defense advantage, roll oo or mz with the Il
Gain [] Gain [] Incomplete play-calling die. Add I to lower of o or o / m for

Gain [ Gain1+[] il Defense Effect Roll (2-12).
Gain (][] Gain (][] Gain 5 + RDVANTAGE [ Rin| sp | Lp |DRW I SCR| PLA
Gain Gain Gain 5 + - 0
Gain Gain 2 + [B][B] Gain 10 + [B[B][B] o — = . =
Gain 5 + [B][B][B] Gain 10 + [B][B] [|Gain 20 +[B][B][B][B]
Gain 20 +[B][B][B][B]l| Gain 30 + [B][B][B] ||{Gain 40 +[B][B][B][B]
Touchdown
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Long Pass o ol ol
Run Blitz |:||:||:| =11 |:||:||:|

Route Jump = =0 |:| o
1 Lose 1. Roll M - O per recoveries chart.  [|3 Roll [BIBI[Blfor interception location. Defense rolls 20 + Bl [Blreturn.

; . sl | = o000l
;0:: u -/I- agfaln to ;edfc; runblresult. 4 Roll BI[BI[B] for interception location. Defense rolls Bl [Blreturn.
ol gain/loss Tor spot of fumble. Defense Advantages | None || Offense Advantages |
Roll B - 0 per recoveries chart. 5 Lose 2 and Lose [BI.

SHORT PASS QB PRESSURE LONG PASS QB PRESSURE MISHAP

SP OBP RESULT LP QBP RESULT OO MISHAP @ RESULT

Return 20 + i Return 20 + Sack & Fumble [|Lose 2 + Lose[B]?
Return i Return Tipped & Intercepted|| Interception®
Lose 2 + LoselB] Lose 2 + LoselB] Tipped & Interceptedf| Interception®
Incomplete Incomplete Tipped & Incomplete Incomplete
Incomplete Gain[Bl[Bl- 4 Catch & Fumble Gain [BI[B][B]2
Gain[elel- 4 Complete Gain Catch & Fumble Gain [B][B][B]
Complete Gain Complete Gain Catch & Fumble Gain [B][B][B]2
Complete Gain Complete Gain Fumbled Snap Lose 12

2 Roll for interception location. 2 Roll for interception location. 2 Roll gain/loss, then roll M- per recoveries chart.
Defense rolls return per above. Defense rolls return per above. b Roll for interception location. Defense rolls return.
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