Offense Ratings: RUN (1)  SHORTPASS (3D
Defense Ratings: RUN (2) SHORTPASS (2)
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RUN/RUNBLITI &

With advantage, roll normal Run or Run Blitz Defense

Effect dice (2-12).

SHORT PASS / ROUTE JUMP ©

With advantage, roll normal Short Pass or Route
Jump Defense Effect dice (2-12).
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With defense advantage, roll oo or mo with the =
play-calling die. Add B to higher of o or o / m for

Defense Effect Roll (2-12).
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Gain 50 + [B][B][B]

3 Roll [BI[BI[Blfor interception location. Defense rolls 20 + Bl [Blreturn.
4 Roll BI[BI[B] for interception location. Defense rolls Bl [Blreturn.
5 Lose 2 and Lose [BI.

LONG PASS QB PRESSURE

00| =
=00 [l

Offense Advantages |

DEFE

Route Jump -
. QB Blitz =l o

[ et arages ]

Lose 1. Roll M - O per recoveries chart.
Roll l H W again to redo run result.
Roll gain/loss for spot of fumble.

Roll B - [J per recoveries chart.

SHORT PASS OB PRESSURE

Interception?

00| SPOBP | RESUT
2

Return 20 +

00| esP | RESUT
2

Interception?

Return 20 +

Sack & Fumble

00| WSHP @ | RSUT
2-5

Lose 2 + Lose[B]?

3

Sack

Lose 2 + Lose|[B]

3-4

Interception?

Return

Tipped & Intercepted

Interception®

Sack

Lose 2 + Lose|[B]

5-6

Sack

Lose 2 + Lose|[B]

Tipped & Incomplete

Incomplete

Hurry

Incomplete

7-8

Hurry

Incomplete

Tipped & Incomplete

Incomplete

Complete

Gain

9

QB Run

Gain(e][Bl- 4

Catch & Fumble

Gain [Bl[B][B]2

Complete

Gain

10

Complete

Gain

10

Catch & Fumble

Gain [B][B][B]2

10-11

Complete

Gain

11

Complete

Gain

11

Catch & Fumble

Gain [Bl[B][B]2

12

Complete

Gain

12

Complete

Gain

12

Fumbled Snap

Lose 12

2 Roll for interception location.
Defense rolls return per above.

2 Roll for interception location.
Defense rolls return per above.

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