Modified Elementary Rules

Kickoff and Punt Returns

· Fumble: roll d6.  If 1-3, accept reading.  Otherwise, ignore it.

· TD: roll d6.  If 1-5, accept reading.  Otherwise, use Variable Long Gain Chart.

Look-In Pass
· Use Flat Pass column, but convert any gain of 0 or less yards to an incomplete.

Receiver Readings

· Roll 4 dice
· If pass is complete and black die is an X, check white die against the team’s “Receiver and QB Fumble Rating”.  If white die falls in range shown, then fumble occurs.
Fumbles

· Roll 2d6.  If 7-10, opponent recovers.

· On kickoffs, credit recovery to returner if ball recovered by returning team.  If defense recovers, credit to a random LB or DB.

Advancing Loose Balls

· If (1) fumble recovered by offense, and (2) it’s 4th down, and (3) it’s the last 2 minutes of a half, ball can only be advanced if recovered by person who fumbled

Coffin Corner Punt

· Roll 4 dice

· If black die is X, punt stays in bounds and can be returned

· Otherwise, subtract total of other 3d6 from yardage of punt.  Ball goes out of bounds there.

Punt Returns

· If attempting to return, roll 3 dice.  If white die is a 1, punt bounces and cannot be returned.

· Can elect to let punt bounce.

Field Goals

· Cannot attempt a field goal over 63 yards.  If attempt is made from further out than range shown on kicker’s card, must roll a 2 to make it.

· If FG is missed from beyond the 20-yard line, defensive team gets possession.

1. Prior to 1974, put ball at 20

2. From 1974 to 1993, put ball at Line of Scrimmage

3. From 1994 onwards, put ball at LOS plus 7 yards (point of kick)

2-Point Conversions

· Attempt from 2 yard line.  Starts in 1994.

Variable Length Field Goals

· Modify distance by subtracting 7 yards and then adding 2d6.

Goal Line

· 0 yard line is point of safety or touchdown.

· Note if fumble occurs at or beyond goal line, it’s a TD.

· If TD pass goes beyond back of end zone, it’s a TD.

· If INT goes beyond back of end zone, it’s a touchback.

Safety

· Team tackled in end zone must then free kick from its own 20.

· Use punter card and add 15 yards, ignoring Blocked results.

Sacks

· Roll 4 dice

· Red dice equals yards lost

· If black die is an X, check white die against the team’s “Receiver and QB Fumble Rating”.  If white die falls in range shown, then fumble occurs.

Sack Assignments

· Roll Black Die and White Die.  If Black Die = X and White Die = 6, Sack goes to the FS.  Otherwise, continue below.

· Repeat the following process until you finally get somebody credited with a sack:

1. Using the white die, check the Advanced Pass Rush Chart to find which player you are going to check.
2. Roll the red dice to determine if the indicated player is credited with a sack.  Check the Sack Chance Chart.

3. If the player does not get the sack, go back to step 1.
4. If the player does get the sack, re-roll the red dice to verify how many players were blitzing.  Check the Linebacker Blitz Chart.

5. Modify the player’s Pass Rush rating you got in step 2 based on your roll in step 4.

6. If the Adjusted Pass Rush Rating is 8 or more, check the Sack Reassignment Table – Part A and roll the red dice.

7. If you must re-assign the sack, roll the red dice one more time and check the Sack Reassignment Table – Part B.

· Example: The 2001 Pittsburgh Steelers record a sack.  They run a 3-4.  We roll the black die and get a D.  The white die is a 3.  We can immediately rule out a sack by the FS (Brent Alexander).

1. Using our white die roll of 3 and checking the Advanced Pass Rush Chart in a 3-4, I get the NT, which is Casey Hampton (Pass Rush: 1)

2. I roll the red dice and get a 6.  Checking the Sack Chance Chart for a player with a Pass Rush of 1, I can see that Hampton does not get the sack and go back to step 1.

3. I re-roll the white die and get a 5.  Checking the Advanced Pass Rush Chart in a 3-4, I get the DRE, which is Kimo von Oelhoffen (Pass Rush: 3)

4. I roll the red die and get a 6, so von Oelhoffen does not get the sack and we go back to step 1.

5. I re-roll the white die and get a 4, indicated the High LB, which is Jason Gildon (Pass Rush: 6*12).

6. The sack is automatic.  I now check to see how many LB were blitzing and roll the red die together, getting a 6 to indicate that there is 1 LB blitzing in a 3-4 and no Pass Rush Adjustment.

7. To see if the sack needs to be re-assigned, I roll the red dice together and roll an 8.  Checking the Sack Reassignment Table – Part A with an Adjusted PR of 12, I see that the sack will be re-assigned.

8. I roll the white die and check the Sack Reassignment Table – Part B.  My roll is a 2.  Checking the “1 Blitzing LB” column, I see the sack goes to the highest-rated LB, which was already Gildon, so he gets to keep the sack.
Red Zone

· Long Pass may not be attempted within the 20

· Flat Pass may not be attempted within the 10

· If you must throw for the end zone between the 10 and 19, use the Long Pass column

Long Gains

· Players may not exceed longest run or reception unless it was a TD of 30+ yards.  This applies only to “SG” or “LG” readings, not numeric readings.

· Minimum distance on a SG/LG is 5 yards (runs, flat/look-in pass), 10 yards (short), or 25 yards (long).

· Caps apply to where a fumble is made, but not where interceptions are made.

Injuries

· If all 3 dice are the same number, an injury occurs

· Ignore an injury if it would result in a team not having any players at a position

Running Back Fatigue

· Level 1 – subtract 1 yard from any positive yardage rolled on the offensive card

· Level 2 – subtract 2 yards from any positive yardage rolled on the offensive card

· Level 3 – always shift “Wrong” to “Right” and “Right” to “Keyed”.

Playing Suggestions

· On 3rd & 7 or more, use defensive players with highest Pass Rush ratings.

· Inside the 10, use RB with most TD.

· On 3rd & 7 or more, use RB with most catches.
Timing

· Advance 2 spaces (i.e. 30 seconds) except for following 1 space plays:

1. Incomplete pass

2. Fair Catch

3. FG attempt

4. Kickoff that is not returned

5. Touchdown

6. Out of Bounds play

7. Change of possession

8. Sack

· Timeout reduces play to 1 space.  Teams get 3 timeouts per half.

Out of Bounds

· During last 5 minutes of a half, team can try to get out of bounds on an end run, flat pass (not look-in), or short pass.

· If white die is even, team gets out of bounds.

2-Minute Clock

· Use 18 ticks (each around 7 seconds)

· 1 space = 2 ticks

· For the following plays, advance only 1 tick:

1. Kickoffs

2. Incomplete Passes

3. Out of Bounds

4. Change of Possession

· Sacks count as 3 ticks

· Spike the ball – subtract up to 2 ticks from the previous play

· Timeout – subtract up to 3 ticks from the previous play

· Each play must take up at least 1 tick

· Eat up the clock and take up 6 ticks if

1. Offense has lead before play begins

2. They kneel or keep ball in bounds

3. No time out is taken at end of play

4. Play does not result in a score (if it does, use 2 ticks)

5. Play does not result in a change of possession (if it does, use 1 tick)

Fumbles

· On a team fumble check, use the Team Rec/QB Fumble Ratings Adjustment Chart

Squib Kickoffs

· Add 20 yards to the stated yard line (e.g. the 25-yard line instead of the 5) and touchbacks are eliminated.  Those kicks come down at the 10-yard line instead.

· On the return, subtract 15 yards from the stated result (no return can be less than 0 yards or more than 30) – unless the result is Touchdown.  While automatic TDs are eliminated, a Touchdown reading results in a Long Gain.

· Since squib kickoffs are almost always handled by up-backs rather than the deep men, do not count the return yards on squib kickoffs as part of the deep men’s statistics, even though their cards are being used to determine the return yardage.

In-Game Rest

· After a rushing gain of 11-20 yards, a back must sit out one play.

· After a gain of 21+ yards, a back must sit out the next series.

· A player may only be the target of a pass once per series.

Receiver Targets

· Receivers are rated for being targeted too much.  If they had between 1 and 10 receptions, they are allowed 1 catch before over-target rules kick in.  If they had 11 to 20 receptions, they are allowed 2.  And so forth.

· Once a receiver is “over-targeted”, any pass intended for them shifts one column right.  (i.e. a Wrong column goes to Right and a Right column goes to 2-Tmd)

Hurry Up Offense

· In the last 5 minutes, if a team is in “hurry up”, they can not switch out player.  If a player should be resting, automatically shift all rolls that involve them one column right.
Formations

Post Game

· Calculate Usage

1. RB UPct = ((RR+RC) * AGP) / ((AR+AC) * RGP)

2. QB UPct = ((RP+RR) * AGP) / ((AP+AR) * RGP)

3. Receiver UPct = (RC * AGP) / (AC * RGP)

4. AGP is the number of actual games played by his team. RGP is the number of replay games already played by the player’s team. AR is the actual rushing attempts. RR is the replay rushing attempts. AP is the actual pass attempts. RP is the replay pass attempts. AC is the actual catches. RC is the replay catches.

5. Any player over 110% Usage who is eligible for over usage might have to rest the next game (or more)

6. A maximum of 2 players will be forced to rest - the 2 that have the highest usage over their projected usage (note this is not UPct)

7. Usage rules do not begin until the 3rd game of the season and are also ignored for the final game of the season and the playoffs.

8. Only 1 player from each category (RB, QB, REC) can be rested.

9. If resting a player results in no players being available at that position (due to injuries), then player will not be rested.

PUNT BOUNCE CHART

	DICE ROLL
	BOUNCE

	2
	-5 hits member of receiving team – fumble, roll for recovery!

	3
	-3

	4
	-1

	5
	+3

	6
	+5

	7
	+6

	8
	+7

	9
	+9

	10
	+10

	11
	+11

	12
	+12


BLOCKED KICK CHART

	ROLL
	RESULT

	2
	Offense recovers 2 yards behind line of scrimmage

	3
	Offense recovers 5 yards behind line of scrimmage

	4
	Offense recovers 12 yards behind line of scrimmage

	5
	Defense recovers 7 yards behind line of scrimmage

	6
	Defense recovers 11 yards behind line of scrimmage

	7
	Defense recovers 9 yards behind line of scrimmage

	8
	Defense recovers 11 yards behind line of scrimmage

	9
	Defense recovers 6 yards behind line of scrimmage

	10
	Defense recovers 8 yards behind line of scrimmage

	11
	Defense recovers 13 yards behind line of scrimmage

	12
	Defense recovers 15 yards behind line of scrimmage


Note: The team that recovers can attempt to advance the loose ball.

2 MINUTE CLOCK

	1:55
17 ticks
	1:50
16 ticks
	1:45
15 ticks
	1:37
14 ticks
	1:30
13 ticks
	1:22
12 ticks
	1:15
11 ticks
	1:07
10 ticks
	1:00
9 ticks

	:52
8 ticks
	:45
7 ticks
	:37
6 ticks
	:30
5 ticks
	:22
4 ticks
	:15
3 ticks
	:08
2 ticks
	:01 
1 tick
	:00
0 ticks


 FAKE PUNT/KICK CHART

	ROLL
	FAKE PUNT RESULT
	FAKE FIELD-GOAL / PAT

	2
	Pass completed to SE, Long Gain
	Pass completed to TE, Short Gain

	3
	Pass completed to FL, Short Gain
	Pass completed to SE, +12

	4
	If defense attempted block Punter runs for Short Gain, otherwise Punter runs 7 yards
	If defense attempted block Kicker runs for 11 yards, otherwise Kicker runs 7 yards

	5
	If defense attempted block Punter runs for 9 yards, otherwise Punter runs 3 yards
	If defense attempted block QB runs for 9 yards, otherwise QB runs for 1 yard

	6
	Incomplete Pass
	Incomplete Pass

	7
	Incomplete Pass
	Incomplete Pass

	8
	Incomplete Pass
	Incomplete Pass

	9
	Incomplete Pass
	Incomplete Pass

	10
	Punter runs 0 yards
	QB runs 0 yards

	11
	Punter runs –2 yards, fumble
	Kicker runs –2 yards, fumble

	12
	Pass intercepted +23
	Pass intercepted +10



ONSIDE KICKOFF CHART

	ROLL
	RESULT

	2
	The ball travels 12 yards and is recovered by the kicking team 

	3
	The ball travels 15 yards and is recovered by the kicking team

	4
	The ball travels 19 yards and is recovered by the offense 

	5
	The ball travels 9 yards and is recovered by the offense 

	6
	The ball travels 18 yards and is recovered by the offense 

	7
	The ball travels 11 yards and is recovered by the offense 

	8
	The ball travels 14 yards and is recovered by the offense 

	9
	The ball travels 13 yards and is recovered by the offense 

	10
	The ball travels 16 yards and is recovered by the offense 

	11
	The ball travels 17 yards and is recovered by the kicking team

	12
	The ball travels 10 yards and is recovered by the kicking team


Note: No runback occurs.

Pre-1974: kickoff from 40; 1974-1993: kickoff from 35; 1994-present: kickoff from 30
ADVANCING LOOSE BALL CHART

	ROLL
	ADVANCEMENT

	2
	SG

	3
	0

	4
	+7

	5
	+ 1 

	6
	-1

	7
	+3

	8
	-2

	9
	0

	10
	+3 Fumble (roll for recovery)

	11
	+8

	12
	LG


RUNNING BACK FATIGUE

	12 Game Season Actual Rushes
	14 Game Season Actual Rushes
	16 Game Season Actual Rushes
	No FAT
	FAT
Lvl 1
	FAT
Lvl 2
	FAT
Lvl 3

	0 to 18
	0 to 21
	0 to 24 
	1-10
	11-12
	13-14
	15+

	19 to 37
	22 to 43
	25 to 49 
	1-11
	12-13
	14-15
	16+

	38 to 55
	44 to 65
	50 to 74 
	1-12
	13-14
	15-16
	17+

	56 to 74
	66 to 87
	75 to 99 
	1-13
	14-15
	16-17
	18+

	75 to 93
	88 to 108
	100 to 124
	1-14
	15-16
	17-18
	19+

	94 to 112
	109 to 130
	125 to 149
	1-15
	16-17
	18-19
	20+

	113 to 130
	131 to 152
	150 to 174
	1-17
	18-19
	20-21
	22+

	131 to 149
	153 to 174
	175 to 199
	1-20
	21-22
	23-24
	25+

	150 to 167
	175 to 198
	200 to 224
	1-22
	23-24
	25-26
	27+

	168 to 187
	197 to 218
	225 to 249
	1-24
	25-26
	27-28
	29+

	188 to 224
	219 to 262
	250 to 299
	1-27
	28-29
	30-31
	32+

	225 to 262
	263 to 305
	300 to 349
	1-30
	31-32
	33-34
	35+

	263+
	306+
	350+
	1-33
	34-35
	36-37
	38+


QUARTERBACK END RUN LIMITS

	12 game season
	14 game season
	16 game season

	Rush attempts / 23
	Rush attempts / 26
	Rush attempts / 30


SHORT GAINS
Yards = 22 – 2d6

SOLITAIRE GUESS RIGHT/WRONG

	DOWN
	YARDS TO GO
	CALL
	GUESSED RIGHT

	1st 
	Any 
	run
pass
	1-3
4-6

	2nd
	8 or more
	run
pass
	1-2
3-6

	2nd
	7 or less
	run
pass
	1-3
4-6

	3rd or 4th
	4 or more
	run
pass
	1
2-6

	3rd or 4th
	3 or less
	run
pass
	1-4
5-6


INTERCEPTION RETURN CHART

	ROLL
	RESULT

	2
	Touchdown

	3
	If flat pass: Touchdown, otherwise: +15

	4
	+25

	5
	+20

	6
	+12

	7
	0

	8
	+4

	9
	If flat pass: Touchdown, otherwise: +10

	10
	+13

	11
	+22, fumble

	12
	Touchdown


INJURIES

	ROLL
	1-1-1
	2-2-2
	3-3-3
	4-4-4
	5-5-5
	6-6-6

	2
	FB
	LT
	FB
	RE/ROLB
	RE/ROLB
	RE/ROLB

	3
	FL
	FB
	FL
	RT/RILB
	RT/RILB
	RE/ROLB

	4
	HB
	FB
	FB
	RLB/RE
	RLB/RE
	RLB/RE

	5
	HB
	LT
	SE
	LE/LOLB
	LE/LOLB
	LT/LILB

	6
	TE
	RG
	RG
	LCB
	RCB
	SS

	7
	HB
	SE
	C
	LLB/LE
	LLB/LE
	MLB/NT

	8
	TE
	RT
	FL
	LCB
	RCB
	SS

	9
	QB
	LG
	C
	LT/LILB
	RT/RILB
	MLB/NT

	10
	QB
	LG
	SE
	RLB/RE
	FS
	FS

	11
	FB
	LG
	FL
	FS
	FS
	MLB/NT

	12
	FL
	FL
	FB
	RE/ROLB
	RE/ROLB
	RE/ROLB


When two defensive players are shown, the position before the slash is for 4-3 formations.
INJURY RATING

	PLAYER
	12 game season
	14 game season
	16 game season

	HB, FB, RB 
	Higher of:
Rush attempts / 15 or Receptions / 2 
	Higher of:
Rush attempts / 17 or Receptions / 2.5
	Higher of:
Rush attempts / 20 or Receptions / 3

	QB
	Pass attempts / 20
	Pass attempts / 25
	Pass attempts / 30

	TE, BB
	Receptions / 2
	Receptions / 2.5
	Receptions / 3

	FL, SE
	Receptions / 3
	Receptions / 4
	Receptions / 5


For other players, assume an injury rating of 12 if they are a started and a 9 if they are a sub.
NUMBER OF GAMES INJURED

	ROLL
	15+
	14
	13
	12
	11
	10
	9
	8
	7
	6
	5
	4
	3
	2
	1
	0

	2
	no
	no
	no
	no
	no
	no
	no
	no
	no
	no
	no
	no
	no
	1/2
	1/2
	1/2

	3
	no
	no
	no
	no
	no
	no
	no
	no
	no
	1/2
	1/2
	1/2
	1/2
	bal
	bal
	bal

	4
	no 
	no
	1/2
	1/2
	1/2
	1/2
	1/2
	1/2
	1/2
	bal
	bal
	bal
	bal
	1
	1
	1

	5
	no
	1/2
	1/2
	1/2
	1/2
	1/2
	bal
	bal
	bal
	1
	1
	1
	1
	2
	2
	2

	6
	no
	1/2
	bal
	bal
	bal
	bal
	bal
	bal
	1
	2
	2
	2
	3
	3
	4
	4

	7
	1/2
	bal
	bal
	bal
	bal
	bal
	1
	1
	2
	3
	3
	3
	4
	5
	6
	6

	8
	1/2
	bal
	bal
	bal
	1
	1
	2
	2
	3
	4
	5
	5
	6
	6
	7
	7

	9
	bal
	bal
	1
	1
	2
	2
	3
	3
	4
	4
	5
	6
	6
	7
	8
	9

	10
	bal
	1
	1
	2
	3
	3
	4
	4
	5
	5
	6
	7
	8
	9
	10
	11

	11
	bal
	1
	2
	2
	3
	4
	5
	5
	6
	6
	7
	8
	9
	10
	12
	13

	12
	bal
	1
	2
	3
	4
	5
	6
	6
	7
	8
	9
	10
	11
	12
	13
	14


no = no injury.  1/2 = remainder of this half.  bal = balance of this game only.  A number indicates the number of games in addition to this game.

OFFENSIVE FUMBLE RECOVERY TABLE

	ROLL
	SACK FUMBLE
	LINEBUCK & MUST RUN 
FUMBLE
	OTHER RUN FUMBLE
	RECEIVER FUMBLE

	2
	TE
	TE
	Center
	Center

	3
	HB
	FL
	TE
	LG

	4
	LT
	LT
	Other Side Guard
	LT

	5
	LG
	LG
	QB
	HB

	6
	QB
	FB/BB
	Same side Guard
	SE

	7
	Center
	QB
	HB
	TE

	8
	RG
	Center
	Same side Tackle
	FL

	9
	RT
	HB
	FB/BB
	FB/BB

	10
	FB/BB
	RG
	Other side Tackle
	RT

	11
	SE
	RT
	SE
	RG

	12
	FL
	SE
	FL
	QB


DEFENSIVE FUMBLE RECOVERY TABLE

	ROLL
	SACK FUMBLE
	LINEBUCK & MUST RUN FUMBLE
	OTHER RUN FUMBLE
	RECEIVER FUMBLE

	2
	LT/NT
	LLB/LOLB
	Highest rated LB
	LLB/LOLB

	3
	LT/NT
	LLB/LOLB
	LT/NT
	MLB/ROLB

	4
	MLB/ROLB
	MLB/ROLB
	LE
	LCB

	5
	LE
	LE
	LLB/LOLB
	Defender

	6
	LLB/LOLB
	LT/NT
	MLB/ROLB
	FS

	7
	Defender who sacked QB
	Keying FS, MLB or highest rated inside LB
	Highest rated outside LB
	Defender who is Double-teaming or Primary defender

	8
	RLB/ROLB
	RT/NT
	MLB/RILB
	SS

	9
	RE
	RE
	RLB/ROLB
	Defender

	10
	MLB/RILB
	MLB/RILB
	RE
	RCB

	11
	RT/NT
	RLB/ROLB
	RT/NT
	MLB/RILB

	12
	RT/NT
	RLB/ROLB
	Highest rated LB
	RLB/ROLB


VARIABLE LONG GAIN CHART
	DICE 
	LOC
	1
	2
	3
	4
	5
	6

	2
	Road
Neutral
Home
	81

91

99
	77

87

96
	74

84

94
	83

TD

TD
	86

TD

TD
	89

TD

TD

	3
	Road

Neutral

Home
	66

76

86
	71

81

91
	68

78

88
	70

80

90
	67

77

87
	69

79

89

	4
	Road

Neutral

Home
	57

67

77
	56

66

76
	58

68

78
	55

65

75
	59

69

79
	54

64

74

	5
	Road

Neutral

Home
	38

48

58
	39

49

59
	36

46

56
	37

47

57
	40

50

60
	41

51

61

	6
	Road

Neutral

Home
	35

39

43
	31

35

39
	32

36

40
	30

34

38
	33

37

41
	34

38

42

	7
	Road

Neutral

Home
	31

35

39
	32

33

34
	30

31

32
	33

34

35
	30

30

30
	31

32

33

	8
	Road

Neutral

Home
	32

42

52
	35

45

55
	31

41

51
	33

43

53
	34

44

54
	30

40

50

	9
	Road

Neutral

Home
	45

55

65
	42

52

62
	46

56

66
	43

53

63
	47

57

67
	44

54

64

	10
	Road

Neutral

Home
	53

63

73
	49

59

69
	50

60

70
	52

62

72
	48

58

68
	51

61

71

	11
	Road

Neutral

Home
	63

73

83
	61

71

81
	65

75

85
	64

74

84
	60

70

80
	62

72

82

	12
	Road

Neutral

Home
	TD

TD

TD
	TD

TD

TD
	TD

TD

TD
	TD

TD

TD
	TD

TD

TD
	TD

TD

TD


TEAM REC/QB FUMBLE RATINGS ADJUSTMENT CHART

	Team Rec/QB Fumble Rating
	QB Rating
	Receiver Rating

	0
	1
	0

	1
	1-2
	1

	1-2
	1-4
	1

	1-3
	1-5
	1-2

	1-4
	1-6
	1-3

	1-5
	1-6
	1-4

	1-6
	1-6
	1-5


OFFENSIVE FORMATIONS
	Pro Set
	FB
	HB
	FL
	SE
	TE

	Tight End
	FB
	HB
	FL
	TE
	TE

	Full House
	FB
	HB
	RB
	SE
	TE

	3 WR, 1 RB
	?
	?
	FL
	SE
	TE

	3 WR, 2 RB
	FB
	HB
	FL
	SE
	WR

	3 RB, 2 TE
	FB
	HB
	RB
	TE
	TE

	2 TE, 2 WR, 1 RB
	FB
	TE
	FL
	SE
	TE

	4 WR
	?
	?
	FL
	SE
	WR

	
	
	
	
	
	

	COVERAGE

	4-3
	LLB
	RLB
	LCB
	RCB
	SS

	3-4
	LOLB
	ROLB
	LCB
	RCB
	SS


? = WR replaces either the HB or FB position
INTERCEPTION ASSIGNMENTS

FLAT PASSES

	WHITE
	REDS
	4-3
	3-4

	1
	2
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	3
	Defender
	Defender

	 
	4
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	5
	Defender
	Defender

	 
	6
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	7
	LDE
	LDE

	 
	8
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	9
	Defender
	Defender

	 
	10
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	11
	Defender
	Defender

	 
	12
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	2-3
	2
	LLB
	LOLB

	 
	3
	Defender
	Defender

	 
	4
	LLB
	LOLB

	 
	5
	Defender
	Defender

	 
	6
	LLB
	LOLB

	 
	7
	LDE
	LDE

	 
	8
	LLB
	LOLB

	 
	9
	Defender
	Defender

	 
	10
	LLB
	LOLB

	 
	11
	Defender
	Defender

	 
	12
	LLB
	LOLB

	4-5
	2
	RLB
	ROLB

	 
	3
	Defender
	Defender

	 
	4
	RLB
	ROLB

	 
	5
	Defender
	Defender

	 
	6
	RLB
	ROLB

	 
	7
	RDE
	RDE

	 
	8
	RLB
	ROLB

	 
	9
	Defender
	Defender

	 
	10
	RLB
	ROLB

	 
	11
	Defender
	Defender

	 
	12
	RLB
	ROLB

	6
	2
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	3
	Defender
	Defender

	 
	4
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	5
	Defender
	Defender

	 
	6
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	7
	RDE
	RDE

	 
	8
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	9
	Defender
	Defender

	 
	10
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	11
	Defender
	Defender

	 
	12
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB


LOOK-IN PASSES
	WHITE
	REDS
	4-3
	3-4

	1
	2
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	3
	Defender
	Defender

	 
	4
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	5
	Defender
	Defender

	 
	6
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	7
	LDT
	LDT

	 
	8
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	9
	Defender
	Defender

	 
	10
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	 
	11
	Defender
	Defender

	 
	12
	Highest-rated LLB/MLB
	Highest-rated LOLB/LILB

	2-3
	2
	MLB
	LILB

	 
	3
	Defender
	Defender

	 
	4
	MLB
	LILB

	 
	5
	Defender
	Defender

	 
	6
	MLB
	LILB

	 
	7
	LDE
	LDT

	 
	8
	MLB
	LILB

	 
	9
	Defender
	Defender

	 
	10
	MLB
	LILB

	 
	11
	Defender
	Defender

	 
	12
	MLB
	LILB

	4-5
	2
	MLB
	RILB

	 
	3
	Defender
	Defender

	 
	4
	MLB
	RILB

	 
	5
	Defender
	Defender

	 
	6
	MLB
	RILB

	 
	7
	RDE
	RDT

	 
	8
	MLB
	RILB

	 
	9
	Defender
	Defender

	 
	10
	MLB
	RILB

	 
	11
	Defender
	Defender

	 
	12
	MLB
	RILB

	6
	2
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	3
	Defender
	Defender

	 
	4
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	5
	Defender
	Defender

	 
	6
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	7
	RDT
	RDT

	 
	8
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	9
	Defender
	Defender

	 
	10
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB

	 
	11
	Defender
	Defender

	 
	12
	Highest-rated RLB/MLB
	Highest-rated ROLB/RILB


SHORT PASSES
	WHITE
	REDS
	

	1
	2
	Defender

	 
	3
	FS

	 
	4
	Defender

	 
	5
	FS

	 
	6
	Defender

	 
	7
	Highest-rated DB

	 
	8
	Defender

	 
	9
	FS

	 
	10
	Defender

	 
	11
	FS

	 
	12
	Defender

	2-6
	2
	Defender

	 
	3
	Defender

	 
	4
	Defender

	 
	5
	Defender

	 
	6
	Defender

	 
	7
	Highest-rated LCB/RCB/SS

	 
	8
	Defender

	 
	9
	Defender

	 
	10
	Defender

	 
	11
	Defender

	 
	12
	Defender


LONG PASSES

	WHITE
	REDS
	

	1
	2
	FS

	 
	3
	Defender

	 
	4
	FS

	 
	5
	Defender

	 
	6
	FS

	 
	7
	Highest-rated LCB/FS

	 
	8
	FS

	 
	9
	Defender

	 
	10
	FS

	 
	11
	Defender

	 
	12
	FS

	2
	2
	FS

	 
	3
	Defender

	 
	4
	FS

	 
	5
	Defender

	 
	6
	FS

	 
	7
	Highest-rated SS/FS

	 
	8
	FS

	 
	9
	Defender

	 
	10
	FS

	 
	11
	Defender

	 
	12
	FS

	3
	2
	FS

	 
	3
	Defender

	 
	4
	FS

	 
	5
	Defender

	 
	6
	FS

	 
	7
	Highest-rated RCB/FS

	 
	8
	FS

	 
	9
	Defender

	 
	10
	FS

	 
	11
	Defender

	 
	12
	FS

	4-5
	2
	FS

	 
	3
	Defender

	 
	4
	FS

	 
	5
	Defender

	 
	6
	FS

	 
	7
	FS

	 
	8
	FS

	 
	9
	Defender

	 
	10
	FS

	 
	11
	Defender

	 
	12
	FS

	6
	2
	Defender

	 
	3
	Defender

	 
	4
	Defender

	 
	5
	Defender

	 
	6
	Defender

	 
	7
	FS

	 
	8
	Defender

	 
	9
	Defender

	 
	10
	Defender

	 
	11
	Defender

	 
	12
	Defender


PASS RUSH CHART
	DIE
	4-3
	3-4

	1
	DLE
	DLE

	2
	DLT
	2nd High LB

	3
	DRT
	DNT

	4
	DRE
	High LB

	5
	High LB
	DRE

	6
	*
	*


The * indicates to use the * rating on a defensive player with a * rating.  If none exist, re-roll.
SACK CHANCE CHART
	PASS RUSH
	SACK

	1
	11-12

	2
	10-12

	3
	9-11

	4
	8-10

	5
	8-12

	6
	7-10

	7
	7-12

	8
	5-9

	9
	5-10

	10
	5-12

	11
	4-12

	12
	2-12


LINEBACKER BLITZ CHART
	ROLL
	PASS RUSH ADJUSTMENT
	4-3 BLITZ
	3-4 BLITZ

	2
	+2
	1
	2

	3
	+2
	1
	2

	4
	+2
	1
	2

	5
	+2
	1
	2

	6
	+0
	0
	1

	7
	+6
	3
	4

	8
	+0
	0
	1

	9
	+4
	2
	3

	10
	+4
	2
	3

	11
	+4
	2
	3

	12
	+4
	2
	3


SACK REASSIGNMENT TABLE – PART A
	ADJUSTED PASS RUSH RATING
	Original Player
	Reassign

	8
	2-10
	11-12

	9
	2-9
	10-12

	10
	2-8, 12
	9-11

	11
	2-7, 11, 12
	8-10

	12 or higher
	2-7
	8-12


SACK REASSIGNMENT TABLE – PART B
	White Die
	0 Blitzing LB
	1 Blitzing LB
	2 Blitzing LB
	3+ Blitzing LB

	1
	LCB
	#1 Hi LB
	#1 Hi LB
	#1 Hi LB

	2
	RCB
	#1 Hi LB
	#1 Hi LB
	#1 Hi LB

	3
	SS
	#1 Hi LB
	#1 Hi LB
	#1 Hi LB

	4
	LLB (3-4:LOLB)
	LLB (3-4:LOLB)
	#2 Hi LB
	#2 Hi LB

	5
	RLB (3-4:ROLB)
	RLB (3-4:ROLB)
	#2 Hi LB
	#2 Hi LB

	6
	MLB (3-4:LILB/RILB)
	MLB (3-4:LILB/RILB)
	#2 Hi LB
	#3 Hi LB


