EXPANSION PLAY SEQUENCE GARD & e

" These expansion plays will work with your existing game. Try them out! The flip side of this card

has a sample team on it. To learn more about our expansion game, visit www.PizzaBoxFootball.com.

To call Defense Play, Defense hides a red, yellow or green play calling die along with either O or B . Defense selects 1of 6 plays:
RUN (red + 1), SHORT PASS (yellow + 1), LONG PASS (green +[1), RUNBLITZ (red + M), ROUTEJUMP (yellow + M), QBBLITZ (green +M)

Offense makes 1 of the following 6 play calls out loud. Run plays: RUN, DRAW; Short Pass Plays: SHORT PASS, SCREEN PASS; Long Pass

Plays: LONG PASS, PLAY ACTION

Defense Effect Roll

Defense shows hidden dice to

reveal Play Call. Compare Defense
Play Call vs. Offense Play Call in the
Advantage Chart.

Read the advantage symbol in the
chart. Use this advantage symbol to
read which column to use for the
Defense Effect roll.

Defense rolls both dice for Defense
Effect (add for results 2-12).

Apply Defense Effect, if any, in Steps
4 and 5.

Offense Play Roll

Offense rolls NI . Recd play
result on (or team card). Apply
any Defense Effect (-2, -1, none, +1,
or +2) from Step 3.

Offense Play Roll
Offense rolls for gain (or loss).
Apply any Defense Effect (none, [B!

or JZ) from Step 3.

Record Play on Board

Move markers on game board
for yards, down and time. Begin
next play.
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