Follow the standard play sequence, selecting plays from the Play Calls in Steps 1-3.

Refer to or your team card for 4-6.

Defense Play Gall (Hide in Hand)
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 Play Call (Say Out Loud)

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

DEFENSE PLAY CALL
(]
L O




