
Run 

Dice Score - ? yard 

Subtract Defense value from dice score. 
 

Doublet：1-1, 2-2, 3-3, 4-4, 5-5, 6-6 

 Ignore Run Defense 

 Throw the dice once again 

Defense 1 

 Run   - 0 yard   

 Short Pass   - - - - - - - 

 Long Pass     □4 □5 □6  

 

Short Pass 

Dice Score × 1 

Defense Numbers, beyond end-line, 

 pass incomplete 

Doublet：1-1, 2-2, 3-3, 4-4, 5-5, 6-6 

 Ignore Defense, beyond end-line 

 Throw the dice once again 

Defense 2 

 Run   - 1 yard  

 Short Pass □1 □2 □3  

 Long Pass  □6  

 Inside Red-Zone □5 □6  

Long Pass 

Dice Score × 2 

Defense Numbers, beyond end-line, 

 pass incomplete 

Doublet：1-1, 2-2, 3-3, 4-4, 5-5, 6-6 

 Ignore Defense, beyond end-line 

 Throw the dice once again 

 

Defense 3 

 Run   - 2 yard 

 Short Pass □6  

 Long Pass  □3 □4  

  

Field Goal 

within 40 yard to the goal line. 

 Less than 20 yard : □1  □2  □3  □4  

 Less than 25 yard : □1  □2  □3   

 Less than 30 yard : □1  □2  

 Less than 35 yard : □1  

 Doublet 

Defense 4 

 Run   - 4 yard 

 Short Pass - - - - - - - 

 Long Pass  □1 □2 □3  

 

Punt 

The defense chooses either following  

at a spot of 50 yard from the ball position. 

A) As a touchback, first down at a 20 yard line. 

B) Return and begin a first down. 

 

Defense 5 

 Run   - 6 yard 

 Short Pass □4 □5  

 Long Pass     □1  

 Inside Red-Zone □1 □2  
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■■0011  IInntteerrcceepptt  

Only applies in the case of a pass play. 

 Ignore the Defense numbers. 

 Contains 1 or 6, then Intercept. 
 

The offense can make a coach's challenge. 

 If challenge succeeds, pass incomplete. 

■■0022  IInntteerrcceepptt  

Only applies in the case of a pass play. 

 Ignore the Defense numbers. 

 If getting doublet, then intercept. 

The defense throws the dice and returns. 

The score of the roll × 2 yard 

Doublet:： × 4 yard, throw the dice again. 

■■0033  FFuummbbllee  

 Decide a gain according to rule. 

 Contains 1 or 6, then turnover. 

 

The offense can make a coach's challenge. 

 If challenge succeeds, it is not a turnover. 

■■0044  FFuummbbllee  

 Decide a gain according to rule. 

 If getting doublet, then turnover. 

The defense throws the dice and returns. 

The score of the roll × 2 yard 

Doublet:： × 4 yard, throw the dice again. 

■■0055  CChhaalllleennggee  

In the case of a complete pass. 

The defense can make a coach's challenge. 
 

 If it succeeds then pass incomplete. 

■■0066  CChhaalllleennggee  

In the case of an incomplete pass. 

The offense can make a coach's challenge. 
 

 If it succeeds then pass complete. 

■■0077  DDeellaayy  ooff  GGaammee  

When the score of the offense 

 is higher than the defense. 

Delay of game 

 Contains 1 or 6, it is a foul of the offense. 

 

Penalized 5 yards. 

■■0088  FFaallssee  SSttaarrtt  oorr  OOffffssiiddee  

If the roll is following then false start or offside. 
 

 Contains 1, it is a foul by the offense. 

 Contains 6, it is a foul by the defense. 

 The roll is 1-6, it is a usual play. 
 

Penalized 5 yards. 

■■0099  HHoollddiinngg  

If the roll is following then holding. 
 

 Contains 1, it is a foul by the offense. 

 Contains 6, it is a foul by the defense. 

 The roll is 1-6, it is a usual play. 
 

Penalized 10 yards. 

■■1100  FFaaccee  MMaasskk  

If the roll is following then Face Mask. 
 

 Contains 1, it is a foul by the offense. 

 Contains 6, it is a foul by the defense. 

 The roll is 1-6, it is a usual play. 
 

Penalized 15 yards  
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■■1111  RRuunn--PPllaayy  BBoonnuuss  

Only applies in the case of a run play. 

The gain is double of the usual gain.  
 

 It doubles, even if the gain is a negative. 
 If getting doublet, it doubles after the second. 

■■1122  PPaassss--PPllaayy  BBoonnuuss  

Only applies in the case of a complete pass. 

The gain is double of the usual gain. 

 

 If getting doublet, it doubles after the second. 

■■1133  RRuunn--PPllaayy  BBoonnuuss  

Only applies in the case of a run play. 

 

Ignore the value of run defense. 

■■1144  PPaassss--PPllaayy  BBoonnuuss  

Only applies in the case of a pass play. 

 

Ignore the defense numbers. 

 

 

■■1155  RRuunn--PPllaayy  BBoonnuuss  

Only applies in the case of a run play. 

If getting doublet,  

the gain is a score of the roll × 4 yards. 
 

 It is × 4 yards, after the second equally. 

■■1166  PPaassss--PPllaayy  BBoonnuuss  

Only applies in the case of a complete pass. 

Add 20 yards to the usual gain. 

Gain = (Distance of the pass) + 20 yards 
 

 If doublet, add 20 yards after the second. 

■■1177  DDeeffeennssee  BBoonnuuss  

It loses 5 yards from the usual gain. 

 

 

 

■■1188  DDeeffeennssee  BBoonnuuss  

The gain is half (½) of the usual gain. 

 
 

 The fraction cuts it off. 
 It half, even if the gain is a negative. 

 

■■1199  QQBB--SSaacckk  

Only applies in the case of a pass play. 

Contains 1 or 6, it is quarterback sack. 

 

 The offence losses 5 yards. 

■■2200  QQBB--SSaacckk  

Only applies in the case of a pass play. 

If getting doublet, it is quarterback sack. 

 

 The offence losses 15 yards. 

 

  

  

  

 
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■■2211  TTiimmeeoouutt  

Before a play, 

the offense can take the time-out. 
 

 A usual gain is doubled 

 when timeout is taken. 

■■2222  TTiimmeeoouutt  

Before a play, 

the defense can take the time-out. 

 A usual gain is half (½)  

when timeout is taken. 
 

 The fraction cuts it off. 

   

■■2233  TTiimmeeoouutt  

Before a play, 

the offense can take the timeout. 
 
 When timeout is taken,  

the already taken-out card can be changed. 

 

■■2244  TTiimmeeoouutt  

Before a play, 

the defense can take the timeout. 

 
When timeout is taken,  

the already taken-out card can be changed. 

 

 

Coach's Challenge : 

The team which called a challenge throws dice. 

If the roll is an odd, challenge is success. 

If the challenge is failure, one timeout is lost. 

 

 

Coach's Challenge : 

The team which called a challenge throws dice. 

If the roll is an odd, challenge is success. 

If the challenge is failure, one timeout is lost. 

 

 

Coach's Challenge : 

The team which called a challenge throws dice. 

If the roll is an odd, challenge is success. 

If the challenge is failure, one timeout is lost. 

 

 

Coach's Challenge : 

The team which called a challenge throws dice. 

If the roll is an odd, challenge is success. 

If the challenge is failure, one timeout is lost. 

 

 

Coach's Challenge : 

The team which called a challenge throws dice. 

If the roll is an odd, challenge is success. 

If the challenge is failure, one timeout is lost. 

 

 

Coach's Challenge : 

The team which called a challenge throws dice. 

If the roll is an odd, challenge is success. 

If the challenge is failure, one timeout is lost. 

  

  
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