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“It’s first down and 75 to go. They don’t need it all in one chunk, 
but with only 2 minutes on the clock, they can’t wait around. Let’s 

see what this coach can get out of his players. They break the 
huddle and come to the line…” 

…And this is where you come in. Hi Coach! This is a roll and write game simulating the last two 
minutes of a classic American football game. Your team is on offense and is down by 5 points. Your 
kicker pulled up lame after the last field goal, so you have no choice but to coach your team down 
the field and into the end zone. 

Section 1: 
Here’s what you need to implement your strategy: 

1- A copy of the game sheet. 
2- A set of OFFENSIVE TEAM (OT) dice. This is a d4, two d6, d8, d10, d12. These should all be 

the same color. 
3- A set of DEFENSIVE TEAM (DT) dice. This is two d6. They should be the same color, but a 

different color than the offensive dice. 
4- Pencil & eraser. Or put the game sheet in a sheet protector/laminator and use a dry erase 

marker. 
5- Optional, but useful. A marker of some sort to move between the down indicators on the 

game sheet. A black and white striped meeple would be ideal. 
6- These rules. Well, mostly the examples and interpretations of these rules. 

Your objective is to call plays by rolling dice, assign those dice, and resolve the results. Do this 
enough to move your team 75 or more yards down the field within the allotted 2 minutes, and you 
win the game. Otherwise you lose. And you might be fired… 

Please read through all the rules. They are presented in the order of play, but there are references 
between the rules. There are examples of play to help you interpret the rules. 

Section 2: 
Here’s a quick tour of the game sheet: 

1- The right side of the sheet is the field. It is marked in 2-yard marks. The star is where you will 
start the game. The vertical dotted lines under the “L” and “R” boxes are the hash marks. 
When play goes out of bounds, the next play starts from the closest hash mark. If you go out 
of bounds on the right side of the field, the next play will start from the right hash mark.  

2- The top of the sheet has the down markers and the “To go:” box. Place the marker in the “1” 
box to indicate first down. Move it to the right after each play, unless directed otherwise. 



Anytime you go more than 10 yards within those four downs, reset the marker back the “1” 
position. Use the “To go:” box to keep track of the yards to go to the next first down. If you 
have a play for a gain of 6 yards on first down, move the down marker to “2.” Then in the “To 
go:” box, cross off the “10” and write in “4” since 10 – 6 = 4. You now need 4 more yards for 
a first down. 

3- Below the down markers are the clock and the Time Outs. Each box is 3 seconds of clock- 
each row of boxes is one minute. You will cross off one or more boxes as plays are run. Note 
that once the space marked ‘12’ is crossed off, you will remove the d12 from play. Same 
thing for the ‘10’ space. After that, you will only have 6 dice to roll. You have 3 Time Outs (T-
O) you can call. These stop the clock which saves you some time. They can also allow you to 
alter some dice rolls. But there are only 3 you can use. Cross them off when you use them. 

4- Below the clock is the Offensive Plays box. This is a brief summary of how a play is run. There 
are no actual “plays” to call- you roll the dice and then get some coaching decisions to make 
on how best to use them. 

5- The Dice Assignments area is next. Note that the spots for the two DT dice are a different 
color. It does not matter which die is placed where, if it is the proper team type. As the sheet 
shows, you will do some simple math to resolve the result of the play. 

6- Next is the Special Results Table. This table shows the special results based on the natural 
(or modified by a T-O) set of dice for the play. These may go into effect immediately, or they 
may take effect after the play. 

7- Last is the Referee Table. Based on the assigned dice, this table will show if there is any 
extra effect on the play. 

Section 3: 
The basic rundown of a play: 

1- Call the play: Roll the dice! Modify if needed. 
2- Assign the dice. 
3- Resolve the result. 

Please see the Sections below for more examples and interpretations of this Section. 

Section 4: 
You win the game if you gain 75 yards or more on or before the last clock space is marked off. 

You lose the game if you run out of time, or the other team gets the ball. You also lose the game if 
you run a play on 4th down and do not gain enough yards for a first down. This means the ball turns 
over on downs. 

Section 5: 
Examples and interpretations. 

This section will go through the steps in Section 3 and provide examples of legal plays. It will also 
guide you, the Coach, to correctly interpret the rules, including specific cases that may come up. 



Calling the play: 
There are no “plays” to call. Rolling all 8 dice starts the play. The play unfolds on the field as dice are 
chosen, then manipulated, then assigned. The result being yards gained or lost on the play. 

Once all 8 dice are rolled, the two DT (Defensive Team) dice are set aside. These are the two d6 of a 
different color. They *may* be rerolled by marking off one (1) clock spot. This cannot be undone and 
you must keep the reroll. You may roll only 1 of the two dice, but it is still a full clock space that will 
be marked off. 

You will then set aside the d4 and either of the two d6 of the OT (Offensive Team) dice. It is your 
choice on the d6. 

You will then set aside the two other OT dice that show the lowest results. If there are several 
showing the same lowest result, you may choose between them. You may pay 1 clock space to take 
ANY two of the four remaining OT dice. If chosen, mark off the clock space and set the two chosen 
dice aside with the four previous dice (2 DT and 2 OT). Please remember that once the ‘10’ space is 
crossed off in the clock boxes, you will only roll 6 dice and must take all the results of the OT dice. 

Now that six of the eight dice have been set, consult the “Special Results Table” on the playsheet. 
Those possible results are detailed below. Please note that you must use the highest possible 
combination, and cannot break up a 3, 4, 5 or 6 of a kind into lesser results. 

DOUBLES: For each pair of doubles rolled, you get +/- 2 ‘pips.’ This means you may change the facing 
of a die +/- 2 numbers. Or you may change 2 dice 1 number each. The dice changed must match the 
player type. The dice cannot go above the natural high number of the die, or below a “1.” This is both 
OPTIONAL and CUMULATIVE. It will NOT generate any new combos. 

EX: I roll two “3” on my d4 and my d6. (“My” refers to my OT dice.) I can turn any of 
my OT dice +/- 2 spots. I rolled a 7 on the d8. I can only increase it to 8 and use the 
other number on one of my three other dice. Or I can choose not to use it. 

EX: I roll two “4” one on my d12 and one on a DT die. I get +/- 1 for any of my four 
dice, and then must use the other +/- 1 on either of the two defensive player dice. I 
do not have to use either one as well. 

Note: You may have three pairs of unique doubles. You will get +/- 6 ‘pips’ to use. Four will be OT use 
and two will be DT use. 

Time Out! As a special, limited effect, you may call a Time Out (T-O) to use a DOUBLE to either create 
or remove a higher result. If you do, cross off a T-O box (there are only 3) and you may then 
manipulate the dice as above. 

EX: I roll two “3” on my d4 and d6. I then had to take the other d6 and the d8 as 
those were the only two dice available. The d8 showed a “2” and the d6 showed a 
“2.” The DT dice were a 3 and 5. There is a TRIPLE, but I also have a DOUBLE. I could 
get 5 free yards with the Special Result of the TRIPLE, or I can call a T-O and use the 
DOUBLE to increase a “2” to a “3” and make it a QUAD and get 15 free yards. I 
cannot break up the TRIPLE to get another DOUBLE. 

TRIPLES: This is a penalty. If either of the DT dice is involved, it is a 5 yard penalty on the defense. 
Move the spot of the ball ahead 5 yards. If the triple is only the OT dice, then the offense made the 



mistake and the ball will go backwards 5 yards. This is a “dead ball” foul- no additional clock marks 
are made as a play was not actually run. The down marker stays on the same number, but the “To 
Go” box is updated to reflect the penalties, as is the marking on the field. If the offense gains 5 yards 
and that results in a first down, then the down marker goes to the “1” position and “To Go” is 
updated to reflect it is now “1st and 10.” 

The dice are picked up and all 8 are rolled to start a new play. 

QUAD: If the four of a kind involves either or both DT dice, there is a 15 yard penalty to the defense. If 
all four dice are OT dice, it is a 10 yard penalty to the offense and a loss of down. As with Triples 
(above), mark the yards and update the yards on the field and in the “To Go” box. Move the down 
marker forward one space *if* the penalty was on the offense. Do not move it if the penalty was on 
the defense. If it is on 4th down, it cannot be increased, and the ball turns over on downs. See 5-6 on 
the Referee Table below for how you might be able to get the ball back. 

5 OF A KIND: The defense calls time out. Erase 1 clock space. Pick up the dice and roll to start a new 
play. Do not move the down marker or any yards. 

6 OF A KIND: If the set is odd numbers (1 or 3), the ball carrier ran for a TD and you win the game. If 
the set is even numbers (2 or 4), then the defense got the ball and returned it for a TD of their own 
and you lose the game. 

Assign Dice: 
Once the dice have been rolled and modified, it is now time to assign them to the positions on the 
game sheet. This may be combined with the previous step: You may modify a die and then assign it. 
Once placed, a die may NOT be modified or moved. It is set in place until the play is fully resolved. 

The game sheet has two spaces for the defensive player dice- marked “DT” on the game sheet. 
Either DT die may be assigned to either space. 

The four OT dice may likewise be placed in any of the four offensive player spaces- marked “OT” on 
the game sheet.  

Note that dice are placed in pairs going from the top down. Each pair is resolved when placed. See 
the references below for more information. 

REFEREE: This is the sum of an OT die and a DT die. Here is more about each of the possible results: 

2: This results in a penalty to the offense. The play does not happen- spot the ball back 5 yards from 
the previous spot (move it 5 yards closer to your end zone at the bottom of the page). Keep the down 
marker on the same space. Pick up the dice from all spots and start a new play. 

3 – 4: Incomplete pass. Mark off 1 clock space. Since there were no yards gained or lost, advance 
the down marker one space. Pick up the dice to start a new play. 

5 – 6: The ball carrier fumbles the ball. If the result is the 6 (an even number) then the offense 
recovers the ball. No yardage is gained. Mark one clock space. If the result is an odd number (the 5), 
then the defense recovers the ball. Mark one clock space. If there is less than 1 minute left in the 
game, the game is over. If there is more than 1 minute, run one more play. If there is another fumble 
recovered by the defense (an odd number), then mark one clock space, reset back to first down, and 
continue playing as you have taken the ball back. If you do not get another fumble result, the game is 
over. 



7 – 9: This is a normal play. No other effects. 

10 or more: This results in a penalty to the defense. Place the rest of the dice. You now have a 
choice, you can take the results of the play, or you can accept the penalty. If you accept the play, 
mark the spaces off the clock for the yards gained. DO NOT mark any additional spaces for remining 
in bounds. If you accept the penalty, mark one clock space and the yardage. Pick up the dice and 
start a new play. 

SIDE OF FIELD: This is the sum of the two dice assigned to the “OT” spaces. If the sum is an EVEN 
number, the play has gone to the left side of the field. If the sum is an ODD number, the play has 
gone to the right side of the field. 

This is important since a play that starts on the right hash mark (the dotted line under the “R” at the 
top of the field) and goes to the right (an ODD number) the ball carrier MAY go out of bounds and 
stop the clock. Likewise, a play that starts on the left hash mark and goes to the left (an EVEN 
number) may go out of bounds to the left and stop the clock. See below: 

If a play starts on the right hash mark and goes to the left, the 
ball carrier is tackled in the field of play. This results in an 
additional clock space being marked off. 

When drawing the yards gained line, draw it to the side of the 
field shown. If going out of bounds, draw the line to the outside 
edge of the field. Then spot the ball on the closest hash mark on 
the same yard line where the ball went out of bounds. (See 
bottom two lines at left. Note that a play from center can go out 
of bounds- this only applies to the first play of the game *IF* it 
goes over 10 yards. The image is a bit off…) 

Resolving this pair is often done while resolving the Yards Gained 
pair. 

 

YARDS GAINED: Starting from the current spot of the ball, draw a line up the field the number of yards 
gained. Take the OT die and subtract the DT die. If the result is negative, the line will be drawn down 
the field toward your end zone. 

Extra effort may be put forth by the ball carrier. This is a special effect that applies only to the 
offensive player die assigned to that space. If the die is at its highest value (“6” on a d6) that die 
MAY be rolled again. The result is then added to the original number. If it is the highest value again, it 
may be rolled again. This may continue as long as the highest value is rolled. If a lower number is 
rolled, then the ball carrier has been stopped and the new total is then used. These additional rolls 
come with a time price: 1 additional clock space for EACH additional roll. If you make 3 additional 
rolls, that is 3 additional clock spaces marked. 

The clock is marked- two clock spaces is the minimum for a successful play. There is an additional 
mark made for each 10 yards gained (or portion of 10 yards) and any additional marks required by 
extra effort as described above. Most plays will use 3 clock spaces. 

EX: The d8 showing a 7 is in the “OT” space. A d6 showing a 2 is in the corresponding 
“DT” space. The yards gained is 5 yards (draw a line up 5 yards- this is 2 and ½ 



boxes on the field) and the clock has 3 boxes marked off: 2 for the play, and 1 more 
for the yards. 

EX: The d10 showing a 10 is in the “OT” space. A d6 showing a 6 is in the 
corresponding “DT” space. The coach chooses to have extra effort and rolls the d10 
again. The second roll shows an 8. The yards gained is 18 – 6 = 12. The clock has 5 
boxes marked off: 2 for the play, 1 for the 10 yards gained, 1 more for the 2 yards 
gained, and 1 more for the extra effort roll. 

And that’s it. There are no degrees of winning or losing. You win or lose. As long as you can keep 
gaining 10 yards or more on 4 downs, you can keep your drive going. 

Section 6: 
These are some additional rules to be aware of. 

Calling Time Out: 
You may want to call a T-O to save clock spaces. You have three to use. 

Time outs may only be called once you reach the Yards Gained section of placing dice. Once you see 
the result of the play (and the effects of any extra effort), you may choose to call a T-O by marking off 
an available Time Out box. Here’s what will happen: 

You will still count the number of clock spaces to mark off. The time out will save you 2 of those 
spaces. A normal play of less than 10 yards is 3 clock spaces. A time out will reduce this to a single 
clock space. 

Note that any clock spaces marked off due to rerolls are not recoverable. That time is gone. 

Also note that a T-O can be called to use a DOUBLES result as described in Section 5. 

Penalties: 
A penalty will NEVER give you a touchdown. If you are close to the goal line and have a penalty result 
that would put you over the goal line, place the ball on the 1 yard line and run another play. 

Optional Changes: 
Should you want to change things up, there are two easy changes you may make: 

1- Start with less time. Just cross off a few boxes. If you regularly win the game with three boxes 
left, cross off three or four boxes. 

2- Start with fewer Time Outs. Just cross of any number. A real challenge would be to have no 
Time Outs available. 

3- Start farther back. Instead of the 25, maybe the 20? Or the 10? 
4- Did you finish with a lot of time left on the clock? Well then, pull out another playsheet and 

play as the other team- using only the time left. Since they need only a few points to win (and 
their kicker is healthy) you only need to get to the 20 yard line (not the goal line) to win the 
game. 



Credits: 
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bpcraddock</a> from <a href="https://pixabay.com/?utm_source=link-
attribution&amp;utm_medium=referral&amp;utm_campaign=image&amp;utm_content=2454766">
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To go: 10

Dice Assignments:

OT OT

OT DT

OT DT-
=  Yards gained (lost)
(Pay 2 clocks spaces + 1 clock space per 10 
yards gained / play. Extra effort used?)

=  Side of field
(EVEN is left, ODD is right)
(Stay in bounds? Pay 1 clock space.)

+

+ = Referee. See table below.
Results apply immediately.

L

Offensive Plays: Roll all 8 dice. Keep the 2 DT dice. May pay 1 clock space 
to reroll only those 2 dice- mark immediately if used. Keep OT d4 and either d6. 
Then take lowest 2 of the other 4 dice. May pay 1 clock space to take any 2 of 
the 4- mark immediately if used. Once 6 dice are chosen, check the Special 
Results Table and apply results. If there is no play, the clock doesn’t move. 
Then make dice assignments in pairs starting at the top. 

Referee Table:
2: Offense Penalty: -5 yards. Mark yards & roll all dice again- don’t move down 
marker!
3 – 4: Incomplete pass. No yardage. Mark one clock space. 
5 – 6: FUMBLE! Recovery- 5 is DT, 6 is OT. See rules. Mark one clock space.
7 – 9: Okay Play. Mark clock for yardage & out of bounds
10 or more: Defense Penalty: +5 yards. Coach’s choice- result of play or 
penalty. If play, mark clock for two spaces only- regardless of yards. If penalty, 
mark yardage and two clock spaces only.

Time Outs:

 

Special Results Table: (must use highest combination)
Doubles: OPTIONAL +/- 2 ‘pips’ per pair. If used, must use on team of die 
rolled- change die face to use- can’t exceed natural high/low. Changes happen 
before assigning dice. Does not generate any other combinations unless T-O.
Triples: w/ DT +5 yards, all OT -5 yards. Mark yards & roll all dice again- don’t 
move down marker!
Quads: w/ DT +15 yard penalty, all OT -10 yard penalty + down marker (cannot 
take as two doubles!) Mark yards & roll all dice again- may move down marker!
5 of a kind: Def Time Out, -1 clock space (erase one box, roll for new play)
6 of a kind: Odd #s = Gain for Off TD (you win), Even #s = turnover for TD (you 
lose)


