Fake Punts – direct snap option

For fake punts, the offense can also call a “direct snap” option, where the ball is snapped directly to a player at either the o8 or o9 position.  The player must be designated as a RB (ie. HB or FB) by position on his APBA card, and he can only run with the ball. Note that for those pure wide receivers also rated as HB's in a run-and-shoot offense (evident by the low - if any - number of rushing carries), these players cannot be used on this play.
Use Offensive Index B, Column D and the Draw Play to determine the result of the play.

Restrictions on FG attempts

Whenever a kicking play is attempted by a trailing team in the last quarter (or by any team in O/T), OR a field goal is attempted from on or outside the 35YL at any time the offense should place a play card face down on the table.

Note: If a fake kick has previously been called by the team in the game, then disregard this procedure.

If the line of scrimmage is on or inside the defense's 49YL, the offense must also announce “punt” or “field goal”.

If the offense forgets to place a play card, and the defense notices, then the offense can not call a fake kick on the play, at the discretion of the defense.

Define “trailing team” as a team tied or behind on the scoreboard OR a team requiring a precise increase in winning margin in order to improve their play-off standing.

The defense must then declare either “kick” or “fake”.

An audible cannot be called by the offense.

If the defense declares “kick”, and the play card is the TRICK PLAY card, then the offense is calling a fake kick play and the normal APBA rules apply for fake kicks (ie. offensive index B, G alignment for passes, D for runs, and S for passer scrambles).

If the defense declares “kick”, and the play card is any card other than the TRICK PLAY card, then the offense is calling a genuine kicking play and the normal APBA kick procedure is followed.

If the defense declares “fake”, and he is correct, then use offensive index C, D alignment for passes, G for runs, and S for passer scrambles.

If the defense declares “fake”, and he is wrong, then apply the following modifications to the play:

PUNTS

If the card no. is 6, 12, 15, 19, 22 or 30 ( 36, use it.
If the ball is fielded, it's automatically a FC, but the possibility of a muff still exists:

If the returner's card no. produces the board result F3, he muffs the punt and it is recovered at the spot he attempted to catch it by the player designated by the F3 column.

If the board result is anything other than F3, the fair catch is made successfully.

If the card no. is 13 or 27, read it as 20.
If it's any other number, increase the distance of the punt by 10 yds.

If the punt is not listed as being fielded, it does whatever the board says, but it happens 10 yds further downfield. (If this takes the ball inside the opponent's goal, spot the ball at the 1YL)

If the punt would have gone inside the opponent's goal without any adjustments being made, it may still be scored as a Tb.

If the PUNT section of the boards indicates the ball is fielded, consider it a FC (but remember the punt is 10 yds longer), but it is still possible for the caller of the FC to muff the punt. In this instance, follow the procedure above.

PLACE KICKS

For FG attempts from on or inside the 10YL, the kick is automatically "Good", OR whatever the board result says, whichever the offense decides to accept (after completion of the necessary no. of dice rolls to determine the outcome of the play).

Else if the card no. is 28 ( 36, use it.
Else consider the kick as being made from 10 yds closer to the goal line, but use the lowest YL in the original column range OR the distance 10 yds closer, whichever gives the best result.  (eg. 43YL … use 40YL or 33YL to determine result)

Trick Play & Bootleg Option.

You may call a Trick Play once per half plus once in overtime, but no single trick play can be used more than once per game, except the Bootleg option, which may be called more than once.

Flea-Flicker Pass.

Once per game the offense may call a “flea-flicker” pass (ie. when the QB hands off to a RB who makes as if to run, but then flicks the ball back to the QB, who throws long).

It can only be called on a running play, after the defense has aligned.

Once the defense has announced his alignment, the offense can change his call to a Long Pass play only  (clearly then, this can only be called outside the opponent's 30YL).

The offense then rolls for a receiver as usual, but the rusher that was placed on the play is ineligible to be the receiver.

2-minute warning

Inside the 2 minute warning of each half, or inside the final 2 minutes of an overtime period, when in a “hurry-up” offense, ignore the “delay of game” penalty should it occur.

Eg. if the play result is say, 7TE, then the result of the play is a 7 yd gain.

Exception: RP plays always stand (except if same RP play has occurred - see below), including delay-of-game calls 

Define “hurry-up offense” as a trailing team in offense. Define “trailing team” as a team tied or behind on the scoreboard OR a team requiring a precise increase in winning margin in order to improve their play-off standing.

Inside the 2 minute warning of the final period, you may call your audible (if available) after the receiver has been selected, ie. if the selected receiver is the player that the defense correctly double-covered, then you may audible and roll for a receiver again. You cannot change the play.

Calling a timeout.

A timeout can be called only at the end of a play (except to avoid an illegal play), including out-of-bounds, incompletions, scoring, kickoffs, injuries, and change-of-possession  plays (ie. normally ½ plays which would then be recorded as 0 plays)
RP Plays

If a specific RP play occurs more than once in a game to the same team, then ignore the result and roll the dice again to determine a different RP result under the same column.

In the event that all RP plays in a particular column have been used (unlikely), then use the RP play corresponding to a dice roll of 7.

Blitzing
When a pass play is called, and the defense blitzes, some dice rolls to select a receiver are designated automatic sacks, ie. that is the end of the play.  Only the first roll to select a receiver determines whether the blitz is automatically successful. If it's not, and the roll does not pick a receiver, then keep on rolling as usual to find a receiver.

The Offensive Pass Index is used to determine which rolls are automatic sacks. This is the same index you would use on pass plays by comparing the offensive team’s position rating total with the defensive team’s V-rating total against the pass.

For determining which rolls are automatic sacks on screen passes, raise the Offensive Pass Index by one grade (but not above A).
5th defensive back index adjustments have no effect on the Offensive Pass Index when determining which rolls are automatic sacks. If the dice roll does not result in an automatic sack, then normal APBA rules apply to determine the outcome of the play, including any 5th defensive back index adjustments.

If the dice roll results in an automatic sack, use line number 28 on the passing boards to determine the sack distance. Use the index above and always use alignment D.
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Use the following table to determine automatic-sack dice roll totals:


† If a screen pass is called, raise the index by one grade.

This table results in 8 sack outcomes out of a possible 36 for Index A, 10 sack outcomes for Index B, and 12 sack outcomes for Index C.













