
Second Season Football Quick-Reference Tables

Usage Chart

**
8 receptions
40 rushes
Unlimited returns

*
4 receptions
20 rushes
2 returns


2 receptions
10 rushes
1 return

( )
Sparingly
sparingly
Sparingly

Any Runner that is over usage limit drops 2 grades or to a “C” (whichever is lower)

Any Receiver that is over usage limit has a result of INCOMPLETE for (R, 1/2R, R+[], or R-[])

Advanced Options

+ or -
Ratings for inside 50 yard line – increase/decrease one grade (min of 0, max of 2) for specific rating

! or ?
Ratings for exceptional/questionable – QB (sacks) or RB (fumbles) or REC (catches)

(@) or *
Game on the line (less than 2 scores in 4th) – all ratings increases (to a max of 2) or decreases (to a min of 0)

QB “Q”
Whenever a pass result involves the QB’s “Q” rating, consider the pass thrown to an alternate receiver – should alternate receivers on Q

2-Team
QBs Y + 2, any “R” reading is incomplete – no penalty for guessing wrong on double coverage, may be called with RUN defense

Incidentals

“15-yard gain” limit on any play that says “x yards short of 1st down)

Coffin corner kicks can be attempted once you are past your own 45-yard line

Return men with (*) or (**) are considered “primary” returners, all others are “secondary”

“BLOCKER” KO return rating = 10, SQUIB returner (not primary or secondary) = 15

½R or ½Q ratings – round UP

If Kickoff lands inside 5 yard line, return team has option to let it roll into the endzone for a touchback

If defense is behind with no timeouts in the final 30 seconds of either half , a defensive penalty can be declined and the clock will expire

Prior to 1975, ignore all penalty results on colored scrimmage charts

Limited Use Plays

QB Bootleg
1 per half
Use OUTSIDE RUN charts for QB

QB Sneak
1 per half
Use INSIDE RUN charts, with no gain, or + gains = 1-yard gain, any loss = 1-yard loss

QB Fall-Down
Last 2:00 (half/game)
Auto 1-yard loss, no penalty or fumble possible

Trick Play
1 per half
CAN NOT be used inside EITHER 10-yard line or in the final 2:00 (half/game)

Fake Kick
1 per half
TRICK PLAY (no defense)

Regular Timings

Play with clock stoppage*
15 seconds

Play without clock stoppage
30 seconds

2-Minute Timings

Kick, Punt (no return)
4 seconds

Incomplete pass, TD play
8 seconds

Play with clock stoppage*
10 seconds

Clock running plays (hurry-up)
25 seconds

Clock running plays (slow-down)
40 seconds

* Clock Stoppage Plays

Out of bounds plays, turnovers (interceptions, fumbles, KO + KOR, P + PR), Penalties, TimeOuts, (TDs, Incompletions outside 2-minute timings)

Offense Play Selections

Inside Run
Safe play – 3 to 5 yards – any running back with IN may carry the ball – interior lineman ability

Outside Run
Somewhat more risk than inside run – 7 to 10 yards when successful – OLBs, ends, off line ability

Screen Pass
Lowest-risk pass – successful against pass/blitz – 3 to 10 yards – any skill position player may be receiver

Short Pass
Low-risk pass – 7 to 12 yards – successful about 65% - any player with R grade may be receiver

Medium Pass
Moderate-risk pass – 10 to 20 yards – successful about 40% - higher chance of sack/int – any R grade

Long Pass
High-risk pass – 30 or more yards – successful about 20% - high risk of sack/int, especially good defense

Defense Play Selections

Pass
Most effective at stopping pass plays – but vulnerable to run – often uses nickel/dime subs on team sheet

Safe
Low-risk defense used most often – moderately effective vs ANY pass/run play – low % of big plays, fewer penalties/injuries

Run
Most effective at stopping the run – but vulnerable to pass – often used in short-yardage and goal-line defense

Blitzing
High-risk defense – effective vs pass/run, but vulnerable to big plays if not successful – best with good defense and/or poor offense

Rule Changes

Kickoff Spot
40-yard line (pre-74) – 35-yard line (74-93) – 30-yard line (94 to current)

Safety Kick Spot
Always the 20-yard line, use LONG PUNT chart

2-Point Conv.
AFL (60-69), NFL (94 to current)

Goal Posts
Goal-line (pre-74) – end-line (74 to current)

Missed FGs
Inside 20 = 20 (all seasons), outside 20 (74-93 = line of scrimmage) – (94 to current = spot of kick)

Sudden-Death
(74 to current) for regular season games

Instant Replay
(86-91) and (99 to current)

Clock Stoppage
OB plays, KO ret and declined penalties – clock still runs unless within 2 min of 1st half or within 5 min of game – use 30 seconds
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