	Basic Options
move
odd/even
timing


Keep
1
1/0
10


Agg Keep
B/2/1
2/1
20


Short Pass
2/1
2/1
20


Long Pass
TB/3/2
3/2
30



	
	Fouls

1. Consult injury chart  (only once per game per player)

2. Foul Chart to see who committed foul

3. check for card


1-19/1-24
yellow
(home/away) 
second yellow 1-10


  00/99-00
red

4. Free kick


own P-4
roll d6, advance that much


5-5
use Indirect Free Kick Chart, player fouled takes kick


opp 4-P
roll, 1-55 direct, 56-00 indirect (on wing=indirect)



roll on ‘Who takes the kick?’ chart



if direct, choose chart



if indirect, use Indirect Scoring Chance chart

Red Card –

1. 1+d of ejected player added to each defense (d5 rc’d = -10 -> -4)

2. Add player’s d from GK rating (d5 rc’d = -20 -> -15)

3. Balls to empty position become 50/50.

	
	
	

	Shots
[GS=On Target/In Goal]

1. Roll on Shot Chart


If marked, roll d6, if even shot is affected


if “Usual GS rules apply”, compare roll with On Target number, subtract for zone (0,1,6,10,15) and defense for zone


On target if <= On Target #, go to 2.


If not on target, roll on Off Target Chart

2. Roll to see if in goal


subtract GK number from In Goal number


subtract for zone (0,1,6,10,15)


subtract for formation


if affected by marking, subtract d6 # + marker’s defense

3. If on target but no goal, roll on Save Chart
	
	

	
	
	

	
	
	Timing


30
Goal kicks, X charts, formation charts, power ratings, work rate charts


20
Corner kicks, crosses, time killing passes


10
Free kicks

	
	
	

	Basic Rolls

1-4 on d6
Normal



If on wing, 98-00=Out of Bounds

5-01 to 5-80
Power rating, move one zone in favor of home team; if 2d10 is even, may challenge

5-81 to 5-90
Work Rate Chart

5-91 to 5-00
X-Readings, roll 2d10, 01-50 use team’s X-chart, 51-00 use random—odd=chart I, even chart II; reroll all dice check chart

6-01 to 6-00
Formation chart
	
	Throw In



Any play on the wings, d6=1-4, 2d10=98-00


 
 [98-99 offense controls, 00 defense)


01-10 advance 4 zones


11-67 advance 2 zones


68-00 lose +2

	
	
	

	
	
	Marking


If marking defender comes up on ball chart, roll 2d10


01-33 defender controls


34-67 lose+2


68-00 lose in zone

	
	
	

	Challenges

X=even dice, defender X or X-1 may challenge


Defense
takes away
no
yellow
red


Rating
ball in zone
effect
card
card


d5
01-50
51-94
95-99
00


d4
01-40
41-90
91-98
00


d3
01-30
31-85
86-98
00


d2
01-20
21-80
81-98
00


d1
01-10
11-75
74-98
00

d0 may not challenge

If card, player fouled in zone, check for injury
	
	Other Options

Killing Time—In last 15 minutes, roll normally on d6=1-4, use player’s short pass rating (1st #), 


01-10
foul


11-rating
pass backward or sideways


>rating-99
lose in zone


00
intercepted for breakaway run

00 rolls (with d6=1-4)—

on aggressive keep—roll against 1st # in agg keep chain, if <= player runs in on goal, shoots, 01-11 goal, 12-00 corner, otherwise lose +1

on long pass—ball over end line for goal kick

Offside trap

On a shot, may try to trap, roll d6 with shot, 1 means trap worked, offside.  Otherwise, trap failed, add 20% to scoring chance.

	
	
	

	Substitutions
When making a change:

roll 2d10:

if defender, 01-05=team power +3, GK +2, double work rate

if midfielder, 01-05=team power +3, either add 5 to GS or double work rate

if attacker, 01-07=increase team’s box rating +3 (both numbers), and team power +3

if 00, team power –4

Difference in player’s d ratings is subtracted from (added to) GK’s rating and team defense for all zones

(s) on GS rating means add 7 if sub after first half
	
	

	
	
	

	
	
	

	
	
	


