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Breakaway Football: Design Notes  
THE CONCEPT 
Real football takes 3+ hours to watch or play. Board games that have faithfully recreated real football 

(think Strat-O-Matic Football) do so by providing stacks of detailed player cards chock full of stats as well 

as down-by-down decisions at the player level (blitz the inside linebacker or double-cover this receiver). 

The result is a realistic but potentially brain-burning experience that sometimes can take longer than a 

real football game. 

THE CHALLENGE 
Create a board game that preserves realistic 

football strategy and maintains a game flow that 

is unmistakably football, all while paring away 

unnecessary complexity. 

THE CENTRAL DESIGN CONCEIT 
Much like a “Super Sim” mode in a video game, 

Breakaway Football is designed to replicate 

football strategy while increasing pace, making 

it manageable to play an entire contest in 60-90 

minutes 

Unlike true sports simulators, Breakaway 

Football adopts six (6) key departures from real 

football to quicken the game play: 

1. Playing field uses 5-yard increments. This 

means teams use fewer total play calls 

to move the ball up and down the field. 

Fewer play calls shortens overall play 

time of the game. 

2. First downs occur at specific points on 

the field, which is simpler than tracking 

the chain gang up and down the sideline. It also proportionally constrains long drives since 

teams can earn relatively few first downs each drive.  

3. There is no numerical game clock. Each Offense card represents 1:00 minute of time. Discarding 

cards from your hand shows your time dwindling away. It also provides an opportunity to set 

your strategy during discards, because the plays you keep are the only ones you can call.  

4. There are no individual players. To simulate individual player actions, plausible results come 

from the Game Day deck. Complete with flavor text and modifiers to plays, the Game Day deck 
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creates the storyline of your contest and consolidates the incredible individual efforts, the 

boneheaded mistakes, the bad penalties and fortunate bounces of the ball into single card pulls. 

5. Every team has their own unique way to break the (board game) rules. Teams have

 
tendencies and personalities based on their playbook philosophies and personnel strengths. As 

such, each squad has at least one special mechanism that, when used wisely by the coach, can 

tip the scales in their favor. 

6. Challenge Flags nullify/offset randomness. The “challenge flag” in Breakaway Football is your 

safety net against bad luck. It also serves as a blowout preventer, since the tied or losing team 

can continue to refresh one challenge flag if both are already spent. Clever use of the challenge 

flag will keep games close and down to the wire. 

The result is a game that surprisingly feels just like coaching real football, complete with exciting X’s and 

O’s strategy, but plays in under half the time. 
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BASICS OF TIMEKEEPING 
Keeping time is a collaborative function between players. Both players must ensure they begin each 

drive with an identical number of available Offense cards. When a drive ends (after a score, turnover, or 

punt), the Offense player counts their discards. The defense player then discards the same number of 

cards from their Offense deck before starting their drive. 

For example, my opening drive stalls out around midfield. I punt and have 

used a total of five (5) cards. Before my opponent starts their offensive 

drive, they must discard five of their Offense cards as well (to represent 

time run off the clock in my previous drive). 

Full games are played in 4 quarters, just like real football. Each team starts the quarter with 15 Offense 

cards. But just like real football, one team could dominate time of possession by using more plays 

through longer drives. 

Using Time Outs 
In real football, the time out stops the movement of the clock, which allows you opportunity to call 

more plays. In Breakaway Football, time outs literally add play cards to your hand, allowing you to call 

more plays. Time outs are great for recovering a specific play card from your discard – for example, that 

big Long Pass you tried earlier in the quarter. Time outs also allow you to refine your strategy late in the 

half by reclaiming specific formations or play types to exploit your opponent’s tendencies. 

Playing a Field Position Game 
Average punt values are about 9 yard lines (45 yards). Drives that stall on your side of midfield provide 

opportunity to punt your opponent deep into their own territory. There is also the “Coffin Corner Punt” 

mechanism that allows you to shave some yardage off the punt and pin your opponent deep. Some 

coaches also prefer to boot touchbacks and force their opponent to start at the 20, with a 1st Down and 

6 yard lines to go, which is the longest starting position on the board. The choice is yours! 

Late-half Offense 
It is challenging to push the ball up the field late in the half. For a strong push, you will want to have 

three time outs and at least two cards in your hand at the start of the drive. This gives you a potential 

five plays to move the ball into Field Goal range. To drive the length of the field for a touchdown, you 

will want to have seven potential plays at your disposal (e.g., 4 cards & 3 time outs). 

Most teams will use 2 Man Under or Prevent defenses to limit longer pass 

plays late in the half. However, these defenses typically have little or no run 

defense, leaving stronger run teams open to run upfield very quickly if the 

defense does not adjust. 

INCREASING PLAYER COUNT 
To scale up to 3 or 4 players, simply have players pair up and designate permanent coaching duties as 

Offense and Defense Coordinators. This way you can have one person responsible for each deck on both 
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teams. While there is a risk of down time between drives, playing 4-handed Breakaway Football is great 

for pairs who prefer to collaborate and want help with football strategy. Coordinator-level tactics can 

make a game feel like competing duels, which deepens the strategic chess-match and replayability. 

TUNING DIFFICULTY (HEAD-TO-HEAD) 
Breakaway Football is a tightly balanced game that emphasizes coaching skill over random luck. When 

playing an experienced coach versus a football novice, it may be useful to tip the scales in the favor of 

the novice. Should you want to purposely unbalance the game to make it easier for less experienced 

players, here are a few ways to do it without breaking the game: 

Limit Challenge Flags 
The experienced coach starts with only one challenge flag, or none at all. Limiting the 

challenge flags for the experienced player is the simplest way to tweak game balance. 

Alter Re-earning of Challenge Flags 
Prevent the experienced player from re-earning their challenge flags and/or allow 

novice player to re-earn challenge flags even when winning. 

Deactivate a Team’s Special Mechanism 
Deactivate the special mechanism for the experienced coach, which will weaken the 

team and force that coach to accomplish everything strictly on the strength of the play 

cards and their coaching savvy. 

Change Defense Decks 
Novice player could use a better defense from a different team deck. Conversely, the 

experienced coach could take a weaker defense from a different team deck. Relative 

strengths are located on the special ability cards. 

TUNING DIFFICULTY (SOLO) 
While there are built-in rules for handling the solo game, you can curate your own experience. Some 

players will see the AI logic as sufficiently challenging. Others will want to increase the difficulty to make 

the experience incredibly difficult. Below are some simple ways to increase the difficulty. Consider 

adding these one at a time to find the right balance for your liking. 

Rotate Cards to Better Matchup 
Regardless of score, the AI gets the better play on the card (unless the Defense earns a 

breakaway on the opening matchup). This is a catch-up mechanism already in the AI logic when 

they are losing by 9+ points. To make the game more challenging, allow the AI to rotate cards 

anytime they are tied or losing. 

Boost Play Values for AI 
Give the AI an extra 1 or 2 points per run & pass to tune the difficulty up. The AI 

becomes more powerful to offset the lack of coaching perfection. 
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Limit Challenge Flags 
The human coach starts with only one challenge flag, or none at all. Conversely, the AI 

gets two, and can refresh both throughout the game. 

Alter Re-earning of Challenge Flags 
The human player cannot re-earn their challenge flags. Also, the AI can re-earn 

challenge flags even when winning. 

“Stack the Deck” for the AI 
Allow the AI to choose two Game Day cards per play and choose the more favorable result. This 

can make the AI very powerful. You have been warned! 

Spot the AI Points 
Start the AI team with 3, 7, or even 10 points before the opening kickoff. 
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Breakaway Football: Strategy Guide 
TEAM-SPECIFIC STRATEGIES 
Each philosophy features unique decks that possess strengths and weaknesses outlined on their special 

ability cards. Below you can find some musings on how to maximize your team’s effectiveness, how to 

exploit their weaknesses, and how they should “feel” when you play them. 

LIGHTNING/FIRE 

Offense 
Based on traditional Pro-Style Offense, the main 

strength of the Lightning and Fire is their 

VERSATILITY. Both offer impressive variety in style of 

attack, with teams being able to flexibly adopt a 

run-heavy or pass-heavy philosophy within the 

same game. Versatility makes it possible for these teams to either control the clock or strike quickly 

through the air. Your best approach is to promote a balanced attack to keep your opponent guessing, 

especially throwing out of run formations and running out of passing formations. 

Defense 
Defensively speaking, the Lightning and Fire have strong plays in each formation, but their FORMATIONS 

TEND TO BROADCAST TENDENCIES. A 4-3 defense formation is naturally stronger against the run, while the 

Dime is naturally stronger against pass. As a result, crafty opponents can use the audible to their 

advantage, switching their offense call pre-snap to attack the defense’s perceived weakness. 

Special Abilities - Lightning 
The Lightning focus on field position by means of an impressive KICKING GAME. The punter is powerful 

and accurate, with the Lightning able to add or subtract 1 or 2 yard lines from their punt. Practically 

speaking, this special ability means the Lightning can pin their opponents deep near the goal line or 

purposely punt into the end zone to prevent a dangerous punt return. The Field Goal kicker also has a 

powerful leg, adding 1 to the kick value on the Game Day card. Therefore, the Lightning have much 

easier time making long and mid-range field goals. 

Special Abilities - Fire 
The Fire focus on field position by means of an outstanding KICK RETURN GAME. Each kickoff return is 2 

yard lines (10 yards) longer than any other team. Also, all punt returns are treated as automatic 

breakaways. This means instead of pulling one card for the kick return, the Fire pull multiple cards until 

they encounter a “0” or fumble. Though the risk of fumbling is greater than usual, the reward of a free 

breakaway can often create excellent field position or even score a touchdown. 
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Vulnerabilities 
When coaching the Lightning/Fire defense, if you guess correctly, you can completely shut down an 

opponent. Guess wrong and you will give up many, many big plays. 
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MAULERS 

Offense 
Inspired by dominant run teams from the past 

(Washington Redskins of the early 1980’s, for 

instance), the Maulers are a run-first Offense 

with high-value runs in all three formations. 

While most teams have runs of “3” or even 

“4” value, the Maulers are one of only two 

teams with value “5” runs. Unless the defense 

guesses perfectly, the Maulers will gain yards 

on the ground. The passing game is weaker 

than average but serves as a capable counter-

punch. Defenses typically are lulled into 

thinking run-first and only run, which opens 

up the pass perfectly. The Maulers are a tough Offense to get off the field. 

Defense 
The Maulers defense is the 2nd best in the entire game, and is #1 against the run in overall strength. 

Their pass coverage is a bit predictable, but the latent run support means you can gamble with passing 

defenses against most opponents and still not pay a heavy price if you guess wrong. 

Special Abilities – “Chew Clock” & “Hard Count” 
The Maulers are all about controlling the clock by dominating time of possession. The Chew Clock 

mechanism allows the Maulers to discard an extra play card whenever the Maulers earn a first down by 

crossing a milestone (either 20-yard line or midfield) or when the Maulers score a touchdown. 

Strategically, the Chew Clock mechanism limits the opponent’s chances to score by burning clock. That, 

coupled with the overall strength of the Maulers defense, makes it hard for opponents to score.  

The Hard Count is a free 5-yard penalty that the Maulers can use at any time they choose. The Maulers 

have only one Hard Count per game. The Hard Count offers the Maulers a chance to pick up 3rd or 4th 

and 1 without risk, allowing them to extend critical drives. Everything about the team is built to control 

the clock and wear down the opponent. 

Vulnerabilities 
Because the passing game is weaker than normal, if the Maulers fall behind by 10 or more points, it can 

be very challenging for them to climb back into the contest. Try taking more risks on defense to create 

breakaways. Go for it on makeable 4th downs if you are losing in a close game, as the Maulers run 

Offense can usually overpower all but the most perfect run defense. 
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PHARAOHS 

Offense 
Inspired by the New Orleans Saints of 2014, 

the Pharaohs feature the overall strongest 

passing offense of any team. The formations 

are loaded with high-value passes. For 

example, the Pharaohs sport a “9” Long Pass 

and an “8” Medium Pass, which are league 

highs. Their balanced formation is “Shotgun,” 

which is the pass-heavy formation for many 

teams. While their run game is 

underwhelming at face value, the threat of 

pass typically forces defenses to call strong 

pass defenses with low or non-existent run 

defense values. Thus, the expectation of high-value passing opens up the lower-value running plays with 

impressive results. The Pharaohs are a tough Offense to shut down without multiple breakaways per 

drive. 

Defense 
The Pharaohs have the worst-rated defense in the game, which puts a ton of pressure on their Offense 

to score a touchdown essentially every time they have the ball. The Pharaohs’ defense has one saving 

grace – it is opportunistic. The special mechanism provides a free turnover after five (5) defensive 

breakaways. Consequently, the Pharaohs should not sit back and play it safe, but instead should attack 

and risk giving up big plays in the hopes of generating breakaways that can lead to an automatic 

turnover. That one key stop can often allow the Offense to extend a lead in a shootout. 

Special Ability – Force a Turnover 
The Pharaohs can create a turnover on their fifth (5th) defensive breakaway. They only earn one free 

turnover per game. 

Vulnerabilities 
Almost every Pharaohs’ game turns into a shootout. Their defense can tip the scales if they get the free 

turnover. Generally, it takes 2 defensive stops to put the Pharaohs in position to win. Therefore, even if 

the Offense scores every drive, the Pharaohs defense must somehow come up with 1 or even 2 stops for 

them to win. 
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STALLIONS 

Offense 
Inspired by the 2006 Indianapolis Colts, the 

Stallions feature an elite Quarterback skilled 

at both long passing and reading defenses. 

The Stallions are the only team not subject to 

the low pass accuracy restrictions on long 

passes. As such, the threat of the deep ball is 

ever-present, even in their run-heavy 

formation. The Offense philosophy is one of 

balance, using lower-value plays to set up 

longer plays for later in the game. The 

Stallions best passes are Long Pass and Play 

Action Pass. Their running game is only 

adequate, unable to dominate without creating breakaways. The Stallions live and die by the ability to 

methodically generate first downs then time a deep pass to surprise their opponent. 

Defense 
The Stallions defense is average in strength. One advantage is the small gap between the run value and 

pass value on some of their defenses. While these plays may not pack the power to completely shut 

down an Offensive play, both run and pass are equally defensed, making it possible for the Stallions to 

delay an opponent, drag out their drive, and wait for them to make that key mistake (or draw a bad 

Game Day card) that kills the drive.  

Special Ability – Omaha Tokens 
The most exciting mechanism the Stallions possess is the “Omaha” token. The Omaha token represents 

the elite QB’s ability to diagnose the defense and change the play call to take advantage of it. 

Five Offense plays are marked with the Stallions’ logo. After each logo play is called in the game, the 

Stallions earn three (3) Omaha tokens. Once earned, an Omaha token allows the Stallions to audible 

their Offense play call after the defense reveals its call. Once all three Omaha tokens are used, they can 

be re-earned. Omaha tokens can be spent and re-earned without limit. 

Strategically, the Omaha token can be a devastating weapon. The token can change a play call to avoid a 

guaranteed Defense breakaway. The token can also change a play call into an Offense breakaway. If tied 

or losing, that breakaway could also earn the Stallions back their spent challenge flag. For this reason, 

Omaha tokens are often saved for use in the final drive of the half or the final quarter of the game.  

Vulnerabilities 
There is very little variety among higher-value passes, so it is easy to fall into the trap of making the 

Offense too predictable. If the Stallions’ play-caller is mindful of balancing high- and low-value play calls, 

they can avoid becoming too predictable.  
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Also, logo plays (used to earn Omaha tokens) are the lowest value plays in the playbook. Also, your 

opponent can see which plays you need to call on your special ability card, making it easy for your 

opponent to diagnose that last play call needed to earn the Omaha tokens. Omaha tokens can take 

longer than expected to earn. When facing teams that control the clock, like the Maulers or the 

Vultures, the Stallions may not have enough time to mix in logo plays to earn Omaha tokens twice while 

also running an effective Offense. Balancing the temptation to earn and deploy six (6) Omaha tokens in a 

game while also predicting the best places to deploy the tokens you do earn is a key to success. 
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BONEYARD 

Offense 
Inspired by the powerhouse college option-

run teams like Georgia Tech and Navy, the 

Boneyard feature a Flexbone Offense with 

surprising strength and variety. Unlike all 

other teams, the Boneyard features only one 

Offense formation – “Flexbone” – which 

makes it harder for opponents to predict play-

calling tendencies.  

The key to this offense is how almost all the 

plays feature multiple points of attack, where 

the same play call can convert to different 

play types after the snap. For example, the foundation of this offense is the Triple Option, a Special Run 

that can change into either an Inside Run or an Outside Run after the defense call is revealed. Other play 

types can convert from Power to Finesse and from Finesse to Power. 

The Boneyard Offense features a “5” value run (Rocket Toss Sweep) which is also the only running play 

in the game that can create an offense breakaway vs. Goal Line defense. In addition, the Boneyard do 

not have a dedicated Inside Run, but instead have QB Follow, a designed QB Power run that grants a 

minimum gain of 1, just like an Inside Run. These two plays combined weaken the effectiveness of Goal 

Line defense as an all-purpose play call, encouraging the opponent to call multiple defenses.  

The passing game is limited, with only two cards in their 15-card deck that contain passes. However, 

passing should be used as a surprise. Because teams overcommit to the run against the Boneyard, 

typically the Boneyard passing does still generate huge gains. Two of their four passes can also switch 

play types after the defense is revealed, just like their option run plays, making the Boneyard’s passing 

game even deadlier. 

The variety and complexity of this offense makes it one of the most challenging to stop and, 

consequently, one of the most powerful in Breakaway Football. 

Defense 
The Boneyard Defense is atrocious, and is the 2nd weakest in the whole game. There is very little 

strength in this collegiate defense. The best hope is to guess perfectly and create breakaways to force 

opponents into tough down and distance situations. The Boneyard are often engaged in scoring 

shootouts. 

Special Ability – Momentum Track 
The Boneyard track offense breakaways on their Momentum Track, which can provide automatic 

bonuses to run plays when activated. Each offense breakaway moves the counter up the track, while 

each defense breakaway moves the counter backward. 
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Vulnerabilities 
If the Boneyard meet a team with a strong run defense, they will not sustain success without activating 

their Momentum. Also, it is very hard for the Boneyard to throw in obvious passing situations.  
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VULTURES 

Offense 
Inspired by the 2000 Baltimore Ravens, the 

Vultures offense focuses on power running 

and surprise passing. However, the offense is 

“inefficient” due to a lack of variety in their 

playbook. Many of the stronger run plays are 

consolidated in their run-heavy formation, 

making them easy to diagnose. Also, the 

playbook features a lack of passing variety 

needed to keep opponents guessing. For 

example, there is only one Long Pass 

(Shotgun) in the whole playbook.  

Once an opponent recognizes the best plays out of each formation, the Offense will be severely 

challenged. To move the ball efficiently, the play-caller must dive deeper into the playbook, create 

expected play-calling patterns, anticipate their opponent’s play call, and strategically subvert those 

expectations with lower-value plays specifically to generate breakaways. 

The Vultures are built to score between 10-16 points per game. To be successful, more than any other 

team, the Vultures Offense requires a Chess-like Grand Master’s approach to play-calling.  

Defense 
Just like the 2000 Baltimore Ravens, the Vultures feature an impressive and overpowered defense. On 

sheer power, the Vultures are easily the #1 defense in Breakaway Football. Their latent run defense on 

traditionally passing play calls makes it challenging for teams to gain yards on the run unless the 

Vultures give up a breakaway.  

Perhaps most advantageous is, unlike all other teams, the Vultures feature only one defensive formation 

– the “Volt” – which makes it harder for opponents to predict play-calling tendencies. The Vultures also 

sport the strongest single-play run defense value – a “5” – on their Goal Line defense. 

Unless they give up multiple breakaways, the Vultures defense can grind down opposing drives using 

safe defenses that have equal values for run and pass, thus forcing Field Goals or Punts. 

Special Ability – Force a Turnover 
As an opportunistic defense, the Vultures can create a turnover on their fifth (5th) defensive breakaway. 

They only earn one free turnover per game. 

Since the Vultures Offense finds it hard to score, coaches will often try to time that 5th breakaway in the 

opponent’s territory to create a short field. 
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Vulnerabilities 
Vultures’ games are usually hard-fought, low-scoring affairs. It is unusual to see the Defense give up 

more than 17 points, often holding opponents to single digits. But against a skilled opponent, the 

Vultures Offense is frustrating to coach. Games often come down to field position, turnovers, and the 

kicking game. 

The Vultures must balance the desire to deploy their special ability and get the free turnover with the 

capacity to use safer plays and create unmanageable down and distance situations.   

 

  



16 
 

ECLIPSE 

Offense 
Inspired by the Atlanta Falcons of 2006, a 

team that boasted two 1,000-yard rushers (at 

running back and at Quarterback), the Eclipse 

offer runs with value of “4” out of all three 

formations. Eclipse also feature several 

option-style runs (e.g., the Boneyard’s Triple 

Option) that can swap play type after the 

Defense play is revealed. In addition, high-

value passing is well-dispersed throughout 

the Eclipse playbook. When it catches on fire, 

the Eclipse offense can score quickly on the 

ground or through the air. 

The success or failure of the passing game lies with the effectiveness of its Quarterback, which can vary 

widely based on game conditions. The team’s special abilities hinge on the “streaky” nature of the 

Quarterback, who can bounce from deadly accurate to wildly inaccurate within the space of several 

passes. While the running game is powerful enough to move the ball for a short while, the passing game 

can only be successful when you actively manage the Quarterback’s confidence. 

Defense 
The Eclipse defense is average strength. In general, average strength defenses feature smaller variance 

between Run and Pass values per play call. For this reason, it is possible to call “safer” plays that limit 

opponent yardage for wrong guesses. These safer calls do not usually stop an opponent but can be 

effective in slowing them down. 

Special Abilities – QB Scramble & QB Confidence 
To utilize the Eclipse special mechanisms, you must track net completions on the special ability card. 

Completions are like currency that allow you to avoid negative consequences and spend to activate 

bonuses. Both QB Scramble and QB Confidence require net completions to activate. 

The Eclipse Quarterback is an outstanding scrambler who can opt out of a pass play after the snap and 

take off running. In game terms, the QB Scramble mechanism allows you to announce “Scramble” to 

change a pass play into a QB run AFTER the defense is revealed but BEFORE the Game Day card is 

flipped. Unless the matchup is a defense breakaway, the offense coach uses half value of the pass and 

converts it to a run play. Drop down 1 on the completions track, then pull the Game Day card and 

resolve as usual. 

QB Scramble is a great way to hedge on Long Pass or Special Pass where the pass accuracy restriction is 

in effect. Also, the Scramble gives you more high-value run opportunities and greater flexibility to find 

the best matchup. For example, a Medium Pass of “6” is up against a Dime Zone with values of “0/5”. 
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The pass play is a gain of “1” before the Game Day card, but converting this to a QB Scramble would net 

you a gain of “3” (half value of the “6” pass minus “0” run defense strength). In this case, the QB should 

typically tuck and run. 

The Eclipse Quarterback is streaky and begins the game with shaky confidence. You must work this QB 

into the flow of the game to get him going. In game terms, the QB starts the game on the red “0” on the 

net completions track, which means ALL passes are subject to the low-accuracy restriction. You must 

attempt a pass play and pull a Game Day card with  to get your first completion. Afterwards, 

so long as the QB is not “in the red” on the track’s “0” space, completions happen normally. 

Anytime the QB throws an incompletion, the counter moves down 1 on the track. It is possible for the 

QB to bounce out of and back into the red “0” multiple times in a game. But at the top of the track is the 

“On Fire” spot, where the next completed pass is double in value. For example, the Medium Pass of “6” 

would now be worth “12” for that one play. When the “On Fire” pass is completed, the counter drops 

back to “1” on the net completions track. 

There is no limit to the number of QB Scrambles or “On Fire” passes used in a game. 

Vulnerabilities 
The QB Confidence mechanism can be a serious impediment to early success in a game. The passing 

game (approximately half your playbook) is unusable until the QB gets that first completion under his 

belt. For that reason, many coaches like to come out throwing high-value passes. Since the completion 

rate is the same for Long Pass as it is with any other type of pass, prevailing wisdom dictates that the QB 

might as well attempt high-value calls early on. 

The net completions track also places a premium on completions, no matter the play distance. It is 

possible to throw a series of safe, Short passes to “set up” the “On Fire” pass. Many coaches tend to use 

challenge flags to ignore negative Game Day cards and preserve completions, especially when behind, 

rather than lose progress on the net completions track, which feeds both the QB Scramble and the “On 

Fire” opportunities. 

The defense is not a liability so much as it is a non-factor. The Eclipse’s best hope is to slow their 

opponent down and wait for a lucky break or helpful Game Day card. The best way to secure victory 

with the Eclipse is to dominate your opponent with Offense, and that can only happen with consistent 

play from the QB. 
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HYDRA 

Offense 
Inspired by the San Francisco 49ers dynasty 

from the 1980’s, the Hydra are a West Coast-

style, ball-control passing attack. Their 

passing game is very efficient, with both Short 

Passes and Medium Passes earning minimum 

gains per play (“1” and “2” respectively). The 

Offense formations help conceal play intent, 

as the Hydra QB is always under Center (they 

do not use any Shotgun formations). Lastly, 

clever use of the “Scripted Plays” mechanism 

can unlock the “Yards After Catch (YAC)” 

mechanism, which provides extra gains on pass plays. 

The Hydra Offense is a pass-first attack, but does feature a balanced, effective running game that can 

serve as a deadly change-of-pace once the opponent is conditioned to look for passes. 

Most importantly, the Hydra are built to come back from deficits. The “Final Drive” mechanism provides 

a free drive late in the game under the right conditions. The “Yards After Catch (YAC)” mechanism 

showcases the Hydra’s expert receivers and their ability to gain separation to increase pass play values. 

Bottom line: If the Hydra have the ball late, there’s a strong chance they score. 

Defense 
The Hydra defense is average strength. In general, average strength defenses feature smaller variance 

between Run and Pass values per play call. For this reason, it is possible to call “safer” plays that limit 

opponent yardage for wrong guesses. These safer calls do not usually stop an opponent but can be 

effective in slowing them down. 

Special Abilities – Scripted Drive, Final Drive, & Yards After Catch (YAC) 
The 49ers dynasty was famous for scripting their first 15 plays to establish tendencies and probe for 

weakness. The Hydra do the same. In game terms, on the Hydra’s opening drive, the coach must select 

their first seven (7) play cards and arrange them in sequence. The player must use those seven play 

cards in that order on the following drives. If the Hydra score on their first Offensive possession, they 

unlock the “Yards After Catch (YAC)” mechanism. If not, they do not unlock it (yet). 

The 49ers dynasty was also famous for late-game heroics, and an elite QB who could drive the length of 

the field and score late to win close games. The Hydra’s “Final Drive” mechanism offers the same. When 

the Hydra are tied or losing near the end of either half (6 or fewer potential plays remaining), they get a 

free seven-play drive to close out the half. Potential plays are Offense cards in hand and time outs 

remaining. So, if the Hydra are losing with 3 cards and 3 time outs left, that would trigger the “Final 

Drive.” 
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The “Final Drive” has several advantages. First, it potentially gives the Hydra more plays than any other 

opponent, providing the Hydra more time to complete the comeback. Second, should the Hydra score 

on the drive, the half ends immediately, thus preventing the opponent from retaliating. Thirdly, it can be 

used at the end of both halves, a potential 14-point swing. And lastly, it can alter play-calling in the 

opponent. Since the Final Drive can be triggered if only 1 potential play is remaining, opponents 

sometimes opt to run out the clock on the first half rather than try to score, which limits the opponent’s 

chance to score and keeps the game closer. 

NOTE: The “Final Drive” mechanism can only be used when the Hydra are tied or losing. 

If the Hydra are winning, they cannot use the “Final Drive.” 

When either the “Scripted Drive” or the “Final Drive” are completed, the Hydra unlock their “Yards After 

Catch (YAC)” bonus. Anytime the Hydra earn an Offense breakaway, they get a blue YAC token good for 

+1 to any pass completion. Tokens can be deployed as soon as they are earned, or they can be saved 

and deployed on a later pass completion. There is a maximum of four (4) tokens that can be earned at 

any one time. Effectively this means the Hydra can earn and “bank” an extra 20 yards to be used on a 

future completion. Once spent, the tokens can be re-earned. There is no limit to the number of tokens 

you can earn, though you can only spend four (4) on any single completion. 

NOTE: If the Hydra do not complete the “Scripted Drive” or “Final Drive” in the first half, 

they will not have the YAC bonus for that game. 

Vulnerabilities 
The Hydra defense is not powerful enough to stop most teams, though they are good enough to slow 

down opponents. Also, the requirement to unlock the YAC special ability means the Hydra’s relative 

strength fluctuates from game to game. Most of the Hydra’s special abilities involve comeback 

mechanisms. The Hydra play better from behind, though falling behind on purpose just to unlock special 

mechanisms is not advised.  
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WEREWOLVES 

Offense 
Inspired by the legendary Barry Sanders and 

the Detroit Lions of the 1990’s, the 

Werewolves feature a superstar running back 

who can change the game singlehandedly. 

While all running plays are value “2,” the 

Werewolves earn a +1 token each time run 

which is banked and collected at the end of 

the drive. The maximum number of tokens 

that can be banked at a time is 10, meaning 

the Werewolves can save as much as 50 yards 

at a time to add to a single run.  

The passing game is surprisingly strong, with satisfying variety to sustain drives. A balanced run/pass 

approach early on will allow the Werewolves to build their token bank while still moving the football. 

Late in the game, it can be devastating to switch to the superstar running back to either run out the 

clock when leading or break the big gains when you need them. 

Defense 
The Werewolves defense is average strength. In general, average strength defenses feature smaller 

variance between Run and Pass values per play call. For this reason, it is possible to call “safer” plays 

that limit opponent yardage for wrong guesses. These safer calls do not usually stop an opponent but 

can be effective in slowing them down. 

Special Ability – Running After Contact (RAC) Tokens & Breakaway Bonuses 
RAC tokens are earned one at a time after each run. If, however, the superstar running back breaks a 50-

yard+ run (10+ yard lines) at any time in the game, immediately afterwards each run play will earn two 

(2) RAC tokens. Regardless of how quickly they are earned, the maximum tokens earned per drive is five 

(5). 

Another advantage of the superstar running back is how hard he is to tackle. In game terms, running 

plays that create offense breakaways allow the player to ignore the first “0” as a broken tackle and 

continue drawing. The superstar running back also will not fumble on running breakaways, with a 

fumble merely stopping the breakaway. 

Vulnerabilities 
Early in the game, the running game will likely feature some negative runs and small gains, which 

mirrors the career of Barry Sanders. But the more you run the superstar running back, the better he 

gets. If you can break a 50+yard run, the superstar can take over the game. However, coaches have to 

guard against being too focused exclusively on earning tokens, as excessive running can cause the 

Offense to stall out. 


