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THE HUDDLE

LG O Fre ALOS.

Center sets the huddle 7 yards behind the ball. Get into the huddle quickly so the
Quarterback can get the play called.

Everyone has hands on knees, eyes on the Quarterback. Watch and listen to what the
Quarterback says. The Quarterback may kneel down. The Quarterback must speak
loudly and try to make eye contact with everyone.

Keep huddle open so end men (tackles and wide receivers) can see and hear.

The Center controls the formation of the huddle, and huddle discipline until the
Quarterback steps in. Once the Quarterback steps in, he runs the show. There is no
talking until the Quarterback breaks the huddle.

Messengers should talk to the Quarterback behind the huddle. Players being subbed for
should leave the huddle as soon as they get the message. “Lingering” or more than 11
men in the huddle is a penalty.

QB call example: Shift
Formation: “T” Right”
Movement (if any): “Zoom”
Play: “Lead Draw Right”
Snap Count: “On 2 (repeat) On 2”

“Ready Break” (all clap hands)

“Check” Call = asking Quarterback to repeat the call.

Breaking the Huddle: Y goes first. WR’s go behind the huddle.
Hustle to L.O.S. and get set quickly. We
only have 25 seconds to «call the play
then snap the football.



FIELD DIMENSIONS

It is important for all players to know the exact size of the field. We must have a constant
awareness of where we are on the field — and where we are going — at all times.

1.

2.

The field is 53 1/3 yards wide.
The bottom of the numbers start 12 yards from the sideline and are two yards tall.

The distance from the top of the numbers to the hash marks is 9 yards, 1 foot, 9 inches.
The distance from the sideline to the hash marks is 23 yards, 1 foot, 9 inches.

The distance between the hash marks is 6 yards, 6 inches. (The distance equals the width
of the uprights of the goal post.)
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CADENCE AND ALERT SYSTEM

We are basically a non-rhythmic cadence team. Our cadence is broken into three (3) parts:
(1) Set Command
(2) Audible, Color and Number
(3) Snap Count

An example of a full cadence at the line of scrimmage would be as follows:

(Set) Green 80, Green 80 Hut, Hut, Hut
Set Audible Color & Number  Snap Count
Command

1. Our offensive line will take a three-point stance immediately as they reach the line of
scrimmage. The set command is a preparatory alerting command to initiate the cadence
sequence.

2. We will have the ability to snap the ball on the following counts:

a) Second Sound: Set, Hut

b) On One: Set, Green 80, Green 80, (Hut)

¢) OnTwo: Set, Green 80, Green 80, Hut, (Hut)

d) One Three: Set, Green 80, Green 80, Hut, Hut, (Hut)

e) On Four: Set, Green 80, Green 80, Hut, Hut, Hut, (Hut)

3. Alert: We will have the ability to call two (2) plays in the huddle and select the play we
prefer at the line of scrimmage. Example: In the huddle the Quarterback calls “I Right

Pitch Rt Alert Bob Left on 2”.

At the line of scrimmage, he wants to run the Pitch. He calls:

Blue 40, Blue 40 Hut, Hut

If the Quarterback wanted to run Bob Left, he would call:

Alert Blue 40, Blue 40 Hut, Hut
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I RUNNING BACKS POSITION AND PHILOSOPHY

A) We prepare not only against each individual team and each individual player, but we

B)

also must prepare against the game itself. To do this one must be verse in all the
basic fundamentals of all aspects of the game: Run, Pass, Blocking and Receiving.

The Characteristics of a Running Back

1) The ability to attack the defense and defeat the first defender are the essential
ingredients that I look for in a Running Back

2) As a runner you must think of yourself as a dominate player.

3) Competitive speed is essential

4) The ability to Burst and Accelerate are vital.

5) Instinctiveness along with great decision-making ability is crucial

6) Durability and toughness are a must



II BACKFIELD STANCES AND STARTS

A) The 2-point stance: Balance is essential

B)

C)

1)

2)

3

4

5)

6)

Feet shoulder width apart, with the feet parallel
The toes pointed perpendicular (straight) to the LOS

A concentrated effort should be made to have the weight on the inside balls of the
feet, heels just touch the ground

The knees should be slightly bent

The hands should be placed lightly on the thighs with the fingers relaxed and
pointing down

The head is held up, looking straight ahead

The 3-point stance: Balance is essential

D

2)

3)
4

5)

6)

7

8)

The feet should be shoulder width apart and parallel to the LOS

There should be an even distribution of body weight on the down hand the two
legs

Toe to instep relationship
Back flat, eyes up, knees bent, shoulders square to the LOS

The down hand is on the ground about 6 inches in front and in a straight line from
the shoulder

The free arm and hand is resting on the upper leg
A three-finger bridge creates a more balanced distribution of weight

You must be able to shift your weight depending on the direction of the first step
both mentally and physically

Starts: Speed and quickness can be crucial between the big play and a mediocre play

Y

2)

Develop a consistent balance in your stance to insure consistent movements in all
directions.

You must be consistent getting off with count and not at the count.



1)
2)
3)
4)
5)
6)
7
8)
9

10)
11)

12)
13)

14)
15)

16)
17)
18)

19)
20)
21)
22)

III BACKFIELD TERMINOLOGY

1-2: Back is responsible for the two LB’s or Safety to his side, used in pass blocking
Aim Point/Landmark: A designated spot used in directing a back to initial start his action

Area Block: a designated area the Back must find and block anyone in that general area
Bubble: Offensive lineman has a LB aligned over him but of the LOS

Chip: A block on an outside rusher by a back who continues on to his called route.
Covered: Offensive Lineman has a down lineman over him.

Crossover: Start with backside foot crossing over front side foot in initial direction
CWM: Check WithMe

Drop Step: Use with 2-point stance, a short back step with Backside foot to plant and push
for maximum explosiveness when attacking the LOS

EMOL: End Man On Line

Gap: Change a blocking assignment between a Back and Guard when a covered guard has
a blitzer in the Guard/Center gap.

Hesitation: A quick shuffle from stance to delay the release

Hot: Designated back or receiver key a defender to break off a called route if the defender
blitzes or dogs.

Jab Step: A quick step opposite the direction of the play

Jump Step: A slight jump or pivot with both feet to the playside with hip and shoulders
pointed directly at the aim point. Associated with stretch, power type plays.

Lead Step: The 1* step directly at aim point

LOS: Line of scrimmage

Louie: Directional called by Center or QB that tells the Center and call side Back to block
the #1 and #2 potential blitzers to the left.

MDM: Most Dangerous Man

MFC: Middle Field Closed

MFQ: Middle Field Open

Nod: Head fake on a defender then break opposite.



23)

24)

25)

26)

27)

28)
29)

Pivot or Roll Step: Initial step with playside foot that brings the backside shoulder. This

allows the RB to slow down his initial step and read the scheme. The 2" step is a short
lateral half cross step. Usually associated with Belly type plays.

POA.: Point of Attack

Roger: Directional called by Center or QB that tells the Center and call side Back to block
the #1 and #2 potential blitzers to the right.

Slide Step: Near foot slide step laterally followed by backside foot, should be
perpendicular to LOS

Speed Release: A quick release into the pattern as fast as possible

Throttle: Tells a back to continue slowly through a zone without completely stopping

Track: A pre-determined course for a run or block



v BALL EXCHANGE AND BALL CARRYING TECHNIQUES

A) Run your course at pre-determined landmark, keep your eyes focused on the defender
at the point of attack g

B) The QB will find the pocket, don’t slow down
C) Do not grab the ball, allow the QB to seat the ball
D) The Pocket: the main responsibility of the Ball Carrier
1) The goal is to form a lateral V
2) The inside elbow of the top arm should be shoulder height
3) Hand against the chest with the thumb pointed down to the tie area

4) The pocket is formed from the top of the numbers to the belt buckle. The pinkie
of the bottom hand is held approximately six inches off of the belt buckle

5) Once the ball is placed in the pocket, fold over it, don’t grab or clamp, take the
ball by feel

6) Whenever possible carry the football in the arm away from contact. Always keep
the football in your outside arm when running near the sideline

7) As a runner you should attack the defender with North and South running. Take
all of the ground that is yours and then avoid the defender on a vertical path.

8) One must learn to impose his will on the defense, always finish a run by falling
forward and getting after-contact yards

9) Most tackles are made from the inside. Keep your eyes up and run with your eyes
which instructs your feet where to go

10) The ability to run with your feet close to the ground enhances greater balance

11) Most great runners know the defensive fronts and coverages and what they are
trying to accomplish with their scheme



\% RUN BLOCKING PROGRESSION

A) Philosophy: Your blocking ability, as a running back, plays a very big part in our
basic attack. For us to consistently move the ball, we must be willing to block
whenever the other back is carrying the ball.

B)

0

Run Blocking Progression

1

2)

3)

4)

5

Pre-Snap Look: Always take a PSL to locate your blocking assignment prior to
the snap. On your first step, get your eyes on your man immediately. (Shoot
Your Eyes) Vision is the most important aspect in blocking. You must locate
the man and keep your eyes on him as he is not going to stand in one spot.
Concentrate on your target.

Stance: You must assume a good stance. A stance that will allow you to take the
proper step in correlation with the proper approach and block being used.

Approach: Each block has an initial approach and you must concentrate on this
angle of departure. Once the ball is snapped and your man moves to play his
responsibility, know that your approach must automatically adjust. Know your
“Target” and attack the defender. Bend the knees — don’t bend at the waist. Get
in good football position by lowering the center of gravity by bending the knees.

Contact: Be a hitter. Block through the man, not on the man. Keep your head up
and eyes on target and hit on the rise. Don’t stop your feet upon contact. Know
whether to utilize hands or shoulder skills. To hit as you have to, you must have
and maintain a good base under you. Keep your feet apart, approximately
shoulder width.

Finish: Finish your block by running through the man. In order to maintain
contact you must keep your knees ben, head up, back at proper angle, and your
feet moving until the whistle blows.

Pass Blocking Progression: As a back moves the LOS after a pass play is called in
the huddle, there should be a progression of thought in mind as to your assignment.
The first phase involves your alignment; the second, protection; the third, release; and
the forth, pattern.

1)

Alignment

(a) No tip off

(b) Adequate position for blitz pick up
(c) Easy release when called '
(d) Pattern to be run\



2)

3)

4)

Protection

(a) Know the front

(b) Know who you are responsible for within that front

(c) Know alignment tips and individual tricks he may play

(d) Always assume your man will blitz

(e) Never move to a spot where you are out of position to pick up a blitzer

Release .

(a) Know where pattern designates you to release

(b) Be aware of possible adjustments you must make

(c) Avoid contact with offensive line

(d) Know how quickly you are needed in pattern

(e) Know the coverage (Man or Zone) — You beat man with speed!

Pattern

(a) Know what you are trying to accomplish by your pattern

(b) Know if you are primary or secondary

(c) Know when you are to adjust pattern (option-man)

(d) Know everyone’s route in the pattern

(e) Know depth and width required

(f) Be aware of yardage needed for a first down

(g) Be aware of time remaining and the score. Do we need to stop the clock or
stay in bounds?

(h) Anytime QB scrambles, work back toward the side of scramble into an open
area. When you get within 3 yards of sideline turn up. If deep work into open
area.

(i) After the ball is caught by another receiver, get into a position to block



VI BACKS PASS RECEIVING BASIC

A) Know and recognize coverages:

B)

1y

2)

3)

4)

Learn defensive coverages as well as your own offensive plays. You must be
aware of linebacker and secondary movement

Study individual defensive personnel and look for their weakness, then take
advantage of them

Vs. man-to-man coverage use good moves in running routes. the tighter the
defender plays, the better the fake or move must be. The looser the defender
plays, the more the receiver must threaten to go deep.

Vs. Zone coverage, sprint to the proper area of the zone with no moves to occupy
LB’s

Receiving

1)

2)
3)
4)
3)
6)

7

Do no run with your hands and arms outstretched. It slows you down and breaks
your stride. Keep pumping until the last second. This will enable you to maintain
speed to the ball.

Learn o adjust to the ball in the air. Decide where it is going and go get it.

Get your “head” around for the ball immediately upon your break

Keep your eyes on the ball

Never wait for the ball to come to you. When possible, step back.

Secure the ball after the catch, turn upfield and sprint for the goal line

Keep two feet inbounds on a sideline catch. Always catch the ball first then stay
in bounds. Never jump for the ball along the sideline unless absolutely necessary.



A)

B)

0

D)

E)

VII ROUTE RUNNING VS. MAN COVERAGE

Release Clean

1) Anticipate the type of technique the defender will use to take away leverage

2) Release directly at him, slightly inside or to the outside. Use head fakes to move
the defender opposite the desired release path

3) Use quick swim or rip technique to beat the jam

4) Do not allow the defender to flatten your release

Sell the Deep Route

1) Run with good body lean

2) Move the defender. Take him inside or outside depending on how he plays. Use
break fakes, include the head and shoulders as well as the feet. also use a change
of pace move to cause defender to hesitate

3) Weave as you run as opposed to straight-lining-it without losing speed

Separate from the Defender
1) Do not telegraph your break

2) Use the eyes to force defender to look for the ball
3) Use rip technique to get on the upfield shoulder and turn in if defender is square at

break point or uses a slide technique if he jams you

Explode Qut of the Break
1) Don’t cross over

2) Run away from the defender. If coverage is tight, come slightly downhill

Catch the Ball
1) Don’t wait onit. Go get it. High, low, inside or outside come down with the ball.

Reach at the last possible second. Hands and arms must be strong. Defender will

strip arms or the ball
2) Secure the ball before running. A catch is not a “catch” until you put the ball

securely away



WIDE RECEIVERS
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EACH RECEIVER MUST KNOW THE FOLLOWING FOR EACH PLAY, RUN OR PASS.

1.

10.

11.

12.

13.

RECEIVER ALERTS

SITUATION

A. DOWN AND DISTANCE

B. FIELD POSITION

C. PASS - SIGHT ADJUSTMENT
FORMATION

A. RIGHT/LEFT .
B. RUNNING/PASSING STRENGTH
C. VARIATION/MOTION

PLAY

A. BASIC
B. VARIATION

SPLIT RULE
P.S.L. (PRE-SNAP LOOK)

STANCE

RELEASE (ANGLE OF DEPARTURE ~CLEAN/HELD UP)
R.O.M. (READ ON THE MOVE)

ADJUSTMENTS TO THE SECONDARY

PATTERN - BREAKING POINT

KNOW THE ELEMENTS OF THE ZONE COVERAGE.
KNOW THE ELEMENTS OF MAN COVERAGE.

KNOW THE ELEMENTS OF COMBINATION COVERAGE.

st



10.

11.

12.

13.

BASIC PRINCIPLES OF PASS RECEIVERS

Always assume man to man coverage.

Our Number 1 priority as a receiver is to CATCH THE BALL.

We must continually attack the defender: the defender must always see the receiver as an
upfield threat.

Our stance must always maintain itself, especially when we are tired. No excuse fora
sloppy stance.

After the catch — split the defenders, get upfield: Run N-S, not E-W.

The run after the catch will amount to 50% of our total passing yardage at the end of the
season.

If another receiver catches a pass: turn and block the man covering you. Don’t block
behind you. NO CLIPS.

Always assume that you are the primary receiver. Don’t tip a defender by only running
full speed when you are the primary receiver. Every receiver is primary.

To be a good receiver is an ART. It takes time and effort.

- Alwavs look the defender in the eves.

Strive to be a graceful and fluid receiver. Everytime you go upfield you should look the
same: smooth and graceful.

As you move upfield we must avoid the following tip-offs to defenders:

a. Running with your head down, then looking up as you prepare to cut.

b. Running, looking the defender in the eyes then dropping the head and eyes as you
Prepare to cut.

c. Arms that fly out as you cut.

d. Raising the head and shoulders as you prepare to cut.

Concentrate on the stacifics of what you do (on film) as well as the results of the catch.



14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

A move is a definite change of direction: like a post-corner.

A nod or weave is a very slight change of direction: we never lose speed on a nod or
weave.

The most important part of a play call is the (prior to the snap of the ball) 6 seconds from
the time we leave the huddle to the snap of the ball. After we leave the huddle to the
snap here is what we must know:

Assignment

Formation — Alignment — (Motion if called)
Split

Recognition of Zone or Man if pass is called.
Blocking assignment if run is called.

Route conversion on pass call (if needed).

Mmoo o

Part of running good routes is being able to recognize alignments with coverage. Keys
on reading coverage:

a. Corner lines up slightly inside of you and faces you up: Man.
b. Comner is looking at the QB and standing tall: Zone.
c. Safeties are deeper than normal: Zone.

Clear Out Patterns are 40 yard sprints without looking back.

Awareness: of Down and Distance/Field Position. Sideline-Field Conditions.

We will come off the ball smoothly and gracefully on every play, run or pass.We will not
do the following:

a. Do not come off full speed when you think you are getting the ball and then half
speed when you are the secondary receiver. Defensive players recognize different
speeds.

On 5’s and 6’s: be decisive, don’t be hesitant.

On 5’s and 6s: never let a LB or Safety stand between you and the QB. Must keep equal
distance between LB’s and Safeties.

When you catch a pass and your back is to the defender, anticipate the hit as you begin to
get your head and eyes upfield. Don’t be surprised and fumble.



24.

25.

26.

27.

28.

29.

30.

31.

32.

If in doubt, always pass up the possible “clip”.

If the 1% team is running a play in practice, the rest of the receivers must know what is
going on.

Catch the ball before you run with it.

Against Press learn to use directional steps to get upfield. Do not chop feet.

Run as fast as you can but under control, Pivots: Short 6,5°s 6’s.

Moves: definite change of ‘direction.

a. Our head and shoulders are always on a swivel, welded together. By this we mean
that in our attempt to make a defensive back take the bait, our head and shoulders

must come around: like the Post Comer.

b. Poor move is a sting by the receiver and on the sting the receiver never look back
to QB. Defensive back won’t take bait if head and shoulders are not on a swivel.

All receivers are primary receivers on every pass play, and primary blockers on run
plays!

Run upfield for 5 yards after every catch.

Scan: a receiver pre-reading coverage and also seeing the snap while at the line of
scrimmage.



THOUGHTS FOR THE WIDE RECEIVER

CONCENTRATION: Concentration on Fundamentals every play; keep your eyes on the ball.
Your first responsibility is to catch the football. Always expect to get hit; concentrate on the
catch. An opportunist is the receiver who concentrates and executes every play, preparing
himself to make the big play needed to win the Championship.

HAVE INTENSITY: Carry out your assignment at full speed on every play. This distinguishes
The “Great Ones” from the “average ones”. Always run your pattern at full controlled speed.
Always be alert for the ball and although you may not be the primary receiver, anticipate the QB
throwing to you. Intense wide receiver play is the key to success.

AGRESSIVENESS AND THE ABILITY TO CATCH THE FOOTBALL: Get to the point of
attack. Get off the LOS without being held up; front up the man you are assigned to block; when
assigned to an area, get there! When the ball is thrown, it is ours. Go make the Championship
catch.

MAKE THE BIG PLAY: The block that springs the TD is as important as the run itself. When
you catch a pass, tuck it away, get upfield, fake, spin, break free, and score.

PHYSICAL TRAITS: Hands, quickness, agility, coordination, speed, strength, flexibility, and
endurance. A successful receiver will work daily on the development of these traits, preparing
for every game.

STUDENT OF THE GAME: Develop good work habits; pass receivers are made by practice,
day after day until skills and assignments become second nature. Carry on constant
communication with Quarterbacks, coaches, and receiver corps. Know your opponents; have a
book on them. When are they in two-deep? Do they gamble? What is their speed? What cut
will beat them? Always know field position, time remaining, down and distance, sun position,
wind direction, and overall field condition.

FROM THE HUDDLE TO THE WHISTLE:

Know your assignment

Recognize the defense

Attack the defense through proper execution of your assignment
Make the block; catch the ball

Score

MO0 W

RECEIVER SPLITS:
A. WR must use splits to his advantage. An adjustment in split can put you in an

Advantageous position to complete the assignment.

ALIGNMENT VERSUS INSIDE RUN GAME: Receivers should vary your splits to allow for
better disguise. All run plays have alignments written in your assignments.




CATCHING THE FOOTBALL AT ALL COSTS!: We strive for consistency. Catch all the
Balls you are supposed to catch and the great catches will come.

Concentration is the most important single factor in catching the ball — whether it is in a crowd,
tipped, high-low, or on the sidelines. Your eyes are in your hands. Look the ball in all the way
until you secure it on your hip.

Drops are caused due to the following:

A. Lack of concentration
B. Fatigue. Fatigue sets in, balance leaves the body.
C. Courage!

Each receiver should catch as many balls as possible each day!

PATTERN PROGRESSION:

A. RELEASE — Always come off the line of scrimmage as hard as you can.. Stay
low. No matter how tight the coverage, get into your pattern as soon as possible. Do not
be held up on the line of scrimmage. Do not waste moves.

B. CAUSE MOVEMENT - By coming off the ball low and hard every play, you
gain the attention of your defender and cause concern for being beat deep. Even when
blocking, come off the line of scrimmage low and hard.

C. POSITION VS. DEFENSIVE BACK — Each week, each receiver should know
the habits and weaknesses of the defenders based on film study. This will allow you to
- best defeat the defender when executing your route.

D. FOOT QUICKNESS - There are receivers who actually run the 40 yard sprint in
the same time. One will get into and out of the final break smoothly — the other receiver
may actually be running in cement going into and out of his final break. In conclusion,
foot quickness is an important factor in judging whether or not a receiver has the speed to
play. Work each day to improve your foot quickness.



RECEIVER ROUTE DEPTH

First Rule of Thumb: “GET OFF THE BALL”
ROUTES DEPTH VS PRESS
HUSKY RUN - IT - HITCH STAYS ON
HITCH 3*° QUTSIDE STEP, NO DEEPER  FADE
THAN 6 YARDS, STATIONARY
PATRIOT 12 YARDS ( STEM 6 ROUTE) WIDE OUTSIDE
RELEASE 2 YARDS
FROM SIDELINE
0 CROSSING ROUTE STAIR CASE
6 TO 7 YARDS DEEP DEFENDER
1 2ND INSIDE STEP, NO DEEPER  © FADE
THAN 6 YARDS
2 2D QUTSIDE STEP,45 DEGREE ~ FLATTEN
ANGLE, 15
YARDS AND HASH
3 SLIGHT ANGLE OUT FADE
3R INSIDE STEP
4 RUN THROUGH 15 YARDS BUT STAYS ON
PUSHING FOR 18
TO 20 YARDS COMING
OUT THE BREAK THEN
UNDER CONTROL
5 17 YARDS, COME OUT STAYS ON
OF THE BREAK
6 12 YARDS AND TURN STAYS ON
7 SLIGHT SEAM RELEASE STAYS ON
4 TH INSIDE STEP
7 PUMP 'REGULAR 7 ROUTE AND AT OUTSIDE
APEX, 3*"°HIGH STEP OUT RELEASE
THEN
UP, NOT LOOSING MOMENTUM
8 SLIGHT ANGLE OUT 4™ FADE
OUTSIDE STEP *MUST WORK

ACROSS CORNERS FACE

VS COVER2
STAYS ON

FADE

SAME AS PRESS

HOOK UP IN AREA
FROM CENTER OVER

FADE

WIDEN CORNER
FOR BIGGER WINDOW

FADE

STAYS ON

STAYS ON

STAYS ON

STAYS ON

SLIGHT SEAM
RELEASE

FADE



DEEP 8

% PUMP

96 COMBO

MINIMUM 15 YARDS, CLOSE STAYS ON
CUSHION THEN GO FOR THE FAF

GOAL

POST

CLOSE CUSHION, NO CLOSER TH SQUEEZE

5 YARDS FROM SIDELINE DEFENDER

14 YARDS, GIVE QUICK HEAD STAYS ON
& SHOULDER FAKE AT QB

12 YARDS AND TURN STAYS ON

STAYS ON

STAYS ON

FADE

STAYS ON
WORKING TO
QUARTERBACK






TIGHT ENDS
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RUN BLOCKS

BASE: Man block, drive hands under and strike with triangle,
sink your hips and get movement, regear your hat and hands.
Landmark down the middle.

GAP: Block man on or inside, on or off the ball.

Ed Down block on 6 technique.

Gap Influence Club Drive head inside like cut off then club
opponent in armpit and drive, i.e. Scissors play.

Tray Combo 5 Technique with Hot to appropriate backside
LBR (Will)

**[ everage points of hips, TE’s playside shoulder is down, flat to

ED

pointed toe steps. TEAM M /&
Team Y & Z combo 9 or 7 Technique inside to appropriate E
LBR. RO O d&
LEAD: Block man on or outside.
Lead Influence Start base with widened landmark to make .
defender defend his width. TRIPLE S E
Triple Y and OT combo 7 to 9 Techniques onto Sam. X OO V6
Inside Triple Predetermined cut back play when tackle drives end OUT
wide to Y and comes up inside the combo. E S
Out If Sam aligns wide and on the LOS, the TE will block @ O O c
out with lead technique.

: SAFETY 5
Safety OT, Y and F lead combo to the frontside Safety. T

* Points of leverage, inside shoulder, backside shoulder low, hats and
hands, bucket step to produce hip angles. -




RUN BLOCKS

BACKSIDE

Base Cut Off Play has strong cutback opportunities. Y must stay up PLUG )~ 55
and on block S

Ripping Cut Off Wide play with little chance to cut back. Cutting

defender is an option S z\ S8
. E
Plug A base cut off to a plugging Safety. ® O O 6
MOON
S
Moon A cut off to a plugging Safety O 6 b
=
®OT %
FUZZ
Fuzz Full zone witha Zor Fbehinda Y. - M
T \E E
® O Emo
PASS PROTECTION
“Hang” Take a man on L.O.S.

Points of Empasis:

1) Set — Puts one in best protection position

2) Punch — the strike that stops or slows Brush

3) Shuffle — the ability of moving your feet to adjust your position
** Inside hand inside number

o




KEYS TO TIGHT END PLAY

PLAY TEAM FOOTBALIL. Do whatever the team asks you to do, all out and with great
attitude. Block and receive with equal eagerness. Have no pre-snap penalties.

Receiving is a heartfelt responsibility to your team. Learn the skill to put yourself in the
position to catch a pass. Catch the ball with confidence and put it away. Know when you
are catching the ball in a crowd and protect our opportunity to score. When the ball is
secure (high and tight) advance it aggressively. Ball security will help define our
victories.

Block through the whistle and defeat your opponent. Hustle and out hit and work your
opponent during the game. Pursue our play Make a timely block, recover a possible
turnover or make a tackle.

Know the call, perform the shift, motion and beset for the snap count. Be alert to the
Offense’s Tempo.

Play Team Football

Catch the ball with confidence and put it away

Ball security will us define our victories

Block through the whistle and defeat your opponent
Pursue our play

Be alert to the offenses tempo

AN el e

These are Winning Characteristics!!



TIGHT END INDIVIDUAL

1. STANCE: Right and Left handed stances will be taught. Right side Y’s will be
in right stance. Left side Y’s will be in left stance.

Stances should be balanced and allow good vision. Inside foot up in slight
stagger. Opposite hand down directly in front of back foot. Inside arm should
rest in ready position along thigh to knee.

A standard stance allows for the same steps, techniques and releases on each side
of the L.O.S.

2. SPLITS will be looked at in two ways: Horizontal splits will be 18 inches to 2 2
feet.

Vertical splits will be
On; hand will be placed on the helmet of the Center. Standard; down hand

will be placed in the arm pit of Center.
Off; down hand will be placed on the hip of the Center

*Splits will show similarities to perform different tasks. i.e. 18 inches, On the
ball to release on play action pass and gap block on power.



PASS GAME

Each route will be approached from these characteristics:

1.

Release — the best, most effective line of scrimmage move to allow you toe
executre the route called.

Stem — that direction after the line of scrimmage that sets up the defender; i.e.
Stem to defender outside number to move him and break across his fact to post.

Move — an elusion you show the defender before you make your break. i.e., stick
him and break opposite, stutter, double move, sell the out, turn shoulder quarter
turn.

Break — the part of the route where separation is deigned. This is an aggressive,
fast driving change of direction. This will require sinking your hips at the point of
the break, finding your power and accelerating.

Catch — the physical function of looking in the ball catching with your hands at
the highest point bringing it into your body to secure its possession. (Ball
Security)

Run after catch with ball security! (over the ball in a crowd).

Run away from tacklers then look to punish by dipping shoulder and lifting
forearm up through tackler.



LINE OF SCRIMMAGE RELEASES

1. Dip and Rip
2. Stick, Swat and Pin
3. Stick Double Hand Over
4. Double Wide Stick
5. Spin
Secondary Releases
1. Dip and Avoid
2. Defeat hands, swim swat
3. Butt and Bounce
4. Stiff and Swim
5. Drive to an edge on head up defender

Stem to move the defender
1. Tite defender — re-establish stem
2. Certain stems must always stay inside or outside defender
3. Moving the defender to head up is the advantage position to make move either
way. i.e., stem wide to make defender defend width, straighten stem to move
inside.



OFFENSIVE LINE

RUN PhiloSOPRY ..ot
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OFFENSIVE LINE PHILOSOPHY

The effectiveness of our offensive line is relative to how well we function as a
knowledgeable, cohesive, physically and mentally tough unit. In order for us to establish
this type of play with consistency, there are six areas that must be understood.

Knowledge of our Offense — We must have total understanding of each play.
Average offensive lines may know their assignments, but great offensive lines know each
play. We must know the theory of each play, the backfield action and what all the blockers

are doing.

Knowledge of our Opponent — We must have an understanding of defensive
schemes, the responsibility of each person in that scheme, and how they will react to our
blocking angles. We also must know the personnel we are playing against, their strengths,
their weakness, and any tendencies they might have.

Communication — Our offensive line must strive to function as a tightly knit unit with a
single-mindedness of purpose. In order for this to happen, it is essential that we establish a
communicative system that is understood in common, under no uncertain terms. Our
ability to communicate our attacking patterns, for each defense our opponents present to
us, is critical. It is essential to insure our philosophy of always blocking the right defenders.
Iif we communicate in exact common terms, we will eliminate assignment errors and

inconsistent play.

Technique — Once we have identified the best way to attack a defense, it is
imperative that we use the proper techniques that will allow us to have the best success in
controlling the line of scrimmage. The essence of technique is leverage. There are two
types of leverage, positional and physical. Positional leverage is putting yourself between
the defender and the point of attack. Physical leverage is establishing a physical
relationship (pads under pads) with an opponent, that will allow you to control him.

We must constantly strive to use the proper techniques that fit our system and allow
us the highest possibility of success.

Effort — Big plays are always the result of someone giving great effort. A football
team that plays hard on every down is a very hard team to beat. A offensive line that
comes off the ball and works to finish blocks on each down will demoralize and defeat their
opponents. We must strive to give all of ourselves on every down.

No Penalties — This is an area that is rarely mentioned before the fact, but this is an
area that has a great deal to do with consistent performance. The elimination of penalties
gives an offensive team the greatest possibility of success, because that offensive team will
have a minimum of drive stopping downs (long yardage) to overcome. The elimination of
penalties is a huge factor in being a consistently good offensive team.




FUNDAMENTALS

Split: Normal Split equals 2 feet. You can adjust according to the play.
Short Yardage (vs. 34) — 18 inches.
Short Yardage (vs. 61) and Goal Line — 6 inches.

Alignment: Guard and tackles align yourselves so the top of your helmet is on the belt line
of the center. This alignment will give you some depth off the line of scrimmage, so
that your man is not close to you. On Short Yardage and Goal Line, move up and get
all of the ball. If you are down blocking and the man inside of you is pulling your way,
also move up on the ball.

Up Position: This is a position assumed in a definite passing situation with hands or
elbows on knees. A position that is balanced enables you to set quickly or pull right or
left with no false steps.

Stance: Take a comfortable position with your feet, approximately shoulder width, pointed
straight ahead and in alignment with your knees. Your feet should be aligned heel to
instep or toe to allow you to step with either foot. Weight should be equally distributed
on the balls of your feet with your tail raised until your back is parallel to the ground.
Extended fingers of the hand, on the same side as the rear foot, placed on the ground
with very little weight on them. Head up, bowed neck, and eyes should point straight
ahead (be able to look down field). The stance may be altered slightly to allow for
individual physical differences. Keep your stance constant. Be able to make all the
necessary movements from one stance. Defensive men are constantly alert for
anyone “tipping” the plays from their stance.

GENERAL BLOCKING PRINCIPALS

Head Priority: On each running play, you will be given a head priority, which indicates the
target spot where your head should end up. Head priority is designed to give you the
leverage to force the defender to take the long pursuit angle to the ball carrier.

Cylinder Approach: Consider the defensive man to be cylindrical. Aim your head and the
path of your momentum on alien through the “axis” of the man. This puts your head
on the middle of what he presents to you (it may not always be the front of his jersey).
The precise angle that you take has many variables; the play called, his alignment,
charge, etc.

Eyes: Before the snap, visualize the “target” point. At contact, “explode your eyes”
through the target.

Controlling the Chest Area: In order to stop your man from disengaging from you to
pursue the ball carrier, you must control his chest area. Do this by fighting through his
hands in a liting fashion and keeping your center of gravity lower than his. The
success of your block will be based primarily on your opponent'’s inability to disengage
from you.




Blocking Defensive Backs: Desire, hustle and determination are all that is necessary to
become a successful downfield blocker. Locate the man you are to block on your first
step, and go after him with your eyes fixed on him. Expect every play to break for long
yardage with the idea that your block will be the one that will spring the ball carrier all
the way. Never assume that the ball carrier has been tackled until you hear the
whistle. Always make your best effort to block downfield until the whistle blows.

Blocking Outside on Force: Start your approach as if you are going to hook the
defender. Make him think that the play is going outside of him. Approximately five
yards in front of him, circle into position inside out to give him only one way to go.
Most force men fake inside and then force from the outside. They are usually taught
not to let anything outside of them. As you get close to him, dip and explode up and
through him. Forcing yourself to take another step and swinging your knee into his
groin will allow you to run over him without breaking stride. Your eyes should look into
his numbers. Keep them open. You should hit with your head in front so that contact
is made with your inside shoulder (further back if he is a spinner). Get your hands
inside and control him.

Blocking Downfield: Strive to stay on your feet and run through and over the defender.
Look your eyes and head into his numbers. Get as close to the defender as possible
with the takeoff foot before hitting. Get close enough to step on his toes. Bring your
body under control without slowing up. The defender may try to fake you either way
because you are running straight upfield at him. Just before contact, dip down
(genuflect), and explode up and through him. Swing your knee up into his groin and
run over him without breaking stride.

A cross body block may be used if you are not in position to block him with your head
and shoulders. Concentrate on driving your hip across and through the far hip of the
defender, aiming high enough so that he cannot jump over your block. Your body
control and angle of approach will determine the type of block that you use.

Throw all blocks with force. Unload up and through the defender. We want him on
the ground. Sustain open field blocks by staying up in his face, rolling or scrambling
and crabbing after him on all fours. If you cannot get ahead of the ball carrier, use
good judgement of when to peel back. Never clip and cost us a long gain, especially if
the ball carrier has scored or is about to score. Never look back for the ball carrier. It
is his job to set up and cut off of your block. Throw your block any way you can
assuming that the ball carrier is right behind you.




PROGRESSION OF THE BLOCK

Movement: To move quickly and efficiently towards your opponent, locate the “target” and
transfer all your weight over the foot nearest your opponent (lead foot). Keep “flexion”
in your knees, hips locked and square to your target, back flat, and bulled neck and
eyes focused on the target. The footwork will depend on the type of block being
executed, and the alignment of your opponent. “Drop”, “influence”, “settle”, etc.

Contact: When reaching your opponent, be coiled and in a square position with your
center of gravity low. “Explode your eyes” through your “target”, clear and punch with
your forearms and hands, and unlock your hips. The timing of this procedure is
paramount to the success of controlling your opponent’s charge.

Drive: Once you have controlled your opponent’s charge, fight for hand position and steer
your opponent. Keep a base with your feet, your legs under you, an arched back, and
your head up. You are now in position to finish.

Finish: Once your opponent raises his center of gravity to locate the ball carrier, or tries to
disengage and pursue, accelerate your foot movement from power steps to shorter
and quicker steps (climb). Sustain your block by taking your opponent off the line of
scrimmage in the direction he is trying to escape. Your man cannot make the tackle if
you are in his chest.




TYPES OF RUN BLOCKS

Drive Block: The Drive Block is of utmost importance, since the techniques used in this
block are used in varying degrees with all run blocking. As a starting point, we
generally talk about where the weight is mostly concentrated in the stance and what
foot we move first; however, we also maintain that it is a combination of uniocking the
hips, driving force of the legs, and an upward left with the forearms and hands. The
term Drive means that your man is the primary read, and the back will make his break
off of your block; therefore, it is of utmost importance that you do not take a side, but
square up with the defender and let the running back make the decision where to run.

Reach Block: Onside biock designed to stop the pursuit of a defender on all outside
running plays. We must not only maintain outside leverage, but also knock him off the
ball. Footwork will vary depending on alignment of the opponent. Drop step in
direction of the target. Roll over your inside leg, unlock your hips, and clear and
punch with your inside hand. On your third step, work your outside foot upfield and
feel pressure. Fight for hand position and get ready to finish.

Jump Reach: Onside block designed to stop pursuit of a defender on a play run to the
outside. On this block, it is not necessary to knock the defender off of the ball, but
only to get outside leverage. The footwork is basically the same as a regular Reach
Block, except you will not gain ground and you will try to wall your opponent. This
block is used when the ball is being tossed outside.

Wall Block: An offside area block designed to block the first man of two that is responsible
for the inside area. Drop step inside and read the man over you. If he slants away,
work upfield to the next defender. If the man over you crosses your face, use cutoff

techniques.

Crab Block (Cut): This block is used when your assigned man is aligned in your inside
gap or on the man inside of you, and we are running to the outside. Lead step with
the inside foot down the line of scrimmage, aiming your head at his inside knee. Get
your head and upper body in front of him to stop his penetration. Hit with your head
and outside shoulder, then drive your outside knee and hip around his legs forcing
your outside hip into his outside hip (hip to hip), and cut him down. Scramble and crab

along the ground to sustain the block.

Down Block (Stay Up): This block is used when your assigned man is offset or one man
removed from you, away from the play, and you are at the point of attack. Angle step
with the near foot, aiming your head at the V of your opponent's neck if he is a
penetrator. Move the aiming point back to the corner of his pads if he is a reader. Hit
with your head and rip up with your hands and arms, follow through with your far foot
and wall him off from the play. You must attack with quickness and force rather than
reading and allowing your opponent to react to your block. Keep your outside hand
high and use it to stop your opponent from “rolling out”.

Cutoff Block: You will use two types of cutoff blocks. One is for outside runs, where you
will cut your opponent. The second is for inside or cutback runs, where you will stay

up and run with your opponent to cut off his pursuit.
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TYPES OF PULLS

Outside: Pull with some depth down the line of scrimmage aiming your head in front of
your opponent’s inside thigh. Force yourself to take an extra step to get your head
past his legs, then circle your head upfield as you make contact with your outside
shoulder. You must exaggerate your angle of approach and realize that if he stunts
away from the play and you miss him, he cannot catch the play.

Pulling: Speed and quickness are very important. Be especially conscious of getting out
exactly on the snap count when pulling. Constantly check your stance to be sure that
it is consistent and you are not “tipping” your pull by shifting your weight back, evening
your feet, aligning deeper, or closing your split. In order to be an expect puller, you
must concentrate on moving fluidly with your shoulders down, know your opponent’s
location so you can be decisive with your path, and stay on your feet through traffic so
you can make adjustments. There are three fundamentals, which must be

accomplished as you pull:

Far Foot: Mentally concentrate your body weight on the far foot (away from the pull).
Pivot on the far foot pushing off of it as you leave your stance.

Near Foot: Take a jab step with the near foot with the proper depth for the particular
play.

Locate your Man: Turn your head and immediately focus your eyes on your
assigned defender. Running to him quickly with your eyes fixed on him will enable
your feet and body to adjust automatically to the proper angle of approach and
position for contact. Look your eyes into the proper head position and your footwork
will take care of itself.

Concentration on these points will help you avoid false stepping and hopping. Every
step of your pull should take you closer to your assignment. Your pull should be a
continuous fluid movement.

Option Pull: Step laterally with your outside foot and with enough depth to clear your
teammate. Fix your eyes on your opponent and keep them on him. React to his
pursuit angle and get around quickly, find the place to turn up with your peripheral
vision (you may use your hands on your teammates as feelers), and hit the linebacker
quickly. The object is to get turned upfield ahead of the linebacker and wall him to the
inside. If he crosses your face by running laterally to the outside before you can get to
him, turn up and wall him to the outside. Once you are turned upfield, you may cut the
linebacker by throwing your head and shoulders at his thighs. If you cut at him, you
must get him on the ground.




Trap Pull: Step laterally with just enough depth to clear your teammate’'s down block.
Find your assigned man immediately by looking at the point of attack and seeing who
is unblocked. You are to kick your man out so that we can run inside your block and
outside the down block. You should bow your path toward the line of scrimmage to
gain an inside-out angle at the defender. Aim your head in front of him so that you
make contact with your far shoulder. Just before impact, dip lower and explode up
and through the defender. Swing your knee up into his groin and follow through on
your feet. You should always approach your man on an inside-out (bowed) path. If he
closes the hole without penetrating and cannot be trapped, adjust to log and hook him,
but never anticipate a log with your path, or you will not ever get the kick out angle that
is required each time a trap play is called.
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OT Pull: The off tackle’s pull must be done with speed. The back is running on your block,
don't slow him down. You must pull with a little more depth than the off guard you are
following so that you can clear any penetration and read his block. Locate the man
that the guard is going to trap on your first step. If he penetrates, be ready to turn up
inside his block. If he closes, be ready to go around the guard’s log. Once your
decision is made, turn up and look back inside for your onside linebacker; not there,
continue upfield for the safety.

Fold Pull: Step back with your far foot and raise up to allow your teammate enough room
for his angle block. Use option pull technique to help stay square to L.O.S. As soon
as you plant the near foot, dip down by bending your knees on the second step.
Locate the linebacker, hit him in the middle of the tops of his jersey numbers. Rip with
the hands and arms, swing your knee up into his groin and knock him backwards.
Punch him out of the hole.
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Crack Pull: Drop step with depth to clear fullback’s block and run through the outside half
of the secondary forcer. Don't leave your feet unless it is absolutely necessary.
Example: Crack.
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Blocking Linebackers: An assignment on a linebacker is vital. They are usually smaller
and quicker athletes than offensive linemen, and the defenses in this league are
designed to allow them pursuit angles to use their athletic ability to make plays. [t is
our job to get them blocked. Know how your opponents are taught to play your block
(right/left shoulder or hand shiver) as well as their pursuit angle (behind linemen or

running through).

At the Point of Attack: Roll off the ball low and hard forcing yourself to stay low enough to
hit with your head under the linebacker's head. Your feet should be shoulder width.
Look your eyes into the top of his jersey numbers, pop him with your head, and rip
with your hands and arms (forklift technique). Keep your feet moving and take him
where he wants to go. Know which shoulder he favors and always get movement.

Away from the Point of Attack: Release through the line at a sufficient angle to get your
head in front as the linebacker flows with the play; however, if you are involved in a
mate block with your teammate on the offside, your angle must not be so flat that your
teammate cannot get a sufficient angle to cut off the down lineman. Take away the
linebacker's angle of pursuit and make him escape by taking the longest route to the

ball carrier.

Maintain your base and knee bend to stay low. The linebacker will probably try to fake
one way and go the opposite. Be sure that you know how he plays this block and vary
your depth so that you are in position to block him. Focus your eyes on his jersey
numbers, and keep your feet moving to react to his path. You may cut the linebacker

on QOutside plays.




Mate Blocks: A Mate Block can be between any two offensive men responsible for
blocking two defensive men in a given area. The closer you are to the point of attack,
the more any Mate Block becomes a double team block (the reverse is also true).
Pre-snap read of both the linebacker and down lineman is of utmost importance in
helping you anticipate defensive movement. When the block is declared before the
snap, the appropriate accompanying calls are indicated below, along with an example
of each Mate Block. Note that calls may be changed or called off by either man. Use
the last call made. Most Mate Blocks are triggered by a “Name” call not the name of

the block.

Backside Calls: Made by the lineman on the bubble to gain the best possible
blocking angle on the defenders. All Mate Blocks can be called off by calling
“M” or “Base”.

Moon: An area block between the off tackle and the tight end, when they are
responsible for the defensive lineman over the tackle and the outside
linebacker, when the defensive end is aligned in a wide six and the tight end
cannot cut off the outside linebacker. Can be changed by either man calling
“M" or “Base”. Can also be used as a rule.
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Under: An area block between the off guard and the off tackle when the tackle
cannot cut off the linebacker and the guard can. Can be changed by either
man calling “M” or “Base”.
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Slice: An area block between the center and the off tackle. Called when the
tackle cannot cut off the linebacker. Can be changed by either man calling “M”
or “Base”.
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Hinge: An area block between the center and the backside tackle. The tackle
has the B Gap and the center has the A Gap.
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Scoop: An area block between the center and the off guard. Called when the
guard cannot cut off the linebacker and the center can. Can be changed by
calling “M” or “Base”. ’
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Trio: An area block between the tight end, off tackle, off guard and possibly
the center, depending on the defensive front. Each lineman is responsible for
the onside gap. Will be called by the guard if not game pianned.
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Trio . Trio

Plug: An area block between the off tackle, the tight end, and possibly the off
guard. This blocking scheme is used to block a safety that has moved into the
defensive front and is responsible for the A or B Gap.
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Pull It: A possible area block between the tight end, off tackle and the center if
the defensive movement dictates such. The tight end and off tackle pulls and
seals down the line, while the off guard pulls to the off side backer. The center
blocks on side and may get partial help from the off guard “shrug”.
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Onside Calls: Onside calls are made by the post or inside man of the two mating. It is
important that the opponent on the line of scrimmage be blocked first before going to

the next level.

Slip: An area block between the on guard and the center. Called by the center
when he feels he can reach the defensive tackie and cannot get to Mac. If the
on tackle is involved, it is a double slip, and if the on tackle and tight end are
involved, it is a triple slip. Can be changed by calling “M” or “Base”. The
technique used will vary, depending if the play is off tackle or wide.
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Ace: Teamwork between the on guard and the center, when they are
responsible for the nose guard and the offside linebacker. Called by the center
to reaffirm the blocking assignment and the technique. Can be changed by

either man calling “gap” or “go”.
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Ace Gap Go

Deuce: Teamwork between the on guard and the on tackle, when they are
responsible for the defensive tackle and middle linebacker. Called by the on
guard to reaffirm the blocking assignment and technique. Can be changed by

either man calling “gap” or “go”.
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Deuce
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Over: Teamwork between the on tackle and the on guard. Called by the on
guard when he feels he cannot get to Mac on an outside play, or we want to

help get the end off the ball when running off tackle. Can be changed by either

man by calling “M” or “Eagle”. The technique used will vary, depending if the
play is called off tackle or wing.
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Triple: An area block between the tight end and the on tackle. Can be
changed by either man by calling “M”. The technique used will vary, depending
if the play is designed to be run off tackle or outside.
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Triple
Trey: Teamwork between the tight end and the on tackle. Called by the on

tackle to reaffirm the blocking assignment and technique. Can be changed by

either man calling “gap” or “go”. We will signify who we are teaming by game
plan and play.
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Trey Gap Go Trey to Will

Team: Teamwork between the tight end and the wing to the first bubble backer
inside.
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. Exchange Blocks

A blocking pattern that changes the assignment between two or more offensive men that
are designated to block two or more defensive opponents. The purpose of the call is to
give each man in the blocking pattern the best possible blocking angle.

Wipe: An exchange of assignments between the center and on guard with the
on guard going first. Called by the center. Can be changed by calling “gap-o0”,

“gap”, or “bump”.
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Fold: An exchange of assignments between the center and the off guard with
the center going first. Called by the center to reaffirm blocking assignment.
Can be changed by either man by calling “M” or “Base”.
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Gut: An exchange of assignments between the guard and tackle with the
guard going first. Can be changed by either man calling “M” or “Base”.
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X: An exchange of assignments between the on guard and the on tackle with
the on tackle going first. Can be changed by either man calling “M” or “Base”.
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Eagle: An exchange of assignments between the on guard and the on tackle
with the on tackie going first. Can be changed by either man calling “M” or
“Base”.

5

gz O(-

&

N E M
O o0& b
M

Eagle

Ed: An exchange of assignments between the on tackle and tight end with the
tight end going first. Can be changed by either man calling “M” or “Base”. The
play called will dictate the technique used by both men.

E, S : E S
Toasy - 0oéd
Ed : M
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G: An exchange of assignments between the on guard, on tackle and tight
end. The on tackie and tight end will Trey or Gap block while the on guard
traps the end man on the line of scrimmage.
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Squeeze: An onside block between the tackle and center when the guard is
pulling.

Squeeze

Escape: A call that tells the onside guard that the center is escaping the Ace
block.
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O
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PASS PROTECTION
OFFENSIVE LINE TECHNIQUES

Basic Premise — We generally maintain area principles with the guards, centers, and
tackles, unless the protection scheme or defensive alignment dictates otherwise. By
assuming a quick firm set to the correct relative position, and a good balanced two-point
body position, we will attempt to deny any penetration to the inside of the pocket. The
outside rush will be handled as successfully, but with less aggressive techniques, thus
creating a firm inside pocket for the quarterback to work in. We must not only work
individually, but collectively as a well coordinated unit to be effective. When your
assignment drops, know who to help.

It is generally thought that the offensive lineman’s role in pass protection must be that
of passive reaction to the defender who has all the advantages. It does not necessarily
have to be that way. By our method of pass protection, we can control the rusher and
dictate to him the moves he can and cannot make. We will not simply set back and let him
throw us around. With the proper techniques, we will be able to punish the defender as
well as keep him off of our quarterback. This requires a unique blend of anticipation,
determination and patience.

Stance - Feet a little wider than shoulder width apart, both feet pointed straight ahead
with a stagger of toe to instep to toe to heel. Weight should be concentrated on the inside
foot to keep that firm inside. On the right side, use a right handed stance, and when on the
left side, use a left handed stance.

— s we ® owm ww o e
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Alignment — The basic premise to individual on or off preference disregarding games
are:

If your man is a good inside penetrator, be on the ball.
If your man is quick to the outside, be off the bail.
If no game and your man is head on, be on the ball.

The basic premise to 4-man line game preference with on and off alignments are:

1.  If E-T games combined with a quick outside rush by the defensive end, both the
guard and tackle should be off.

2. If T-E game guard can be on and the tackle off, especially if the tackle uses
T.T. game, or has a good inside move from the same assignment.

3. If the defense uses combinations of both the E-T and T-E, then both should be
off.

4. If the defensive tackle is in the G-T gap, both should be off.

5. If both men are head on, then both can be on, because they will probably use
an E-T game and the tackle can deny penetration of the end from the on
position.

Setup — Perhaps the most important factor to a successful pass protection block is the
setup. The faster the blocker gets to the relative position, the better body position he
will have before the defender makes contact. The speed of the setup will be based on
anticipation of the snap count, and practice of the correct techniques of getting out of your
stance. In some stadiums where hearing the cadence is a problem, we will go from an up
stance and use a silent snap count, or a hand holding technique.

The set to the relative position must be coordinated with the depth of the quarterback
and the alignment of the defender.

Against the head up defender, the blocker should kick to a comfortable base slightly
wider than shoulder width. Keep the feet north and south with a toe-heel relationship.
Raise the hands up to slightly lower than chest level with palms out and elbows in, and be
ready to time the jam. The jam is a punch and lift motion. The closer the blocker is to the
defender, the sooner the blocker can jam the defender and reach a full lockout. When in
the off position, the hands to the chest can better be used to ward off shoulder grabs.
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1. Head Set - Kick the outside foot to a wider base.
PR
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, the blocker must now kick step to

=

As the defender moves from the head on positi

maintain relative position.
Inside Set — Power step inside to a wider base and relative position.
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Outside Set ~ Kick and slide to relative position.
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3 Wide Outside Set — Kick and slide as many times as needed to get to relative
osition. o
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The key to the setup is that the toe of the post foot should be pointed north and south
with shoulders square to the L.O.S. On a five-step drop, try to stay square for one and a

half yards before turning. On a seven-step drop, stay square for three yards.

If the defensive man stays outside, the post foot will slide foliowing the kick step.
Against a wide or outside rusher, the terminology used is normally kick — slide — kick-

slide.
-19-




During all foot movements, keep flexion in the legs and the upper body up (show the
numbers), in order to not get over-extended and lose a balanced position.

Movement after Setup — After taking a set on a man in a head up alignment, the
defender will either move in, out, or straight ahead. The blockers feet must adjust
according to the movement of the defender. We will use power steps inside and kick steps
outside to maintain relative position. When moving laterally, always maintain a wide base
and never get caught with both feet in the air. If your man is taking the inside as a steady
diet, you should be in the on position, for you can stop penetration by being closer to your
man. If you are in the off position, you are softer and more vulnerable for penetration. The
same premise is true versus a bull rusher. :

The power step to the inside is executed by jamming the ball of the post foot into the
ground hard. The blocker must learn how to power step, not gaining any ground forward.
The blocker may have to power step, then sliding the set foot, then power stepping again
while the hands are jamming. You must drive the power step just as you drive the set. If
the post foot drops rather than power steps, this is bailing out to the inside, creating a soft
shoulder and thus, a direct route to the quarterback.

Target — The target should be the smallest visual point on your opponent that will give
you the best read as to his movement. The target used will be based on the protection
scheme or your opponent's predetermined best move. We will refer to your target as being
inside, outside or middle. If you can zero in on a small target, you will not watch the big
picture and be influenced by fake movements, such as head, shoulders, and arms.

General Fundamentals

1. While in stance, think weight on inside foot, push off with power hand to avoid
false step.

2. Maintain flexion in knees and ankles, not in waist. Show numbers.

3. The center can lock out in a 50 defense, for the nose is generally in his face
early.

4, When one man gets grabbed, call “grab” and push off.

5. When your man freezes or dances, look to the next man for a penetrator.

6. Keep kicking the set foot on contact when working outside, so you do not get

the outside foot up. Jam off the inside foot.
7. Know opponent, the defensive front, and entire blocking scheme.
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10.
11.
12.

Carry hands at chest to shoulder level and be ready to jam out and up, not just
out. Look for swats and grabs.

Have patience ... overanxiousness is perhaps the pass protector's biggest
problem.

Know where the throwing point is.

Don’t lose poise.

Number one key to the outside set is ... Don’t lean outside.
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CENTER FUNDAMENTALS

The Center must be the leader of the offensive line. The majority of the line calls are

to be made by the center, and to do this, he must first have a clear understanding of the
concept of the plays that we will use. He must know the assignments and adjustments of
all the offensive positions. He must be able to recognize and call out the defensive fronts
and be able to quickly determine which calls to make to gain the best blocking angles. The
center must also be quick and consistent. Work to improve your quickness in every drill.
Our whole emphasis will be to establish consistent, high quality performance and
everything must start with the center. You are in charge of the huddle until the quarterback
steps in. When breaking the huddle, get to the line quickly so everyone else can align on

you.

Stance

A

The feet should be as even as possible to enable stepping first with
either foot. Both feet should be spread wider than the shoulders and
pointing straight ahead.

B. The knees should be comfortably spread and flexed slightly.

C. The hips are as high as possible while still allowing you to be able to
charge forward. Keep your back parallel to the ground.

D. Have your head up. Be able to scan and recognize the defense for
proper calls. Don't tip your block with your eyes.

E. If you use one hand to snap, rest the forearm of your free arm on your
knee. You may use two hands on the ball if you wish.

F. Your weight should be balanced on the balls of both feet (little or no
weight on the ball). Be able to move laterally to either side or forward or
backward without cheating or tipping your stance.

The Ball

A. Position — The ball should be positioned slightly to the right and forward
of your head. Extending the ball in front of you will give you better cutoff
angles, because the defenders will not be as close to you or your
teammates.

B. Laces — The ball should be held with the laces up and the needle valve

in the palm of your hand, or by the quarterback’s preference.
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Snapping Arm and Hand

A. the arm should be extended by not strained (never bent).

B. Fork the front part of the ball with the thumb and forefinger, keeping your
wrist straight. The thumb should be against the far lace on the ball.

Exchange

A. Count - Listen to the quarterback. Do not anticipate the count.
Snapping the ball early penalizes the rest of the offensive team by giving
the defense the advantagé. Pass the ball on the “Hut".

B. Snap - Lift the ball directly into the quarterback’s hand bending your
elbow only slightly. The action should be one quick movement.

C. The position of the ball is at a 45-degree angle in the crotch. Make no
effort to turn the ball as it will turn naturally.

D. Make the ball slap against the quarterback’s hand. Hold onto the ball
until it hits the quarterback’s hand. Hear the pop. Never throw the ball
up to the quarterback.

E. Be stepping to your assignment as the ball leaves the ground. Drive
from your stance on the “Hut". All of this is one movement; the smack of
the ball and the moving of your foot as you hear the “Hut”.

Making Calis

A. Make the calls loud and clear. Repeat them if necessary. Identify the
defense as quickly as possible to allow your teammates to make their
own adjustments. Make enough false calls so that the defense cannot
key in on your calls.

B. On first or second sound cadences, make the calls before the linemen
are set on the line of scrimmage.

C. Never make calls without first seeing the alignment of the defense.
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PASS PROTECTION CALLS

1.  “Hang” — A TE call used to indicate that he is staying in to block. The guard and
tackle could both be affected by the call.
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3. “Hard” — A guard call that tells the back that he will trade blocking responsibilities if
his backer aligns in the A gap. No hard call when in gun.
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3. “Fan” — A tackle call that tells the back to take the bubble backer, while the guard and
tackle fan, to the 1 and 2" man on the line of scrimmage.

4. “Hard RT/LT” — A call by the Center that tells the Back to trade responsibilities with the
Guard. The Guard will biock the Nose and the Center will block the Linebacker.

E T T\ E | E /{r\': T E
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“Solid” — A center or quarterback call that indicates that the center and two guards
are blocking all area. The line sets will depend on the defensive alignment. The
quarterback could make the call when blocking 80-85 protection and the “Sub” backer
aligns in the middle.
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"Sift” — A guard call that tells the tackle to block inside.

i ols
“Gone” — A call by the Guard that indicates he is vacating the L.O.S. to Dual/Double

Read
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“Even” — A call by the Center that indicates that he is vacating the L.O.S. to Dual
Read. Used when Scat/Scram Protecting.
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9. “Louie/Roger” — A quarterback call or Center call that directs the offensive line to the
first defender off the ball to the right or left. This call is used in Nickel situations..

M
|
i

!
\

E E

NYoalels;
H § 5 o

“Louie” “Roger”
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10. “5 Down” — A Center call that indicates that both guards and the center are covered.
We will block five-on-five versus this alignment.

eJe]ulsten bsdsg

11. “Swoop” — A call that tells “F” to block the 1% man inside when there are four
defenders inside the TE. Used when Otto and Smoke protecting
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12.

13.

14.

“Backer” —

pbbé

“Turn Hot” —

M

"9t

the tackle. Each lineman is responsible for the gap to the called side.

’pbmbo

“Sort”

g4 JdeﬁQ

Turn 3 Hot

blocking A, B, and C gaps. Used in Scats and Scrams.
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“Boston”

An alert call by the tackle telling the guard and center to slide to Will.

M

"S5

A protection that tells the offensive line to make a “full turn” starting with

-~ A term that describes to the sliding portion of the line that they are area
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- OFFENSIVE LINE
PASS PROTECTON TERMINOLOGY

Area — A pass protection term meaning you and your adjacent linemen have whoever
comes into your area. You will “switch” any games with the lineman next to you.

Bailing Out — Dropping the inside or outside foot, which turns the blocker’s shoulders (soft
shoulder), and enables the rusher to take a direct route to the quarterback.

Beat around the Corner — When the rusher gets past the blocker to the outside. Bailing
out to the outside, giving a “soft shoulder” and using poor relative position usually
causes this.

Big — A pass protection term pertaining to tackles, meaning your responsibility is the man
on you, or if uncovered, the first man outside.

Body Position — The position assumed in the set. “Flexion” in the knees, weight on the
balls of the feet, head up showing the numbers, and toe to heel stagger with hands at
the numbers. A position of balance.

Bubble - A term that indicates that a linebacker is across from you. You are uncovered.
Bump ~ The solid collision two blockers should feel when they switch men on twists.

Counter Hand — Usually the outside hand held at eye level to counter the outside shoulder
swats.

Covered — A term to indicate that the offensive lineman has a defensive man in front of him
on the L.O.S. '

Fan — A pass protection term that tells the guard and tackle to block the first and second
man on the line respectively.

Force the Switch — When the blocker recognizes the stunt because his man loops. He
must force the collision with the defensive penetration. Don’t wait to feel the bump,

“force the switch”.

Grab — A call used by a blocker when the rusher grabs him and stops any switch by the
blockers. When you “grab”, push off your own man and look for the looping rusher.

Hang — A pass protection term that indicates the tight end is blocking the man over him.
He may release if his man drops.
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Pass Protection Terminology (Cont'd.)

Head Set (2 or 5 Technique) — Guard or tackle would take this set if the defender were in a
head up position. This would be a 2 set for the guard, or a 5 set for the tackle. Also
take a head set on a tight 3 for the guard, and a tight 6 for the tackle.

High Fire — A protection term to indicate an aggressive setup technique. Stay up and put
hat and hand on the target. “Explode” with your eyes and lock after contact. Used
with 90 protection.

Hopping — When the inside foot moves before the outside foot hits the ground.

Inside Set — The guard or tackle would take this set if the defender were aligned on the
inside shade. To stop penetration to the inside, we would “power step” inside the
weight on the forward leg. Be ready to “jam” with your inside arm.

Jam - The strike, punch or contact phase of the block. Hold the hands slightly lower than
chest level and jam up through the defender’s chest.

Kick Step — Movement of the outside foot or set foot to “relative” position. Usually over
and back to get half of the man if the defender is in an outside shade.

Lean Over Extended — When the upper body tips forward and the blocker can no longer
move laterally or vertically because of the forward momentum. Right this problem by
“sitting down” and “showing the numbers”.

Level — A pass protection term that tells an uncovered lineman to get even with adjacent
linemen after checking his original responsibility.

Lock Out — One or both hands immediately lock and stiffen to keep distance from the
rusher. If the blocker locks out too soon, he will lose power and the defender could

swat the arm or arms and penetrate.

Loop — When a defender circles back of the defensive line of scrimmage to allow another
defensive lineman to penetrate.

Man — A pass protection term meaning you have your man by yourself. The opposite of
area.

Off — The blocker aligns off the line of scrimmage, usually with the top of the helmet, just
inside the center's number. Generally used on a wide fast rusher.

On — The blocker crowding the line of scrimmage, but not breaking the plane of the back of
the ball.

Outside Set — The guard or tackle would take this set if the defender was aligned in the
outside position (3 for guards, or 6 for tackles).
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Pass Protection Terminology (Cont'd.)

Post Foot — The inside foot when pass protecting. Keep foot north and south, and do not
transfer too much weight off of it.

Post Knee — The knee of the inside or post foot must be bent with power or the biocker wili
be back on the heel of the post foot and lose power.

Power Step — Usually pounding the post foot into the ground while moving laterally to
defeat an inside move or slant. Drive the ball off the foot up and hard into the ground.
Do not kick the heel up and back over stride.

Reset — After reaching relative position, keep separation by moving backward away from
defender.

Relative Position — The position assumed by the blocker between the rusher and the
throwing point. The position is continually changing as the defender changes his rush

lane.

Set Foot — The foot that moves in place or moves over and back. Generally the outside
foot.

Show the Numbers — Holding the upper body up so the opponent can see the blocker's
numbers, thus preventing leaning or tipping forward.

Sit Down — A term used primarily when getting grabbed. Lower your center of gravity by
using more flexion in your legs (not at your waist). Continue to show our numbers,
and use correct stagger with weight on the balls of your feet.

Slide — Term used to describe the dragging of the inside foot back to the proper base after
the kick step: “Kick and Slide". Keep north and south with the post foot, and do not

transfer too much weight off that foot.

Soft Shoulder - When a blocker bails out to the outside or inside, he gives the defender a
“soft shoulder” or easy route to the quarterback.

Target — Point of eye focus to help in keeping proper relationship on the rusher. Generally,
the smallest inside target on the rusher’s jersey.

Tuff — When a linebacker walks up on the line of scrimmage.

Turn — A pass protection term that tells the line to aggressively block whomever shows in
the first gap away from the call.
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Pass Protection Terminology (Cont'd.)

Uncovered — A term meaning no one is aligned on the line of scrimmage across from you.

Wide Outside Set — This position is one set wider than a regular outside set. Usually only
seen for the tackle. The tackle must align in an “off” position and kick step twice
between reaching half the man. If the defender comes inside, then the blocker must
bring the set foot back to the outside set before power stepping inside.
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Regular
2 Tights
Deuce

3 Tights
3 Wides
Nickel
Diamond
4 Wides

Goal Line

TYPES OF PERSONNEL

2 Running Backs, 1 Tight End, 2 Wide Receivers
2 Running Backs, 2 Tight Ends, 1 Wide Receiver
1 Running Back, 2 Tight Ends, 2 Wide Receivers
1 Running Back, 3 Tight Ends, 1 Wide Receiver
2 Running Backs, 0 Tight Ends, 3 Wide Receivers
1 Running Back, 1 Tight End, 3 Wide Receivers
1* Down Back, 1 Tight End, 3 Wide Receivers

1 Running Back, 0 Tight Ends, 4 Wide Receivers

2 Running Backs, 3 Tight Ends, 0 Wide Receivers
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1 BACK SETS

All 1 Back sets begin with specific letters which designate what type of formation they will
become. They begin with the letters D, T and F.

All “D” Formations are Double Sets:

a) Deuce
b) Dual
c) Double

All “T” Formations are Triple Sets: 3X1

a) Twins
b) Trojan
c) Tex

d) Trips
e) Triple

All “F” Formations are one back slot formations:
a) Flank

b) Flex
¢) Flood

NOTE: All 1 Back Sets, the Backs will always be (F) Fullback, and (H) Halfback.
C.P.: No matter where they align.



EXAMPLES OF “I” FORMATIONS
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I LEFT
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EXAMPLES OF <

I” FORMATIONS
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EXAMPLES OF NEAR FORMATIONS

NEAR RIGHT NEAR LEFT
® OOLI0O® ®OO0000O
O @ O
® ®
® ®
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EXAMPLES OF FAR FORMATIONS

. | FAR RIGHT FAR LEFT
® 00000 00000 ®
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EXAMPLES OF SPLIT FORMATIONS

SPLIT RIGHT SPLIT LEFT
® OO00O00® ®OO0000 ®-
O @ O
® ® ® ®
| SPLIT RIGHT TIGHT SPLIT LEFT TIGHT
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EXAMPLES OF FULL FORMATIONS

. | FULL RIGHT FULL LEFT
® 00000 ®00000 ®
O ® O
® O ® ©
FULL RIGHT TIGHT FULL LEFT TIGHT
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EXAMPLES OF 1 BACK SETS - “D” FORMATIONS

DEUCE RIGHT /.«

®00000G
® O

®

DEUCE LEFT /¢
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EXAMPLES OF 1 BACK SETS — “D” FORMATIONS CONT.

. | DART RIGHT DART LEFT
® olo/n/ele ® ® o000
© ® ®
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EXAMPLES OF 1 BACK SETS — “F” FORMATIONS

FLANK RIGHT ;s FLANK LEFT
® 00000V ©O0000
@ O ® ® O
® ®
FLEX RIGHT FLEX LEFT
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® O O
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EXAMPLES OF 1 BACK SETS — “T” FORMATIONS

~ | TWINS RIGHT TWINS LEFT
® 000000 ®00000
O ® @@ © O
® ®
- | TROJAN RIGHT TROJAN LEFT
® 009000 o ol o ©O0Q00
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EXAMPLES OF 1 BACK SETS — “T” FORMATIONS

TRIPS RIGHT TRIPS LEFT
® OOoOO00O® ®@OO0LOO ®
O ® © 0o o o
® ®
| TRIPLE RIGHT TRIPLE LEFT
© OO000O O) O) O0000O &
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ADDITIONAL FORMATIONS

. [SPREAD RIGHT SPREAD LEFT
® olo/nele) ® ® ololnele)
® ®© © ®© O
O e
[ROCKET LASER
® ooOo00 © ® OO0
® ®

O © O

13-







MOVEMENT AND SHIFTS
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MOVEMENT

Movement is very important to our total offensive system. There are several reasons for
movement in our offense; amount the most prominent reasons are:

1. To create a personnel advantage by creating coverage mismatches on our Receivers or
Backs.

2. To create a personnel advantage by effecting changes in run support and force
responsibilities.

3. To create secondary movement in an effort to better enable our Quarterbacks to recognize
coverages.

4. To get our personnel in better position to execute their given assignment.

5. To create problems for the defense in Man Under coverages when attempting to hold or

bump receivers at the line of scrimmage.

6. To create an opportunity for indecision, confusion, and/or misalignment by the
secondary.
7. To cause movement on the part of the defense in an effort to realign their personnel with

the coverage calls and changes, and not allow them to set themselves and react to familiar
offensive patterns. Make the defense play “on the move”.

8. To force the opponent to spend practice time and effort on adjusting to movement
patterns rather than improving defensive skills and schemes.

9. To present a visual complexity to the defense, yet be able to run the same basic plays
from a variety of looks.



THE FOLLOWING ARE BASIC MOVEMENTS IN OUR OFFENSIVE SCHEME

Backfield Movement:

1. Jet Long movement by a back toward the single receiver side (WR must
adjust split to no wider than 7 yards).

2. Jam Short movement by a back toward the single receiver side.

3. Motion Short movement by a back toward the two receiver side.

4, Buzz Long movement by a back toward the two receiver side (WR must adjust
split to no wider than 7 yards).

5. Orbit Retrace movement.

Z Movement:

1. Zoom
2. Zip

3. Z Orbit
4, Zap

5. FK Zap
6. Zing

X Movement:

Movement across the formation.

Short movement toward the formation.

Retrace movement.

Movement to slot across formation and hold off at Tackle position.
Movement in slot and hold off at Tackle position.

Movement from slot across formation and hold off outside Tight End.

1. Sail Movement across the formation

2. Slip Short movement toward the formation
3. X Orbit Retrace movement

Tight End Movement:

1. Fly Movement across the formation

2. Y Orbit Retrace movement

3. Yo Short movement towards formation



EXAMPLES OF BACKFIELD MOVEMENT

NEAR RIGHT JAM

FAR RIGHT MOTION

® COO00® ® OCOO00®
_Q_é c O
® ®
| NEAR RIGHT JET FAR RIGHT BUZZ
@ 0[0]0]0/0]0, ® OO0O00®
O O
® ©®
® ®
NEAR RIGHT SLOT MOTION FAR RIGHT SLOT JAM
@ QOO0 0® ® OO0O00®
® &) é) ®)
® ®

NEAR RIGHT ORBIT

® OO00Q00®

FAR RIGHT SLOT JET

® OO000L
®)

@
é)'

®




EXAMPLES OF TIGHT END MOVEMENT

<= | | RIGHT FLY ILEFT FLY
® 00000 ®|© 00000 ®
O—0 &—@®
® ®
® ®
| IRIGHT Y ORBIT ILEFT Y ORBIT
® 00000 o3fe) 00000 ®
—6—=0 O——
® ®
® ®
IRIGHT YO ILEFT YO
® 00000 ® ® 00000 ®
O 0| o— o)
® ®
® ®




EXAMPLES OF “X” MOVEMENT

DEUCE RIGHT SAIL DUAL RIGHT SAIL

®0O00000 NG, O0Q00®
O ® 6 O ®

® | ®
| DEUCE RIGHT SLIP | DUAL RIGHT X ORBIT
®00000G® - ® 00100100

® ®




EXAMPLES OF “Z” MOVEMENT

. | | RIGHT ZOOM IRIGHT SLOT ZOOM
® 00Q00® ® 00Q00®
®- S & @
® ®
® ®
I RIGHT Z ORBIT I LEFT SLOT Z ORBIT
® 00000® ®00Q000 ®
o - € o} ®
® ®
® ®
I RIGHT ZIP ILEFT SLOT ZIP
® O0Q00® ®00000 @
O e —0
® ®
® ®




EXAMPLES OF “F” MOVEMENT

DEUCE RIGHT JAM TWINS RIGHT MOTION
® 00000 - ® OCO000W
—0 ® O—=0O
® ®
DUAL RIGHT JET TROJAN RIGHT BUZZ
® OO0000Y® - ® O0000B
— O ® ®_ O @,
® ®
TEX LEFT MOTION

® - 00000
@) —0 ®

®

FLANK RIGHT JAM

- ® 00000V
@ 06—

®

TWINS RIGHT ORBIT

®  00000®

®

FLEX RIGHT JET

- ® O0000G

® 0—0
®




ISHIFT: TE always opposite the formation
called, on the “Ready” call he shifts to the
formation called.

EXAMPLE: SHIFT TO IRT

5

®0

SWITCH: Puts X&Z on the opposite sides of]
their normal alignment

EXAMPLE: | RT SWITCH

® OOLIO0®
O

®
®

POP: Y aligns as Fullback in I formation and F
aligns in double formation (opposite the
formation call). On the “Ready” call they shift
to the formation called.

EXAMPLE: POP TO FAR RIGHT
® OOoo0O
3 © o

®

®

STEM: A Shift by F. F aligns on his side of
the formation called on Ready e shifts to the
formation called.

EXAMPLE STEM TO TRIPS RT
® oodoOo®

HUSTLE: Y aligns off the ball opposite the call.
Y on the QB’s heel fakes Fly motion and then aligns
on the ball to the formation call. Backs align in the
formation called. Double cadence. (Set White 20,
White 20 Set Blue 88 Blue 88, Hut, Hut)

EXAMPLE: HUSTLE TO I RT SLOT ZOOM

.....

®

QQ)

SHOP: Y & F cross the formation into the
formation called.

EXAMPLE: SHOP TO TWINS RT

elo/nele
QOOLIOY

®




FLOP: Y and F align on the same side and shift
to the formation called.

EXAMPLE: FLOP TO FLANK RT

elenlele -
oo

© o

FLIP: From Triple Right to Triple Left. Y & F
cross the formations Z or X return to normal
split.

EXAMPLE: FLIP TO TRIPLE RT

200000

DANCE: Delayed movement with Z zooming
and F shifting after Z passes him to the
formation called.

EXAMPLE: DANCE TO FLEX RT

ﬁjl@

®

®

SCATTER: will shift XY, Z, F & H from
Triple into the formation called.

.
o**%s,

e

®/ .....

®

Q00000 13 _©

.
vao®

CHANGE: Y & Z exchange alignments to the
formation called.

EXAMPLE: I RT CHANGE
® OoOoLoO @
O

®
®

SNAP

EXAMPLE: SNAP RT

®
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4-3 DEFENSES

FS SS
c (Mike) c
M
(Will) (Sam)
. W E T T E S
O OOoOUgO oo
O O
40 40 Sink
M M S
S ET TEW WE T T E
©]0]0IN[0]0. O O oodooo
O O O
40 Wink 40 Dink
M w W M S
SET T E E T T E
Qoodoo O O ooOdooo0o
O O , O
Over Under
M M
SET T EW WE T T ES
- ooooo O O ooOgooo
O O | @)
Over Sink Under Wink
S M W M
E T T EW ’ ETT ES
oOo0o4goo O . O oogooo
O O | @)




4-3 Defense (Cont'd.)

Over Sink Will Hip Over Dink
S M w W M S
E T T E E T 7T E
oootoo O O ooJooo0o
O O O O
Under Close Wink Over Close Sink
M w M S
S ETTE W ET T E
oootdoo O O oodooo
O O O O
40 Stack Over 3-4
M w M S
S E T T E W E T T E
oooOoo O O o000 oOo
O O o O
Under 3-4 40 Change
M W M
S E T T E WET T S E
oleolelnle]e; O O ooo0oo0o
O ® | O o
40 Stack Change 40 Wink Change
M w W M
E S T T E ET T S E
oootoo @ O oogdooo
O O O O
Over Stack Change 40 Wide
M W M
E S T T E WET T E 8§
olojolNe]e O O ooJoo0o O
O - O O




4-3 Defense (Cont'd.)

40 Stack Wide 40 Joker Strong
M W M 88
SE T T E WE T T E S
oooUoo O OoOoLOOO
O O O
40 Joker Weak Over Joker Strong
M 8s M S8
S ET T EW W E T TE 8§
oo0oUoo O OoJOOO
O O O
Over Joker Weak Over Wide Joker Strong
M Ss M §S
SET T E W WE T T E 8§
ooo0oUoo O Ooodooo
O O O
Over Wide Joker Weak Over Change Joker Strong
M S8 M S$s
S E T 7T EW WE T T S E
oooUoo O olon(elele;
O O O
Over Change Joker Weak Under Joker Strong
M S8 M S8
E S T T EW WE T T E S
oooUoo @) ooaooo
O O O
Under Joker Weak 40 SS Up
M SS M
$ E T T EW WET T ESSS
OOOLI0O O ooUooO
@ - O O




4-3 Defense (Cont'd.)

Bear

Big Bear

88 M

WET T §E

ooodoo @ O oodoo0o
O O O
Bear SS Bear 7
M W w
S8 ET T E E T TE M S
ooogoo O O ooOo0o00o
O O @)
ooodoo O O oogooo
O O O
oooOoo O O oodooo
O : O O
oo0oO0oo0o @) O oogooo
O @) O
oooOoo O O oogdooo
O O | O




3-4 DEFENSES

FS SS
(Jack) (Mike) Cc
C J M
(Will) {Sam)
W E N E S
O OOopnoOo oo
O O
3-4 3-4 Strong
M J J M
S E N E W W E N E §
oootoo O O o000
O O O
3-4 Weak 3-4 Wink
M J J M
S E N E W W E N E S
ooodoo O O ooOo000
O O O
3-4 Sink 3-4 Dink
M J J M
8 E N E W W E NE S
ooogoo O O ooOooo
O O O
3-4 Stack 3-4 40 Stack
M J w J M
S E N E W E N E 8§
oooaoo O O ocoOdooo
O | O O




| 3-4 Defense (Cont'd.)

3-4 40 Sink 3-4 40 Stack Change
M J J M
s E N E W W E N S E
QOoouooOo O @) oodooo
O O O
3-4 Mike Tuff 3-4 Jack Tuff
J M
S EMN E W W E J N E S
ooogoo O O ooOooo0o
O O O
3-4 Bear 3-4 Bear SS
J SS J ]
S M ENE W W ENE SS §
ooogoo O O oogooo
O O O
ooodoo O O oodoo
O O o
oo0oOoo O @) ooOooo
O @) O
ooodoo O O oodooo
O - O O




Linebacker and Secondary Positions

Strong Safety Positions

Buzz — Position taken normally by Strong Safety on
Buzz force about 3 to 4 yards off L.O.S.

SS Change — SS line up over the TE exchanging
position with the Sam Lber. _

SS Up - SS up within 3 yards or on the L.O.S.
outside the end man on the L.O.S.

Normal — SS lined up 5 to 6 yards deep slightly
outside TE.

SS Bump - SS lined up over and pressing Z or the
receiver to the two-receiver side.

Joker Strong — SS lined up as a linebacker strong
side.

Joker Weak — SS lined up as a linebacker weak
side.

Normal - WS aligned 9 to 11 yards deep over
weak side offensive guard.

Sky - WS inverted in a weak side force position,
approximately 6 yards deep outside offensive
tackle. J
WS Up - WS up within 3 yards or on the L.O.S.
Joker Strong — Weak Safety lined up as a Lber
strong side.

Joker Weak — Weak Safety lined up as a Lber weak
side.

Buzz
\Y%
Normal
Jok Jok )
V\?e:; Storoz; v
Ss SS
v v Change Bump
vV V
885 Up
oopdooo
O O
Weak Safety Positions
Normal
%Y \Y
Joker Joker
Weak Strong
"5
oopfgooo
O O
Sam Linebacker Positions
Sink Hip Walk Out
vV V VYV
\V%
Change
oofgoo

O

Sink — Sam Lber inside alignment over tackle.

Hip — Sam Lber is outside of DE and off L.O.S.
about 1 to 2 yards deep.

Walk — Sam Lber is off L.O.S. about 3-5 yards
deep, splitting the difference between the TE and
receiver to that side.

Out -~ Sam Lber is in a press position on receiver to
TE side.

Wiil Linebacker Positions

wink Hip Walk Out

VVVV

OO O
O

Wink - Will inside alignment over tackle.

Hip — Will Lber is outside DE and off L.O.S. about 1
to 2 yards deep.

Walk - An alignment by the Will Lber off the L.O.S.
about 3 to 5 yards deep, splitting the difference
between the offensive tackle and the receiver to the
one receiver side.

Out - The Will Lber lined up in a press position on

the receiver to the one receiver side.
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Linebacker and Secondary Positions (Cont'd.)

Corner Positions

C
Change

\Y

c
Bump

v

C Bump ~ Comer lined up over and pressing wide
receiver to that side.
C Change - Corner lined up on the tight end.

oOoUoo

oogdoo

oodoo




The number of down linemen and linebackers in the defense will identify substituted

SUBSTITUTED DEFENSE IDENTIFICATION

defenses.
42 32
FS FS SS
C N M S N C w s
E T T E E N E
O oofgoo O oofdoo
O ®
O O
O [e
41 33
‘FS Ss FS
C D M N C J M s
E T T E E N E
O ooQgoo O oogoo
O O ©)
O O
O @)
40
FS SS
c
D M C
E T T E
O oogdoo O oogoo
O O
O O
O O
42 (Trips)
FS SSs
c M NDC
E T T E
O ocoggoo O oopQgoo
OO
O O
- 0O O




LINE STUNTS AND TWISTS

Line stunts involve defensive linemen when they are making directional charges. In
some instances, the cross charge may involve a defensive lineman and a linebacker.

When a cross charge involves the two defensive tackles or a defensive end, we
designate the stunt as a twist. We further describe the stunt by designating the player that
stunts first: i.e., a weak twist in which the weak DT stunts first with the DE charging over the
top behind him is a Weak TE. A 34 defense twist in which the nose tackle stunts first with
the DE coming over the top behind him is a Weak NE.

When a cross charge involves a defensive end or a defensive tackle with a linebacker,
we designate the stunt by name and designate the first charger. Example: 40 Will A; 34
Will X It

" A pinch involves a directional charge to the inside by a defensive end over an
offensive tackle or dart by a defensive tackle over the offensive guard. A slant involves
similar directional charges by two adjacent linemen. A slant or angle (angle more than 2)
may be further described designating a direction or side; i.e., slant weak or angle strong.

~ -10-




4-3 DEFENSIVE LINE STUNTS -

Strong Dart

Weak Dart

Double Dart

E T T E S E T T E 8§ E T T E §

cogooo OOy10 00 o@dboo
e o e

Double Pinch T's Weak T's Strong
M M M
w W W

EN\ W J ,E S E T I E 8§ E T; ~E S

oo © §ogooo 0dya0Yp ©
o e O

000000 0OO00O0 00Od00 O
o o e

000000 0OO00O0 000000
o o ®

00O000 000000 000000
o o e

000000 000000 000000
o o o
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4-3 DEFENSIVE LINE TWISTS

C [WeakTT

Strong TT

Weak T E

M M M
W E T T E 8§ v E T T E 8§ W EUT T E §
q‘dﬁo oo OO 0O <¥<>*D 00O
2 1O 1O2 1 2 O
Strong TE WeakET Strong ET
M M M
W w W
E T T _E S E_T T E S E T T. S
compyoo | YQOooo ooq@fgo
OZ t 2 1 O O1 2
Double TE DoubleET Weak E Palms
M M M
W w w
E T T E S E. T T E § E T E S
'%‘o D?gO o Ogp o ¢o ofe
1 2 OZ 1» 2 1 O1 2 2 é 3
Weak T Paims Strong E Palms Strong 1 Paims
M M M
w W w
E T I E S E T E S T E S8
00 g 0 oﬁﬁgﬁo 0 000
1v 3 3 1 O 2 3 1 2
000000 ele)uleXeXe ole)YufeXe¥e
® o ®
0OOd00O0 ole)uleYoXe 000000
o o ®
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3-4 LINE STUNTS

Strong E Pinch Weak E Pinch Double E Pinch
J M J M J M
w W W
E N E S E N E S E N E S
elelnoVele Qo O00o0 é\omg/oo
O O o
Slant Strong Slant Weak Angle Strong
J M J M J M
W w wW
E E S E N E S E N E S
b@é\eoo ogigoo O DN O
O o O O
Angle Weak Nose Strong Nose Weak
J M J M J M
w W W
E N E S E N E S E N E S
/oc;(tjg(bo oom\ooo oo‘aooo
O O O
oo o oogdooOo ocogdo oo
O O O
OJORNIORONG® oondooOo OJORNEONON®.
O O @
OJORNEONONO) oongooo _OODOOO
o 0. O
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34 LINE TWISTS

. | Strong E/N

J M
W

E N E S
ood@@o
O

Weak E/N
d M
W

E N E S
%gmooo
O

Strong N/E

Weak N/E

O

OO0 0O0 000000 000000
O O O

0oO0O0 00 oJolufoXoXe) 0000 0O
O ® o)

000000 000000 000000
O O O

O0O00O0 ololnfoXeXe) 000000
o o e,
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Dogs:

Blitz:

DOGS AND BLITZES

A total of 5 rushers will constitute a “Dog”. In a 4-3 defense, a “Dog”
includes the 4 down linemen plus 1 linebacker or defensive back making a
predetermined charge across the line of scrimmage. If a lineman drops out
into pass coverage, it will still be considered a “Dog”.

In a 34 defense, a “Dog” will consist of the 3 down linemen plus 2
linebackers or defensive backs making a predetermined charge across the
line of scrimmage. If a lineman drops out into pass coverage, it will still be
considered a “Dog”.

A total of 6 or more rushers will constitute a “Blitz”. In a 4-3 defense, a
“Blitz” includes the 4 down linemen plus 2 or more linebackers or defensive
backs making a predetermined charge across the line of scrimmage. If a
lineman drops out into pass coverage, it will still be considered a “Blitz".

In a 3-4 defense, a “Blitz” will include the 3 down linemen plus 3 or more
linebackers or defensive backs making a predetermined charge across the
line of scrimmage. If a lineman drops into pass coverage, it will still be
considered a “Blitz".
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DOG AND BLITZ IDENTIFICATION

We will identify Dogs and Blitzes two different ways.

To identify the exact holes through which rushers come, we can identify the rusher by
position and then the hole. The letters A, B, C, D, will indicate strong side rushes, and the
numbers 1, 3, 5, 7 will identify weak side rushes.

7 5 31 A BC D
000000
Examples:
M M
WE T T E S WE T T E S
OQUL100O0O ooupOoOo
Mike 1 = M1 Mike A = MA
| M
WE T T E S
O Dooq
Sam D Mike 1 = SDM1

We can also identify more common Dog and Blitz combinations by giving that

combination a name.

Examples:

WETM E S
oog’oo

Mike Scrape Strbng

W E
R

Saw

e
oggoo

g
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4-3 DOGS AND BLITZES

SamD Mike A Wil 3 ’
M M M
W w W
E T TE S E T T E S E T T E S
oomoocﬁ | oomlooo \oomooo
@) O O
Sam D Mike 1 Mike A Will 5 Saw (Sam D Will 5)
M M M
w W W
E T T E S E T T E S E T T E
oolmooo ooaooc')) \oomooo
@) O O
All Mike Scrape Strong (Mike B) Mike Scrape Weak (Mike 3)
M M
w w w
E T T E S E T T™NNE S E T E S
\Qomooo ooq/ooo q//o\tjooo
O 1 2 2 1 O
Will (Will 3) Will X It (Will 5) Sam X it B (Sam B)
M M , M
w W W
T T E S E T T E S E T T ES
\E)\pmooo &omooo oJo)uleYe¥o
.1 2 O 2 1 O OZ ]
Sam X}t (Sam.C) Saw Will 3 (Sam D Will 3) Saw Sam § (Sam B Will 5)
M M M

W
E T T EyS
OODOC}?%

O 17 2

wW
T T E S
{}&omooo

1 2 O

w

E T T ExS
\SOD @)
OZ 1

 Saw Sam B, Will 3
M

w
B\NT T E-S
@pucyégo
O

Mike Will Gut (Mike A Will 1)

w
E T E 8
o{o “\ooo
O.

Bear Saw (Sam C Will 5)

8%
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3-4 DOGS AND BLITZES

Sam (Sam D) Mike (Mike B) Wl (Will §)
J M M J M
W w W
E N E S E N E S E N E S
oomooc; 00 Odo|o o \oomooo
O O O
Jack (Jack 3) Saw (Sam D Will 5) Middie (Mike B Jack 3)
J M J M J M
w w W
E N E S E N E S E N E S
o ogooo \\:)ODOO OLODO)OO
O | O O
Middie Strong (Mike B Jack A) Middie Weak (Mike 1 Jack 3) Middie Cross St. (Mike A Jack B) |
J M J M J M
w W w
E E S E E S E N E S
oo}m\p‘oo oﬁa/rﬁ/\vooo oo‘ 00
O O 2 O 1 3
Middle Cross Weak (Jack 1 Middie Double Cross (Jack A All (Sam D Mike A Jack 3 Will 5)
Mike3) J M Mike3) J M J M
w w w
E N E S E E S E N E S
E}O 00 OO \o& E]lO 0 g
3 1 O 2 2 O t O
Sam X it E—(s,ain B) SamXItC (sm C) Wil X it (Will 3)
J M J M J M
W W w
E N Ex—S E N E~S E N E S
OODC}/éi) OODO?EQ ‘BODOOO
O 2 1 O 1 2 1 2 O
Wil E (Will 5) Mike Nose (Mike A) Mike E (Mike B)
J M J M J M
W w W
E N E S E N E S E N E S
%&)ODOOO OOC@Q@O OOC)&OO
2 1 O 1 2 O

O.
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3-4 DOGS AND BLITZES

Nose Mike (Mike 1)

Jack Nose {Jack 1)

Nose Jack (Jack A}

J M J. M J M
w w W
E E S E N E S E N E S
O qé\p ol qu'u 00O O @p o¥e
2 O 1 2 O! 1 O 2
Jack E (Jack 3) Strong Scrape (Mike C) Strong Slam {Sam C Mike D)
J M J M J M ~
W W W
E N E S E N E\ S E N E
@%DOOO oomo}p oomq&)
1 2 O O 1 2 O
| Weak Scrape (Jack 3) Weak Slam (Will 5 Jack 5) Flush Strong (Mike B Sam A)
J M J M J M
W W W
N E S E N E S E N S
éouooo 26@[1000 oomé}go
2 1 O 3 1 2 O O 3 % 2
“Flush Weak (Jack 3 Will 1) Sink It (Weak) (Jack 3)
J M J M
W w
E N E S E E S
;kgooo oy
2 1 03 2 3 O 1
34 Bear Saw (Sam D Wil 5) 34 Beoar Saw Jack (Sam D Jack 1 | 34 Bear Saw SS (Sam D Will 5
Wil 5) $S C)
J M , J M J M
W E N E SS S W E\N E SS S W E N E SS S
00000 0 \33;100(})/ Kgou:lo;/c‘)/
O O O
oogooo oogooo coQgooo
@) o) O
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COVERAGES
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BASIC COVERAGES

COVER 0 Blitz coverage ~ straight man coverage. No Free Safety.

COVER 1 CINCO Man free — Man to Man coverage with a Free Safety. 5 Man rush.

A) 1 HOLE Man to Man coverage with a Free Safety and a free Backer with no Man
to Man responsibility. 4 Man rush.

B) 1 WEAK Man Free with Free Safety covering #2 receiver Weak. SS is free in deep
middle. Can be used with Cinco or Hole.

O) 1HOLE # Man to Man with a Free Safety and a true double on the jersey number of
a specific receiver. Example: 1 Hole 33.

COVER 2 Two deep 5 Under Zone coverage

A) 2MAN  Two deep, S Under Man coverage
COVER 3 3 deep 4 Under Zone coverage. Variations include Buzz, Cloud, Sky, Weak
COVER 4 Four deep, 3 Under Zone coverage

A) 4 MAN 4 Deep, Man under coverage
COVER 5 Man to Man with a Double
COVER 6 Weak roll with a Quarter, Quarter, Half configuration in the secondary and a 4
Under Zone Coverage.
COVER 7 Double Coverage, Man Coverage with a designated Double on a single receiver
COVER 8 A 3 on 2 coverage resulting in a double on the widest receivers based on the
inside receiver release. Can be played with Man as Zone by the Backers

COVER9 Strong Roll, Quarter, Quarter, Halves configuration in the secondary and a 4

Under Zone coverage



CALLING COVERAGES

Use the following sequence to call coverages based on our coverage numbers and terms.

ZONE:

EXAMPLES:

Penny

Nickel =

Dime
Dollar

3DB’s
5DB’s
6 DB’s

15T:  Coverage Number

2".  Sky, Cloud, Buzz to indicate primary Force/Flat responsibility
3. Descriptive term for special secondary technique if necessary
4™ Term to indicate number of rusher if necessary

5" Any Dog or Blitz

3 SKY MAX

7 ACE

2 CATCH

3 BUZZ CINCO
(S&D, M&A, W-C)

DEFENSIVE GROUPINGS

7 DB’s..



10.
11.
12.
13.

14.
15.

16.
17.

18.
19.
20.
21.
22.
23.
24,
25.
26.
27.
28.

ACE
BUZZ
CATCH

EXCHANGE

CINCO
CLOUD
SQUAT

CAT
DEUCE
MATCH

MAX
ROBBER
THIEF
SPY
TRAP

- TREY

ZONE DOG

CLAMP
SUP
JOKER
BAIL
HOLE M
BANIJO
VICE
SHOW

COVERAGE TERMINOLOGY

Double coverage on widest receiver
OLB with flat and force responsibility

Comer technique in which he has flat responsibility while playing level at
around 5 yards

An alignment placing the SS on the LOS in front of Y with an outside
rusher on the LOS

5 Man rush
Comner having flat and force responsibility

A 3/2 coverage resulting in a Double on the widest receiver based on the
inside receivers release

Comer Blitz
Double coverage on second widest receiver

Man coverage within a zone when the receiver leaves the assigned zone,
he is released by the defender and he continues to play his zone.

3 Man rush

Man Free term indicating SS in hole coverage

Man Free term indicating FS in hole coverage

A defensive line technique dropping him off into coverage

A comer appearing to play trail technique but rolling back into a short
zone

A double coverage on the 3rd receiver

A defensive lineman dropping out to cover a vacated zone resulting from
the dogger

Press Man to Man away from Comer roll with primary run support

SS on LOS over Y with Sam aligned outside

SS aligned as part of the front strong

Coverage technique aligned in press and then running out for 1/3 coverage
an Free term with 4 Man Rush indicating 1 free Linebacker

2 on 2 Man coverage in and out

2 on 1 Man coverage by 2 secondary players, inside and out

SS aligned on LOS outside of Defensive End or outside Linebacker

GREEN DOG Rush by a linebacker when his coverage responsibility blocks

DOG
BLITZ

Rush by a Linebacker
Rush by a secondary player .
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CALLING NICKEL COVERAGES

Nickel coverages are indicated by two digits. The first digit is the strong side (2
receivers) and the second digit is the weak side.

Examples: 3 Sky/3 Buzz
11 Robber
22 Man

Defensive Groupings

Nickel = 5DB’s
Dime = 6 DB’s
Dollar = 7DB’s
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Play LEAD DRAW RT

Basic Blocking: DRAW

 Formations:

I

NEAR

FAR MOTION

I ZIP

I ZOOM

TWINS MOTION

FS

"sahad\ "

"Backer“

B8all Carrier: Aiminlg point, A gap. Steps:step, lateral slide and go. Read N,T,M cluster.
Back: Step up. Block the first bubble LB from the outside in.
¥: Base man on, possible "Out" call. Alert "Bear".
X: Backside - Cut Off
Z: Playside - Block 1st force.
40 STACK NEAR LT OVER WIDE
. ¥y R 4
g Fodss |
Zone RO "Backer“
816 BEAR
S E 7

OVER 34 - FAR RT MOTION <
M»(

W/E I é O‘/~ W E‘.s

"Backer}?Ace Under

4

Bear Adj.

UNDER WINK

W

TWINS RT MOTION

40 DINK

OVER SINK _ »
- W E

“Backer"

OVER DINK




Play LEAD DRAW LT

Basic Blocking: Draw )

C

QB Check Off:

ALERT
Check to OG Bubble

into:
Slant Toss
Act 4/5

Out Of:

S/S UP
BEAR

QB Action and Alerts:

"~ OPEN TO RIGHT. SHOW PASS AND TAKE THE BALL TO THE BACK. SET UP.

34 ' 1 LT ZOOM W, 34 WINK
MoAd AN \ M
SIE ‘ E W '
3 ’b
O ofe) S 6
Ac "Backer" Gap
Ys. pinching
DE is possible
34 | LT FLY 34 J TUFF
\
c/ S </ " UL J‘ E‘ "%
— 9,2-0
Gap" "Backer"
34 SINK NEAR LT iy 34 M _TUFF
&o 'N E W .*
O Ac Backer
34 BEAR FAR LT MOTION 34 DINK
7 % S
Bear Adj




Play ISO RT Basic Blocking: DRAW
Formations:
I (FLY) c
NEAR
FAR MOTION
e 53
I ZOOM
DEUCE OFF (V) "Backer"
TWINS FLY
| OFF &)
Ball Carrier: Aiming point A gap. Steps: drop step and go. Read N, T, M Cluster.
| Back: Set up, block Mike. Exception, Over 34
Y: Block Sam. Alert "Hang" "triple", Bear. Exception Over 34.
X: Backside - Cut off.
Z: Playside - Block 1st force. Alert - Search
80 STACK | RT (SEARCH) OVER_WIDE IS
W
/ E T+ Tr ES w E E S
o QOTHSS Q
Zone —Q
"Backer"
OVER 34 NEAR R BIG BEAR
e 3
/ W oE Wl T4k €
oo B 53 \ ot BS da.
: "Ace" "Under"
"Backer" O "Bear /
UNDER WINK W FAR RT MOTION < 80 DINK
M W M
/ e A es o/ E
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Ace Zone
O
OVER SINK M 5 SPLIT R OVER WVER DINK
O/ W E ‘\E /
. % QO /\
acker" O Zone
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Piay SO LT

Basic Blocking: DRAW

Cc

FS

"Racker®

QB Check Off:

ALERT
CHECK TO OG BUBBLE

Into:
Slant Toss
Act 4/5

Out Of:
S/S UP
BEAR

QB Action and Alerts:

OPEN TO RIGHT.

SHOW PASS AND TAKE THE BALL TO THE BACK. SET UP.

34 34 UNDER
34 34 J TUFF
\{ o E W \O
O~ P Backer"
34 SINK | FAR LT MOTION — 34 M_TUFF
E W S Y N E W
ot Q \o X 6 oQ
"Backer" "Backer"
~—0O O
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AN Vi
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BRUSH RT (PUMP) (RAP)

Basic Blocking: Quick Draw

Play
Formations: '
DUAL FS %
FLEX C
e MY C
&&5588 |
This is a quick draw - Aiming point outside leg of OG, gain 1 yard with a
Ball Carrier: lateral side step.
Back: Playside - Block DB over you. In Slot - Block man over you.
Y: Biock Sam. "Hang", "Triple", Bear.
X: Back side - Cut Off. Slot- Block DB over you.
Z: Playside - block 1st force. In Slot - block man over you.
40 STACK DUAL RT OVER WIDE JS
W) M A M
J) E; T\:T ES ? W oE TES
Felelalelets i 5] Bay
&
Flash s'/ Flash Opt
OVER 34 B S FLEX RT JET BIG BEAR
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Play . BRUSH LT (PUMP) (RAP)

Basic Blocking: Quick Draw

| Ss FS
ICEY So Yo)
@

T

! L

Al ERT

into:
Arc

Out Of:
7 MAN FRONT

QB Action and Alerts:

OPEN TO THE RIGHT.

SHOW PASS AND TAKE THE BALL TO THE BACK.

SET UP.
34 FLEX LT 34 WINK
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| o
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34 ST DUAL LT W TOFF
M ; Yy
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Play PAINT LT

Basic Blocking: Base Draw

Formations:
I (OPEN) c /\.
NEAR JAM !
FAR
FAR ORBIT
DEUCE JAM .
DEUCE FLOW
Ball Carrier: This is a Slow Draw. A Gap, drop step & go. Read N.M.W. cluster.
Back: Step up and over, read OG to get to WLB versus reduced look.
Y: Base cut off; Alert "Out", "Moon", "Plug!
X: Playside - block 1st force. Slot- block DB over. Alert Dbl Crk.
12Z: Backside -~ Cut Off. In Slot - Block DB over you. Alert Dbl Crk.
40 STACK | RT (SEARCH) JK OVER WIDE JS
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/ e 1T é 6E 65 O/‘ TT E S
O : ut“ O
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Play PAINT RT

Basic Blocking: Fan Draw (34)

Backer

QB Check Off:
ALERT

é Into:
Act 4/5 _

Qut Of:

FS UP
7 Man Front vs. 3WR

QB Action and Alerts:

OPEN TO THE RIGHT. SHOW PASS AND TAKE THE BALL TO THE BACK. SET UP.
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"Backer " O Scoo
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Play DRAW LT

Basic Blocking: QUICK DRAW

FS

QB Check Off:
SS
- C C ALERT
M
5 5 T L§__’ ; 5 w into:
OOpPO O
Out Of:
S/S UP
. , BEAR
QB Action and Alerts:

OPEN TO THE RIGHT.
POSSIBLE PUMP OR RAP.

SHOW PASS AND TAKE THE BALL TO THE BACK

. SET UP.

34 UNDER

0
DS
Mo FAR LT Mr— 34 J TUFF
! SELEEEY V| BEJRESY
DK ° DEE:
®
34 SINK___ v | FULL LT J 34 M TUFF
S EM E W
[ Gbfed) L[ 5888, p
R S ° §
o o
34 BEAR M < DEUCE LT FLOW M J 34 DINK
"s E{%OEOJ O r éj%N(%EC{i 23
O °9°% ® O )p] VLQ




Play DRAW RT

Basic Blocking: QUICK DRAW

Formations:
DEUCE (JAM) ( FLOW) FS
i C SS
FAR M C
56505688
Ball Carrier: | Aiming point, A Gap. Steps: drop step and go. Read N.T.M. Cluster.
-Back: /E Block Will. If on the LOS, block EMOL.
v: Block Sam. Alert "Hang", "Triple"
X: Backside - cut off. Slot - block DB over you.
z: Playside - Block 1st force.
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Q
UNDER WINK FULL RT 30 DINK
W M W M S
( e T{ IFES g E v T 7] \OE
O )s) %i@ ) K ] L@ Q¢
) / L
O @ . O ®
_OVER SINK | S DOUBLE RT FLOW WM S OVER DINK _
(ngadgar 1[0 sl
Q2 QL QL
. O"W I OW
o -10-




Play BELLY RT

Basic BlockinL Zone

Formations:

1

FAR WING
NEAR JAM
DEUCE
DEUCE JAM

DEUCE ORBIT

Open step with near foot, cross over, chase outside leg of OT.
Ball Carrier: ;
Back: Block EMOL away from the piay.
Y: Base, Alert "Quad".
X: Backside Cut Off
Z: Play side. Block 1st force.
40 STACK I RT QOVER WIDE _
WT M\’ _$
E 1(’5 ‘é E 6S \» » 1) T (}TE S >
4
Sl
Under P O
Scoo
_OVER 34 FAR RT ZING BIG BEAR
» M, _ S ; 7 EE—
O)”Wg* I e ~. WETT%E
o8
O SISCLoAH
Scoop Over Under Triple
40 DINK

UNDER WINK

o W
s «9’5

DEUCE RT JAM

P

EW'T
{
od

3
o
—

Triple

Under G.P. F,Block >liP
Will
OVER SINK NEAR RT W M ' OVER DINK
o/ " ; o/ E”bﬁ\gj \O
. SCOO Trlple G.P. F,
BlOCk WIH Quad

-11=




Play BELLY LT

Basic Bilocking: Zone

QB Check Off:

Cc

Séﬁﬁp

Over

. C
‘x into:
Slant,

ALERT

Toss

Out Of:

BEAR
S/S UP

QR Action and Alerts:

OPEN. GET BALL DEEP TO BACK.

FAKE NAKED.

DEUCE LT ZOOM

RS

088 AN

Over Scoop
g DEUCE LT
J Over \Eiop (/
I LT ZIP

34 SINK

"Stralght"

34 DINK

34 BEAR Q S
W S (E [%‘E J
580

T..i{g,:zw =

-12-




Ptay Number: ROCK RT Basic Biocking: Zone
Formations:
FS
I (ZAP) (ZING) c SS
4 M C
"8E08SES N\
Wall @ Slip
\\__’O
FB Lateral step, toes at 5 yards. Aiming point - outside hip of OG.
_Ball Carrier:
H Run Toss
Back:
Y: Lead block - Base, Triple - Alert "Out".
X: Backside - Cut off. Slot - Block DB over you.
7. Playside - Block 1st force. In slot - block man over you.
80 STACK | RT ZIP OVER_WIDE JS
/
T C/ WA E S
o« .. @555 3 666«
Under Wall Sco O
‘\"O
OVER 38 I RT ZING BIG BEAR
O/ I)M T S S MTS
W E W E! 17T E
3o g of 5 <5 ) Q/ 330
Wall Scoo | Over "Under" Triple
—0 —0
UNDER WINK RT 80 DINK
)/ M W/ M
/ ETT*ES “ / EC{TYTTE/{
S gd SO \O o 3 8 330 %
"Under" Over . .
! }Shp Triple
) ’
OVER _SINK I RT OVER_DINK
/ E/ r° 3 CZ e
e ogd 58 X} B9 ofs \O
Scoo 5 Triple Scoop Triple

-1 3~

~— 0O




Play ROCK LT Basic Blocking: Zone
FS QB Check Off:
SS
c C ALERT
M A
5 8?’ \’ E W into:
0O FLIP
coop
O Oyer Wall
Out Of:
' WEAK
TACKLE BUBBLE

QB Action and Alerts:

REVERSE OUT.

GET BALL DEEP TO BACK. FAKE FLIP.

&

E 'E
Bobhoo
O‘“’“‘%i: 1“9 "Under"

®

O_____,/’

34 i RT 34 UNDER
—NM AJ M M Ad
By Ny (EW % S EX N E W Ko
%é% o oY ? fi%b‘ou d
Over %SCWP ver "Under"
o—=" o—"
34 I LT 34 J TUFF
E N N’9 W S . j é\w \D
S & / :
Liotiod” |/ BEobie
ver Wail Ove "Under"
° coop ’\“.
O__/ O___/’
34 SINK v | I LT . J 4 34 M TUFF
T N Ew B SEM:N:EW\D
[ dobephs So| [ BBEgRe,
O Tl’lple L“.SCOOP O héCOOP
o——" o—"
34 BEAR M ! LT ZIP 34 DINK
W ST

S

-14-

M Ay e
TBEBES " o
Oﬁl?b%@ "U(n)der"
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Play -WHAM RT Basic Blocking: BASIC WHAR
Formations:
FS
NEAR (FLY) C S8
FAR MOTION C
TWIN MOTION S ;7
TWINS BANG d.
TWINS HAMMER
TWINS TIGHT BANG """“‘O
Ball Carrier: Pivot over near foot, cross over, get square. Chase outside leg of OG.
i Block 1st man past OG/OC bubble. It over detense block 3-Tech
Back: Alert, "Even", "Odd", "Over".
Y: Base, Triple. Alert "Out" call.
X: Backside - Cut off.
z: Playside - Block 1st force.
R0 STACK NEAR RT OVER _WIDE
A M /
/ E Al \ T
o 5%
"Backer" wnace
OVER 31 TWINS RT MOTION BIG BEAR
S M
W E TT SE
> e eJe)nleYeXe
O O
Q
UNDER WINK TWINS RT 80 DINK
Wa M W
£, LIT TES C/ £, 7 T
o) )Q né ®'\5 S 9.2
i 1" ""“"’O
Undex™ over Triple
_OVER _SINK NEAR RT OVER DINK
WM S
/ W E \ o/ 3 ; AT T £
"Backer ¥
A%J ; Triple 'CIUb""AC " Triple
_.1:5_




Play WHAM LT

Basic Blocking: BASE WHAM

FS QB Check Off:
sS ~ ALERT
C | C
; e %
' E . N E W into:
S Cy%‘f? o
Qﬂ Out Of:
BEAR
$/S UP
QB Action and Alerts:
OPEN. GET BALL DEEP TO BACK. NAKED.
34 TWINS LT MOTION | 34 UNDER
S N EW \) (%T N
/ 6@@@7‘@; o O/ 588 Hod
o\;-e"}-&gt O Ove "*Man"
IIOdd"
34 FAR LT MOTION T 34 J TUFF
M J M
S ET NTYLEW S ET NJ EW %
/ 55 o \3 Q/ b 5o,
Over - Over acker
O
llOdle
34 SINK NEAR LT 34 M TUFF
M S E M ’ﬁu ew N
S T E E W % M, \
Yol ofnlctof XeYsgnlefe
TAce" "Backer"
Triple "Ace" "Backer"
®
34 BEAR M < NEAR LT M /,( J 34 DINK
Ws E N E J » sTENE W %
0OOMOO0 ol / OSyono o8
O O O "Ace"
N/A 0O Triple
O
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Play MUSCLE

RT

Basic Blocking: Zone

Formations:

I SLOT FAK

|
NEAR

| SLOT ZAP

GHOST

I TIGHT (FLY)

E ZAP

4

Bali Carrier: Open step with near foot, cross over & chase outside leg of OT.
Back: Block secondary force. Alert "Look".
Y: Base, Alert. "Quad", "Triple", "Out"
X: Backside Cut Off
2: Zap/Fake Zap - Block EMOL
B0 STACK | RT.SLOT FAKE ZAP N Jk OVER WIDE IS
A A
/\ E )T T ) g 'ﬂ T |E S
o) ,00
"Under" O"‘g‘gf
p
O "Look" O
@ ,
OVER 33 | RT SLOT ZAP BIG BEAR

UNDER WINK

"Under" Qver

OVER SINK

s

| RT SLOT ZAP

165
6SR595

Scoop O

..17‘_;




Play MUSCLE LT Basic Blocking: Zone

QB Check Off:

Ac

W into:

Qut Of:

QB Action and Alerts:

OPEN. GET BALL DEEP TO BACK. FAKE PLAY ACTION.

34 UNDER

34 X | LT SLOT FAKE ZAP

34 SINK | LT_SLOT FAKE ZAP J 34 M TUFF

34 BEAR




Play SLANT LT

Basic Blocking: “Zone

Formations:

1 (ZIP) (ZOOM)

FAR

NEAR JAM

I SLOT (SAIL)

I SLOT SLIP (GHOST)
TEX"ORBIT,MOTION
FAR FLOAT

T EXAS ORBIT, MOTION

SS

OO0 %

O t i i
Ball Carrier: pen step with near foot, cross over & chase outside leg of OT.
Back: Block WLB.
Y: Base cut off; Alert "Moon", "Plug".
X: Playside - Block 1st force. Slot - Block DB over you. Alert Dbl Crk.
12 Backside-Cut Off. Alert Search. In Slot - Block DB over you. Alert Dbl Crk.
80 STACK | RT (SEARCH) OVER _WIDE JS
4 W /\M M
o/ AN (SE g T W oET
Over T O
OVER 34 B I RT ZING BIG BEAR _
4
UNDER WINK W _B0 DINK
M J W ﬁLM ﬁ
Q/L “95 ED 5% g gy
Poss, Scoop Sh Under
IlQuad"
OVER SINK FAR RT OVER _DINK
A M [\ S W M S
//\ ET I ‘T E A 4 E T T
J . S Brohsob X} S
ver
Un@er Bump Under
O O
® -19- ®




pPlay SLANT RT . Basic Blocking: Zone

FS QB Check Off:
SS
C L C ALERT _
A M, J /
' S ', T W into:
d OO POSS. "PLUS"
GAME PLAN
O Scoop :
Over Out Of:
FS UP

QB Action and Alerts:

OPEN, GET BALL DEEP TO BACK. FAKE SLANT, BOOT PLAY ACTION.

| LT JAM 34 UNDER

S /55”5 S

E W 4
5. o

34 J TUFF

34 SINK FAR LT ZOOM

34 BEAR M /} < | LT TIGHT M s J 34 DINK
W S E J 4 S E ET W
ATt [%d’ / 30600
O Under O Under

20—






COUNTERS/TRAPS

COUNET ..ottt e e e 1-2
GIANE COUNLET .ottt oeeeeeeeee e oo 3-4
POWET ..ttt et e e 5-6
GHANE POWET ..ottt oo eeeoeeeeeeee oo 7-8
SIANE SCISSOTS covvvev ettt eeeoeeoeeoeeeeeeeees oo 9-10
Belly Scxssors ....................................................... 11-12
POWET WEAK ..ottt 13-14
SHUIET ..ottt e eeeeese s 15-16
SED et e eeeeee oo 17-18



FAK

WAV IVITY R L

TEX ]
DEUCE (ORBIT) O// w E
Hinge
Ball Carrier: Jump step- Read FB for cut.
Aimin? point, inside leg of OT.
Back: Step up. Read Guard's_block and fead inside Or outside for Bubble Backer.
Y: Gap block DE or Mike. Alert Trey to far LB.
X: Backside - Cut Off
Z: Play side ~ Block 1st force. In Slot, block Man over you.
40 STACK IS FAR RT SLOT ZOOM JK OVER WIDE J5
VEESS M A, |
7 EoT. L0 C{vWET‘T:ES

10

Deuce

RT

Possible
TE Out

Possible "Slice"

40 DIRK

eSS

NEAR RT JAM
WoAM .

Oy. £ T ot

Hinge

LS
14
’

¢

L

OVER_SINK

=

ZIP




Play COUNTER LT

Basic Blocking: Counter Trap

QB Check Off:

ALERT

Into:
GAME PLAN

Qut Of:

BEAR
S/S UP

QB Action and Alerts:

FAKE NAKED.

OPEN AWAY FROM THE HOLE.

OVER THE TOP BALL HANDLING.

| LT ZOOM

34 SINK

34 DINK

" o




Counter

_Play Giant Counter RT Basic Blocking: Trap
Formations: .
| Wing FS
Far Wing C SS
Near Wing (Motion) / AM — C
‘ W E Tﬁ_fL E, S
///
Ball Carrier: Jump step read FB for Cut.
Back: Step up, read Guard's block and lead inside or outside for Bubble Backer.
Y: Gap block ;| "TREY" to far LB, "TEAM" to near LB.
X: - | Balckside - cut off.
Z2: (2nd TE) | Gap Block. Possible "Team"
80 STACK FAR RT WING - JK OVER _WIDE IS
Team
OVER 34 NEAR RT WING ORBIT BIG BEAR

UNDER WINK

850 DINK

Team

OVER SINK

OVER DINK




Piay

Giant Counter LT

Counter
Basic Blocking: T,an

FS

QB Check Off:

into:

Qut Of:

QB Action and Alerts: .
OPEN AWAY FROM HOLE, OVER THE TOP OF BALL HANDLING.. FAKE NAKED.

FAR LT WING

34 ONDER

34 SIKK

34 BEAR

34 DINK

e = w &

O




Play "

POWER RT

Basic Blocking: GAP TRAP

 Formations:

i
NEAR

FAR MOTION
TWINS MOTION

Jump step. Aiming point,

inside LEG of OT.

Ball Carrier:
-Back: Block first man outside of TE.
Y: Gap block DE or Mike. Alert Trey to far LB.
X: Backside - Cut off.
7. Playside - Block 1st force.
30 STACK SPLIT RT OVER_WIDE IS

E VTVNTA\ s X
®

7

W

3
o

B

BIG BEAR

UNDER WINK

L

50 DINK

s

Hinge

TWINS RT MOTION

-

) OVER DINK
“Kr 3




Play ' POWER LT

Basic Blocking: GAP TRAP

N QB Check Off:
C C ALERT
into:
O GAME PLAN
Trey Out Of:
O BEAR
. S/S DOWN
Q1B Action and Alerts:
OPEN. GET BALL DEEP TO BACK. FAKE BOOT.
34 SPLIT LT 34 UNDER
Mo M
By AN EW S [EW E W
b Gap Hinge O \ 'GapQ Hinge
@
34 M A NEAR LT 34 J TUFF
S
Tre ap Hinge | O
34 SINK MOTION ] 34 M TUFF
T SIE M N EW \O
- W ' "Gap Hinge
Yo -
34 BEAR T MOTION 34 DINK
| T VAN
5 O
O O "Gap" Hinge




Play GIANT POWER RT

Basic Blocking: GAP TRAP

Formations:

NEAR WING c
FAR WING MOTION

Ball Carrier: Jump step. Aiming point, inside leg of TE.
Back: Block 1st man ocutside of Z (2nd TE)
y: Gap block "Trey"to/far LB, Weam"to near LB
X: Backside - Cut off
2.(2nd TE) | Gap Blocking. Possible "Team"
30 STACK FAR RT WING MOTION JK OVER WIDE IS
W M — M it
E T L%» o/ W OE T el
S dule S
Hinge re
O euce

OVER 3& B BIG BEAR

.

Team

UNDER WINK

B0 _DINK

O/ E@T

Hinge "Gap"| Hinge O Deuce Team
@
OVER SINK NEAR RT WING OVER_DINK

o/ M :
WoE
| e

e Nﬁ
O/ O




play GIANT POWER LT Basic Blocking: GAP TRAP

FS QB Check Off:

into:

Qut Of:

QB Action and Alerts:

OPEN. GET BALL DEEP TO BACK. FAKE BOOT

34 FAR LT WING MOTION 34 UNDER

34 LT WING 34 J TUFF

34 SINK

"Gap" Hinge




Play Number: SBANT LT SCISSORS Basic Blocking: BASE COUNTER
Formations:

FAR c FS ss

NEAR JAM

DEUCE M C

| ZOOM) . W 5 J E é E .S

DEUCE JAM - ) é 6 ®

{2T) 1 TITE (FLY)

.‘ PIVOT, LEAD, CROSS OVER AND BEND BACK. AIMING POINT IS INSIDE LEG OF OT.
Ball Carrier:
. BLOCK WILL. ALERT FS
Back:
v BASE - ALERT: "OUT". |IF FLY, BLOCK 1ST MAN OUTSIDE OT.
X: BACKSIDE-CUT OFF. SLOT-BLOCK DB OVER YOQU
2: PLAYSIDE-BLOCK 1ST FORCE. IN SLOT-BLOCK MAN OVER YOU.
B0 STACK I RT (SEARCH) OVER WIDE IS
W M _
’ 5%
OVER 31 i | RT_ZOOM BIG BEAR
Moo R T E " > Mr S €
W EY T T
/ DHOSD o/ 0003066
UNDER WINK | RT _80 DINK
Sordes WM P
E T OTY O/ E %
i Aﬁ%@@é N | eegoes
| RT SLOT CVER DIN
OVER SINK \/ M S o W M S 'WVER DINK
L TTrE / / TY E
/;O/ -

-9-




Play SLANT RT SCISSORS

Basic Blocking: Base Counter

SS
C

FS

d}* 5538J5."

QB Check Off:

ALERT
into:

GAME PLAN

Qut Of:

BEAR
S/S UP

QB Action and Alerts:

OPEN AWAY FROM THE

HOLE.

FAKE SLANT, HAND BALL OVER THE TOP TO BACK.

34 | LT SLOT 34 UNDER
M ‘J W A oA S MT EJ W b -%
S E ‘ E T £
AP AN 565555
O
34 M NEAR LT JAM h@ T 34 J TUFF__
Ax s g LN TEW N Ax g e tnd Ew N
/ feJeguilefe \O / 585855 %
o O |
O
34 SINK FAR LT J 34 M TUFF
My * < A0S NTEW <
/\‘ (‘ "E W X '
J adsisst | g
) ° P
34 BEAR 34 DINK
24 BEAR J —————-———-,L
E
o] \o
O




Play BELLY RT SCISSORS

Basic Blocking: BASE COUI

Formations:

!

FAR

NEAR JAM

DEUCE JAM
FAR @ZOOM)
TEX (MOTION)(ORBIT)

C

J
P/

S~

W@éé&f

FS
SS
M

- C
\O

ol

g

5

o
Bail Carrier: Pivot, Lead, Cross over and bend back. Aiming point is inside hip of OT.
Back: Block EMOL
Y: Base, Possible, "Quad", "Triple".
X: Playside - Block 1st force. Slot - block DB over you. Alert Dbl Crk.
Z: Backside - Cut off, in Slot - Block DB over you. Alert Dbl Crk.
B0 STACK | RT J OVER _WIDE IS
W M RO
E 1T X W E U7 E_S

:
eJeJe)
.}\.

o

OVER 33 I RT ZIP BIG BEAR
T W N;-LSKT'E ' WSTETTNLSE
' {
éo Yoo 5 SAOSOO
O |
UNDER WINK NEAR RT JAM 50 DINK
e ¥ o Mes b EW\‘TMTSE
5 T o50dsd \O z 30568
o o —
OVER SINK M ) S FAR RT ZIP W {-M S OVER DIN
s tSiRabsT |x Sdhabs
OO0 O
" O

O




Play. BELLY LT SCISSORS

BASE
Basic Biocking: COUNTER

FS aB Check Off:
SS
C C Alert
M J >
5 5 g} E} ¥ 5 W Into:
O Game Plan

Q Out Of:

‘/& Bear

QB Action and Alerts:

THE TOP TO BACK.

OPEN AWAY FROM THE HOLE.

FAKE BELLY,

HAND BALL OVER

-12-

DEUCE LT JAM 34 UNDER
M J
E W S £ ET W
/ ssletsr J 58S S
O O
34 v | FAR LT " B 34 J TUFF
S EJ NT EW - s g 7 J EW -
66@6 O Q/ 652@? O
{ ‘e
34 SINK Ny ] I LT ZOOM I 34 M _TUFF
Cataalevy p| q 3EdgEY 3
\ ochE) OO o S 5 .
@
34 BEAR Y < LT ZIP " J BADINK
WS TE ET - s TE ET w
IS S aler- N 5 %855, &
O_W_fb O.,:V\K_ﬂ




Play POWER WEAK LT Basic Blocking: GAP TRAP

Formations:
FS
| C SS
FAR M C
NEAR JAM W E T T E S
O OOodoOOo
O O
N/A 2
. O
Ball Carrier: Jump step. Aiming point, inside leg of OT.
‘Back: Block EMOL
Y: Base cut off. Alert "Out", "Moon", "Plug"
X: Playside - Block 1st force. Slot - block DB over you. Alert Dbl Crk.
2z Backside - Cut off. In Slot - block DB over you. Alert Dbl Crk. %
80 STACK | RT JAM JK OVER WIDE JS
T W AM — M
d‘)’ ENMI" T ES WE T TES
A ofe o ©00Jgooo
Deuce\ O
N/A o
Q
OVER 314 FAR RT BIG BEAR
M S Z -
weEeE T TE ' 3
O OO0 g OO0
O
N/A O
Q. _
UNDER _WINK FAR RT 30 DINK
_ A M »
e NI
| D)exge K/

R VER DIN
OVER_SINK ' M S FAR RT W M A4S OVER DINK
W E T T E T E / 3
O eleluiclele )0 O
. O :
N/A O . lbapll “Shce“

O -13-




Play . POWER WEAK RT

Basic Blocking:‘fGAP;TRAP. o

FS QB Check Off:
SS -
C C A
M J ALERT
S E N E W , into:
OOoOoUdoo O GAME PLAN
Q O Out Of:
N/A 0 2 I s
O
QB Action and Alerts:
OPEN. GET BALL DEEP TO BACK. FAKE BOOT.
34 I RT 34 UNDER
st N Ew s g Tw o AT
E N E N '
._ 000Qoo o // 55 S
O O Deuce
NA O
34 * 34 J TUFF
Mo M
S E N E W S E N J EW
Q0O g OO O o000 80 O O
O O
N/A ® N/A O
O
34 SIKNK = J 34 M TUFF
0c00Qgoo o|  ©0ooQoo o
@) o
O N/A O
34 BEAR M ; < NEAR LT JAM M4 J 34 DI?!E
/




Play STUTTER LT

COUNTER
Basic Blocking: TRAP

Ft:rmatlons: s
FAR MOTION C SS
NEAR (ZOOM) M C
W E T . T E S
O OoOOO
O @,
O
N/A 5

O

-15-

Ball Carrier: Jump step. Read FB for cut.
..Back: Step up. Read Guard's block and lead inside or outside for Will.
Y: Base cut off. Alert "Out", "Moon", "Plug".
X: Playside - Block 1st force. Slot - Block DB over you. Alert Dbl Crk.
z: Backside -~ cut off. in Slot - Block DB over you. Alert Dbl Crk.
530 STACK I RT JK OVER_WIDE IS
M
J” ES WE T T ES
ofe o 00gooo
O O
N/A O
Q
_OVER 38 NEAR RT ZOOM BIG BEAR _
S S AM
wE T TE A WaE TJT S E
o Slefmicile @oto D
v O O T ap" >‘\ =
N/A O "Qi « Dbl Bump
Q
UNDER WINK NEAR RT 80 DINK
o e W LM /A S '
' B AP ST E
O O
"Slice"
Deuce b
VER SINK FAR RT MOTION OVER _DINK
AVER I M S M AS
wWE T T E Y £ al £
O 00go0O0 0 O
: O ucap "Slice"
N/A ©




play STUTTER RT

COUNTER
Basic Blocking: TRAP

FS QB Check Off:
SS
C C ALERT
M
S E N E W Into:
oOoogdoo O GAME PLAN
Q O Cut Of:
N/A O FS DOWN
O NO TACKLE BUBBLE
QB Action and Alerts:
OPEN AWAY FROM THE HOLE. OVER THE TOP BALL HANDLING. FAKE NAKED.
34 UNDER

34

FAR LT MOTION

M J M AL U -
SE N EW Y5, £ W \b
} OOO@OO O
O Deuce
N/A o ®
Q u 2
34 34 J TUFF
M J M
S E N E W S E N J E W
OO0 E;<C> O O QOO Eg<:> O O
® O
N/A 8 N/A O
34 SIKK T | 34 M TUFF
M J —
s E N EW S EM N EW
OOO@OO O OOO@OO @)
O O
O O
NA 9 NA S
NEAR LT M , DI
~ A b
: S, E'N.ET W
| / gt o
O Ice “Gap"
é/
®

-16-




Play STAB LT

Basic Blocking: Counter-T

Formations:
R FS
NEA C 4 X SS
TWINS )y S A
FLANK e M ;7 C
s X&Shbev
Ball Carrier: Pivot, lead, cross over and bend back. Read OT's block for cut.
Back: Block 1st man off Y's hip.
Y: Block inside gap. C.P.: use far shoulder. Alert: "Vise"vs. OG Bubble.
X: Play side: Block\Ist force. Slot-Block DB over you. Alert Dbl Crk.
2. Backside: Cut Off. In Slot-Block DB over you. Alert Dbl Crk.
30 STACK NEAR RT OVER WIDE IS
A W M
o/ R % Y § 5\
i Y@
OVER 33 NEAR R BIiG BEAR
4,
/V &/ W ~—«E T
S 3 }QQQ;?Z}%
UNDER WINK _80 DINK
4
. o/>
3 »&cié &}5
OVER SINK NEAR RT OVER DINK_ |
7 M S W 4M S \ 1
Oy\ wWETL T E7an A E ~ T £ A
5300 \o odggo
| 9
"Backer" : N\S




Play STAB RT Basic Blocking: Counter-T
FS QB Check Off:

ALERT

C

intro:

Out &6f:
NO TACKLE BUBBLE

B Action and Aleris:

OPEN AWAY FROM THE HOLE. OVER THE TOP BALL HANDLING. FAKE NAKED

34 NEAR LT 34 UNDER
M J P M J
SE, NT EW X} S ET N ET W \O
of® od
Zi;;/’ "Backer® Vise
®
sS4 0 NEAR LT
M J
4 S A
/ Q)
O |
34 SINK

A
f

S, E M N EW
e sOns” b

/z;/ "Backer™" }) "Backer"
®

34 BEAR R LT M 34 DINK

NEA J T 1L —
Fahgdd | S
O

-18-




Play  FLIP LT - Basic Blocking:BASE COUN’

Formations:
FS
! c SS
1 ZIP M C
W E T T E S

Ball Carrier: Hesitate. Run Pitch Course.
Back: Fake Rock. -
v: Base, Triple - Alert "out" call.
X: Playside - Block 1st force.
2. Backside - Cut off
50 STACK I RT JK OVER _WIDE IS

C? e N Y es WE T T ES
ofe)nle)ele, \3 o ©0o0gooo
@) O
= N/A O

« - . O

OVER 34 I RT BIG BEAR
W E M TS T E T W §E T TF‘ S
| L \
o 00gooo @/ ofe 6%6 g
N/A

CL

UNDER WINK I RT 80 DINK

OVER SINK | RT OVER DINK
M S - W AM %

wE T T E » e® 1 LCE

O 00gooo 57 380363

) oj
O ,

N/A O -19- - " @




play FLIP RT Basic Blocking: BASE COUNTE
FS 1 QB Check Off:
SS
C C ALERT
M J
S E N E w Into:
ooodoo O ROCK
O O Out Of:
NA S LS ks
- O FS DOWN
QB Action and Alerts:
FAKE ROCK. FLIP TO BACK.
34 | RT 34 UNDER
Moo M 4 -
S E N EW SETN E W ’%
) coogoo ® / 530000
O ® ;
N/A O O
0 o—
34 34 J TUFF
M J M -
S t N E W S E N J EW
Q0O EO O O 00O QO O O
O O
O
N/A 2 NA &
34 SINK 34 M_TUFF
M J J —
s £ N EW S EM N EW
000doo O 00000 O
e O
O O
~ N/A 5 N/A O
34 BEAR M T s, J RT M. K } 34 DINK\
W £ EJ { TE ! =
LTS SR AN YT S
° &4 \Z
Q~——~/ -20- .~———/







QUTSIDE RUNS

OULSIA 1. v eeeeeeeeeee et i eeeeateeerneassasaseaseseson b esbees s e be s s s e n s e e e b et s n e e s s s e bt s s a s e bt e nn e b e s e 1-2
OULSIAC BOSS uvevvveeeneeereeeetisieesseaseesassisssetstesseseesntesesssanee e aseansssese s et sntonusas st essanassanaans 3-4
Fi CTACK o eeereeeeeeeteeeeeeeresessseessaeasaesssessiessoneassesnssess s e e s e e snn s s e sa s et conseseatteants e tsannnsaes 5-6
0SS eeeeueeeeeuueseaseesesesteessaseaserasesaesasaaaassasesssaesssassasssaesensante et aee e st et sen bt e s s Rt s e e e a s s s a s et 7-8
TOSS CLACK +eveeeeeeeerreeeeeseeeesireessaeessresssessnseeneoatecastessssersssssnnasnstsastosensessusnsrunssssnassesassnes 9-10



Play OUTSIDE RT

Basic Bioc@gg: BASE HOOK

Formations:
DEUCE C FS
FLEX 5SS
FAR A M4 A4 C
DOUBLE W E; T! E K
DuAL eofelnrel/¥es
TEX "Plug"
\Straight"
Ball Carrier: Jump step. Aiming point inside leg of TE. Read TE block.
) Playside - Block 1st Force.
Back: In Slot - Cut off. In Backfield - Block E.M.0.L. Backside/
y: Block DE. Alert "Base" call. Alert Bear.
X: Backside - Cut off.
ide - Backside - In Slot - Block DB over you.
Z: Playside - Block 1st force. Twins - Block DB over you.
B0 STACK DEUCE RT OVER _WIDE
W)\ M‘q ! A M 4
E5 ! ,w WoE TOT,E ST
’ N\
Jod ety bt
Und Sti
neer pED Plug Sco agle
. J
OVER 34 y R RT BIG BEAR
CMOAS M: 1
S W BN T T E /\ W £ T.7, S'e
® e 3~
” " < =gf IIG"
Trio
; Scoop ?) 'Change" Call
Bear Adj.
UNDER WINK .80 DINK
/ Under'
Poss.
"Gone"
OVER SINK DOUBLE RT OVER DINK
Y AM- 45 A -
/ wE T T, £ 7
' d 2 / <\ , /\‘u
®; CYQ ‘ I ‘
Wall  oco0P
_‘l_
I




Play OUTSIDE LT

Basic Blocking: BASE HOOK

FS QB Check Off:
C S8 c ALERT
N poAN M A ;
N | E N !g W into:
; l
D\Q GAME PLAN
O Ea\ opt. coop Plug Out Of:
S/S UP
QB Action and Alerts:
OPEN OUTSIDE HAND OFF. SET UP BELLY PASS.
34 FLEX LT FAKE ZAP 34 UNDER
M ‘r\ J 4 . T a— lf" J W
- MSVEy ! £ W , S Ey E
)/ \\ g bl \ dy b@ O
O "Rase" pt. Soopcv)va” O Ed~ pt. Under
34 FAR LT } 34 J TUFF__
N IR EW e ‘J\ E W
[ Yoo ot | e
O Eqa Opt. coop 48“ Uger
34 SINK FLEX LT J 34 _M_TUFF _
M ' ’
' — tshe M ow Ew \D
I " Yepgot
O | O Ed \ Opt,/Scoop  Wall
34 BEAR E LT M 34 DINK
g Y» (% WA \O
L O Eagle Under




Play OUTSIDE BOSS RT (PITCH)

Basic Blocking: BASE HOOK

Formations:

|

NEAR

FAR MOTION

NEAR SLOT (FAKE ZAP]

FS
Y, sS
AM c
"E8LE ¢
Wall 'Straight'/ ED 5

Ball Carrier: Jump step. Aiming point inside leg of TE. Read TE block,
' Block S/S. Alert "Look" call.
Back: C.P. vs. Crash, Check S/S; N/T Block corner.
Y: Bliock DE. Alert "Base" call.
X: Backside - Cut off. Slot - Block DB over vyou.
2. Playside - Stalk. In Slot - Block man over you.
80 STACK NEAR RIGHT JK OVER WIDE IS
WA My AM A
EgT)TVS T
e &0
straight ) 2 O
"L ook"
OC-Call
OVER 35 p FAR RT MOTION BIG BEAR
W E. T ThE_ ) T W £, -
Wall @ Cg
"Under" '
Scoo 'Change“o
O pt. O

Bear Adj.

50 DINK




Play OUTSIDE BOSS LT (PITCH)

Basic Blocking: BASE HOOK

FS
ss
®
T M A J A
T L S|E § 5 W
ED
O Opt. Scoop Wall
O

QB Check Off:
ALERT

into:
SLANT (SLOT)

Out Of:
MIKE STRONG

QB Action and Alerts:

OPEN OUTSIDE HAND OFF.

SET UP STRETCH PASS.

34 NEAR LT 34 UNDER
M A J A _ Mo A
[ Whelohb” o1 (et
O FP t/ Scoop Wall O ED \W'"U"der"
34 NEAR LT SLOT ZAP B 34 J TUFF
J .M AN

O
‘ .
34 BEAR M ;\$ | LT FAKE ZAP - .,.M /;i J 34 QK
- B EW
VZ\%;G@ alere % %‘rﬁ@ é &0 ®
*Change" "C‘V\‘Ci ?ﬁTﬁ'O "é:—*-l—:'o
Bear Adij. O Under Eag Under
b -




Basic Blocking: Ed Crack

Play Number:  ED CRACK RT
Formations:
FLANK
TWINS
Ball Carrier: Open angle step, speed to outside, run off force block.
Back: Crack EMOL. C.P.: "Tean! block with TE versus tackle bubble.
v: Ed or Base.  C.P.: Tackle bubble, "team" with FB to Sam.
X Backside - Cut Off. Silot - Block DB over you.
-Play side - Alert Crash Technique. '
Z: | Backside . - Cut Off.
40 STACK TWINS RT JK OVER WIDE JS
WeMo 4T AM A4
O/ET% _,jWET-TE\_S
o | dotidedy T
O
Undjr/\ wall Sci? Team O
OVER 34 ) FLANK RT ZOOM M < BIG BEAR
O/ Wé, T, TAE O/ WET"é‘]/' S\ E
Wall . 0O __0 _Trio" % —0O

O

UNDER WINK

OVER SINK




Play ED CRACK LT

Basic Bloecking: Ed Crack

4
/’

~ ¢

FS QB Check Off:
SS ALERT
C -~ . A C
Moo g A "
S(EA 'E W \\O into:
T X, STAB
O q Scoop  Wall Out Of:
N | 4 STRONG

QB Action and Alerts:

REVERSE OUT AND TOSS BALL TO BACK.

FAKE BOOT.

34 MoK FLANK LT Z ORBIT 34 WINK
Py \ A
S E N EW
\ <
0, Ej:{ O
Scoop, Wal-ro
34 TWINS
A MAUA
E N EW \D
T plob Y
O Scoop Wall .
r" ’
——® @
34 SINK FLANK LT , 34 M TUFF
T M A JA ~ A
£ e N NN £
feblot e T el
Team E \Sf;mp Wall . QC00P yalp
~ '@ ‘@
34 BEAR ,(M /'\ % TWINS LT AM ',( J 34 DINK
W ENE J = S ENE W oox
L 50000 ° 1 Kb@“@b 0
B8am ,%:O" Team | /, -Q_r;io"




Play TOSS LT

Basic Blocking: Base Hook

40 STACK

Formations:
FS
FAR ZOOM) C SS
 NEAR JAM T Mmoo b A C
NEAR SLOT MOTION) C/ W 5 g} E S
I : -_
I SLOT (SAIL) 6‘D G\Q o
stip O Plug
\_z;‘
Ball Carrier: Jump step,; run downhill course. Aiming point two yards outside OT.
Back: Go directly at Will if he is aligned on LOS. IF WLB is reduced, read G&OT.
Y: Base cut off; Alert "Moon", "Plug"
X: Playside - Block 1st force. Siot -~ block DB over you. Alert Dbl Crk.
I Z: Backside - Cut off. In Slot - block DB over you. Alert Dbl Crk.
OVER WIDE JS

FAR RT ZOOM

JK

B ~—W £ MA M A
) T \J ES d‘:/\'WE T ES
o [odgbdo ] BoRbclo,
Plu O ver nder
o 5o U
i
OVER 34 s FAR RT ZIP < v BIG BEAR
M -
T/\wéow TE O/‘P/%T”g\oss
o <0 E}
%\/. //
40 DIRK

UNDER WINK

T T
s d/\ 2
Q
OVER SINK _ ~ M A S DEUCE RT JAM \_W ~ M o S OVER DINK
; WEg T .T E - - Tp_/ 1T £ (T

d «YelulcVolke X} jeJelmicNe O

Over J'”' —O )

,<_Under




rage /

Play ‘TOSS RT » Basic Blocking: Base Hook
— S \ QB Check Off:
S C C ALERT
A M w—r v
S F N, ?' N~ /\O into:
Q/E O GAME PLAN
P POSS. "PLUSH
Plug Scoop v Over Out Of:
(_/')/ FS UP
QB Action and Alerts:
REVERSE OUT AND TOSS BALL TO BACK. FAKE BOOT.
34 FAR LT 34 WINK
M <  J7y
T / Sq é v Eo)w+ %
Plug  Scoop _ /
34 NEAR LT JAM - 34 J TUFF
] Ax s AM J, E W g
! J E' t t
A}; 7 QP 7 %
Plug  Scoo J
Waight'f
34 SINK T LT Py J ., S& MU
M4 J >
4 »
) o A
% =N, € W- \O v
© Ufw
P _
. - 34 DINK
34 BEAR M " ) FAR LT ZOOM M ,5 J— __._._.t__.
Wws, E/N E s, £/ NE W %
S 00 O 3 o}
< O O




73)&@‘0 \

Under

Play TOSS_CRACK LT Basic Blocking: Toss Swee
Formations:
FAR (ZOOM) FS
SPLIT (NKL) Cc A SS A
& N
) Plug
// \\_q
@
Ball Carrier: Open angle step, speed to outside, run off of Guard's block.
Back: Cut EMOL.
Y: Biock Plug.
X: Crack on first stacked defender. C.P.: reduce split
4 Backside - Cut off
_40 STACK FAR RT. OVER MIDE JS
l
C T E S x z
Plug ‘g
"Under Plug"
_OVER 34 FAR RT ZIP BIG BEAR
M S
WC§E
SC°°P Base C) Under
UNDER WINK FAR R 40 DINK
W M/' N /
E d\T T ES \
3 O
. Scoop Plug Squeeze Under
4 \_#
w.
OVER SINK _ OVER DINK
w /< MAS —

SoTBO \
\%eez Under




Play TOSS CRACK RT Basic Blocking: Toss Sweep
FS QB Check Off:
ALERT
é \ into:
CAME PLAN
P'Ug Out Of:
FS UP
QB Action and Alerts:
REVERSE OUT AND TOSS BALL TO BACK. FAKE BOOT.
34 FAR LT } 34 WINK
A J AM A
E' g W E' E,%) W
Plug  Scoop é |U9 Scoop
FAR LT ZOOM 34 J TUFF

Ad

@élw/
: —0

\/@g@}y
- —0O

P'UQ Scoop Plug  sc P\
_39__51“'_ FAR LT ZIP 34 M TUFF
L - /s
W
W e
nder "Plug Undep*,
34 BEAR _ S FAR LT ZIP M & J 34 DINK
S N, E, J X S, E/N Eb
5 Q/O O o O é Q/é
O C>”——““—‘_—l.l—ncjer \

Under

A
AY

e

-1 0_




Play Number: TRUK RT ' Basic Blocking:

Formations:
BUNCH

FS
TRIPLE C 4 SS
FUZZ-TRIPLE 4 M c
" EEHEE G

O

o
. Open angle step, speed to outside, run off Force block.
’Ball Carrler:
Block Force - Widen defender with speed.
Back:
Crack 1st Man on the L.0O.S., Head up to oulside QT
Y: '
X Cut Off
2 Crack 2nd Man on or off the L.O.S. from Head up to Outside OT.
30 STACK Y Triple RT OVER _WIDE IS
YW AM aAM 4 IR s
Q/E&TS(TSES /WE.T-OTYE
AY
\\
o
_OVER 33 A Triple BT Py BIG BEAR
M 4S » S 1 M—g
) EIQ}? / o é o
UNDER WINK Triple RT 30 DINK
» Wy M W M S
o/ e T)T, E - E g T I E
oSgessy J | o S
~. 3 ) . \\
_OVER SINK ipl
/ 4 < Triple RT W M P OVER _DINK
/ E gc;’ :
. ". g .




Play Number: Truk LT

Basic Blocking:

ES Q§ Check Off:
SS
C —_—
mA g A
S M E ' E W into:
Cut Of:

QB Action and Alerts:

Reverse Qut and Toss ball to Back. Fake Boot.

34 UNDER
MoOA .
E EOW

o

;, TUF
34 J F
YA .
E N M E W \O
%
~ - @
34 SINK Triple LT 34 M TUFF
TM ~odA AUE
< ‘N 'EW\o S,EMIN EW \o
% @) oll/4 O
"L \\_J_l—‘
34 BEAR —M )$ Triple LT v A 34 DINK
bt S| T iagble”

_12_







NICKEL RUNS

Page No
Outside RIGht/LEft (BO/T0) .....ooveereirieiaiiiiniie et 1
Brush (Direct) Right/Left (20/30).......cccoimiiiiiiiiiniitii s 2
QB ISO RIGULES......eeeeiiieiceccrr e 3
Gut LEf/RIGNE (40/50) ...e.eeueeeeeriiieciiiirceieiee et s 4
Fake Gut Z Behind Right/Left ..........ooovii e S
Stutter Right/Left OT.......... e 6
Shovel RIGHYLEM .....cceeeeiicir e 7
DIVE RIGAYLER . ... covoeeeeeeeeeseieeeesescanse e tsessessenscesessessnsen st ssss st 8
Truk nght/Left ........................................................ 9
Tank LEf/RIGNT ...ocviieeeceicee et 10

Tony RIGHULE ... 11



Play Number: Qutside Right/Left (60/70)

Basic Blocking: Outside

Formations:
Dual (Slip) FS SS
Double C M S c
Double (Flo) N}, E T T E
Double (Fly) 6 b0 /\O éS
Twins @)
Flex LOOK® O> EAGLE
Float ‘X/
Bali Carrier: Jump step, aiming point inside leg of TE. Read TE's block.
F: Backside — Block DE over you. Playside — Block 1 support.
Y: Block DE. Alert, 5 Down
X: Cut Off
Z: Playside ~ Block 1% support. Backside & Twins — Block DB over you.
QB: Open, outside hand off. Set up, Fake Belly Pass. Alert 4 Strong.
338TG LT Dual (Slip) RT 42
Left | Rignt FS ss
§s FS
- {Seo %o B [d L8 ] 6&dEod)
g ED LVO g
‘\' sLP .)/ .
oPT. Straight
33 WK LT Dual (Slip) RT 42 OVER
Left | Right FS SS
Ss FS
c N M J c N M s
@Q%OBEWJC 4] 58hovd)
é \’\. SLIP LMO 5
ED  OPT. ‘/‘\/;ag'e
33 STACK LT Dual (Sli RT UN 5 DOWN
SS FS
S M J C N M
c
oln T " 3] 688068
g ED L——MO é\ g
\Ir\' ' ‘/*/Eagle
32 LT Dual (Sli RT OV 5 Down
ss FS Left | Right FS ss
N
¢ w C




Piay Number: Brush RT/LT (20-30) Direct Basic Blocking:

Formations: R . ES sS
DOUBLE OPEN e M 4

DOUBLE -l- N E T T £
e 586

TWINS ® 9 C\L

Bali Carrier: Slide to mesh point, read Guards block. C.P.: Direct snap, tighten alignment.

F: Release — Block DB over you.

Y: Block ist DB or LB to your side. Poss. “Triple”, “Hang".

X Release — Block DB over you. Alert 2 Minute.

Z: Release - Block DB over you. Alert 2 Minute.

aB: Hand ball to RB, set up to pass. Direct snap, set up to pass. Alert 7 in box.

33 STG FLEX 42

Left | Right ES SS

4]
0
=
“
T
1)
<
e

POy 4

4
!
i
£
1
l
;

>
RS 4

N

g S’b%bgc}{ E 1 )i zg%é}s T

e e

33 WK 7 FLEX 42 Over
) SS FS fLeft] Right FS sS
' i s 4
L C N M J ; P R
Y / Y ' M S i
g boor JQ{E w% 5 P i ; éééqS v
33 Stack FLEX UN § Down
\ 8S FS Left Rig‘ht FS sS
'- S M J s 4 '. !

\ C e/ | 1€ M !
g 593') N (gQ:E Ng 6 i E %é‘de s c;
32 FLEX OV 5 Down

SS FS eft | Right FS SS

w
RETY

g 9656% d-caE gN g % i wpé T i ,




Play Number: QB ISO RT/LT

Basic Blocking: DRAW

Formations:
Laser/Rocket c
g:l Carriar Drop 3 steps, turn shoulders, read block of onside guard. Alert 7 in box.
Release - Block DB over you.
Y: Release — Block DB over you.
X: Reiease — Block DB over you.
Z: Release - Block DB over you.
H: Block first Backer to call.
33 STG Rocket - Laser 42
' S8 FS s . FS S8
¢ 1 ‘- '
! 1 M J 4 ; ': .
i g @_@ . " / & C N Y E G/
ogude, T & s i E&fj& 5
Lg ij
33 WK Rocket - Laser 42 Over
. \ FS SS
» i
G ! ! C N M !
: vE | 5T pateht ) §
33 Stack Rocket - Laser UN 5 Down
. FS SS
‘r 4 4 i i 4
L C ! / \C N M !
i 5 6 ] NI S AN
.J Deuce
32 Rocket - Laser OV 5 Down
ss FS , , Fs SS
’ ] M~ J ! ! c N !
é ‘D ET{ E N/ g g . W z
00
L ©
o B o




Play Number: GUT LT/RT (40-50)

Basic Blocking: ZONE

Formations: FS sSS
TWINS c W A M
DOUBLE "QT ‘ T N C
LEX é fetelute 5
Bali Carrier: Open step with near foot, cross over and chase outside leg of OT.
F: Onside — Block man on. Alert DBL Crack. Backside — cut off.
Y: . Base cut off.
X: Block man over you. Alert DBL Crack
Z: Onside - Block man over you. Alert DBL Crack. Backside ~ cut off.
QB: Get ball deep to Back, fake Naked. Alert 3 Fair Blocks
33 STG TWINS 42
Left | Right
SS
FS NA
C4 N i W c
gg oo CfE C-g
SLIP .,x/ OVER
33 WK TWINS 42 Over
Left | Right
NA e ig FS SS
C woAM N C
é e 106b
o)ulele
SLIP \/\' UNDER
a3 Stack TWINS UN 5 Down
ss Left | Right
FS NA
C4 N Mo < W C
soctdsd
ool % &
MOON SL.}‘/
32 TWINS QV 5 Down
Left | Right
NA NA




Play Number: FAKE GUT Z/F BEHIND

Basic Blocking: REVERSE

Formations: ES sSS
DOUBLE
FLEX < ¢
' 6 .\%@ é
Z - Ball Carrier: | Get deeper than H, Take ball from QB, run reverse.
F: Release, block man on.
Y: Block gap to 2™ level.
X: Cut off.
H: Fake Gut, block B to C gap defender
QB: Open to Gut, fake to H, hand to Z
33 8TG FLEX 42
33STG Left | Right FS §s
&S FS [ N M "(\ S
M Ny E T\ E [
C
s g d@l:_ R 2 © 6 O é
l 86 g/?o> o) —
Trey
‘\_AC_G__Q—JJ
33 WK FLEX 42 Over
33 Left | Right Fs §S
ss FS
c ™M
N g K E W c
l 353504,
Trey
\_Ac.;g—“'/,
33 Stack FLEX UN 5 Down
33 Stack Left | Right F5 88
S8 FS
S » M J Cc
C / N
l Jodtod , 5
‘\_ic_e—Q——#'-J ’
32 ELEX OV 5 Down
sS FS Left | Right FS ss
™ W
v c
c D N g N
c]; dﬁ‘é fiitele)
Trey
\—W -5-




Play Number: STUTTER RT/ILT

Basic Blocking: COUNTER

Formations: ES SS
TRIPLE (ORBIT) C N C
 TWINS (Y OFF) é T i
Ball Carrier: Jump step. Read F for cut.
F: Read Guard block. Lead inside or cutside for Will.
Y: Base cut off.
X: Block first defender
Z: Cut off
QB: Open away from the hole, over the top ball handling. Fake Naked. Alert OT Bubble.
33 STG Triple (Orbit) 42
c >s FE)M‘ 4N c c
@ Flash &
Ace
33 WK Triple {Orbit) 42 Over
SS FS Left | Right FS $S
Y %W\ S °
Fiash é
Ace
33 Stack Triple (Orbit) UN 5 Down
SS FS Left | Right FS S8
C AS M < \J N
¢ botoh o °
Flash %
Ace
32 Triple (Orbit) OV 5 Down
Ss FS Left | Right FS 88
©% botob & c
Flash &
Ace "6"




Play Number: Shovel RT/LT Basic Blocking: DRIVE

Formations: ES sSS
g\évl_llr\%s (FLY) c W < M N! C
(FULL) E T T ;— E
Q@ .0
\
\
Bail Carrier: Step up with outside foot, catch pass and follow Guard.
F: Release — Block man over.
Y: Bluff E.M.O.L. Release outside of him and biock alley.
X: Release — Block man over. Alert 2 man.
Z: Release — Block man over. Alert 2 man.
QB: Start speed course. Flip ball to Back.
TWINS (FLY) 42
Left | Right sS
</ qp:gé‘z} :
HINGE osuce
33 WK TWINS (FLY) 42 Over
Left | Right F$ §S
° @/
HINGE DEUCE
33 Stack TWINS (FLY) UN 5 Down
FS FS S
T |
Lo M b W c
g E E C N/ C
; HINGE
ACE HINGE “GAP*
32 TWINS (FLY OV 5 Down
Left | Right FS $s
C
@/ |1
G'KBQA
~7- HINGE “GAP"




Play Number:  DRIVE RT/LT Basic Blocking: COUNTER

Formations:

TRIPLE (ORBIT) c C
DOUBLE

JOUBLE Y OFF

| (Y ORBIT)

DOUBLE (FLY)

Ball Carrier: Jump step. Aiming point, inside leg of OT.

F: Block E.M.O.L. Backside — Cut off.

Y: Onside — Triple - block man over to S/S, Double - Block E.M.O.L.

X Backside — Cut off

Z: Onside - block first force

QB: Open. Get bali deep to Back. Fake Boot.

Triple (Orbit) A 42

Teft | Right

Triple (Orbit)

Left | Right
33 Stack Triple (Orbit)
SS FS
J N
/
i Q{'i LE S
FLASH
32 Triple (Orbit) OV 5 Down

Left | Right SS

I . Wq%%&;ﬁ\;




Play Number: TRUK RT/LT

Basic Blocking: CRACK

Formations: ES sSS
TRIPLE c w F M— N c
TRIPLE (MOTION) E. T/ T E
TRIPLE (ORBIT) /b E 5 N
"Look"
~
~
~
Ball Carrier: Open angle step, speed to outside, runoff force block.
F: Block force defencer
Y: Down block first man on L.O.S.
X: Backside — cut off.
Z: Crack 2™ man on or off L.O.S. from head up to outside OT
QB: Reverse out and toss bali to Back. Fake Boot.
33 8TG Triple 42
c s M ([ J/ N c Wk M N c
N E /
/B E T T E /\
Scoop
— @ e —
33 WK Triple {Orbit) 42 Qver
Ss FS Left | Right FS ss
c s M ([ J (‘ c w R, m c
N,B E W E. T/ T E A
© a e go¥e) E S
Scoop "Look”
Ve ’ SCOOP\ h ~
— @ N TN
33 Stack Triple (Motion) UN 5 Down
Ss FS Left | Right FS CH]
M J N
c s | & c M N c
N % E E T T E S /\
® o0 3 ga
N © O,
P Scoop Scoop o
'\-L_. .__.\_A—-—’
32 Triple QV 5 Down
sS FS Left { Right FS §S
Moow /‘ c s
¢ In g N WET TEN c
© 6 s E&
P Scoop
Vs . _9_ . ~ .




Play Number: TANK RT/LT

Basic Blocking: CRACK

5 Formations: FS SS
§ DOUBLE (FLO) ¢ A c
' DOUBLE OPEN (FLO) E K T g
JUAL (SLIP) /b &
' DUAL OPEN (SLIP) ( ) O
| Slip Under
| /
/
— @
Ball Carrier: Open & sprint to outside. Belly a half step and follow OT.
F: Crack EM.O.L.
Y: Base cut off.
X Crack first inside defender off L.O.S.
Z: Backside — Cut off,
QB: Reverse out and toss ball to Back. Fake Boot.
33 STG DUAL (SLIP) 42
[o] M S
C N—g O (XT E c
E o /obnood
Moon : er
Scoop' Slip ) Und
/
O——-—-L.
3IWK DUAL (SLIP) 42 Over
Right FS ss
¢ N h* W A S c
‘\T E
00b
Moon Scoop Under
e. . —e
33 Stack DUAL (SLIP) UN 5 Down
FS S5
C C
E N ?\
TUT C
/ cé\od\g% 18 flo8goob \@
Scoop Vi
Q—:—=——/'
32 - DUAL (SLIP OV 5 Down
SS Right FS SS
W
7 oegesd 3| L8 pels
3 oob
Ve
410- @




Play Number: TONY RT/LT

Basic Blocking: TRAP

Formations: R ES sSS
|
DOUBLE OPEN c | M s c
DOUBLE \N E T 'Xr) E
FLEX Cf
® l} c;(éEL ®
Ball Carrier: Align at 5 ¥2 Yds. Landmark is backside hip of Center. Read trap block.
F: ' Release — Block man over.
Y: . Block first LB type your side. If Tite, block #3.
X: Release — Block man over.
Z: Release Outside — Block deep 1/3.
QB: Open backside, hand off. Alert 7 in.
33 STG Double Open 42
0/ SS M sy FS 4 4 i
N ! c ! M S
5 S E E ! C/ \ E T, T\E f"_}
[ odgoo T o | o] 9B .
“Ciub”
"Ace"”
33 WK Double Open 42 Over
SS Fs 4 . , Fs SS
c /N Mo PG ' N M s
\ E E W; / T E T
Yo Q, & ® L efeln'elel ®
"Ace”
33 Stack Double Open UN 5 Down
FS . A A FS SS
S M j " c | M
E E N/ g’ T\ ET T/b@ s c
L ooge ° b 9B, ¢
"Ace” xb “Gap® { Tab
32 Double Open OV 5 Down
SS FS Left | Right ~ FS SS
“ § 4 oo
oo M A P ¢ s
'.\ D E E N/’ ' T N W E \Q}
[ wsgoo ] ° 19 °
o O f
"Ace” 111-




REVERSES

Fake Counter OT Z REVEISE c.ooeeeieeeeeeeeeeeeeeeeeeeeeeeeeeietvasiseseisessesesasesssssesesssssssnssassnsasnssessases i-2

Fake Slant Z Behind.......cccceevueriiiiiiiiieciriereteceiee it ee ceeenee et cecneres s eossnesessssenonnaes 3-4
Fake Belly Z Behind .......cooviiieiiniiieeeeeee e te e snaestn st st s snssvnn e nenes 5-6
Fake Gut Z BERIN.......ccoiiiiiiireceeececete ettt cens st s saae s ens s 7-8

FaKe Pt REVEISE..u.uueereeerereensesnssssenessseneensmnsnissnsssssssssssssenssnsssssssssnnssesssesssenssssssnssnseeses 9-10



Counter
Play FAKE COUNTER OT RT Z REVERSE LT Basic Blocking: Reverse

Formations:
FAR ZOOM P
FAR ZIP C
HB Jump step, receive hand off and start Counter route.
Ball Carrier: Hand ball to Z coming over top.
F
Back: Set up to cut off E.M.0.L., C.P.: Invite him inside.
Y: Block Counter OT. C.P.: Tackle bubble block down except Bear, blockout
X: Block deep 1/2 or 1/3 Defender.
Ball carrier - Adjust to back and receive ball over top.
uo 80 STACK FAR RT ZOOM OVER _WIDE IS
A Jk OVER WIDE JS
w A M
X E E) S

S | O;&LE&I

00

OVER 34 A A P FAR RT ZOOM \ BIG BEAR

M )
é\‘]-< \\ T:E S E
k
<

DEUCE RT ZOOM 80 DINK




Play FAKE COUNTER OT LT 7

REVERSE RT

Counter
Basic Blocking: Reverse

QB Check Off:

Into:

Out Of:

QB Action and Alerts:

OPEN WEAK.

OVER THE TOP BALL HANDLING.

LEAD BLOCK FOR REVERSE.

34

FAR LT ZOOM

34 UNDER

S
&gE ST @

’
S

Sy o
e

34 N 1) FAR LT ZOOM
of 4
N
34 SINK DEUCE LT ZOOM. g 34 M TUEF
M4 )
S : E’ju’% J]
34 BEAR — FAR LT ZOOM




Play FAKE SLANT (LT) Z BEHIND RT

SLANT

Basic Blocking: Reverse

Formations:

I SLOT
FAR SLOT
FAR SLOT ZOOM

HB Fake Slant. block Will.
F
Back: Step up, follow G/C and block force. C.P.: Block Mike versus Bear.
Y: Block down, possible Trey. Alert DE pinch vs. Sink,
X: Backside - CUT OFF
Ball Carrier | Ball carrier - Zip, take ball over the top, follow FB.
B0 STACK FAR RT ZAP JK OVER WIDE IS
£ W M A ~
B T }) E, S
Trey
OVER 38 FAR RT ZAP BIG BEAR
,(‘ A
SiE)
4 Vs

B0 DINK

OVER SINK

A
[}

OVER DINK




Play FAKE SLANT RT Z BEHIND LT

SLANT
Basic Blocking: Reverse

QB Check Off:

into:

Qut Of:

QB Action and Alerts:

OPEN WEAK, FAKE SLANT. HAND BALL OVER THE TOP TO Z. SET UP.
34 FAR LT ZAP 34 UNDER
34
34 SINK FAR LT ZAP ¢y 34 M TUFF
e 7 ——————
M r/.( ?\ ’ E W ‘)\
e AR IR LA
Deuce W. "Gap" .
O
BEAR 34 DINK |
34 BEA M < FAR LT ZAP J
E

O NIOTEN

Ilcapll WC




BELLY

Play FAKE BELLY RT Z BEHIND LT Basic Blocking: REVERSE
Formations:
NEAR ZIP FS
TWINS ZIP C SS
NEAR OFF M C
] S Iatols)
"HB Fake Belly. Alert, SS Up, Bear.
-Back JEIY Step up and block EMOL. Possible 2nd level if EMOL disapears.
Y: Drive - Alert "Out" - Possible Puller.
X: Playside - Block 1st Force.
Ball Carrier3 zip, take ball over the top, follow FB.
80 STACK TWINS RT ZIP OVER WIDE JS
-— W {\M M(L
é E {5 '] ES g W%béﬁg‘
] \?}VQ
OVER 314 S NEAR T:FF <L M BIG BEAR
g Wé/T‘(’lE ] W gETTé’S,E
ANefelunfofchn o ofeYulele);
L\ O
UNDER_WINK NEAR RT Z|P 80 DINK
T E ?TW T N E S £ R T T 3 E
L Rospdas I ddpdds
~—@®
\~
OVER DINK
OVER SINK M S NEAR RT ZIP W M S VER DINK
g W é, L 1 TE T £ é T
d3 6 ® 5 O O)' 6
® ~——@




Play FAKE BELLY LT .Z BEHIND RT Basic Blocking:

FS QB Check Off:
SS
C C
J -
sso2bs " L |-
. | Out Of:

QB Action and Alerts:

OPEN STRONG, FAKE BELLY. HAND THE BALL OVER THE TOP TO Z, SET UP.

34 TWINS LT ZIP 34 UNDER

34 NEAR LT OFF 34 J TUFF

| o CEbEEEY B

34 SINK TRIPLE LT J 34 M TUFF
S EM M }E; W g
5 2 &850
o
34 BEAR M < NEAR LT ZIP M)_ J)J 34 DINK
| £ S eT W
%6 O b% SO B




Play FAKE GUT LT Z BEHIND RT

GUT

Basic Blockmg: REVERSE

[ Formations:

FLEX FS

FLOAT c SS

< ¢
W é E g
‘ Deuce

HB Fake Gut, Block Will.

Back: Playside - Block 1st Force.

Y: Down block, possible Trey, Alert DE Pinch vs. Sink.

X: Backside - Cut off.

Ball Carrier: Zip, take ball over the top.

30 STACK FLEX RT ZIP OVER _WIDE

M
535 L
Trey o— Deuce
OVER 338 4 FLEX RT ZIP M BIG BEAR _
w W E; Tf Tf S E l
‘ 'W 'Gap"
UNDER WINK FLEX RT ZIP 50 DINK
£ AT l
F@
OVER SINK FLEX RT ZIP M S OVYER DINK
O/ % l 1 j}“




Play FAKE GUT RT Z BEHIND LT

GUT
Basic Blocking: REVERSE

S5

§

FS

QB Check Off:

into:

Qut Of:

QB Action and Alerts:

OPEN WEAK, FAKE GUT. HAND THE BALL OVER THE TOP TO Z. SET UP.




Play Number: Fake Pitch RT/LT Reverse RT/LT

Basic Blocking: Stretch Reverse

-9 .

Formations:
Tex Motion
H8 T have depth, hand off
Ball Carrier: ake toss, have depth, hand off to X
ga ck: Biock #3 like stretch on run
Y: Block inside; Tackle bubble influence block 7, block Sam, OR Trey to Mike.
X: Ball Carrier on outside edge of numbers.
Z: Block MDM
QB Toss action, then peel to help on force. . /
40 STACK PITCH X REV RT TEX MOTION PITCH X REV LT OVER WIDE JS

W M4 LT | RT M SS

E,\"ET_;TSG SET T EWT
OVER 34 X REV RT TEX MOTION X REV LT BIG BEAR

M s4 LT | RT M SS ¢
E S T T E W
UNDER WINK X REV RT TEXMOTION X REV LT 40 DINK
~W M4 LT RT S M W
E_ T T ES E r T YT <E
_,E > Q/y
OVER SINK X REVRT JEA MUTIUN » XREVLT OVER DINK
LT RT S M W.
%E Ser d)f : T




Fake Pitch RT/LT Reverse RT/LT

Play Number: Basic Blocking:
FS S QB Check Off:
M J C
C S E N E W
%@7’@
\C Out Of:

QB Act'ion and Alerts:

OPEN AWAY AND DELIVER PITCH, GIVE GROUND AND LEAD PLAY.

34 TEX-MOTION Under
c. F LT | AT C s
sS M J 7’ C Ss M a4 o)
SE T E W S E T T EW
° g‘( ‘bg@ bg ® JT%E\/@&%
34 , Over
C FS ss FS
LT | LT
ss M J 4 c YK 4 c
s TO E
40 Dink
.\
40 TEX MOTION ~—— Under Wink
c

-10-







PASS OFFENSE MECHANICS

1. Almost all passes in this system will be called in the following sequence:
1.1 Formations
1.2 Protections
1.3 3 Digit Patterns
1.4 F
1.5 H
2. We will use names to call our protections, numbers to tell the receivers which routes to

run, and words to indicate which patterns our back will run.

2.1 Formations Split Rt

22 Protections Scat Rt

23 3 Digit Patterns 389

2.4 F F Cross

25 H Out
3. Pass patterns are always called from the single receiver side to the two receiver side.
4. Since we always call formation strength to the TE (Y), it is imperative that you know

what number you run in the various formations.

5. In all normal formations, X will run the first number, Y the second number and Z the
third number.

Example: Split Rt Scat Rt 389 F-Cross/Out

3

® OO00®
O NG

® ©




6. In Slot formations, Y runs the first number, Z runs the second number and X the third
number.

Example:  Split Rt Slot Scat Rt 364 F Flat/Swing

4

®  00Oood
©) @,

® ®

7. For you to truly understand this pass offense it is important to learn the whole play and
not just which number you run.



Route Tree

WIDE RECEIVERS ROUTES
TABLE OF CONTENTS

.....................................................................................................................................

THESEAE R OU S e ieeeee e iee et eee i eeeeesesaereennsesesesssssesenssssnssssatennsussnssessnsnnssnsssnsssnnsseeesssnrnassssossosassesson 2-4

OULSIAE RO LS . ieieieeeeeeeeeiieeeeseeeeeesasesssessssannssasesesseesesesssnssensossnnsssosesesasssessssnssnssnsssssessnnsnssssssassas 5-8






(2) Slant
4 Yds.

(9) Go

(7) Pump

(5 Comeback)
17 Yds.

s (7) Deep Out

>

_» (0) vs. Man

/

_» (0) Cross

17-19 Yds.

———— (3) Out
10 Yds.

(1) Quick Out

-7 Yds. .
)'(0) VvsS. Zoge-, ds 6 vds
O OO0 @000 \O
EVEN ROUTES ODD ROUTES
4 (9) Go
(8) Post
(Read)
(7) Deep Out
* 17 Yds.
‘.—_—.——
(8) vs. Closed Mdl. (4'2 \l(nd
1 .
14 Yds. ; S (5 Comeback
15 Yds.
(6) Curl
: (2) Slant
12-14 Yds. 4 Yds.
(3) Out
10 Yds.
(0) Vs. Man \
v e
(0) Cross (1) Quick Out
6-7 Yds. 4-5 Yds. Yds.
: (0) vs. Zone
ONION JOIONNO
| O O

INSIDE RECEIVER TREE (SLOT)
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INSIDE ROUTE TREE — RECEIVER GRID

ROUTE

VISUAL

DEPTH

ALIGNMENTS

POINTS OF EMPHASIS

PIVOT

s

6 -8 YARDS

2 YARDS
OUTSIDE HASH

RUN IT ROUTE, STAYS ON VS
ALL COVERAGES. BEGIN
ROUTE LIKE A ZERO TO A
POINT 6-8 YARDS DEEP OVER
THE CENTER, SIT DOWN VS
ZONE, VS MAN PIVOT AND
RETURN.

1

FLAT

2-3 YARDS

2 YARDS OUTSIDE
HASH

2 STEP ROUTE UPFIELD. SPEED
CUT AND ACCELERATE TO GET
LATERAL SEPERATION, KEEP
ON THE MOVE.

POST

4 -7 YARDS

¥» BETWEEN HASH
AND NUMBERS

ANGLE OF ENTRY INTO
DEFENSE IS A 4-7 YARDS DEEP
ON AN ANGLE TO SEE THE FLAT
ROUTE. SHOULD THE FINISH IN
THE SEAM AS THE FLAT
DEFENDER EXPANDS.

CHOP

4 -7 YARDS

2 YARDS OUTSIDE
THE HASH

RUN IT ROUTE, STAYS ON VS
ALL COVERAGES, CROSSING
ROUTE, GET OVER THE
CENTER, SHOW NUMBERS PUT
HANDS UP AND CONTINUE ON
CROSSING ROUTE (LOOKS LIKE
PIVOT ROUTE).

FLAG

i
)

SLIGHT SEAM
RELEASE 4™
INSIDE STEP

VARIES

RUNIT ROUTE, STAYSON VS
ALL COVERAGES. AIMING
POINT FRONT FLAG. IN RED
ZONE AIMING POINT IS 2 YARDS
AT THE BACK FLAG.




INSIDE ROUTE TREE Continued - 2

ROUTE

VISUAL

DEPTH

ALIGNMENTS

POINTS OF EMPHASIS

STUTTER

14 -16 YARDS

2 YEARS
OUTSIDE HASH

RUN IT ROUTE, STAYS ON VS
ALL COVERAGES. GET UP
FIELD ABOUT 11 YARDS THEN
START POST ANGLE BUT NOT
CROSSING HASH, PIVOT LOSING
GROUND LOOKING FOR OPEN
AREA.

O ROUTE

4 -7 YARDS

2 YARDS OUTSIDE
THE HASH

CROSSING ROUTE, VS ZONE
READ DROP OF LBERS. DO
WHAT YOU SEE IN FRONT OF
YOU - IF A DEFENDER IS
WAITING ON THE OTHER SIDE
SIT DOWN FROM CENTER OVER.
NO DEFENDER KEEP ON THE
MOVE. VS MAN, RUN AWAY,
YOU MAY HAVE TO STAIR CASE
HIM.

1 ROUTE

Z-3YARDS

2 YARDS OUTSIDE
THE HASH

RUNIT ROUTE, STAYS ON VS
ALL COVERAGES, VS ZONE
COME OUT OF THE BREAK
THEN UNDER CONTROL BEING
AWARE OF FLAT DEFENDER.

2 ROUTE’

2 STEPS

2 YARDS OUTSIDE

RUN IT ROUTE USED WITH 22
COMBINATION, DO QUICKLY
CROSS DEFENDERS FACE TO
OPEN ZONE FOR OUTSIDE
RECEIVER, NO HESTITATION,
CAN GO ABOVE OR BELOW
DEFENDER.

3 ROUTE

[
s
2
Y
P

SLIGHT ANGLE
OUT 3*" INSIDE
STEP

2 YARDS OUTSIDE
THE HASH

RUN IT ROUTE STAYSON VS
ALL COVERAGES VS PRESS
MUST WORK TO GET AN
OUTSIDE RELEASE WITH A
VERTICAL PUSH BEFORE
BREAKING OFF ROUTE. V8
COVER 2 RUN SPEED 3 ROUTE
BUT BEING AWARE OF OUTSIDE
DEFENDER.




INSIDE ROUTE TREE Continued - 3

ROUTE

VISUAL

DEPTH

ALIGNMENTS

POINTS OF EMPHASIS

4 ROUTE

14 YARDS

2 YARDS OUTSIDE
THE HASH

RUNIT ROUTE, STAYS ON VS
ALL COVERAGES. GET
VERTICAL PUSH TO 14 YARDS,
VS ZONE COME OUT OF THE
BREAK UNDER CONTROL BUT
ON THE MOVE. VS MAN RUN
AWAY. STAY FRIENDLY.

5ROUTE
(58 STOP)

15 YARDS

3 YARDS OUTSIDE
THE HASH

RUNIT ROUTE, STAYS ON VS
ALL COVERAGES. VS PRESS
TAK AN QUTSIDE RELEASE
GETTING TO A VERTICAL
STRETCH OF 10 YARDS THEN
TAKING A HIGH ANGLE
TOWARDS THE CORNER
PIVOTING AT THE INSIDE EDGE
OF THE NUMBERS COMING
BACK TO QB. VS COVER 2 FIND
THE OPEN WINDOW AFTER
PIVOT BUT WORK BACK TO QB.

INSIDE 6

12 - 14 YARDS

2 YARDS OUTSIDE
THE HASH

INSIDE ANGLE RELEASE TO A
DEPTH OF 12-14 YARDS
DEPENDING ON THE PLAY
CALLED. VS ZONE SIT DOWN
AND UNCOVER. VS MAN PIVOT
OUT.

i

INSIDE 8

)
!
by

f__

1012 YARD
BREAK POINT

2 YARDS OUTSIDE
THE HASH

MIDDLE OF THE FIELD OPEN
TAKE THE FIELD. MIDDLE OF
THE FIELD CLOSED RUN AN
INSIDE 4 ROUTE. VS MAN STILL
READ THE MIDDLE OF THE
FIELD. HINT MOVE NECESSARY
VS MAN.

INSIDE 9

O

VERTICAL
RELEASE

ON THE HASH

RUN IT ROUTE STAYS ON VS
ALL COVERAGLES. VS
SECONDARY DEFENDER
PREFER TO CROSS HIS FACE.
VS ZONE UP THE HASH.




OUTSIDE ROUTE TREE - RECEIVER ROUTE GRID

ROUTE VISUAL DEPTH ALIGNMENTS POINTS OF EMPHASIS
SPEAR 18-24 YARDS 0 SPLIT RUN IT ROUTE, 18 - 24 YARDS
FAR SIDELINE VS MAN STAIR CASE
CHATTER 20 YARDS NORMAL _ RUN IT ROUTE
' PUSH UP TO 12 YARDS
SLIGHT PUMP MOVE THEN GO
$ TO A DEPTH OF 20 YARDS AND
FINISH LIKE 5 ROUTE.
HUSKY 6 YARDS MAXIMUM SPLIT | RUNIT HITCH, STAYS ON
HITCH 3STEPSTHEN2 | MAXIMUM SPLIT | VS PRESS-FADE IT
GATHERS, NO VS COVER 2 - FADE IT
DEEPER THAN
6 YARDS
\
A
S
PATRIOT 12 YARDS MAXIMUM SPLIT | VS PRESS - WIDE OUTSIDE
(STEM 6 ' RELEASE 2 YARDS FROM
ROUTE) SIDELINE VS COVER 2 IT°S THE

SAME AS PRESS,




OUTSIDE ROUTE TREE Continued - 2

ROUTE VISUAL DEPTH ALIGNMENTS POINTS OF EMPHASIS
0 ROUTE 4-7 YARDS WIDE SIDE - % CROSSING ROUTE, VS ZONE
BETWEEN THE READ DROP OF LBERS. DO
HASH AND WHAT YOU SEE IN FRONT OF
NUMBERS, SHORT | YOU - IF A DEFENDER IS
¢ SIDE-INSIDE EDGE | WAITING ON OTHER SIDE SIT
OF NUMBERS DOWN FROM CENTER OVER.
NO DEFENDER KEEP ON THE
MOVE. VS MAN, RUN AWAY,
YOU MAY HAVE TO STAIR
CASE HIM.
1 ROUTE 2"V INSIDE STEP EDGE SPLIT VS PRESS - FADE IT
NO DEEPER VS COVER 2 - FADE IT
THAN 6 YARDS
2 ROUTE 2" OUTSIDE NORMAL SPLIT RUNIT ROUTE. VS PRESS WORK
STEP 45% - | AT DEFENDERS OUTSIDE COME
ANGLE, 15 DOWN INSIDE FLAT. VS COVER
YARDS AND 2 WIDEN THE DEFENDER FOR
THE HASH BIGGER WINDOW.
3ROUTE SLIGHT ANGLE EDGE SPLIT VS PRESS ~ FADE IT
RELEASE 3%° VS COVER 2 — FADE IT
INSIDE STEP
4 ROUTE 18 TO 20 YARDS NORMAL SPLIT RUN IT ROUTE - RUN THROUGH

15 YARDS PUSHING FOR 18 TO 20
COMING OUT THE BREAK THEN
UNDER CONTROL. ROUTE
STAYS ON VS ALL COVERAGES.




OUTSIDE ROUTE TREE Continued - 3

-
— -

OUTSIDE STEP

STAY VERTICAL AND CROSS
THE DEFENDERS FACE AT ANY
ANGLE NECESSARY. VS COVER
2 OR PRESS FADE IT.

ROUTE VISUAL DEPTH ALIGNMENTS POINTS OF EMPHASIS
SROUTE 17 YARDS NORMAL SPLIT | RUN IT ROUTE - MUST COME
OUT OF THE BREAK STAYS ON
: ‘ VS ALL COVERAGES.
6 ROUTE 12 YARDS NORMAL SPLIT | RUN IT ROUTE - VS PRESS TAKE
AND TURN AN OUTSIDE RELEASE GET
DEFENDER RUNNING AND
WORK BACK TO QB VS COVER 2
WIDEN DEFENDER ON RELEASE.
7ROUTE ) SLIGHT SEAM EDGE SPLIT RUN IT ROUTE - BURST
. RELEASE 4™ RELEASE TO A VERTICAL PATH
INSIDE STEP TO A 17 YARD DEPTH AND
FINISH LIKE A 3 SPEED CUT AND
GET SEPARATION. VS PRESS
STAYS ON VS COVER 2 STAYS
ON AND COMES OUT AT HIGHER
ANGLE.
7 PUMP SLIGHT SEAM EDGE SPLIT RUN IT ROUTE - REGULAR 7
RELEASE 4™ ROUTE AND AT APEX 3*° HIGH
INSIDE STEP STEP OUT THEN UP, NOT
LOOSING MOMENTUM. VS
PRESS OUTSIDE RELEASE. VS
COVER 2 SLIGHT SEAM
RELEASE. '
S ROUTE SLIGHT ANGLE EDGE SPLIT FINISH ROUTE UP THE SEAM VS
RELEASE 4™ INSIDE TECHNIQUE YOU MUST
A
\




OUTSIDE ROUTE TREE Continued - 4

ROUTE VISUAL DEPTH ALIGNMENTS POINTS OF EMPHASIS !
DEEP 8 MINIMUM 15 EDGE SPLIT MUST CLOSE CUSHION
YARDS MINIMUM 15 YARDS THEN GO
FOR THE FAR GOAL POST.
STAYS ON VS ALL COVERAGES.
9 ROUTE CLOSE NORMAL SPLIT CLOSE CUSHION, AN OUTSIDE
CUSHION ON FINISH 1S PREFERRED NO
DEFENDER CLOSER THAN 5 YARDS FROM
SIDELINE, IF DEFENDER
MAINTAINS OUTSIDE STICK
HIM AND FINISH INSIDE. DO
A NOT FOOL QB DOUBLE
WORKING THE ROUTE. VS
PRESS SQUEEZE DEFENDER.
VS COVER 2 ROUTE STAYS ON.
9 PUMP X CLOSE NORMAL SPLIT CLOSE CUSHION AND AT 14
1 CUSHION ON YARDS GIVE QUICK HEAD AND
DEFENDER SHOULDER FAKE AT THE QB.
VS PRESS ROUTE STAYS ON VS
$ COVER 2 FADE IT.




Route Trees........

Routes for Backs

RB ROUTES
TABLE OF CONTENTS
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BACKS ROUTE TREES
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BACKS ROUTE TREES
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INDIVIDUAL ROUTES FOR BACKS

FLAT Release outside hip of TE, rolling off inside foot at 2
yards. Gain depth to 5 yards, half way between the
numbers and sideline. Look quick for ball. Settle 3
yards from sideline. Stick move vs. man.

OOEOOO

CROSS Release outside hip of TE, to a depth of 3 to 4 yards.
(Same as Flat). Break inside underneath LB at a 45-
degree angle. Look for the ball quickly

OOSOOO
O

ANGLE Release 4 to 5 yards outside TE break inside at 75
degree angle. Look quickly for ball.

OOSOOO

POST Release 4 to 5 yards outside TE. Aiming point is 1 yard
\ inside numbers to widen the seam defender. Work off
seam defender. Get inside and vertical if he widens. Go
4 | over top and vertical, if he walls inside. If squats on
. you, close and break thin across his face. MFO take

| O O 6 O O O *! | middle thin. MFC, stay vertical.
O

¥




INDIVIDUAL ROUTES FOR BACKS

OO%OOO

"-.-._*

| Run Flat route looking quickly for ball. If not there,
turn up field through the bottom of the numbers, gain

depth and width, halfway between the numbers and

sideline. Turning your head protects Hot and sells Flat

route.

p ZONE
A

MAN v '

OO%OOO

Check release over TE 2-4 yards deep vs. Man, pick
defender covering the “H Back”. If Zone, continue up
field to depth of 10 yards hooking up across MLB face.

Release around DE when possible. Work up field to
depth of 4-5 yards. Break inside looking for the ball.

Check. Release between either Guard Center gap weak
or strong. Work to a depth of 5-6 yards, idle vs. Zone in
front of TE original alignment. Vs. man, run away.




INDIVIDUAL ROUTES FOR BACKS

SWING

OO%OOO

O

Release parallel to the line of scrimmage. Do not lose
ground. Wide side, end up on the numbers,
approximately 2 yards from LOS. Short side, End up
half between numbers and sideline 2 yards from LOS

OPTION

OOSOO

Release outside 4-5 yards wide and run a 3-way Option
route at a depth of - 5 yards; break in or out based on
defender technique and break up vs. Zone.

ARC SNEAK

OO%OOO
O

Check. Release in Guard/Tackle area. Turning out 6
yards deep over the TE original alignment. Drift to
outside vs. Zone, run away to outside vs. Man. this
route is used with Arc protection

HOOK

OOQOO
O

Check release between Tackle/Tight End area at a depth
of 5-6 yards turning out. Run away vs. Man.




INDIVIDUAL ROUTES FOR BACKS

TWIST Check release 4-5 outside TE, depth 3-5 yards, far hash,
get width to 1 yard inside the numbers. Near hash, get
width to 1 yard outside the numbers. Stop and return
Flat, do not lose ground.

OOSOOO

THRU Check release through Center/Guard area with option
route running rules.. This is usually used with Arc

"—7:—’ Seams.

OO%OOO

Release between Tackle/Tight End with speed, your job
is clear SLB area, this route is usually used with Y-
Twist.

5

OOOOP

DODGE Option route used by Y and F primary with Option
rules. Run from Trips or Twins formation with a depth
of 6-8 yards. Hesitate prior to release to read the
Defense.

OO%OOO




INDIVIDUAL ROUTES FOR BACKS

OOEOOO

Release outside hip of TE 1-2 yards up field , break
inside as if to run a Cross route. 2 Steps then pivot Flat
back toward the sideline, do not lose ground. Throttle
vs. Zone, run away vs. Man.

CHOICE

OO%OOO

Normally a free release route 4-5 yards, outside OT, to a
depth of | 5 yards. Hook vs. Zone. Break out vs. Man.
This is only a 2-way break. You cannot break to the
inside.

RICKY/LUCKY

.

O EOOO

Combination pattern by both backs, both backs break
right or left. Onside-run Flat route, Offside-run Sneak
route.

LOOP/CRAB

OO%OO

Release parallel to the LOS, don’t loose ground, Shorter
version of the Swing half way between OT and SE. Vs.
Man win with Option rules.

-7




INDIVIDUAL ROUTES FOR BACKS

CORNER | K‘

OOgOOO

Primarily used in the Red Zone, release up field 1 yard
outside of OT break point will depend on LOS. Break at
high angle to the back cone.

OOSOOO

Release 4-5 yards outside OT, aim 2 yards inside
numbers, MFC Sam in Seam MFO open take the
middle.

OOgOO

O)’

Check release to a depth of 5-6 yards. Break out vs.
Man. Hook up in void between Flat defender and break
point.

OOMOOO
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TE PASS TREE

4 3 PUMP ROUTE
4 ROUTE 14 YDS. _
NAKED 2 ROUTE 12-15 YDS.
ACTION 2 ROUTE 15 YD,
» DEEP 3 ROUTE 10 YDS.
8-10 YDS. -
PIVQT 3 ROUTE 6-8 YDS.  1iGHT TEEN ROUTE 5 YD!
Lt
<o

0 ROUTE 4 YDS.

»
1 ROUTE 34 YDS.

8 ROUTE

STUTTER
14 YDS.

CROSSING 9 ROUTE

6 ROUTE 8 YDS.

CLEARING 9 ROUTE

A
A SEAM 9 ROUTE
FLA
¢ 7 ROUTE
> !
12-14 5 STOP ROUTE
14 YDS.

5 ROUTE
10 YDS.




TE PASS ROUTES

0 ROUTE - SHALLOW CROSS

4

[ 3

10O

» Crossing route no deeper than 4 yds..
® Zone — Inside release

Angle in towards frontside LB and break under him.
Run past backside tackle box.

Find the open area, keep yourseif open.

Man - Inside release

Push up field no deeper than 4 yds..

Break inside and separate

Catch, clutch, covert

1 ROUTE - FLAT

ool

Zone — Outside release

Push up field 34 yds., gaining width and depth to 5
yds.. (depth determined by combo route.)

Sit down 3 yds. from sideline if ball as not been

“thrown

Man — Outside release
Give a good head shoulder fake, break out and run
away

e Focus on ball

CCC

2 ROUTE - CROSS

m

Crossing route 6-8 yds. deep.

Zone - inside release

Angle in towards frontside LB gaining depth to 4 yds.
Break inside

After crossing the backside tackle box, find the open
area, keep yourself open.

o Man — Inside release

Push up field 6-8 yds. And break inside. Separate

ACTION 2 ROUTE

}@

e Inside release

e Angle inside pushing up field 8-10 yds.
® After crossing ball angle to 15 yds.

@ Expect to catch ball around the hash

o Zone —~ Throttle down

o Man — Keep going

# Focus on ball

NAKED 2 ROUTE

*

# Influence step, inside release

» Angle inside gradually gaining depth to 15 yds.
» Get to opposite numbers

e 1f ball is not thrown, stop at numbers and keep

yourself open

® Focus on ball




3 ROUTE - OUT

DOOQ

* 6-8 yds. Out

o Zone — Inside release

Push vertically 6-8 yds.

Speed cut out

Pull — Up only if defender is in immediate line.
o Man — Inside release

Head, shoulder fake inside and break out
Separate

Do not allow defender to break under route

» CCC

QUICK 1 ROUTE

® 5 Yds. Out

o Zone — Inside release

Push vertically 5 yds.

Speed cut out

» Man - Inside release

Head, shoulder fake inside and break out

S
OO0 | Separte
® 10 Yds. Out

DEEP 3 ROUTE
‘ 10

OO

» Zone — Inside release

Push vertically 10 Yds.

Speed cut out

» Man — Inside release

Head, shoulder fake inside and break out.
Separate

Do not allow defender to break under route
e CCC

PIVOT 3 ROUTE

O>b

O

o Inside release

® Angle over Onside Guard

® Push up field 6-8 Yds.

e Plant with inside foot and pivot outside
» Stay flat after pivot

» CCC

3 PUMP ROUTE

8-10

OO

e Inside release

e Push vertically 8-10 Yds.

e Roll outside 1 ' steps, sell 3 route

e Angle up field staying on the inside edge of numbers.
= MFO — Angle in towards middle (Slice)

e MFC - Stay on inside edge of numbers

e Focus on ball




4 ROUTE
_ < M

12-14 )

0000

® 14 Yds. crossing route

e Inside release

o Push vertically 14 Yds.

» Speed cut inside

* Zone ~ come out of break under control, find open
area

Locate QB

» Man — Good fake outside than break inside and
separate, stay friendly

» CCC

S ROUTE - WIDE HOOK

L1OO

» Qutside Release

* Get width of 6 Yds. while working upf field
* 10-12 Yds.

» Turn inside, snap it down

e Locate QB face up target

o CCC

6 ROUTE - HOOK

OO

e Inside release

 Zone — push up field 10 Yds. read onside LB

At top of stem plant with outside foot and snap it
down or come back to QB at a 45 degree angle, find
open are

If walled, slide outside, get open

® Man — at top of stem plant and retrace stem

s Locate QB, face up target

e CCC

7 ROUTE - CORNER

12

O0O0OO0C

° Best release — prefer outside release
e Push vertically 12 Yds.

= Speed cut

» Focus on Ball

7 ROUTE - HIGH FLAG CORNER

10-12

000

e Push vertically 10-12 Yds.
* Angle to near flag of end zone
® In red zone, angle to back flag of end zone




5 STOP ROUTE

15

OO

® Outside release

e Push vertically 10 Yds. angle out to 15 Yds. to inside
edge of numbers

e Plant and angle back to QB

o Locate QB, face up target

o CCC

8 ROUTE
.

s

OO0

» Best release

o MFO- Push vertically 12 Yds.

Angle towards nearest upright

e MFC — Tums into 4 route

Break inside find the open area

If first window is clesed, continue onto next window
under control

® Man - run away, stay friendly

o Focus on ball

o CCC

CLEARING 9 ROUTE

OO0

e Best release, inside if possible

® Separate

e MFO — Maintain hash integrity, look for ball
o MFC — Clear out coverage

» Focus on ball

SEAM 9 ROUTE (SILVER)

\
| DOOf}

e Best release

e Push vertically 8 Yds.

» Roll outside selling the 3 Route

» Hit inside edge of numbers and turn up field

e MFO - When running up field on inside edge of
_numbers, angle in towards nearest up right “Slice”
e Focus on ball

CROSSING Y - SPEAR

-

o Inside release

» Locked in post route

e Full sprint

» Force coverage definition

® Zone — Throttle

s Man — Keep going, run away
e Focus on ball




Y 3STUTTER -

10O

Best release

o Push vertically 14 Yds.

» Zone — Angle back to QB

® Man at the top of stem plant and slide outside
e Locate QB, Face up target

e CCC

Y CHOICE (COWBOY)

6

OO

» Best release
* Man — Push up field 6 Yds.
good head, shoulder fake inside and break out

# Zone — Tun outside, find open area
o If hot, break out at 4 Yds.

* Locate QB, face up target

» CCC

Y - TWIST

® Go past original TE alignment 2 Yds. Angle up field
to 4 Yds.

» Pivot, under cut coverage gaining ground to 6 Yds.

» Expect to catch the ball over the original TE
alignment

» Locate QB

» CCC




RIP/LIZ PROTECTION
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RIP/L1Z PROTECTION

A two Back 7-Man protection. The Offensive Line has the Down Four and the Mike Backer. The
Backs have Sam and Will to any secondary Blitzer. No Blitzers, run designated route.

Alert “Hard” if your man is in the A Gap. The depth of the pocket will be no deeper than 8 % yards.
Versus a 34 Defense the Guard and Back to the side of the call (Rip/Liz) will have a “Double” read. If

both Backers come to the side of the call, the Back must block the outside rusher and the Guard must
block the inside rusher. If only one Backer rushes to the call side, then the Back can run his designated

route.
Four weak will be handled by the Quarterback and the X Receiver.

Four strong will be handled by the Tight End and Fullback.

L1Z
34 40
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\/‘J: "Gone"
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O
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S
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RIP/LIZ PROTECTION
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076

FAR RT CHANGE - RIP 076

/|
Cf’/ oooo
— ° ;

OB: .Notes:
X Outside Zero
Y: Inside 6
Z: Inside 7
F: Check Swing
H: Check Swing

QO 8 oo OO 8 OO




077 FLAG F-OUT

TRIPLE RT SCAT RT 077 F-FLAG OUT

-

OOoLOO ®
O

N

Q

X  Inside O Route
Y: Inside 7 Route
Z: Flag

F:  OQut

H: - Check Swing




077 SPECIAL

FAR RT SLOT - RIP 077 SPECIAL F-FLAT

OB: | .Notes:

X Outside 7

Y: Outside 0

Z: Slot 7

F: Check Flat

H: Check Swing

TEX LT - CHARLIE 2 “OH” 77 SPEC NEAR RT SLOT - LIZ 077 SPECIAL

D M
OOEOOg O@

OOBOO OOBOO




079

NEAR RT SLOT LIZ079 F-FLAT

4

) OOLIOO
O

QB: Notes:

Qutside 9 Route
Inside 0 route
Slot 7 Route

Check Flat
Check Swing

OOSOO OOBOO

oogoo | oogoo




097 PUMP

NEAR RT SLOT - LIZ 097 PUMP

4

OO(E)]O&)
® F
OB: | Notes:

7 Pump
Inside 0 Route
Inside 9 Route

Check Swing

X
Y:
Z:
F: Check Swing
H:
NEAR RT SLOT - RIP 497 PUMP F DRAG FAR RT - RIP 797 PUMP F DRAG

© ‘—_(_)_ig(g @OO@

&_,

OOBOO OOBOO




383

FAR RT —RIP 383 F-DRAG

R .
\ /
ooL0oO
O
o —
OB: Notes:
X QOutside 3
Y: Inside 8
Z: Qutside 3
F: Check Drag
H: Check Swing




408 F-SHOOT

NEAR RT SLOT LIZ 408 F-SHOOT

e | |
® oogo;(lﬂ
M

Notes:

TN

OOBOO OOBOO

OOBOO OOBOO




416 WHEEL F DRAG

FAR RT RIP SEAM 416 WHEEL F DRAG

OODOO®///15

N

OB: Notes:
X Seam 4
Y: Wheel
Z: Qutside 6
F: Check Drag
H: .. Check Swing
oo 8 oJo ole 8 OO

-10-




438 RUN-IT F TWIST/PIVOT

NEAR RT LIZ 438 RUN-IT F TWIST

\

® o nee
O ©

— %

.Notes:

OB:

X Qutside 4

Y: Inside 3

Z: Runlt8

F: Check Twist
H: Check Swing

OOBOO OOBOO

-11-



473 FLAG

NEAR RT SLOT - LIZ 473 FLAG F-DRAG

oolo
O

Notes:

OB:
X Qutside 3 (Run It)
Y: Inside 4
Z: Flag 7
F: Check Swing
H: Check Swing
OO0 B o]0 Ole) B 01®)

-12-




473 FLAG

NEAR RT SLOT - LIZ 473 FLAG F-DRAG

ooo
O @ RUN IT
OB: .Notes:
X Run It 3 Route
Y: Inside 4 Route
Z: Flag
F: Check Drag
H: Check Swing
OO 8 0O OO 8 1@

-13-



478

NEAR RT LIZ SEAM 478 F-FLAT HOOK .

0

X  Seam 4 Route
Y: Inside 7 Route
Z: OQutside 8 Route
F: Check Flat

H: - Check Hook

-14-




479

NEAR RT LIZ 479 F FLAT HOCK
0]

X  OQutside 4 Route

Y: Insitde 7 Route

Z: QOutside 9 Route

F: Check Flat

H: Check Hook

-15-



SEAM 495

FAR RT RIP SEAM 495 F-OUT
A

/ot |

Notes:

Seam 4 Route
Inside 9 Route
Qutside S Route

Check Out
_ Check Swing

TN X O

CNDEOC) <DOBCK)

CDOQCND <DOBCE)

-16-



495 - 497

NEAR RT SLOT — LIZ 495 F-DRAG

'
® oodoo
O
R \@ 6

OB: Notes:
X Outside 5
Y: Inside 4
Z: Inside 9
F: Check Drag
H: Check Swing

FLANK RT - LIZ 497 F-DRAG

iy

® OOBO

(:)(:)EE;(:>(:)

(:>(:>EE;<:)<:>

-17-




585

NEAR RT - LIZ 585

Ve

0B:

X Qutside 5
Y: Inside 8
Z: Outside 5
F:

H:

Check Swing
Check Swing

TRIPS RT - LIZ 585 FAR RT OPEN —-RIP 585 F-DRAG

4 -~

OOEOO O @800
— | o

DEUCE RT - RIP 585 F-DRAG FLEX RT - BRONCO LT 385

®

y o
AN
&

wgc;o 00®
o L ) & oogoo{‘(a

@/‘\—/_W

-18-



780 TANGO

NEAR LT SLOT RIP 740 TANGO

-t
b8
&~
(_'_\%S O 8 o0
@F—>
Q Notes:
X 1 Route
Y: Inside 7 Route
Z: Outside 4 Route
F: Check Flat
H: Check Swing
00 8 00 ol®) 8 o)®)
00goo elelmicle

-19-



LIZ 764

NEAR RT SLOT - LIZ 764 F-FLAT

———

® OOISOQ

S~ A

©

Notes:

Outside 4
Inside 7
Inside 6

Check Flat
Check Swing

OOgoo | ocogoo

226




764 F-FLAT

NEAR RT SLOT - LIZ 764 F-FLAT

0OB:

X Outside 4

Y: Inside 7

Z: Inside 6

F: Check Flat

H: Check Swing
OO 8 OO OO 8 OO
O 8 OO OO 8 OO

21-



787

IRT - RIP 787 F-DRAG

= A o
® OOSOO
@
® 4 ___’———/
OB: Notes
X Qutside 7
Y: Inside 8
Z: Qutside 7
F: Check Drag
H: ~Check Swing
I RT OPEN RIP — 797 PUMP F-DRAG FLEX RT BRONCO LT - 787

®

OHoOo & 00 800{' 5
OE@ @/\__/

IRT OPEN RIP - 787 F-DRAG

4"“

il

Loogeo o | ~ oogoo
o— |-

®

22



844-894

SPLIT RT ~LIZ 844 F & H OUT

| 3
0OB: .Notes:
X Qutside 8
Y: Inside 4
Z: Qutside 4
F: Check Out
H: Check Out
TWINS RT - L1Z 844 F&H OUT IRT —~ RIP 844 F DRAG

7 "’A/ )

® ‘L%o‘goo { , oJelate’s
e

®
®

O—

NEAR RT - LIZ 894 RICKY

4

A

0 O%é} oogoo

230



868 RUN IT
NEAR RT LIZ 868 RUN IT :

OO%OO
QB: Notes:
X
Y:
Z:
F:
H:

oogoo . OOQeO

24-



859

FAR RT - RIP 859 F-DRAG

® OO%OO@
@
OBI . Notes:
X Qutside 8
Y: Inside 5
Z: Qutside 9
F: Check Drag
H: Check Swing
cogoo oogoo

-25.




989

SPLIT RT - LIZ 989 F-RUB/SNEAK

4

T
® @) O0®
O @
OB: Notes:
X Qutside 9
Y: Inside 8
Z: Qutside 9
F: Check Rub
H Check Sneak

I RT OPEN LIZ ~ 989 F-RUB/SNEAK

.

&

4

.

©

DEUCE RT - RIP 989 F-DRAG

/@ oo 800@

FLEX RT - BRONCO LT 989 BACKS CROSS

OOEOO

26-




PATRIOT

NEAR RT - LIZ PATRIOT

OB:

X Qutside Patriot
Y: Inside 6

Z: Qutside Patriot
F:

H

Notes:

Check Cross
: Check Hook
TWINS RT - LIZ PATRIOT
pe 0
® ejojulcle @ OCOHOO
QO 8 OO OO 8 OO

.27
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SCAT PROTECTION

A two Back or one Back, 6-Man Protection. The Offensive Line has the Down Four, Mike and the call
side Backer. The uncovered Linemen to the call have the “Dual” read inside to outside Backer. The
Back away from the call will have the outside Backer to secondary Blitzer. Alert “Hard” if your man is
in the A Gap. The call side Back is free to run the route called. Alert “Hot”

The depth of the pocket will be no deeper than 8 2 yards.
Offensive Linemen to the side of the call, Alert “Sift”.

Four Weak will be handled by the Quarterback and the X Receiver.

SCAT RT

\
AY
"Backer" 6 "Odd" )}) "Even“ /




SCAT PROTECTION

Scat RT

Scat LT
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QUICK SCAT PROTECTION

A two Back or one Back 6-Man Protection. The Offensive Line has the Four Down and Mike. There
are no “Dual” reads. The Back away from the call will have the outside Backer to the secondary Blitzer.
Alert “Hard” if your man is in the A Gap.

The depth of the pocket will be no deeper than 5 yards.
Offensive Linemen to the side of the call, Alert “Sift”,
Four Weak will be handled by the Quarterback and the X Receiver.

Strong side hots are built in.

- QUICK SCAT RT

A \
2: "Solid" % "Solid"




QUICK SCAT PROTECTION

Quick Scat Right

Quick Scat Left
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SQUIRREL 40 F-ANGLE

FULL RT OPEN ZIP - SCAT RT SQUIRREL 40 H-ANGLE

OO%OO Y
OB: Notes:
X Squirrel
Y:  Inside 4
Z: Zero
F: Check Swing
H: Angle
TWINS RT OPEN ZIP — SQUIRREL 40 F-ANGLE

TRIPLE - SQUIRREL 40 F-ANGLE

elejule’e
- 00Qoo
\@) ®
OOBOO OOBOO




SQUIRREL 54 F-POP

TRIPS RT SCAT RT SQUIRREL 54 F- POP

>
| A
é /
OOBOO®/ S
\/‘7 ) |
U Notes:
X  Post Corner
Y: :
Z: Qutside 4 Route
F. Pop
H: Check Swing

BUNCH RT SCAT RT SQUIRREL 54 Z POP

\\

/ I~

& cogo A
®

OOEOO OOBDO




SQUIRREL 57/58 SPECIAL

NEAR RT ZIP — SCAT RT SQUIRREL 58 SPECIAL F-FLAT/HOOK

ki%@
O

| OB:
X Ouside Squirrel
Y: Inside 5
Z: Inside 9
F: Flat
H Check Hook

Notes:

NEAR RT ZIP SCATRT SQ 57 SPECIAL F FLAT HOOK

&=

OOBOO

OOBOO




SQUIRREL 58 SPECIAL

NEAR RT ZIP SCAT RT SQUIRREL 58 SPECIAL

I /%O\BOZ{ PN

Notes:

.Post Comner

o N O

OOBOO OOBOO

OOBOO OOBOD




022 STOP

TRIPLE RT ORBIT SCAT RT 022 STOP

v

Notes:

OOBOO

OOBOO

OOBOO

OOBOO




043 F-SHOOT

DUAL RT SCAT RT 043 F-SHOOT .
4
|
/
oodoo
O
®
QB: Notes:
X
Y:
Z: |
F:
H:
oOgoo oogoo

OOBOO . OOBOO
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047 F-SHOOT

DUAL RT SCAT RT 047 F-SHOOT

r———-——
o000 .
o @
®
QB: -Notes:
X
Y:
Z:
F:
H:
OOBOO OOEOO
OOQOO OOBOO
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070 Y-FLAT

BUNCH RT SCAT RT 070 Y-FLAT (4WR)

Notes:

TN X

OOBOO / OOBOO

OOBOO OOBOO
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077 FLAG F-OUT

TRIPLE RT SCAT RT 077 F-FLAG OUT

OOOO0 | ®
of

O
— e

Q

X Inside O Route
Y: Inside 7 Route
Z: Flag

F:  OQut

H: Check Swing
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095

FLANK RT - SCAT RT 095 F-POST

¥
®© O000 O&) @>
@ O

0OB: Notes:

X Outside 5

Y: Zero

Z: Slot 9

F: Post

H: Check Swing

SPLIT RT SLOT - SCAT RT 095 F-POST

4
Y|
® & oogoo& elejalele

—b

OOBOO » OOBOO

-1 4_



096-097

FULL RT - SCAT RT 096

5 oogc;oé; 5
— @j,_/

OB: Notes:

X Outside 0

Y: Inside 9

Z: Qutside 6

F: Check Swing
H: Swing

FAR RT SCAT RT - 097 FAR RT SCAT RT - 096

Qé/ W -
~ OO[OO® g oogoo

FAR RT - RIP 097 PUMP

.
@f OOO0®  j OOHOO
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339

TROJAN RT - SCAT RT 339 F-3 DRAG
b

\ 4
\
OOO000O =
O @ ©
QB: Notes:
X Outside 3
Y: Inside 3
Z: Outside 3
F: Qutside 9
| H: Check Drag
OO0 B OI®) O 08 OO
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339- F-3

TROJAN RT - SCAT RT 339 F-3 DRAG

I\

\\
*_l Giii@@@ é

Notes:

OB:
X Outside 3
Y: Inside 3
Z: Ou_tside 3
F: 9 QOutside Release
H: Check Drag
oogoo oogoo'
ole) B QO O®, 8 OO
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339 PUMP

NEAR RT SCAT RT 339 PUMP F TWIST HOOK

A

1

QRB:

1

oy

Not=s:

-

©0Qgoo elelmiele

oloinlele ololulele
O =
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340
A
\
\

NEAR RT ZIP SCAT RT 340 F SHOOT BURST

HOT

—

OB:
X QOutside 3
Y: Inside 4
Z: Zero
F: Shoot
H: Check Sneak
NEAR RT FLY SCAT RT 340 F SHOOT BURST
* —

HOT

OO

OOBOO

OOBOO
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360-370 WHIP

FAR RT - SCAT RT 360 WHIP
3

PR
-

%

®-
OB: Notes:
X Outside 3
Y: Inside 6
Z: Whip
F: Check Swing
H Swing

FAR RT — SCAT RT 370 WHIP

A

EOO(X | OOBOO

OO
—_— %
®/

cogoo - oogoo
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364-361

SPLIT RT SLOT - SCAT RT 364 F-FLAT
.

®

OO

OO

. © O
OB: . Notes:
X Outside 4
Y: Inside 3
Z: Inside 6
F Flat
H Check Swing

FLEX RT - SCAT RT 361 DBL HITCH

FLEX RT - SCAT 364 F-HITCH

e

OOBOO

5
M

P

OOEOO

FLANK RT - SCAT RT 364 F-FLAT

od

H

o0 OO(‘

OOEOO

21-




364 HITCH

FLEX RT SCAT RT 364 HITCH

FO—

OOLIOO

QB: Notes:
X

Y:

Z:

F:

H:

OOBOO

OOBOO

OOQOO

OOBOO
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370

NEAR RT SCAT RT 370 F SHOOT PUMP HOOK

N

®/ O goo
@
OB: Notes:
X OUTSIDE 0 ROUTE
Y: INSIDE 3 PUMP
Z: INSIDE 7 ROUTE
F: SHOOT
H: CHECK HOOK

OOEIOO OOBOO

223



SLOT 370

SPLIT RT SLOT - SCATRT 370 PUMP F-SHOOT HOOK
{ é; \;omooj

OB: Notes:

X Outside 0

Y: 3 Pump

Z: 7

F: Shoot

| H: Check Hook

FLEX RT - 370 PUMP F-SHOOT HOOK FULL RT SLOT - 370 PUMP H-SHOOT

4\ \ 4 4\ \
\ \
| W A .

é é OOIBOO

OOBOO | OOEOO

4.



525

FULL RT - SCAT RT 525 H-POST

e £
® ooooc% 5
\ 4/(
OB: Notes:
X Qutside 5
Y: Inside 2
Z: Qutside 5
F: Check Swing
H: Post
TWINS RT SCATRT - 525 F-POST [DOUBLE RT SCAT RT - SCRAM RT 525 H-POST
P | A
® OOEOO@ ? © ‘ OOBOO@ o

o

HB DEUCE RT SCAT RT - 525 H-POST IRT BUZZ SCAT RT - 525 Z-POST
#

# Py

e i I cogoso

.25-

&




525 (CONTINUED)

HB DEUCE RT JAM - SCAT RT 525 H-POST
4 M

“oom%@
AR )

Notes:

OB:

X Qutside 5
Y: Inside 2
Z: Qutside 5
F:

H

Check Flat
Post

TEX RT - SCAT RT 725 ZPOST TROJAN RT SCAT RT - 525 Z POST

™ aF

®

©O0OJOO®

.

| TWINS RT -~ SCATRT 525 Y POST
/) | \ |~

®

OOEOO

@

:OO 800

N

FULL RT YO SCAT RT - 525 H-POST 3 WR’S

226-




525/725

TEX RT SCAT RT 725 ZPOST

10;59?@ ; ®
-~ b |

Nores:

Q

X  Qautside 5 Route

Y: Inside 7 Route

Z: Post ‘

F: Inside 2 Route

H:  Check Swing

TROJAN RT SCAT RT 525 ZPOST TRIPLE RT BUZZ SCAT RT 525 Z‘POST

¥

T

W :

OOE\OO OOE)]OO
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525 F- POST

IRT BUZZ SCAT RT 525 F-POST

e ™\
® OOLIOO
‘\ ©
©-
®
QB: Notes:
X
Y:
Z:
F:
H:
OOBOO OOBOO
OOBOO OOEOO
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545 F-DRAG

DEUCE RT FB SCAT RT 545 F-DRAG

OOBOO

e _ - Na
® OO%OO@ @
N e

QB: Notes:

X

Y:

Z:

F:

H:

OOBOO OOBOO
OOBOO




555 Y TWIST

SPLIT RT SCAT RT 555 Y TWIST F-UP

& P
HOT
® OOLIOO
O ©
OB: Notes:
X Outside 5
Y: Twist
Z: Outside 5
F: Up
L H: Check Swing
SPLIT RT FLY SCAT RT 555 Y TWIST F UP
A LY
4
® 0oroR/ © cogoo
o)®) 8 00O OO 8 OO
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585 DODGE

TWINS RT - SCAT RT 585 F-DODGE

N
r'q
HOT
® O 08 OO o
. Z
) e
OB: | Notes:
X Outside 5
Y: Inside 8 (Must Release Inside)
Z: Outside
F: Option
H: Check Swing
TROJAN RT - SCAT RT 585 Z DODGE
‘ AN
HOT
/'
® elejalelely o ocogoo

4——————&®

OOBOO OOBOO
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585 Y DODGE

TWINS RT FLY SCAT RT 585 Y DODGE |

, * N
¥ A ;
| AN
| \
{ |
! | |
’ : i
® comool | ®
2252l ®
0 Notes:
X Outside 5 Route
Y: Dodge
Z: OQutside 5 Route
- F: Inside 8 Route
H: Check Swing
o0 8 OO oo 8 oo
OO 8 o0 : ole) 8 o0
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704 H ANGLE

SPLIT RT FLOAT SCAT LT 704 H ANGLE.

—

0

X OUTSIDE 0 ROUTE
Y: INSIDE 7 ROUTE
Z: OUTSIDE 4 ROUTE
F: CHECK SWING

H: ANGLE

233



725 Z POST

TEXRT SCAT RT 725 ZPOST

N
comosd
A S 4 @
®
OE: Notes:
x
Y:
Z:
E:
H:
=
QOBOO OOOOO
ODE)OO OOBDO
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739

SPLIT RT SLOT SCAT 739 F TWIST OUT
4

® OooooO
O
®

QB: Notes:
X Outside9
Y: Inside 7
Z: Inside 3
F: Twist
H: Check Thru _
FLANK RT JAM SCAT RT 739 F TWIST
ouT

4

® QOOO OO B ooO

OO B OO OO 8 o0
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791

NEAR RT SLOT SCAT RT 791 DELAY F TWIST OUT

ooo
O
QB: | Notes:
X Qutside 1
Y: Inside 7
Z: Outside 9
F: Twist
H: Check Out
o0 8 o0 o0 8 OO
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791 DELAY F TWIST

FLANK RT JAM SCAT RT 791 DELAY F TWIST

\\ (——"
\
\
® OO000®
@
0OB:  Notes:
X QOutside 1 Delay
Y: Inside 7
Z: QOutside 9
F: Twist
H: Check Swing
OO 8 OO e 8 ol®)
oogoo ocogoo
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795 F DODGE

FLK RT JAM - SCAT RT 795 F-DODGE

/ 4 o
(”"’
® 0O000®
@
OB: . Notes:
X Qutside 5
Y: Inside 7
Z: Inside 9
F: Ontion
H: - Check Swing
OO 8 OO OO 8 OO
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835

NEAR RT - SCAT RT 835 F-CROSS HOOK |

Y
\//’ w A
________ N
® OOOO0®
O @

OB: Notes:

X  OQutside 8

Y: Inside 3 (10 Yards)

Z: Outside 5 (Need Outside Release)

F: Cross

H: Check Out :

DOUBLE RT - SCRAM RT 835 HCROSS OUT | FULL RT — SCAT RT 835 H CROSS HOOK
A Py ’ Iy
3 \
| - / ~

N
....... A
® OO0[JO0® / ® OOJOO®
©
OO B ole) OO 8 oo
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839

NEAR RT - SCAT RT 839 F-FLAT/DRAG

t |
E ey
| o 5

Notes:

OB:

X Outside 8

Y: Inside 3

Z: Qutside 9

F: Flat

H: Check Drag

DEUCE RT — SCAT RT 839 H-FLAT/DRAG | DOUBLE RT - SCRAM RT 839 H-FLAT/DRAG
*\ 4 ] N

/ /

® g;ggoo

e
G,

elejulele 9

FULL RT — SCAT RT 839H-FLAT/DRAG TROJAN RT - SCRAM RT 839 Z FLAT DRAG

4 Iy Fy
| /‘
i

V(

eal l;ggijgf* 5 |
| | B
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839 F-FLAT DRAG

IRT BUZZ SCAT RT 839 F-FLAT DRAG

oomoo&[ @K B

.Notes:

OOEOO OOBOO'

OOBOO | OOEOO
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865

NEAR RT — SCAT RT 865 F-PIVOT

oomooj
O ®

OB:

X Qutside 8

Y: Inside 6 Pivot
Z: Outside 5

F: Pivot

H: Check Swing

Notes:

TWINS RT — 865 F-PIVOT

@

OOBOO

OOBOO
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940 SPOT

FAR RT - SCAT RT 980 SPOT

4

OB: Notes:

Qutside 9

: Inside 4

: - Spot

: Check Swing

X
Y
z
F
H Swing
D

UAL RT - SCRAM RT 419 F-SPOT

OOBOO OOBOO
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999

TROJAN RT —~ SCAT RT 999 T SILVER
b
“™
® OQPLIOO
@) ®
OB: Notes:
X Qutside 9
Y: Inside 9
Z: Seam 9
F: Outside 9
H: Check Thru
TEX RT OPEN - 999 F-SEAM
4 Iy Y
© @) BOO
@ ©®
©ogoo | oogoo
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COWBOY

DOUBLE RT SCAT RT COWBOY
k\ N
\
OOLOO >
| O
QB: \—_-/}FD Notes:
X
Y:
Z:
F:
H:
0]®) 8 OO OO 8 OO
OO 8 oo OO B OO
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ARC PROTECTION

A two Back or one Back 6-Man Protection. The Offensive Line has the Four Down and Will. The
remaining Back has a “Dual” read from Mike to Sam. Alert “Hard” if your man is in the A Gap.

The depth of the pocket will be no deeper than 8 ¥ yards.

Safety Blitz weak will be handled by the Quarterback and X Receiver.

If Sam and Mike dog, Alert TE “Hot”,

Quick Arc — The depth of the pocket will be no deeper than 5 yards.

34

ARCRT

40

“Backer”

ogusd
o’

N

“Backer” 7,




ARC PROTECTION

Arc Left Arc Right
g 34 40 :
g f{ | WE T, 0T E, {S!
Backer '‘Backer"
\"O O]
34 40 STACK W M
) %\3@” g £ E g?ﬂa %) S g
"Backer" I
O .
34_SINK 40 DINK w M S <3)
B e T, T/ E
Q* o* @ % gb*g oYl
"Pack" '‘Backer" ]
Ko O
TWINK N N OVER 34 \ M S
%EBLN W wE, T T’g
QoRUEQ POHAL
;kO "Backeré}j "Backer"
34 DINK ’OVER SINK

"
' Sofdad
"Backer " OJ

UNDER WINK W M
E\TOT Eg
o )g)‘p@*@ o)




040

Near RT (Zip) — Arc RT 040 F: Shoot/Swing

OB: Notes:

X QOutside 0

Y: Inside 4

Z: QOutside 0

F: Shoot

H: Check Swing

Dual RT - Arc RT 043 Dual RT - Arc RT 048

T N

@x—«\__./‘

Z

Dual RT — Arc RT 047
$

Lo

.

OOSOO
gﬁxm_,J

OOBOO




043/047

DUALRT ARCRT 043 F-6

Nor=s:

CLl
Q

G O

> OO\S&OO

Q
X OQutside 0 Route
Y: Inside 4 Route
Z: Qutside 3 Route
F: OQutside 6 Route
H: Check Hook
DUAL RT ARC RT 047 F-6 DUAL RT ARCRT 043 F-SHOOT
e | 4 —
% ® Clale @)
DUAL RT ARCRT 047 F SHOOT




043/047

DUAL RT ARCRT 043 F-SHOOT

A | 4

7 /
® o0 8 eYel)

Q | Notes:
X OQutside 0 Route
Y: Inside4 Route
Z: Outside 3 Route
F:  Shoot
H: Check Hook
DUAL RT ARC RT 047 F-SHOOT

M A

Eany !
® oogoo¢ ocogoo
® _

©oQgoo | OOC00




340

TRIPLE RT ARC RT HOT 340 F ANGLE .

=,

D@ ;OOBOO

Notes:

Q
X OQutside 3 Route
Y: Inside 4 Route
Z: Inside 0 Route
- F:  Angle
* H: Swing
o)) B ole) o0 8 o)

oogoo oog@o




616-717-818

DEUCE RT - ARC RT 616 F-OUT THRU

FK®008 OG}/—

®

OB: Notes:

X Qutside 6

Y: Inside Teen

Z: Qutside 6

F: Out

H: Check Down

DEUCE RT - ARCRT 717 F-OUT DOUBLE RT - ARC RT 818 F-OUT

e

;)_—L@OO 80 @j .

©

N
\

/

\6008 @)

OOBOO

OOBOO




666 F-POST

DBL RT —~ ARC RT 666 F-POST
N ¥

®

OB:
X QOUTSIDE 6
Y INSIDE 6
Z QUTSIDE 6
F: POST
H: CHECK SNEAK
HB DBL RT - FB ARC RT 666 H-POST DBL RT ARC RT 616 F-POST
B P
N "

&

® OoOoJo o ~

OOBOO OOQOO




778 - 378

NEAR RT - ARCRT 778 F-FLAT

O @
OB: Notes:
X OUTSIDE 7
Y: INSIDE 7
Z: OUTSIDE DEEP 8
F: FLAT
H: ARC PROTECTION
NEAR RT - ARC RT 378 F-FLAT

N

e

OOEOO OOBOO




828 F-3

DBL RT - ARCRT 828 F-3

Ve ' AN

® 0000

OB: k Notes:

Outside 8
Inside 2
Qutside 8

X
Y
Z
F: Outside 3
H: Check Sneak
HB

DBL RT - 828 H-3

®

slejule ®

elelulele OOHOO
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896-396

NEAR RT — ARC RT 896 F-FLAT

\
\\ /
oonO
O @
®
OB: Notes:
X Outside 8
Y: Inside 9
Z: QOutside 6
F: Flat
H: Check Down

NEAR RT ARC RT - 396 F-FLAT

\Xl OO?}Q

NEAR RT ARCRT ~ 196 F-FLAT

'y

1 oo

NEAR RT ARCRT - 397 F-FLAT

1)

NEAR RT ARCRT ~ 897 F-FLAT

Y
\

2By

-11-



919

DEUCE RT ARC RT 919 F-OUT - THRU , _
4 ‘r

O+ @
OB: Notes:
X Outside 9
Y: Inside 1
Z: Outside 9
F: Out
H: - Check Thru
DOUBLE RT ARC RT 919 F-OUT
f § A

@ii oo@}og‘ o

OO B OO o0 8 oo
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940 F SHOOT SNEAK

NEAR RT ZIP ARC RT 940 F SHOOT SNEAK

244
® O®, 8 ®)
Q Noies:
X Outside 9 Route
Y: Inside 4 Route
Z: OQutside 0 Route
F: Shoot
H: Check Down

TRIPLE RT ARCRT 940 F ANGLE SWING

! —

*

® elejulele % elejulele

OOBOO OOE\OO

-13-



SILVER

DOUBLE RT - ARC RT SILVER

3 4

HOT

® OO0 @{
® Ot
@
0B: Notes:
X Outside 9
Y: Seam
Z: QOutside 9
F: Seam Read
H: Check Thru
FAR RT SLOT JET ARC RT SILVER
A 4 A
A
/
HOT
® OO0 BJCDOG;
) .
©
H
o)®) B OO oJ®) 8 QO
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131 F-SEAM

FAR RT ZOOM QK ARC RT 131 F-SEAM

&,
i
1
i
'

\

@__j,

oomcﬁ)@ /
®

T8

@/f

QB:

Notes:

OOBOO

OOBOO

OOBOO

OOBOO
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191 PUMP F-SEAM

4

FAR RT ZOOM QK ARC RT 191 PUMP F-SEAM

4

oogﬁ ©
®
© @/

QB:

Notes:

OOEOO

OOBOO

OOBOO

OOBOO
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191 RUNIT

NEAR RT - QUICK ARCRT 191 RUNIT F-SEAM

4

OO%

0OB:

X Qutside 1 (Run It)
Y: Inside 9

Notes:

Z © Qutside 1 (Run It)
F: Seam

H Check Hook

D

BLRT - 191 RUN IT F-SEAM

® OOBO

®

NEAR RT - 191 DBL FADE F-SEAM

A

008

NEAR RT - 191 HITCH F-SEAM

iy

OOQOO

-17-




212 F-SLANT

DEUCE RT - QUICK ARC RT 212 F-SLANT .

OB: Notes:
X Qutside 2 Route

Y: Inside 1 Route

Z: Qutside 2 Route

F: Slant

H: Check Down

-18-



212

DEUCE RT - QUICK ARC RT 212 F-FLAT .

. | Notes:

OB:

X Qutside 2

Y: Inside Teen

Z: Qutside 2

F: Flat

H: Check Down

Deuce RT - Quick Arc RT 212 F-Slant

OOQOO

OOBOO

OOBOO

-19-




219

TRIPS RT - QUICK ARC RT 219 F-FLAT

oogoocg ( I

OB: Notes:
X Outside 2
Y: Teen (Stick)
Z: Qutside 9
F: Flat
H: Check Down
o0 B OO ole 8 o0
O1®) 8 OO ole; 8 OO
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222

DBL RT - QUICK ARC RT 222 F-SLANT

OO0

.

0OB: Notes:
Qutside 2

Inside 2
Qutside 2

Check Down

X
Y
Z.
F: Post
H:
HB DBL RT 222 H-SLANT

( (gt || o

OOBOO OOEOO

21-



292

.

e

NEAR RT ~ QUICK ARC RT 292 F-FLAT

OB: Notes:

X Qutside 2

Y: Inside 9

Z: Qutside 2

F: Flat

H: Check Down

TWINS RT MOTION — FAR RT MOTION -

QUICK ARC RT 292 F-FLAT QUICK ARCRT 219 F-FLAT

4

°© g

OOBOO

OOBOO

22




740 TANGO

SPLIT RT SLOT FB ARC RT 740 TANGO

OO0O0®
O

®
OB: Notes:
X
Y:
Z:
F:
H:

cogoo | | cogoo

23-



940 F-CORNER

DOUBLE RT ZIP ARC RT 940 F-CORNER .

Notes:

QB:

OOBOO | OOBOO

OOBOO OOEOO

24-



FLKRT ARC RT ROSE 19

FLK RT ARCRT ROSE 19

& 18 18

® OOLO0Q
Pay
@"
OB: Notes:
X
Y:
Z:
F:
H:

COBOO oogoo

-25-



SMASH/TANGO

FLEX RT ARC RT SMASH/TANGO

OOLIGC %
O
QB: Notes:
X
Y:
Z:
F:
H:
OO 8 o]®) OO 8 OO

elejuiele | oogoo

26-






ARC HOT

Page
AT PrOLECTION ooeveeeeeieeeeeeeeeeeeesreaaeessasssssasssnasnsesssaossssesnssietonmmrnnnseseentasesssnsssnnnssssssssossossnsnnssssans 1-2
940 eeteeeeeesaesaaaarar—_tareraararraraaeaeaeeaaasasneaneaaseaaeaaassatesssaatsssnessasasresesasaabnbeeseaaeeradnarsussttonsees 3



ARC HOT PROTECTION

A 5 man protection. The Offensive Line will slide to Will as in Arc Protection. The onside tackle will
have a Dual read from 1st Backer inside to the Defensive End.

C.P. If the Mike Backer becomes a threat to Dog the mlddle a “Sift” is possible. This would make the
Defensive End a Hot read.

The depth of the pocket will be no deeper than 8 % yards.

ARC HOT

34 ; 40

o



TRIPLE RT ~ ARC RT HOT ~__TRIPLE RT ARC RT HOT

42 42 MIKE TUFF
w M N .
o Hinie a@"
O 9 -B Q O © O O 9 “Sift”
Q___/
42 UNDER 42
W, M " W M
E T‘ T E E T .+ T +E
oo/ HOLOR
O 9 @I O O O O “Solid™ % O
o— o—
42 OVER 42 UNDER
E w TN‘I N w M N
. = E T'\T E
barnde o
O “Solid"Qg @ O O O 6 6 8‘é)“Shiﬁ O
o— Oo—
33 STACK 33
wdJd M W N
E ‘N E N E ! N: ES
1y bd» s '
© PRG 00| © 00595 49,
o—— '
, Poss. Rg Dual
33-34 5 DOWN WIN +A
W E J N N!\ g N E T'b T WE M N
n; o
o gbfoa o :
“Backer” O—"‘Sift
5 DOWN 5 DOWN
W W N
E T EM N ET T E M
HOUL
o Lé O o pb@éb e




Teeg b Zheiie Fiagle

940
A
® 0O 8 ol®
@ 7
OB: | . | Nores:
5z Outside 9 Route
v. Inside 4 Route
7. Outside 0 Route
7.  Angle
. Swing
OO B ol®) o0 8 ele
ole 8 ol eole 8 ol®




ACT 2/3 4/5

ACE 23 PrOtECHOM .ouveceveeerecteetreeereeeiaesseeneesseesecsneescessasssesnessntenteessnssssssssnsesnssasssasessssasasass 1-2
ACE2 SEAIM 418 ..oiieeieieeirieeeeeeeeiteeeseeeeseeseseesseeessssessante s bnesessssea e ssessasnenasesaassessesasasssssnnens 3
Act 2 Seam 418 WHREEL ...c..iiiiiieriiic ettt neettecses it eians e s s s s snaesaees g s snassssesabisunt e 4
ACE2 828 et eeeeneesessessasasaesssasaasaaaesessaesa e e s s s sab SR e ke e Rt e s e e AR e s R e e R e et et s aeesanees 5
ACE 2 585 eeieeeeeeeeeeetieteriseeste et araesteseesne e s e ae et ehs e bR a et AR e s s R R e R e e R e as e e s e e et e nsneeneean 6
ACE2 673 FIAZ. .ottt ittt b s st et st 7
ACE 2 677 SPECIAL..uoeeeiiiecereiiccit i e 8
ACE2 778 eeeeeeeeereeeteeveeeerseseessesesssessasesesessessssessensernesbe s s a s bt s b s e b b e R s s b b e e r e s s et e s s e tn e Rt enesas 9-10
ACE 2 788 eeeeeeeeeeereeterrtcres e eesaesteestaesassas s e s neese e e s se e s e ns e a e st e R ke b s R e s Re s b e e s e e e s e saesanaes 11
ACEZ T8 sereeteetesteeesssaesaesae e eban e s s et erte s s e st et R e s b e b e b e e n e b e n e e ne e e s e et s e e ees 12
ACE 2 HB SCIEIN ..cccnveeeeieeiireirenseesseenseeesecenesteeatesonssnsecsrnsssssesensaasssssessansssssestassansssessnnsonns 13
ACE2 Cat TOA ..cooeeieeeieeeteetertee e etesete st s et e seste s e e e e s bt s s aesba b s s s e ae e s s e be s banabenss s nnsaneas 14
ACE3 004 ....eceeieiieeeceeeeeeereete e eerte st e s e e re s e s et et ee s e e e ss s e e e as s as s s en e b e b n e s n e n e nes 15
ACE 3 SEAM B18 ...ttt ete e s b a e s e e s e s r e sse st a e nssean s 16
ACE 3 465ttt st sae ettt a s st et e R e b e st e b e R n e n e nanesaene 17
AACE 3 565 .reieiieeiecreiererteeteetee e e e ebe s s s et e st sae et na st sa b e bt ae Rt be e R e e e Rn s R e e n e et e s s ene s 18
ACE 4 544 F-DIAZ ..coeoeerinireieeeienecresecestnesseteasinssestesaasate et e e s sass s s sssssesaasnentonesasssannsss 19
ACt 4 544 TUCKY ..ottt e 20
Act 4 545 F-Drag ...ccccccceevvevvuivinviicnnneiieninnns eeeeeseesireeearareseaaaeaeetesereneesaeiasab e s aesorane 21
ACE 4 548 F DIag...ccueeieeiiireceniieecricsrennise st an s as b st st s sa e snssaas b s sa s n e 22
ACEA 5B5...oooevvveeeeeeeaese s ssssss s ss s sess s iR 23
ACE A TA8 F-DIAE ..cveuieeeeieeieeeerecreeestee ettt st sa sttt sa st s 24
Act 4 787 SQUIITE]L F DIag....cccccovuinimiiiiiriiiiiniicre et evererere bt tsaesnas 25
Act 4 864 Wrap.......ceveeuecnnnne et e 26
ACEA 98D eeeoeeeeoeeeesseeesesessssessses s s 27
Act 4 Catd05 ... e eereerieeinresteseeaasnaestaesnaeenesentens 28

ACt 4 Cat 764 WTAP ..oueeviiveieiicriiieciiestetiisrs st bbb e et e ss st n et nnen e 29



ACT 2-3 PROTECTION

A two back 7-Man drop back protection. Both backs will go the call side and the Offensive Line will
slide away from call. The Fullback will have the first Linebacker to the called side and the Tailback
will have the second. We could turn this protection weak or strong. “Hard” calls are necessary only to

the call side.
The depth of the pocket will be no deeper than 8 %2 yards deep.
C.P. Act 4-5 would switch Back’s responsibilities (FB inside LB, HB outside LB)

C.P. TE if away roin ihe protection call check #4

C.P. The QB and X or Slot Receiver is responsible for weakside blitz.

ACT 2
34 , 34

.
=
o
=
[

“Backer” “Y - #4 O
' away from call”

“Act 2 Cat”

ACT2




ACT 3

ACT 2/3
PROTECTION ACT 2

oo

6@”@0*@

]

en}

T40
M
we 1 hp e o
O

O{—i
Om

O

N,

\ £

/\% "Backer" "Backér® %
34 M 40 STACK W M
\ ’ \ Y
S E N/ B W E T, I E 5’
R YYoii(ote) slojulols}
\'{ “"Backer" : 4 ; A
34 SINK J 40 DINK WM s
¥ SROY PPPO X
"pack® N\ "Backer" )}
QVER 34

34 WINK M J

% & N@ Q.

e
b o35
" Backg ‘1’ E 7 "Backer"

%

34 DINK

% d‘g@q

"Pack®

OVER SINK S

\ é@gj

"Backer" T 8%/:“&1 "Hard"

BEAR M SS
s\g\/ ,";E J T E

" PN

O-(rn

UNDER WINK W M
FYarere 3

A
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ACT 2 SEAM 418

ILT ACT 2 SEAM 418

(g

4 Nores:

Seam 4 Route
Inside 1 Route
Outside 8 Route

Check Flat
Check Down

DT N O

00gos ©0goo




ACT 2 SEAM 418 WHEEL

IRT - ACT 2 SEAM 814 WHEEL .

0000000

OB:

X Qutside 8

Y: Wheel

Z: Seam 4

F: Check Flat

H: Check Through

Notes:

OOBOO

OOBOO




ACT 2 428

IRT - ACT 2 428

®

OB:
X Qutside 4
Y: Inside 2
Z: Deep 8
F: Check Flat
H: Check Down

~oogoo OOHOO




ACT 2 585

IRT - ACT 2 585

y | N A

®

OB:
X Qutside 5
Y: Inside 8
VA Qutside 5
F: Check Flat
H: - Check Thru

elejniele COHOO




ACT 2 (CAT) 673 FLAG

ILT SLOT - ACT 2 (CAT) 673 FLAG

enlelele)
O @
0B: Notes:
X Outside 3 |
Y: Inside 6
Z: Flag 7
F: Check Flat
H: Check Thru
o0 8 ole] oo 8 OO




ACT 2 677 SPECIAL (CAT)

ILT SLOT - ACT 2 677 SPECIAL (CAT)

N
OB: Notes:
X Flag 7

Y: Inside 6

Z: Inside 7

F: Check Flat

H: Check Thru

OOBOO OOBOO




778

IRTACT 2778

D OOE

Q | Nomes:
X Qutside 7 Route
Y: Inside 7 Route
Z: Outside 8 Route (Deep )
1 F: Check Flat
H: Check Hook
o0 5\ o0 o0 8 OO
oOo100
OO0 8 OI®) 5}




ACT 2778

IRT-ACT 2778

—
s

OB:
X Qutside 7
Y: Inside 7
Z: Outside Deep 8
F: Check Flat
H: Check Thru
IRTTITE - ACT2 778 ' IRT TITE -~ ACT 2 495
b\ 'y
d—\\ g \
cboog 00/ & cboog 00" &

elejniele oogoo
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ACT 2 788

IRT SLOT-ACT 2 788

OB:

X Deep 8

Y: 7

Z: Deep 8

F: Check Flat

H: Check Through

OOgoo | elejulele

-11-



ACT 2 789

ILT SLOT - ACT 2 789

\

®O OL)O
@
OB: Notes:
X Inside 8
Y: Inside 7
Z: Outside 9
F: Check Flat
H:~  Check Thru
elelulcle OCOHOO

-12-




ACT 2 HB SCREEN

IRT - ACT 2 HB SCREEN LEFT

13 13

"

® C%ﬁ@;o’
2

QOB: Fake Act 2, Settle and get deep

Block Deep 1/3, vs. C2 Outside release and block Deep % .
Block Deep Man your side % to 1/3. Vs. Man run off & block
Run 2 Route, Look for Middle Safety or Mike LB

Block Act 2, if SLB Drops - release upfield, set up to block him as he comes to ball.
Block Act 2, if MLB Dogs — bang and get screen

TN

OOQOO OOBOO

-13-



ACT 2 CAT 428

IRT - ACT 2 428

(Deep;\

®

QB:
X Cutside 4
Y: Inside 2
Z: Deep 8
F: Check Flat
H:  Check Down

cogoo elelulcle

-14-



094

IRT ACT 3 094

N ,
elonelelo o
£ O
O
“®
QB: Notes:
X
Y:
Z:
F:
H:

OOBOO

OOEOO

OOBOO

OOBOO

-15-




ACT 3 -SEAM 418

IRT - ACT 3 SEAM 418

QB:

X Seam 4

Y: Teen

Z: Deep 8

F: Check Flat
H: Check Thru

OOBOO

OOBOO

- -16-




ACT 3 465 (CAT)

FAR RT - ACT 3 465 (CAT)

. | \
M

® opOoO
OB: Notes:
X Outside 4
Y: Inside 6
Z: Outside 5
F: Check Flat
H: Check Thru

elelulele | oogoo
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ACT 3 565 (CAT)

IRT - ACT 3 565 (CAT)

#
| y
® ooLoO
A ©
®
—®
OB: Notes:
X Outside 5
Y: Inside 6
Z: Outside 5
F: Check Flat
H: Check Thru
oogoo OOHOO

-18-



ACT 4 544 F-DRAG

IRT - ACT 4 544 F-DRAG
&

® OOD—OL
® ’

OB: Notes:
X Qutside 5
Y: Inside 4
Z: Qutside 4
F: Check Drag
H: Check Flat
cogoo oogoo

-19-



544 LUCKY

IRT ACT 4 544 LUCY

%4 <

.

® ©oH ®
5 Norzs:
X  Outside 5 Route
Y: Inside 4 Route
Z: Outside 4 Route
F: Check Lucky
H Check Lucky

c0ogoo Cogee
slemele,
OOBOO 8

-20-



ACT 4 545 F-DRAG

IRT - ACT 4 545 F-DRAG THROTTLE

. N
©) elomlolel 5
O/
®
OB: Notes:
X Qutside 5
Y: Inside 4
Z: Qutside 5
F: Check Thru
H: Check Hook
TRIPS RT (ORBIT)-ACT 4 548 F-DRAG THROTTLE
oo
00O 8 o0
OO B o0 1@ 8 o0

21-




ACT 4 548 F-DRAG

TWINS RT (ORBIT) — ACT 4 548 F-DRAG

@

OB:
X Qutside 5
Y: Inside 4
Z: Qutside 8
F: Check Drag
H: Check Flat

ole) 8 o0 01O 8 ole)

222-




ACT 4 585

NEAR RT - ACT 4 585

/ AN
0000
® @
®
OB: ’ Notes:
X Outside 5
Y: Inside 8
Z: Outside 5
F: Check Thru
H: Check Flat
O B )@ OO 8 OO

-23-



ACT 4 748 F-DRAG

IRT SLOT -~ ACT 4 748 F- DRAG

ooto0O®

O toant

-
0B: Notes:
X Deep 8
Y: Inside 7
Z: Inside 4
F: Check Drag
H: Check Flat

00 8 OO ' )@ 8 OO

-24-



Act 4 787 Squirrel F-Drag

IRT Slot Act 4 787 Squirrel F-Drag

Notes:

Squirrel Route
Inside 7 Route
Qutside 8 Route

Check Drag
Check Flat

T NRM O

OOBOO OOBOO

‘ODE}OO | | OOBOO

-25-



864 WRAP F-DRAG

IRT ACT 4 DEEP 864 WRAP F-DRAG

/
® OOLIQO @
@)

QB: Notes:
X
Y:
Z:
F:
H:

OOBOO , O OBOO

OOBOO OOBOO

26-



ACT 4 989

IRT - ACT 4 989

4

® oot Oo @

O
®

OB: Notes:

X Outside 9

Y: Inside 8

Z: Outside 9

F: Check Through

H: Check Flat

cogoo oogoo

27-



495

IRT SLOT ACT 4 CAT 495 F-DRAG

4

e

® ® OO% O
OB: Notes:
X
Y:
Z:
F:
H:

OOQOO OOBOO

-28-




764 WRAP

IRT SLOT ACT 4 CAT 764 WRAP

r -
6 L oogyé”

OB: Notes:

COBOO OOBOO

-29.



TURN

TUrn 2/3 HOt PrOtECHION ... .cvvvenrreieeiieeeieeceeeneeeetecnmiiritesiessesssasessesesaesustsssassessnassnnssnssans 1-2
Turn 2 HOt 360 WHID ....cueeieinreeiririeteceiisi ettt b st 3
Turn 2 HOt 370 WHID ..c.cvertieeeienisieiitoinite e sttt s st 4
G60-6T0 WHID ...vovevirerereereercntees ettt bbb bbbt s 5
TOA F FLAL o.vreeeeeeeeeeeeeeee e ces s evese et s assasse s s tescesesorsoresateaten s e s as e e st e s a b e e e at s b s e b e e b s n s b a st s sr s 6
TUIT 2 HOt 764 F-FlLal..ooceeeiieceeeecteeerciereceeceraeesssiesossieesssnssssnnasessssssssstesessanesesesassannsasasasass 7
TUIM 2 HOt 940 SPOL ..veieiieeeeereiitienine ettt st s 8

Tum 3 Hot Y Pick

................................................................................................................



(e

TURN 2-3 HOT PROTECTION

This 1s a 6-Man Play Action protection that allows the FB to free release to routes, the remaining Back
will block the first man that shows outside the call side Tackle.

C.P. FB, hotoff Sam, LB and SS. TE free release, unless backside of protection called.




TURN:2/3 HOT

TURN.3 HOT PROTECTION » TURN 2 HOT
40
"Backer"
40 STACK
40 DINK
OVER 34
"Backer"
34 DINK OVER SINK
M J
s dE N E°W W E
‘ "Pack" "Backer"
BEAR ; M < UNDER WINK W M ?
S EVS (j\E J . T E E E
w .




TURN 2 HOT 360 WHIP

NEAR RT ZOOM - TURN 2 HOT 360 WHIP
’
\
|

0B:

X Outside 3

Y: Inside 6

Z: 0 Whip

F: Flat

H: Block 1™ Defender Qutside Tackle’s Block

OOBOO OOBOO




TURN 2 HOT 370 WHIP

[ IRT (ZIP) - TURN 2 HOT 370 WHIP
[

\
\

OOBOO

OB: Notes:
X Qutside 3
Y: Inside?
Z:  Outside Zero Whip
F: Flat
H:  Block 1® Defender Outside Tackle’s Block
OO 8 o0




660-670 WHIP

ILT SLOT — TURN 2 HOT 660 WHIP

® OLIOOO @
O

&

Notes:

OB:
X 0 Whip Route
Y: 6 Route
Z: Inside 6 Route
F: Flat Route
H: Block 1st Man outside Off. Tackle
ILT SLOT - TURN 2 HOT 670 WHIP NEAR RT TITE — TURN 2 HOT 660 WHIP
41 ) )
OOB OO0 |+ ® ole) B 0]®) 3]
@

NEAR RT TITE — TURN 2 HOT 670 WHIP

—

esialelely 5 o006
& a/ | °




704 F FLAT

NEAR RT SLOT ZOOM TURN 2 HOT 704 F FLAT

N J
d oot
g

13+ b

Nores:

OOB)OO

OOBOO

o0
OOEJ

OOE}OO




TURN 2 HOT 764 F-FLAT

IRT SLOT - TURN 2 HOT 764 F-FLAT

N [

OB: Notes:
X Qutside 4

Y: Inside 7

Z: Inside 6

F: Flat

H: Block 1* Defender Qutside Tackle’s Block

OOBOO OOGOO




TURN 2 HOT 940 SPOT

IRT WG - TURN 2 HOT 940 SPOT

f

OB: Notes:
X Qutside 9

Y: Inside 4

Z: Spot

F: Flat

H: Block 1% Defender Outside Tackle’s Block

OOBOO

OOBOO




Y-PICK

FLEX LT TURN 3 HOT Y-PICK

4

OLoO ®
® O @
QB: ®<;s:
X
Y:
Z:
F:
H:
OOBOO OOBOO
OOBOO OOEOO




QUICK TURN

QUICK TUIM PrOtECHION. .. c.ueieteit it nir ettt s bbb oo b e s e s tenasnsateas 1-2
Quick Tumn 2 and 3 Hot Protection (NICKel) .....coviviiiminiiiiiiiicticnnan 3-4

212-222

................................................................................................................................



QUICK TURN PROTECTION

['A two Back or one Back 6-Man Protection. The Offensive Line will block Turn Protection. The
remaiming Back will block the first man that shows outside the call side Tackle.

The depth of the pocket will be no deeper than 5 yards.
Safety Blitz Weak will be handled by the Quarterback and X Receiver.

Strong side hots are built in.

QUICK TURN 2

J M M

"Sofods T "otgbos

“Backer”
“Backer” “Pack”




QUICK TURN PROTECTION

QUICK TURN 3

QUICK TURN 2

34 ‘ ) 40 '
s E- N E.W WE E S
TNOGT 3 ool @ 5
"Backer" "Backer"
\O O/‘upackn
34 [ 1 40 STACK W M
s E- N E W E T, TNE S
"\mo*g ofe) jelelnle 5
\(} "Backer" C/tpa(:k“
34 SINK M 40 DINK W M S
E NT, N T E
™55 " 0858
"pack" “\O "Backer" /
Pack"
34 WINK Y OVER 34 M
s E N .,E W W VT E
aYatel Ef 50" SO ‘o LT
\O "Backer" C/\
OVER SINK

34DINK 4 ]

”@b’b &

Pack"

“"Backer"

UNDER WINK W

b ﬁgbéo/




QUICK TURN 2 AND 3 HOT PROTECTION

This is a 6-Man protection with the same rules as Turn 2 and 3 Hot protections. The Offensive Line will
block “Turn” protection. The remaining Back will block the first man that shows outside the callside

Tackle.

The depth of the pocket will be no deeper than 5 yards.

QUICK TURN 2 HOT
40 / 34
M g M
W E T)\g-‘n E (S w E)\dN ~E (S
"Pack®
"Backer"™ : "Backer"

,,,,,,




TWINS RT QUICK TURN 2 DOUBLE RT QUICK TURN 2

2 22
M S

: 6JO<X N E T T ’Eg

0 ,LQQLQ o!°6o Pﬁ?@f@

42 UNDER 42 UNDER

M s
N E T T, E

o. pp‘g‘d@o o196 jo O

);
@)
42 OVER 42 OVER
S g
N E T T E
o *® I foplgg@
O @)
33 STACK 33 STACK

kel o e
P@ %5 06|95 pp‘@‘i‘.

3334 3334
J M J M
WE N g N N E N .gs
- .
O *on}.' o 0o Ppg.b

5 DOWN ~ 5 DOWN




212-222

DOUBLE RT QUICK TURN 2 212 F-SLANT

[ foozyfl

.| Notes:
Q
X Outside 2 Route .
Y: Teen
Z: Outside 2 Route
- F:
H: Bilock Protection
DOUBLE RT QUICK TURN 2 222

[ [ Za

OOQOO OOBOO




CH 1E

Charlie 2/3 PrOtECION . ..veveveeeereeerernreceuieiesseesssssessseaasssuessssasnssatesasssesosssnssmssssssessrnnsssasassans 1-2
Charlie 2/3 Protection (INICKel) ....cooovvvieoerireiminiiieniienccircni st scssenens 3-4
Charlie 2

(0) 5 (/< TN OO O R T OO OO URPR TSRO 5
1013 (r4* JSN O SOOI P PRSPPI 6
OH 4.t eeeee e e eese e e es e e et e be s e s e ste e e ne e esas st e ae s b e b e s bt s aneb e e R n e s r e m e b e st ananasensssnnes 7
OH 96 eeeeeeeeeeeeeeeeeteeescesssveseesasessseseasaaassessessbenearesaseseestsbessasaressabeassaesasansananassnassaeassaosasnas 8
S OH 5 H CROICE......oieeiecieiteeeereecieeeeeecaessreesseessrassstessntessseessneersnsensassassnssssnsesseassansiunessanasen 9
5 etreteeeteet et s e et e s te e b e s e b e e r e re R s et aRaebe et et e e e e st e s ae RS sR e e e e R e s R e e R b s R e Re R e arassa et e nnares 10
B OH Gt ee e st et eteeese b esae b e e st e st e e saee s et e ss st et e s e s s R s e nea e be s e st et e s e s ne e 11
BUIELS ..o ceteeeccreeeceeeeceeeeser e e s eeessre e et e e seceseesrmt s s baassoa b e s e b e e s bR e s e R aen s e e s et e e e bessnne 12
DEEP 8 OH 2 ..ottt st b bbbt 13
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OH 94 F-Flat....ccocovevirerrieeeeneereteeeaesnenes eeete e e e eteeearr et e b et e e e e se e et e h e 19
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Charlie 10
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CHARLIE 2 AND 3 PROTECTION

This is a 7-Man protection. The remaining back and Tight End will end up on the called side. The Line
will slide away from the call side. The TE replaces the FB in this protection and because of his L.O.S.

position could end up on the DL.
The depth of the pocket will be no deeper than 8 % yards deep.
C.P. The onside Tackle will turn when uncovered, Alert Qut call vs. Wide Looks.

C.P. If we call Charlie 10 or 11 this simply means that QB will now take a Quick 3-step drop.




CHARLIE 2/3

3 PROTECTION 2
34 140
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34 J 40 STACK W M
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34 OVER SINK 40 DINK W M S
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34 UNDER WINK : OVER 34
& S0, folsnic]ets)
/RO "Backer"” (Dj
34 DINK ‘OVER SINK
S i E,N E W w E
efore] 70, m@%’@ 5
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CHARLIE 2 AND 3

This is a 7-Man protection system. The remaining Back and Tight End will block to the Call side  The
Line will siide away from the call side. The Tight Fr.d has replaced ihe Fullback in this protection and
becanse of his L.O.S. position could end up blocking a defensive linemen.

C.P. The onside Tackle will turn vs. Bubble over Tackle.

CHARLIE 2
34 . 40
J oM M
"W E “N,: E S WET\TES
felejniolele (ele)ulelele]
"Backer" O)‘ "Backer" Of




“Linda”

TWINS RT CHARLIE 2 DOUBLE RT CHARLIE 2
42 42 |
w M N M s
E Téj\@% N E T A(TJLO%
O ‘18 Rfelelale;
> PP 0 0% E)
42 UNDER 42 UNDER |
W M N
E T T E
O pﬁgb’bé ﬁgﬁoﬁ
Oji Fnsco
42 OVER 42 OVER
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EW T T C% N N E 4T
o Pﬁg}db 5 o0 ,00g0bs
¢ Fns;)_
33 STACK 33 STACK
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©
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w M
E»TT,{EM N N‘ ETTE6%
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73 FLAG F FLAT

FAR RT SLOT CH 2 OH 73 FLAG F FLAT

R

OOPO®
O
®
OB: . Notes:
X
Y:
Z:
F:
H:

OOBOO OOBOO




CHARLIE 2 OH 79

TEX LT - CHARLIE 2 OH 79 F-FLAT

4

600 o®

®
0OB: Notes:
X Outside 9
Y: Check Slow Flat
Z: Inside 7
F: Flat
H: . Charlie Check Down

o0 8 OO OO 8 OO




94 CLIMB F FLAT

FAR RT SLOT ZIP CH 2 OH 94 CLIMB F FLAT

- ooggoé

@/

. Notes:

ocogoo | ocogoo




CHARLIE 2 OH 96

TEX LT - CHARLIE 2 OH 96

® ﬁj@oom ob
@ O

0OB: Notes:
X Qutside 6

Y: Check Slow Flat

Z: Inside 9

F: Flat

H: _ Charlie Check Down

OOBOO | OOEOO




5 OH 5 H CHOICE

SPLIT RT FB CHARLIE 2 5 OH 5 H CHOICE

v/

o> oogo & ‘ ®

Notes:

Qutside 5 Route
Check Slow Flat
Qutside 5 Route

Check Down
Choice

mm N O

OOEOO OOEOO

OOBOO OOEOO




585

FLEX RT CHARLIE 2 585

¥ N

ooQ o .S

Notes:

Qutside 5 Route
Block Protection
Outside 8 Route

Qutside 5 Route
.. Check Down

T NX O

©ogoo OOHOO

elejnicle . OOQOO
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6 OH 5

DOUBLE RT CHARLIE 2 6 OH 6 F-POST

(12) \

® OOLIOOY~

{12)

OB:

X Qutside 6

Y: Block Protection
Z: Qutside 6

F: Post

H: Check Down

Notes:

OOBOO |

OOBOO
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BULLETS

SPLIT RT FB CH 2 BULLETS

oogooé“

Notes:

OB:

N < e

OOBOO OOBOO

cogoo | ocogoo
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8§ OH 2 SPEAR

IRT BUZZ CH 2 DEEP 8 OH 2 SPEAR

® OOO00®
O
QB: Netes:
X
Y:
Z:
F:
H:
oogoo oogoo

OOQOO OOBOO
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989

FLEX RT CHARLIE 2 989
‘r f ‘r

Notes:

Outside 9 Route
Block Protection
Deep 8 Route

Qutside 9 Route
Check Down

T N O

eleinlele OOHOO

oogoo elelmlele
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CHARLIE 2/3

TEX RT - CHARLIE 3 OH 39 F-3

@o%éoo [ ]

. Notes:

ORB:

X Qutside 9 Route

Y: Block

Z: Qutside 3 Route

F: Inside 3 Route

H: Block Inside Backer off the ball

OOBOO OOBOO

-15-



73 FLAG F OUT

FARRT SLOT CH 2 OH 73 FLAG F OUT

OOBOO OOBOO

-16-



OH 73 FLAG -

TEX RT CH 3 OH 73 FLAG F STUTTER

DO

6 o

ole é

OE: Notes:
) QOutside 3 Route
X Block Slow Leak
Y!  Flag
Z
Stutter
é”{ Block inside backer off the ball

OOEOO OOBOO
ODBOO OOBOO

-17-




CHARLIE 2-3

TEX RT - CHARLIE 3 OH 77 SPECIAL F-FLAT

C

\%O L1OO [ ®
O

Notes:

QB:

X Flag

Y: Block

Z: 7 Route

F: Flat

H: Block Inside Backer off the ball

OOQOO OOBOO

-18-



CHARLIE 2/3

TEX RT - CHARLIE 3 OH 94 F-FLAT

e '
SOOCI00 { ®
O @
0OB: | Notes:
X Qutside 4 Route
Y: Block
Z: Inside 9 Route
F: Flat
H: Block Inside Backer off the ball
OO 8 QO OO 8 OO

-19-




CHARLIE 2/3

TEX RT - CHARLIE 3 OH 96 F-FLAT

W%O gOO(é é)

Notes:

OB:

X Outside 6 Route

Y: Block

Z: Inside 9 Route

F: Flat

H: Block Inside Backer off the ball

OOBOO OOBOO

.20~



2 OH 2 SHAKES/PUMPS

DEUCE RT CHARLIE 10 2 OH 2 PUMP FSEAM

A

el o@r”'

Notes:

Q

X  ZPump

Y: Check Slow Flat
Z: 2Pump

F:  Seam

H: Check Down

DEUCE RT CHARLIE 10 20H2 SHAKES F SEAM

\oop o cogoo

O CZ>E59<:> o C:><:>EE§¢:D(CD

21-



CHARLIE 10/11 FADES

FAR RT CH 10 FADES F SEAM

v L

OB- Notes:

1

0ogoo | slelmlele

elejnlole e

[3°]
ll\)



CHARLIE 10 HITCH

FLEX RT CHARLIE 10 HITCH

4 4
\\ /
\
\
~ ‘[\ /
® esloneelcd /(L
@ O I @
0B: | | Notes:
X Hitch
Y: Block Protection
Z: Seam Read
F: Hitch
H: Check Down
OO 8 )@, OO 8 OO

223



HUSKY

FLEX RT CH 10 HUSKY

6 Yds.

| OOL00O®
@ ?[
QBZ Notes:
oogoo O0HOO
cogoo oogoo
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COUNTER PASS

Counter Pass ProteCtiON ........ccueeuieveesieceeceenieircnreeee e ctre e sreesseessaesresssesssassnsssansasncassnnns 1-2
SEAIM 4 OH 7 ..ot e st e e s e e et e s e s s ee s aa s e aeaesansssnsasanaesannesnntassansens 3
SEAM 4 OH 8.ttt e st e e e st e s e sb e e enas s e e st e nas e bannes 4
G OH 5.ttt e sttt e e et e bt e b e be e b aeahr e et n e s h e e e nt e e raeesana s atesatearheesssannenns 5



COUNTER PASS PROTECTION

This is a play-action pass off of our Counter run play. The front-side of the offensive line will utilize
Gap blocking, while we will pull the backside Guard to block the Sam/SS. The FB will block backside
EMOL defender. The HB will fake the Counter and look to area block the onside Tackle area to SS
position, no threat, run flat.




COUNTER PASS LEFT PROTECTION COUNTER PASS RIGHT PROTECTION

40

40 STACK

40 DINK

OVER 34

34 DINK




40H7

FAR RT ZIP COUNTER PASS RT SEAM 4 OH 7

/___.
OOOO0® 14
XF) O
QB: - Notes:
X
Y:
Z:
F:
H:
OOEOO OOBOO

OOSOO OOBOO




40HS

DEUCE RT JAM COUNTER PASS RT SEAM 4 OH 8

pogooég/

®

QB: Notes:
X

Y:

Z:

F:

H: .

OOBOO , OOBOO

OOBOO OOBOO




40HS5

DEUCE RT COUNTER PASS RT 4 OH 5

. N
O0000® .
0OB: Notes:
X Outside 4
Y: Block
Z: Outside 5
F: Block
H: Check Flat
OO 8 OO OO B OO




5 OH 5 CHATTER

DEUCE RT ORBIT COUNTER PASS RT 5 OH 5 CHATTER
22\ @ﬁ

Noes:

Q
X Chatter 5
Y: Block Protection
Z: Chatter 5
F:  Block Protection
‘H:  Check Flat
oleinlale elelnlele

O
O
Cil
O







BOOTS/NAKED

Fake Slant Left Boots Right Protection ........cccceeviireriiciicniiciininninis e 1-2
=T oo I 3 SO SRUP PR PIUOT TP 3
Naked RU/Lt PrOtECHION c...veeirieivreeerceeiceniteerteeicteniiesecee et eeaseesreseesiess e s ssreseasasssasassssnanens 4-5
P O T 15 7= O SO OO SO 6
BTG ettt e s ae b e a e ae et e e et e s et a e e et oot e Rt eR e s e s s Rt s RS s s b et s b s e n e R e e san e e bn s 7



FAKE SLANT LEFT BOOT RIGHT PROTECTION

This is a play action Bootleg in which the QB will pull up and throw from a Point behind the Onside
Guard. The “F” will block the EMOL. The “Y” will run the route called. Tailback fake Slant and look
to block the first outside LB on or off the L.O.S.

C.P. We want the blockers to be aggressive and sell the run.

C.P. TB, Bubble over Offensive Tackle you have LB in the hole.

C.P. The QB and X or Slot Receiver are responsible for Safety Blitz.




" FAKE SLANT LT BOOT RT

M

'\O |

40 STACK

@j‘b %65

@O0 8 OO0 ®
\b\-
34OVERSINK QQ_M4 S M bad
é‘ 'l ..L—< E

g@@\bé

34 UNDER WINK M

¥ 6%%‘@ 5

A

CaihinE

QVER 34
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OVER SINK S

M
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o
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SEAM 478

-DEUCE LT JAM FAKE SLANT LT BOOT RT SEAM 478

‘g@ ‘GQL@EO Oy

Notes:

Seam 4 Route
Inside 7 Route
Qutside 8 Route

Block Protection
Check Flat

T N O

0ogoo | ©oQgoo

OQBQQ .. OOBOQ




NAKED RT/LT PROTECTION

Naked Right and Left is a play action fake by the HB to the strong-side (Stretch). The Fullback will
release directly at the Offensive Tackle’s outside leg and block the end of line defender, prior to

releasing into the pattern. The Offensive Line w111 all reach to the strong-side and the QB will roll to the
weak-side away from the fake.

“Naked” implies that our QB must anticipate quick pressure by a free defender to the “naked” weak-
side.

C.P. Faking Back must be alert to come off fake and block #4. The line must be aggressive and sell the




NAKED RT

NAKED RT/LT
PROTECTION

NAKED LT

57 ;

TB Alert
SS Blitz

IRV YCTar >

TB Alert
SS Bilitz

34 M J 40 STACK
s/E N Eb E
TB Alert C{ E TB Alert
SS Blitz SS Blitz
34 SINK 40 DINK WM
E N E w_ -7 «~--. E T T E
4 TB Alert E C{ g TB Alert
SS Blitz SS Blitz
34 WINK OVER 34 M S
«——-_\_\‘N 5 T T \E
? / \ TB Alert
TB Alert s
SS Blitz %\” O SS Blitz
34 DINK M J OVER SINK M S
— (—-—--
TB Alert ; / % TB Alert
SS Blitz %\J SS Blitz
BEAR SS UNDER WINK W M
- E \S
TB Alert / TB Alert
SS Blitz SS Blitz




215 CHATTER

FLEX LT NAKED RT 215 CHATTER F-4

® OOLOO

OB: Notes:

Chatter 5 Route
Inside 2 Route
Inside 1 Route

Qutside 4 Route
Block Protection

ooQoo ocogoo

OOEOO OOBOO




479

DEUCE LT FAKE SLANT LT BOOT RT 479

OOBOO

i :
S ®
®
OB: Notes:
X
Y:
Z:
F:
H:
OOBOO OOBOO
OOBOO




824

DEUCE LT FAKE SLANT LT BOOT RT 824

I N

(DEEP)

5 OOLOOg ®
®
OB: Notes:
X
Y:
Z:
F:
H:
OOBOO OOBOO

vOOBOO - OOBOO




SCRAM

Page
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SCRAM PROTECTION

A 5-Man no Back protection. The Offensive line will “Scat” both sides. The Center, if uncovered, will
“Scat” to the called side. There will be no “Hard” calls, only “Sift”.

The depth of the pocket will be no deeper than 8 ¥; yards.

All hots are built in.

SCRAM RT




SCRAM PROTECTION

Scram Right

Scram Left

34

34 SINK

34 WINK

34 DINK

BEAR

= M T
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| . ” J oz z N
S : m w ;
i< - R | |
[4p) : : | |
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QUICK SCRAM PROTECTION

A 5-Man no Back protection. There will be no “Hard” calls or “Dual” reads, only “Sift” adjustments.
The depth of the pocket will be no deeper than 5 yards.

All hots are built in.

QUICK SCRAM RT

usg—/—J SCO; J




Quick Scram Left

QUICK SCRAM PROTECTION

Quick Scram Right

"34 M J 40 "
S E N E T T E SJ
bogob 66@66
"Solid" "Solid"
—— et
34 M J 40 STACK W M
S E | N, E W E.- T T E S
60@@6 mégéé
"Solid" "Solid"
N T
34 SINK 40 DINK
%ME\:}N/{EW r.=.'W'rl\iI TS\‘\E
73 @ob OO0
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f— e. —
34 WINK M J

T o

"Backer"
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OVER SINK
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A gb@gj
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015

DUAL LEFT - SCRAM RT 015 H-POST SHOOT

O ®
| OR: | Notes:

X Qutside 0
Y: Teen RT
Z: Qutside 5
F: Shoot
H: Post
SPLIT RT JET -~ SCRAM 015 H POST/SHOOT
A

LY

oo%ooé*»®

OOSOO

OOEOO




031 F & H SHOOT

DART RT SCRAM RT 031 F&H SHOOT

4

v

4 cg 0000 5

QB: Notes:

OOBOO . OOBOO

OOBOO OOBOO




031 WHIP F & H SHOOT

4

DART RT SCRAM RT 031 WHIP F&H SHOOT

(f; OO0LJOO®

| Notes:

OOBOO

OOBOO

OOQOO

OOBOO




031 DBL WHIP F & H SHOOT

DART RT SCRAM RT 031 DBL WHIP F&H SHOOT

4

5 Z oooog @()Q

O

QB: Notes:

OOQOO : OOBOO

~oogoo oogoo




161 Y OPTION

DART RT SCRAM RT 161 Y OPTION F&H SHOOT

A N
> kl] OO%}OO g @é
OB: Notze:
X
"&_":
P
H:
OOEOO OOEOO
0ODOD oleinlele
O o




B Notes:
X Outside 1
Y: Inside 8
Z: Spot
F: Shoot
H: Swing
0O 8 OO oo 8 o)
L
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161

DART RT - SCRAM RT 161 Y OPTION F/H SHOOT
‘r . 4

5 00000 o

0OB: : * | Notes:
X Qutside 1

Y: Option

Z: Qutside 1

F: Shoot

H: Shoot

SPREAD RT ~

SCRAM RT 161 Y OPTION F/H SHOOT

3 oogeot [

OOBOO OOBOO
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219 F-FLAT

TRIGGER RT SCRAM RT 219 F-FLAT

olom/ele K
® O @
QB: Notes:
OOBOO ’ OOBOO

OOBOO -OOBOO
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FLAG 22

™

DART RT SCRAM LT FLAG 22 F&H DELAY (CHARGER)

D)

@
OB Nores:
X
Y:
Z:
E:
H:
0ogoo ©ogoo
00goo elenlele




419-619-719

FLANK RT — SCRAM RT 419 F-WHIP

(;_\@ oomoog j
o
@_—_——/

OB: Notes:
X Outside 9
Y: Inside 4
Z: Teen
F: Whip
H: Swing
FLANK RT - SCRAM RT 619 F WHIP FLANK RT - SCRAM RT 719 F WHIP
4 A
P ey
—@L 00 oo\o 7 Q - 00Qooo®
® 8 ®© ® 8
® - ® —
)@, 8 OO OO B OO
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525

‘DOUBLE RT - SCRAM RT 525 HPOST

V] M

& | ocogoo .

®
Q Notes:
- X Outside 5 Route
Y: Inside 2 Route
Z: Outside 5 Route
F: . Flat
H: Post
00O B ole ole) 8 ele)
OO 8 OO ole) 8 @l®)
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619

FLANK RT SCRAM RT 6195 F WHIP
4

® oomo?é

B >

OB: Notes:
X Qutside 9
Y: Inside 6
Z: Inside 1
F: Whip
H: Swing

OO 8 Ol OO B OO




797 FLAGS

!

O
9,
L

DART RT CHANGE SCRAM RT 797 FLAGS F&H DELAY

-

O Oo®

ey

Norzs:

OOBOO

OOE&DO

OOE}OO

-17-




818 F CHOP

DBL LEFT FLO SCRAM RT 818 F CHOP

- .
5 %oogoo
QB: Notes:
X
Y:
Z:
F:
H:
| OOEOO OOBOO
OOBOO OOBOO
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835

DOUBLE RT SCRAM RT 835 H CROSS

A e

%g OOBOO D

Nores:

Q

X  OQutside 8 Route
Y: Imside 3 Route
Z:  Qutside 5 Route
F: Flat
JH: o Cross

ocogoo | cogoo

oonoO - 00000
O . )
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839 H FLAT/DRAG

DOUBLE RT SCRAM RT 839 H FLAT/DRAG

4
\

FHQCODOO
® O

Notes:

OOBOO OOBOO




DALLAS

| DART RT LOUIE DALLAS

/!

g ® OOEO%

Notee:

RRsths

i

-

- -21-




F-SHALLOW

TRIGGER RT SCRAM RT F-SHALLOW
I\

ﬁ elonele

® O

QB . Notes:

OOBOO : OOBOO

OOBOO OOQOO

2.






BRONCO

Bronco ProteClion ....coccuiiiceiieeeiieeiiiee et crreeseste ettt ssrbae s s e n e e srneaan e e s s ss st aaneas 1-2
058 SEOP .verereerteereeriertiee e et sttt s a e e b e et e et e e e h e s n s e s e 3
O - T~ O OO OO OO O PP 4
077 SPECIAL ..ottt bttt s b e a e eb e as b et s s et e e e tnas 5
078 PUMD F Flat....covieiiiiiieiiiriie ettt sttt s sb s e s sa s s an s n s 6
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BBttt te sttt ea et e ee ettt sb s e e a e e s e abssrea L ea e s 19
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BRONCO RIGHT/LEFT PROTECTION

A seven man pass protection where the Quarterback will direct the Back and Offensive Line. The huddle
call will be either Bronco Right or Left. If necessary the QB will redirect the Line and Back at the
L.O.S. by using the following calls: “Roger”, “Louie” or “Solid”.

This can be a direct snap to the QB or the QB may align in a shotgun alignment. The depth of the
pocket will be no deeper than 8 2 yards.

C.P. TE Alert “Hang” call if aligned on L.O.S. Alert “Go” call.

C.P. If the QB aligns under the Center the Back and TE should be alert for a “hard” call. If QB is in
shotgun, no hard call.

BRONCO RIGHT
34 40
C J' M N' C c M ' C
Woe N E s w%%:%%s N
" : 0 ¥ - @)
O “OQOR0E o © O -OOHOCL 4
» /b “Solid” )\O“Solid”
(7 in Box) (7 in Box)




TWINS RT BRONCO RT FLEX RT BRONCO LT
42 42
w M N M, S
E T T E. . E, T, TE
O bégOd . 00 bé@édo
.0 L0 o 4 O
T Roger’ 5 'Jb “Louie”
Alert “Hard” O Alert “Hard”
42 UNDER 42 UNDER
w M M S
ET 1. EN N E T T \E
O ooded . olo . D “Efbcf O
L= 47 0y
Solid “Louie”
Alert “Hard”
42 OVER 42 OVER
M M S
EW o 1/ N N E.T T/ /E <&
) ' { s
O [o{en(olo)F oo O gddd» ®
] oger ' O O /
é g QB Call — "Roger”
33 STACK 33 STACK _
w J M J M S
E :d_N d@g N N_ e’ N C‘\;
® OJ00 /'y © R ?Sro ®
, 5 O 5™, Qo )5
g “Roger” g % “Louie”
33-34 3334
J M J M
WEb‘, N ,'d,E N N, Eé‘, N d’E S
\\ /" ~ \ ! O
O \\ Q@Q y O O O O ) N pgp 6
Jb “Solid” 5 /\O “Solid”
5 DOWN WEAK 5 DOWN WEAK
;W M\
E T'T EM N N ETT.E S
o DHHOC " 0|0 ™ 66@5\6 o
p ] . O 1 O . \J\ \ /O
“5 Down “5 Down”® v
Alert “Hard” 5 | Alert “Hard” Alert *Hard” O , Alert “Hard”
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058 STOP F FLAT

(FUZZ) BUNCH RT BRONCO RT 058 STOP F FLAT

OOLIOO

OB: Notes:

OOBOO

OOBOO




077 FLAG F-OUT

TRIPLE RT SCAT RT 077 F-FLAG OUT

<

0000 | ®
of

O
— e

0

X  Inside 0 Route
Y: Inside 7 Route
Z: Flag

F:  Out

H: Check Swing




NICKEL 077 SPECIAL

TWINS RT - BRONCO 077 SPECIAL

OOoLIOO
O
OB: Notes:
X | Qutside 0
Y: Inside 7
Z: 7 Flag
F: Check Flat
H: Check Swing

OOBOO OOBOO




078 PUMP F FLAT

(FUZZ) BUNCH RT BRONCO RT 078 PUMP F FLAT

OB: Notes:

TN <

OOBOO

OOBOO




087

BUNCH RT BRONCO 087 FLAT

® 00
e

8:—?

Nozes:

Qutside 0 Route
Check Flat
Inside 7 Route

Inside 8 Route
Check Swing

©ogoo COHOO

QQEQQ | OOBOO




383

TWINS RT BRONCO RT 383
A #

\ N

e

205o% e

Notzs:

‘Qutside 3 Route
Check Flat
Qutside 3 Route

Inside 8 Route
Check Swing

mm N O

slolnlele) OOSOO

olelmiele) OOBOO




428

FLEET RT BRONCO LT 428 LUCKY

%

4___,
& o ogo(% ®

Q Notes:

X  Inside 2 Route

Y: Check Lucky

Z: Deep 8 Route

F: Inside 4 Route

"H: Check Elat
clejulele COH0oC
o000 ooJoo
O : ()




428 FDELAY

FLEX RT BRONCO LT 428 F DELAY

Qutside 8 Route
Check Delay
Inside 2 Route

Qutside 4 Route
Check Swing

T N X O




SEAM 478

mﬂp

TWINS RT BRONCO RT SEAM 478 F FLAT HOOK

é”\ﬁgaoo{’ i:

B

seam 4 Route
Check Flat
Outside 8 Route

7 Route
Check Hook

thtn e ©

Notes:

TWINS RT FLO BRONCO RT SEAM 478 F FLAT
HOOK

FLEX RT BRONCO LT SEAM 478 LUCKY

Bz l

1 Toogoly,
®

1

BUNCH RT BRONCO RT SEAM 478 F FLAT HOOK

18-Le w®

OOEDO

~11-




495>

TRIPS RT BRONCO RT 495 H TWIST

'y
Iy
£
cleinlelels> @4 >
®
OB: Notzs:
X
Y:
Z
E:
H:
OOBOD OOBOO
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535 STUTTER

TWINS RT (NICKEL) - BRONCO RT 535 STUTTER - RICKY
&

® oooC{K@ @
O

OB: Notes:
X Qutside 5
Y: Check Flat
Z: Qutside 5
F: Stutter
H: (Check Sneak
OO 8 OO0 OO 8 ol®

OOBOO OOBOO




548 .

TWINS RT BRONCO RT 548 RICKY

“ RTE %

QB: Nortzs:
g Outside 5 Route

{: Check Flat
ﬁ Outside 8 Route

:  Inside 4 Route
& Check Ricky
BUNCH RT BRONCO RT 548 RICKY | FLEX-RT BRONCO LT 548 BACKS CROSS

AN | A

%7@3%% f Fow ®
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585

TWINS RT BRONCO RT 585

d \

OOLIOO
® O @
®
OB: Notes:
X Qutside 5 Route
Y: Check Flat
Z: Qutside 5 Route
F: Inside 8 Route
H: Check Swing




686

TWINS RT BRONCO RT 686 READ F RUB SNEAK

Wy
\~§

Nores:

Check Rub Sneak

Q

X Corner Off 6 Route, Press 9 Pump, Roll 9 Route
Y o
7 Corner off 6 Route, Press 9 Pump, Roll 9 Route

F Inside 8 Route
H -Check Sneak

OOBOO | OOSOO

ODSOQ OOBOO

-16-



787

TWINS RT BRONCO RT 787

_ o?go%g/acé ®

Notzae:

Qutside 7 Route
Check Flat
Qutside 7 Route

Inside 8 Route
Check Swing

LT N O

TWINS RT BRONCO RT 787 PUMP

| .\

oogoqgaé cogoo

ODEOQ ‘. OOSOO

-17-



840

FLEX RT BRONCO LT 840

Wik

(Tango) —p

0

X 1 Route

Y: Check Flat

Z: Qutside 4 Route
F: Deep 8 Route
H: Check Swing

-18-




844 — 894 (NICKEL)

TWINS RT (NICKEL) - BRONCO 844 RICKY

b ' P
\
/

0OB: Notes:
X Qutside 8

Y: Check Out

Z: Qutside 4

F: Inside 4

H: Check Out

TWINS RT BRONCO 894 RICKY

£ | \-\OOgOOg o o

OOEOO OOQOO




PATRIOT (NICKEL)

TWINS RT - BRONCO PATRIOT

LIOO
O

. \ N
! .
/
/
[ o)

OB: Notes:
X Patriot

Y: Check Flat

Z: Patriot

F: Inside 6

H: Check Sneak

OOQOO

OOBOO







940 F SHOOT SNEAK

BUNCH RT ZIP BRONCO RT %40 F SHOOT SNEAK

Q Nortes:
X  OQutside 9 Route

Y: Shoot

Z: OQutside 0 Route

F: Inside 4 Route

H: Check Sneak

FLEET LT ZIP BRONCO RT 940 RICKY - FLOATRT ZIP SCAT RT 940 F SHOOT

A

® @@@—@305

OQQOQ | OOS\DO

~-20-



989

TWINS RT (NICKEL) - BRONCO 989 F-RUB-SNEAK

ﬁ
ooOoo Z
®

0OB: : Notes:
X Qutside 9

Y: Check Rub Sneak

Z: Qutside 9

F: Inside 8

H: Check Sneak

OOBOO OOBOO




NICKEL SCAT

SCAL PIOtECHION ...ttt e iteeeeie ettt see s ese et s esne e e ssessasbesaeesbasneessesmnensennessonses 1-2
33 ettt e bttt e R er et e te bt e eate e st e eraeer e reeaneesaeas 3
3B et s st bt ea e bt she s et e et e e s e sae e et ne st e saaesranenaeas 4
SCAL 525 ettt et r st s e e b e e e e be e aenasaesabestaenbeseneeanean 5
585 Y OPtiON...ccceiiiiiiccieeientereeer e cseae s v s eehteeeeeebesntesaeseereeesaetenneeetaessaans 6
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SCAT RT/LT PROTECTION

This is a 6-Man protection system. The line and remaining Back must assume the responsibility of
blocking at least 6 of the 7 potential rushers. The Offensive Line will Dual Read one of the uncovered
Linemen to the called side (Right or Left). The Back will block the WLB to secondary blitzer away
from the call.

The huddle call will be either Scat Right or Scat Left. However, the QB or Center could make L.O.S.
calls Roger or Louie to direct the Back and Offensive Linemen.

C.P. Alert “Sift” to the backside of Roger/Louie.

The depth of the pocket will be no deeper than 8 2 yards.

SCAT RIGHT
34 40

J M
L M
w .N " E S WET '‘TES

N ' E
0 -BqIg00 4 (O -00EITC 5
T 6 -




TWINS RT SCATRT DOUBLE RT SCATRT
42 | | 42
W M N
E ,:T J E
o  9ogRQ 4 004 69”@9 -
‘ “B t "
Aort “Hard" 6 oston O-/ _ “Boston”
42 UNDER 42 UNDER
W M M $
E T 1. E.N N T T E
O b‘ég@x o|o L~ oogoe 0
{ e O ~
o “Under” “é'OC"e | ) % Alert “Sift"
Alert *Hard 5 QB Call - “Louie”
42 OVER 42 OVER
M M S
W r 1 gl N E'T T E
o NNe}
o ofee. , ©o|o, .9cHa O
[} S
N “Boston”
5 “Boston” g 6
33 STACK 33 STACK
w J M J M S
E + /N E N N E' N |E |,
{ ’ LN S 7/
o  Yoged , olo -.8ogecy” o
\;, o O O Y. e ,
“Base” “Gone”, “Gone”
O o——" oy
33-34 ~133-34
J M J M
wE ‘N ' E N N E° N
O bqé@\@; olo bqéqf"i, ®
A > O O Yo )
8) “Base” GoneO’___/ ’ b “Bage™ Gone”
5 DOWN WEAK 5 DOWN WEAK
W M
,T EM N N _ ET/'T E S
O o gdd o|lo . O @66 O
/ O o ¥
. g “5 Down” O,.r’) } i g
:;I:rrtt ;‘::c? Rt lert “Sift” i\\}gﬁt HSﬁS Rt" Alert “Sift"




339 (NICKEL)

TWINS RT - SCAT RT 339 F-3 DRAG
»

\

N

B ol [

0OB: Notes:
X Qutside 3
Y: Inside 3
Z: Qutside 9
F: Outside 3
H: Check Drag
o0 8 OO OO 8 o0

OOQHOO » oogoo




385

TWINS RT SCAT RT 385 Y DODGE

Qutside 3 Route
Dodge
Qutside 5 Route

Inside 8 Route
Check Swing

TN X O

©oQgoo | OOHO0




SCAT 525 (NICKEL)

TWINS RT - SCAT RT 525 F-POST

] N
© ootoo @
L_‘/\@) )
OB: Notes:
X - QOutside 5
Y: Inside 2
Z: Outside 5
F: Post
H: Check Swing
OO 8 OO QO B OO




585 Y OPTION

TWINS RT FLY SCAT RT 585 Y C)PTION

Notes:

Q

X  Qutside 5 Route
Y: Option

Z: Outside 5 Route
F: Inside 8 Route
H: Check Swing

FLEX RTFLY SCAT RT 585 Y OPTION

foogoj | ©0Qgoo

OOBOO . OOSOO




847 Z DODGE

BUNCH RT SCAT RT 847 Z DODGE

OOBOO GBCB

Nores:

Q
X OQutside 8 Route
Y: Inside 4 Route
Z: Dodge
F: Inside 7 Route
H: _('Z'hcck Swing
eolelNleole)
ol®) 8 el 5

OOBOD | OOBOO




NICKEL ARC

ATC PrOLECIIONIS. .. uvvvvireeeiieieeieeeeeseieeenieeeeeessessmaeaaseeesasaeseseeeseanssasassssseasesaessesasorsassssesnnsannns 1-2
306-30T=8O6-897 ...t ae e e e e s e e e s e e e aere s e e et e e e e aar e s e aaasaeas s et aaatasassasatesaniusnnnstans 3
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ARC RIGHT AND LEFT PROTECTION

A 6-Man drop back protection. “H” will be responsible for a Dual Read pick up of the Mike to Sam, SS
Positions. The Offensive Line will turn to Will, Alert “Hard” call strong-side (to call). If no threat run
assigned route.

The depth of the pocket will be no deeper than 8 ‘/2 yards
C.P. HB vs. Over front, the back will block 1% LB weak to 2™ LB strong.
C.P.. If Sam and Mike dog, the TE is “Hot”.

QUICK ARC PROTECTION

This is a 6-man protection with the same rules as Arc Right/Left. the Offensive Line has the 4 down line
men and Will. The remaining Back has a “Dual” read from Mike to Sam. Alert “Hard” if your man is
in the A-Gap.

The “Quick” indicates that the QB is taking a short drop, 3 steps, no deeper than 5 yards.
ARC HOT PROTECTION
5 Man protection with free release by “H”, the call side of the line, Alert “Sift”.

ARC RIGHT
40 34

c M c CW 3 ","
WET '‘TES N
O ® pohb‘
O)-/

©
O O~ 4

“Backer”
. “Backer”

40 Qver Sink

T

e
o POH0RT
“Backer” O/




TWINS RT ARC RT DOUBLE RT ARC RT
42 42
W M M S
E T T E}ﬂ N _ T T :Egj
o 9PBIC, 500 99GSF
(:)/;7/ “Fﬂsco"\(t:>
42 UNDER ) 42 UNDER
w M M_ S
E T, T'é)’; E N N T\\T‘bc‘;’
(:>/;7/ “Frisco”
42 OVER 42 OVER
M M\ S
W T,éj_EN N Eb\T(%,'E
/ -
o 9BFF 5 /00 5PH
Solid “Frisco”
33 STACK 33 STACK

fﬁ "gjb defj

7

‘ \ES%*O‘@E}S

Fnsco

5 DOWN

ETTE$
bJ

Frsco




396-397-896-897 (NICKEL)
TWINS RT (NICKEL) — ARC RT 396 F-FLAT

s

|
l /]
|

® O00Q0 K@

O/ © ®

4

OB: Notes:

X Outside 3
Y: Inside 9
Z: Qutside 6
F:

H

Flat
Check Down

TWINS RT (NICKEL) ARC RT 397 F-FLAT |TWINS RT (NICKEL) — ARC RT 896 F-FLAT
A

4

elefulelop} ele]nieleP o

TWINS RT (NICKEL) - ARC RT 897 F-FLAT

4

/P

®

0K ® - oogoo




748

FLANK RT ARC RT-748 F-DRAG

15 LA

C'tb OOgO

Q. Notes:
X-  Run It 8 Route

Y: Insidz 7 Route

Z: Inside 4 Route

F: Drag

H: Check Down

FLEX RTFLO ARCRT 748 F-DRAG

s( &
4 oogo ©Ogoo
&
OOOO OOBOO







Scram Protection

NICKEL SCRAM

..............................................................................................................



SCRAM RIGHT AND LEFT PROTECTION

This is a 5-Man protection system that allows us to free release 5 receivers into a pattern. In order to
block 5 of the 6 potential rushers, we will Dual Read both sides with the uncovered Linemen.

C.P. Alert 5 Down call vs. 5-1 Bear. Alert Sift call.

The depth of the pocket will be no deeper than § Y yards.

All hots are built in.

C.P.  Alert Louie or Roger Call by QOB. Changes Scram Rt. to Scram Lt. and Vice Versa.

40

SCRAM RIGHT
34




SCRAM RT

FLANK RT SCRAM RT DOUBLE RT
42 42
M S
” ’5 e
O O ®
O @ QBos’(on O Y
Alert “Sift” O = Eve O—-~
42 UNDER 42 UNDER
M S M S
N E aT_) T (,5 E /.- N E ET5 T 'E /.
O ml ]} o/ 0 ' g@)‘
o #C0%% o POHRYS
Alert “Sift" O—ca Alert “Sift" O——7
42 OVER 42 OVER
M s M s
N._ E,'TCST;E N, %'Té'rlﬁ
O \\ . ! @ (/f O \\\ Q y ’
O W@ O ¢ O
O___/Zlert“Slft" OMW
33 STACK 33 STACK
J M S ) J M S
N % /N 'd' N 56\ ‘N d%)
© #5edSy” o 3929
s 1“Odd" @G Gone ?Odd" one” O
one “Gone”
o— o—
33-34 33-34
J M J M
N é" N “d‘E /S N._ E, N . E/S
oo 9eperdy o, JeBeds
o J 4 O \ ~ f)j \-\»/u " O
Gone” “Odd” “Gone Gone” “Odd” O Gone »
5 DOWN 5 DOWN
M M
N ETT E S N ETT E S
0. 05H33d, o, OOPO
O “5 Down” ' O “5 Down” O
Alert “Sift" O——Hlersift” Alert “Sift” Om-eﬁ‘“/s;t”
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SMOKE

SINOKE PrOtECHION ...eeinvevieieieeiiareiinieaereeseraeeaneeeaatessisseinsrseasbaesaasaaansessssesessssssasansinasnssansasace 1-2
OH 60 WHID ....eotiieueieteeeteseesenesceenesomsies st ssss st st ses bbbt e sa s st st sb st 3
070 et eeae et o s et ar s uaea e et et e nea et an e b e na e e e s ae R e sk s e b e RE e e R e et s sRe e st e s b s SRS a st b s s 4
525 H POSE . eneeeeeeeeeeeeesitieee e e ssae e raeesebe e b aeaeae e e e a e e b e e e R Rt e Rt e ae e s e et a s e n et 5
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585 H CROICE voueveeeeeeeeeeseeeiieeeeeseeeeenaesssaseenesenseestesaeasre s baaass s s ns s se s sn e sn b et bbb s s s s e R s s s s s e s a e 7
870 WHID. cv.vvevvrereretenenesesebesee e seae et r s as bbb e R s 8
059 Z TWISE .euveeuveeeeeereessesseeeseeeseesesseseessesstssnasaresesnaessasbsesbasnasassasaebsenns shcasanssatssateab e et e st asetas 9
900 H PUIMP cv.vovviveererieneseceesetsse st e s sttt e s bt e bR s s 10

BUIES Z CHOP c.vvevveerreeeieercreceii ettt st s s bbbt 11



SMOKE PROTECTION

This is an 7-Man protection with a Scat weak. The uncovered Weak Guard or the Center will Dual read
inside out.

C.P. If the #4 defender is aligned inside the TE Alert Swoop.
C.P.: The weakside Back has a free release and he is hot off of the #2 potential blitzer.

SMOKE/SHOT ~ This is basically the same protection as Smoke, however, the “F” 1s Hot off of the #4
potential blitzer strong.

SMOKE
40 | 34
c M SS ¢ c J M ss ¢
WET, TLES - We NI ES
0 00mOSOE oo JPpSSy O
"Hang"
~——©O ~__ O




TWINS RT SMOKE 2 DOUBLE RT SMOKE 2
42 42
;‘ M s

T : N T 'E

O ppﬁa é pb ‘ ® 9 ‘18 500
o 2
“Frisco” “Frisco”
L___-O Hot off #4
42 UNDER 42 UNDER
W M

E 1T 1T E N

-

B0 &

oON opﬂg’béb

“Frisco” “Erisco” : C:)
"M?—m20 e ——0O Hot off #4
42 OVER 42 OVER
M M S
eWr 1, EN N_ E. T T,E
© J?f@ PO & ©5 6}‘"@ PO 4
“Gone “ “ »
\__.__O "\___—?66 Hot off #4
33 STACK 33 STACK
J M J M S
g,w N‘b@% N . E . N_b 5 %
® el Ju RNyc] Julele
\——-"O \_/86 Hot off #4
33-34 33-34
J M - M
WE Nbé% N . E;/ N | d’E s
O '9 S)\%“Frisco" b O O A ) \/6 ép d O
\\—'—'O '&____’(—586 Hot off #4
5 DOWN 5 DOWN
W v M
E T T, EM N N ET T E S
O bb@b O 4 O 66@@6@ -
) (:) e | =~ (:) “Linda” Hotoﬁ#4b




OH 60 WHIP

TEX RT MOTION SMOKE RT OH 60 WHIP F CORNER FLAT

0000
® O (/
OB: ‘ Notes:
X . 0 Whip
Y: Block Protection
Z: Inside 6
F: Corner
H: Flat
slelmicle oogoo

OOBOO OOBOO




070 H-FLAT

FLOAT RT SMOKE LT 070 H-FLAT

OOBOO

OOBOO

OOBOO

OOBOO




525 H POST

FLEX RT ZIP SMOKE LT SHOT 525 H POST

[

«
®
>

oogoqg/a ®

Outside 5 Route
Check Flat
Inside 2 Route

Qutside 5 Route
;" Post

mH NKX O

Notes:

OOBOO

OOBOO

OOQOO

OOE]OO




555 Z TWIST

“

/

\

FLEX RT ZOOM SMOKE LT SHOT 555 Z TWIST H UP

j\ug

\oo ® <
e

T N O

Qutside 5 Route
Check Slow Flat
Twist

QOutside 5 Route
Up

Nozes:

OOEOO

OOBOO

ole)
OOS

OOE\OQ




SMOKE 585 H CHOICE

TRIPS RT SMOKE LT 585 H CHOICE

rd | \ \

HOT

® oomooég ©
O
OB: - Notes:
X QOutside 5
Y: Check #3 - Slow Flat
Z: Outside 5
F: Check #4 — inside 8
H: Option
oo B 0]®) oo B OO




870

FLOAT RT SMOKE LT 870 WHIP H-FLAT

— N\

O0OO0®
- 0O ®
QB: Notes:
X
Y:
Z:
F:
H:
1) 8 01®) , o0 8 oo

OOBOO OOBOO




959 Z TWIST

FLEX RT ZOOM SMOKE RT 959 Z TWIST H UP -

& eﬁ@oog%%rJ/?a®
@._7 =

b b

RSy

Noztes:

o0ogoo

OOESDO

OOBOO

OOSOO




990 H PUMP

TRIPS RT SMOKE LT 990 H PUMP

y

o o(go\o@'?\@

@
OB: Nortes:
5
Y:
Z:
P
H:
OOBDO OOE)OO
ODEQO OOE‘OO

- -10-




BULLETS Z-CHOP

TRIPS RT ZIP SMOKE LT BULLETS Z-CHOP

OOO0®
O
QB: ‘Notes:
X
Y:
Z:
F:
H:
oo B OO oo 8 1@

OOEOO OOBOO
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OTTO
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OTTO PROTECTION

Otto is an 8-Man pass protection, the Center goes weak when he is uncovered to block the #1 potential
blitzers call side. The remaining Back in the backfield blocks the #2 potential blitzer call side. The “F”
blocks the #4 potential blitzer to the offside. The Offensive Line will block Base rules.

C.P.: “Smoke Call: “H” has a free release and is hot off of the #2 blitzer call side. This is basically a
weak side Scat, with Scat rules.

C.P. Receivers have no adjustments in Otto Protection.
“Shot Call” — The “F” has a free release strong-side and is hot off the #4 blitzer.
C.P.: Alert Solid vs. 34 Defense, Swoop Call vs. #4 inside Tackles’ box.

OTTO LEFT
40 34
c M sS ¢ J oM
W\ECTS:%ES'/ CWE,’IN'ESS'$ ¢
O -OQLK 655“ o0 DOoHedC. 5 O
) ' “Solid”




FLANK RT OTTOLT FLANK RT OTTOLT
40 STACK 42
SS M S
N
® o*gé pégébbé
l:qun “Swoop” % “Louie”
40 DINK 42 UNDER

M S
N E CT)T
O 5 \\\)p ‘8

ouie”

bé‘fbg

4 %
UNDER WINK 42 OVER
w M SS M S
E'T T, ES | N. E'T T/EFC
O gpégp665 O 4 el 5965
O j"’ "Solid” "\ OI'd". .
O O
OVER 33 STACK
SS J M S
UbasT o " Sobooh;
O \\ Q O O \\\ ‘
O -‘b gd 6 \% “Solid" 5
34 ' 33-34
J M sSS J M
v\( EI‘ :{ , E S . E;‘ N d‘E s".
o OPPP3SE |0 OPPPOTS
O - “Solid" \.ﬁ “Soiid”
e b
BEAR 5 DOWN
8S M M
OGS " EbES0,
o O o ..
o H°0 ® ~o . E S
6 e




7 H FLAT

TRIPS RT OTTO LT 7 H FLAT
A
elomleleld
O “ O
V4
OB: Notes:
X
Y:
Z:
F:
H:
OOEOO OOBOO
OOBOO OOBOO




058 STOP

FLOAT RT OTTO LT 058 STOP H FLAT

ooo_oc%
O /

OB: Notes:
X Qutside 5
Y: Check Flat
Z: Qutside 8
F: Zero
H: Flat
ole) 8 o0 Q0O B @JO)

OOBOO OOBOO




078 PUMP F FLAT

(FUZZ) BUNCH RT BRONCO RT 078 PUMP F FLAT

OOLIOO @

Notes:

OOBOO OOBOO




SPIN CORNERS

TRIPS RT OTTO LT SPIN CORNERS

Rt -

é OO00®
\@ O

Notes:

OOBOQ | , OOBOO

OOBOO OOBOO




STACK PASS H OUT

FLOAT RT OTTO LT STACK PASS H OUT

h/ A

66 oogoo@é

oM N O




TRAILER PASS

FLOATRT ZIP OTTO LT TRAILER PASS

I\ == 2p
e 4

| ololufolelty
ORB: Notes:
X
Y:
Z:
F:
H.:

o0 8 o0 el 8 ole;

’ OO0 0O
_oogoo g




X HOOK H OUT

TRIPS RT OTTO LT X HOOK H OUT

-

.

gf;\\§§800§5 .

OB: ‘Notes:

X

Y:

Z:

F:

H:
ole 8 OI®) - ol® 8 OO
oogoo OOBOO




FLAG H FLAT

TRIPS RT OTTO LT FLAG H FLAT

N SN

elemcle &

CUT SPLIT v'4
OB: Notes:
X
Y:
Z:
F:
H:
oJO) 8 OO OO 8 o0

OOBOO | OOBOO
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NICKEL SCAN

SCAN PrOtECHION «ooeeeeeeeeeieieei i ectiirieeeeeeetereesassscennreseessinrsbaseesaranrnsnraaseessssssssasas R 1-2
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CTOSS woereeeereeessesaeesssssssaasaaaaaaatasasssssssssanssassaassesansssansesesessrosssssasossssnssnnsnsassansssssssssisssantonsanannns 5
|3 3OO PR RRETURUUIOUOTOTOREUIOTOEYRV SRS RS 6
Tt | TSSO OOV O PP P P PP 7
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SCAN RT/LT PROTECTION

This is a 6-Man Protection. The Line and remaining back must assume the responsibility of blocking at
least 6 of the 7 potential rushers. The Offensive Line will have the 4 Down and designated Backer or 3
Down and 2 Designated Backers. The remaining Back in the box has the most dangerous from his side
to opposite side.

This is a Gun protection and there are no “Hard” or ”Shift” calls.

The depth of the pocket will be no deeper than 8 2 yards.

SCAN

W
2

D)
O/ 1=
O-=

/

&
S



LASER - SCAN ROCKET - SCAN

42 42
ss S M N N M s s
WE T T E
O 4 pél:rdc}' 59 04 bbbéd, e
5o 5 & |
42 UNDER 42 UNDER
ss\ E ,'ST Y A N 5 TS‘\ E ss
|05 ?)tf[l‘dd’ 52196 ‘bbﬁb@ o ©
36 o O
42 OVER 42 OVER
SS\\ ES“T T,')’I E/,/N N\\E “?.T T?E‘ /%S
0, {¢Juls¥e] 5°1%, pelvlisleje s e
O O 5
33 STACK 33 STACK
J M S

) ‘I:l N - g . N"\ ,é / $s
g 0|0 T opbd, -7
@) \2\8’ O O \\\61/6 OO

O O
ss\\ E | NM edJ N N g E M‘\N S, e
o boHog, olo_ “obhHad”
O N O O > .
O O 6
5 DOWN WEAK 5 DOWN WEAK
ss s E,h'l'!T E N N_ E Tr‘\e s ss
o bEHOF--T _o|o . ~HAOES- T o
O - O 0O \\_\O O
5o 0




BALLOON

ROCKET SCAN BALLOON

4

6-8

OO

/'y

6-8

mH N<X O




®

COB
ROCKET SCAN COB
18 ) 'y 18 )
] ™|
' ’I
4
B . S &

T N O




CROSS

ROCKET SCAN CROSS
Deep %
® olom/ee x ®
O
0,
OB: Notes:
X
Y:
Z:
F:
H:
cogoo oogoo

etetulele oogoo




DIG

ROCKET SCAN DIG

e

6-8 -

® @K OlO/NO®® @

O
O®




SAIL

ROCKET SCAN SAIL

VN \
© 4 oom@o} ®

mT NKX O




SEAHAWK

ROCKET SCAN SEAHAWK

18
16
15




SILVER

ROCKET SCAN SILVER

'y 4

DT N O




ROCKET SCAN SLICK

[ [ w

T N<X O

- -10-




STICKS

ROCKET SCAN STICKS

¥

® OO

All routes 2 vards paét the sticks

Lo N<Xx O

-11-




STOP

ROCKET SCAN STOP
. 13 &
] X
\ A~ T~ I
\
\ /
\ /
® L oomoo L @
O
®
OB: Notes:
X
Y:
Z:
F:
H:
©ogoo OOHoo
o0ogoo elejuicle
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" GOAL LINE RUNS

Page
QB WEAEE ..vvuveererieieieie ittt ea s h s bbb e st b b e 1
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GOAL LINE

QB WEDGE

6-2

5-3 4-3

P M B SS
C E T\T T EC

COQIOOQ

TE 6 Inch Split. Wedge.

FB Heels at 5 yard. Block away from strong side.
RB Heels at 5 yards. Block to strong side.

QB Wedge to Guard Bubble.

X 6 Inch Split. Wedge.

Z 6 Inch Split. Wedge.

[



GOAL LINE

LOAD - ORT/LT

6-2
wW M SS
" IGO0 I
5-3 6-2 6 Gap
W M S SS M SS
CE' T. T TJ/E C C EE T.T E C
Y~ -
sleONl= 06 i\ FERYOD |
40 Joker Weak
FS
c S8 M |
W E T ¢ TT ES C
HOONOB3, 4
TE Block Man On _
FB ' -| Heels at 5 yard. Roll step and block. Frontside LB'er. Target inside number.
RB Heels at 7 yards. Roll step - Go. 2nd step is crack of PSG. Attack the bubble, hug movement press hole.
QB Open. Take bali deep to Back.
X Drive Base Cut-off
A Block 1st Force




GOAL LINE

LOAD - RT/LT
6-2
w 4 M SS
CEE TTJEE €
HOC ’béég
5-3 6-2 6 Gap
W,‘/ M,« S SS W ,er SS
CE T T T/EC C EE I TEEC
JelulelsloPN JIOHO
40 Joker Weak
C SS M,r FS
T|/]ES C

TE Block On

FB Heels at 5 yards. Roll step and block front side LB'er inside number.

RB Heels at 7 yards. Roll step - Go. 2nd step is crack of PSG. Attack the bubble, hug movement, press hole.
QB Open. Hand Ball Depp.

X Drive Base Cut-off.

Z Block 1st Force.




GOAL LINE

SCISSORS RT
6-2

w M SS

" 865056

@

5-3 6-2 6 Gap
w M S SS W M SS
C%TI‘T?_‘ CEETTF‘E
i

40 Joker Weak

SS

oa3

C

@

TE Base Block On
FB Heels at 5 yds. Open step with 1st. 2nd step is lead. Track block backside LB'er/area. Inside number target
i (adjust your path)
RB Heels at 7 yards. 1st set jab, 2nd step is a short lateral cross at crack of On Guard. Under exchange. Attack th¥
hubble or read POA
QB Counter Handoff
X Base Block On.
Z Base Block 1st Force.




GOAL LINE

soft :

hethine

BLAST LT
6-2
w M SS
C\E E TT\NEE C
OEO
5-3 6-2 6 Gap
W S SS W M SS
C |\E T \T T E C C\E \EE TTEEC
40 Joker Weak
SS
FS
C » M
W E T T\ES C
DOTHOTA,,
TE Drive Base Cut-off
FB Heels at 5 yds. Open step and attack support defender. Target is outside number. Upfield cut, backfield kickout
You must keep your target
RB Heels at 7 yds. Open step attack 1 yard deep and 3 yds. outside TE alignment. Stay on course and run until son
crosses your face  Then take north.south brea
QB Open. Hand ball depp. .
X Base block on.
Z Rip Cut-off




GOAL LINE

CLUB GRT
6-2
w M /\ SS
CEE/TT C
5-3 6-2 6 Gap
w
C E E T

40 Joker Weak

Cw T T e s T
0667%

Q

Team Wing. Alert Gap.

]

TE

FB Heels at 5 yards. Boss Block.

RB Heels at 7 yds. 1st step is Open, 2nd step is downhill at inside leg of TE. Stay on course and run until somethir
crasses your face

QB Open. Hand ball deep.

X "P'Ug"

Z Team with TE. Alert "Gap”




GOAL LINE PASSES

Page
SUBMATINE PASS RELLE ooeiiiiiieiieite ettt s e b et 1
ACE 2/3 HOt — 204 F-FIal ..oveet ettt ettt st esn e n s st sas s san s s 2
Fake Lead Waggle RE(Lt) - X=7 .oveiiiiiiiiiinreir sttt 3

Slant Pass (LRt — X-7 F-Flat......ccoiiiiiiicie s 4




SUBMARINE PASS RT

GOAL LINE

olelé)

6-2 ‘\M
w M SS
RNl e sl
4
5-3 6-2 6 Gap
M S S8 w SS
C E T T T E C T E

40 Joker Weak

Y Biock man on.

X Release inside Run route verticle to 2 yds. short of End Zone. Curl in, keep alive along back line.
FB Fake Act 2 - Block 1st Defender outside TE area

RB Run hard play fake Act 2 - Block 1st ILB'er. -

Z Run behind LOS. Negotiate end of line get into EZ

QB Run hard play fake Act 2. Z to X or away.

-1-




ACT 2 HOT - 204 F Flat GOAL LINE

6-2

5-3 6-2 6 Gap

40 Joker Weak

QB Read F Hot, to Y & X, Find Z.

RB Fake. Block Dual. 1st{LB'er to EMOL

FB Run Slant Angle. Release to Route.

Y Fake run with Tite inside release, Cross at 2 or 3 build to 5 yards.
X Run Cross at 5 to 8 yards. Look for Rub opportunity.

yA Climb to End Line minus 2 yard, Cross if open settle.

-



FAKE LEAD LT WAGGLE RT X-7 GOAL LINE

6-2

5-3

QB Read X to Z, stay on move for run option.

Ball Carrier] Heels at 5 yards. Open step, lead with 2nd. Lead Draw action.

Back Heels at 7 yards. Open step, 2nd step is at crack of Off Guard. Lead Draw action.
Y Block EOL

X Drive release, run 7 at back pylon.

Z Inside & Run 4 along End Line minus 2 yards, stay on move.

3.




TURN 2 HOT RT X-7 F FLAT

GOAL LINE

6-2
SS -
W.. M
c\ EE T'T EE/C
\O33I0d
5-3 6-2 6 Gap
!
WM z_f‘
C C EE T'T E/C

QB FBFlattoYorZ

Ball Carrier | Slant angle dual 1st ILBR to EMOL
FB Slant angle release flat.

Y Block Man over.

X Slam man over, run 7

Z Block Dog, run7







TWINS

CAMPO

20/30

40/50

60/70

44

85

89

PATRIOT

SCAT (EVEN-ODD) 25

SCAT (EVEN-ODD) PANTHER
ARC (EVEN-ODD) 96
COBRA (EVEN- ODD) 91
ARC (EVEN-ODD) T-SILVER

DOUBLE
CAMPO

20/30

40/50

60/70

SCRAM (EVEN-ODD) 39
SCRAM (EVEN-ODD) 35
SCRAM (EVEN-ODD) 66

ARC (EVEN-ODD)16-17

ARC (EVEN-ODD) SILVER
COBRA (EVEN-ODD) 22
SCAT (EVEN-ODD) COWBOY

MISSILE
MISSILE IN
MISSILE OUT

TWO MINUTE

(QB SNEAK)
(BRUSH)

(GUT)

(OUTSIDE)

(BRONCO 844 LUCKY/RICKY)
(BRONCO 585) POSSIBLE STUTTER) (READ)
(BRONCO 989 F RUB SNK
(BRONCO PATRIOT)

(525 F POST)

(339 F 3 DRAG)

(396 F FLAT)

(QK ARC 191 RUN IT F SEAM)
(T-SEAMS)

(QB SNEAK)
(BRUSH)

(GUT)

(OUTSIDE)

(839 H FLAT DRAG)
(835 H CROSS OUT)
(666 F POST SWING)
(616-717 F FLAT
(SEAMS)

(QK ARC 222 F SLANT)
(Y OPTION 5 - 18)

(CHARLIE ALL GO)
(CHARLIE #1 IN)
(CHARLIE #3 OUT)






SCREENS

Page
Flank RT ATC RT ROSE 19 eiiiiiiiieciieeeecteie ettt setesceeeee e e ssaessssnsnsas s sbbaaas st s essenanassssansessaconas 1
IRT Zip Act 2 HB SCreen LT ...ttt e 2
FIeX LT BIonCO RT RIVET cuuviiiioreeiiietiieeceiieieiretecsiateseseeeressenseaessssnnsnsssanesessssasassssnsssessasnsssenossons 3
| 1) « ST RO PO U UUUUUTOUI VPO OOOTPPPP T ST 4
Fake Pitch QUICK SCTEEn t0 X ..cucoveiimiiriiiiiii ittt st e 5
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FLANK RIGHT ARC RT ROSE 19

5@/@

13

OB: 5 Step drop, bail and screen to HB

Run Go route and block deep 1/3 vs. man (same); vs. C2 block deep Y Safety. Outside release

Block Deep middle 1/3
Run Teen route, turn to block if you don’t get the ball.

Release with width and block deep 1/3
Block Arc protection and get to Screen route

T N

OOQOO | OOBOO

OOBOO OOBOO




I RT ZIP ACT 2 HB SCREEN LEFT

ﬁ -\

' O O
OoF

i }J 1

OB: Fake Act 2, settle and get deep.

X Block deep 1/3, vs. C2 outside release, block deep 2

Y: Block deep man your side % to 1/3. Vs. Man run off and block

Z: Run 2 Route, look for middie Safety or Mike LB.

F: Block Act 2, if SLB drops, release up field, set up to block him as he comes to ball.
H: Block Act 2, if MLB dogs, bang and get screen.

OOQOO | OOBOO

OOBOO OOBOO




FLEX LT BRONCO RT RIVER

T b %

S

OB: 5 Step drop, bail and screen to HB

X Block deep Y% vs. c3, vs. 2 outside release block deep ¥; Safety, vs. Man block man over

Y: Block Bronco, Run 3 routes, 6 to 8 yards

Z: Block weak side LB after running inside 6 route.

F: Block deep 1/3 vs. C3, vs. 2 outside release block deep V2 Safety, vs. Man block man over
H: Block Bronco, read oG & OT to get set up for screen

OOBOO | OOBOO

OOEOO OOSOO




IRISH SCREEN

4-2

OB: 3 Step drop, throw to screen receiver on up 'field shoulder.

X Screen Receiver: Sell release only two steps, 1 yd, get back behind LOS 1 or 2 yds.,
come under control for reception, look for up hash break and be a runner.
Y: Release: Block Sam Hang or Out:
Z: Block Deep Man my side.
F: Release, Block Man my side.
H: Release block Man on or in coverage on screen receiver X.
Under Wink 3-4
s \
C M W sSS C M 4 J_,—
SE,T S E .=
o0 : &0 o
- @
', ) A .
L .
40 — Dink Bear

O/‘\'




FAKE PITCH QK SCREEN TO X

FAKE PITCH QK SCREENTO X

S_M
T

636

T/EJ\1

FAKE PITCH THROW TO X

RECEIVE BALL & GET INTO SCREEN
BLOCK PROTECTION
BLOCK #1

BLOCK PROTECTION
FAKE PTICH

Notes:

2BK & TE - FB CH 3 PROTECTION

1 BK & BE - CH 3 PROTECTION

1 BK NO TE - ARC LT PROTECTION

NO BK & TE - ARC LT HOT PROTECTION

OFF GUARD —~ ALERT “HARD”




FLK RT ARC RT ROSE 19

FLK RT ARCRT ROSE 19

4 18 18

® OOgOO &
P
@
OB: Notes:
X
Y:
Z:
F:
H:

cogoo oogoo




SPECIAL PLAYS

StretCh Pass ProteCtiON. . ..coviiecreereacreicercaceninecnteistesitensiersansstessbesaseasssasesessessssssnessaisssnas 1-2
SCISSOTS Pass ProtECtiON.....uvviveeiiiieiiieesreeeeiseeeeseeennrecsnessscsssssaesnssssssransssesossesssssaessssssnnss 3-4
PitCh Pass I SIANL ...eiiiieiieieceiesecieesie e rnteercessate et s sbresee s ae s ae s e be e ssnn e b et e ne e nn s an e 5
Lead Draw Hitch REad.....cuviiieieeeeeeciee et teeeee it cernt st s e s sa s e sesne s s sanssbn e 6
Lead DIaw Patfiol....ccviivueeiiieeereesinenieeieeeneestsese s rerecncinessaseesstsebsesasssss s snasoneeese s nnsnssasses 7
TOSS PASS X7 .eveeeeieieiieeieeeeeeeeeivesreresseetessseeesieeasasassba e s sra s e s bases s s e e s a s e s rsssebe s e s abe s n b s 8



STRETCH PASS PROTECTION

This is a play action pass off of our Stretch run play. It is imperative that the blockers sell the run play.
This protection will be used with an Alert to protect against the 7" man in the box. If we are aligned in
Deuce formation we can run the play because our FB will be in position to block the 7™ defender.

C.P. The faking back will make a great fake and look to block the SS, no threat, run flat.

STRETCH PASS RT

STANDARD

STANDARD

E

3

O

M
T

3
\,

T

E S
55 &

W M

FS

O

S

E T T E
OOLOOO
O

6 in Box

e O I 7 In Box = Alert v/ O
NICKEL DEiJCE PERSONNEL =NO NEED TO CHECK
wos M
RU wE T © E S
N E T T “E '
5306083330038

v




STRETCH PASS RIGHT

STRETCH PASS RIGHT

34
M

;E((%;

W

W
00

%sgix?,»

34 M 40 STACK M
N 55,/ P FS E T 8655
7 in box QB Check G
34 OVER SINK 40 DINK M
6&? @”ojg © 655 o% -
O
34 UNDER Wll:}K M OVER 34
E S = =z
6@'%%5" %o‘ o%cf "
5
34 DINK 3 v OVER SINK
(fere gcz s o% -
BEAR UNDER WINK

W M
FS g 17 7

O OO@OOO

, QB Chec k@




SCISSORS PASS RT/LT PROTECTION

A play action pass protection off of our Slant Scissors run play. The offensive line should block exactly

like Slant Scissors. The Fullback is responsible for the WLB. The Halfback must make a great fake and
look to block SS blitz.

C.P. Vs. 34 defensive front you will now block “Jack™, the line will turn to WLB.
HB - Look to help the TE if Bubble over Offensive Tackle.




SCISSORS' PASS RT/LT

SCISSORS PASS LT

PROTECTION SCISSORS PASS RT

34 ]

40

E N E W T E S
66 660
“"Backer" )\\\\\\\
34 e 40 STACK WM
El W ‘

"Backer"

34 SINK

¥ Sathon,

“"Backer®

40 DINK WM s

34 WINK

OVER 34 M S

34 DINK OVER SINK M
EW W E
QO” &3\606
BEAR M sS UNDER WINK ™
s W, E I I E E AT T. E S
[eje)elale) é&\béé




X SLANT

IRT PITCH PASS RT X SLANT

g OO0 5

OOBOO OOBOO

OOBOO OOBOO




HITCH-READ

IRT LD DRAW PASS RT HITCH READ
~

o
vs. Press or 2

® OOO00®

ws CFCQ‘ ss

QB: Notes:

X

Y:

Z:

F:

H:
OOBOO OOBOO
OOBOO OOBOO




PATRIOT

IRT LEAD DRAW PASS RT PATRIOT

A

O0O00®
O PE

N

Notes:

OOBOO

OOBOO

OOBOO

OOBOO




TOSS PASS

I LT TOSS PASS RT X-7

r———ip>

L éoogoo
X
Y:
Z:
F:
H:
OOBOO | OOEOO

OOBOO OOBOO







RED ZONE

Page

SPAI COTTIETS 1. cvv oo ceoeeeceeceresca e s ss eS8 1
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SQUITTEL 58 SPECIAL ...ueivimiiiiiiiiei et eee3
A38 RUI T8 TWESE.rueeoueeeeeeeeeeeeteiieeeeseeessessseeaseaseseeesaeeasesreaassearsas s e s ns e bt soaE e st b s st e e s s s e snn s 4
585 Y DIOAZE cvuviviveieeeeeicietcee ettt e b 5
SUITTEL 54 FPOP. ..o eveeeiiitieisceseses e 6
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SPINE RT OH 17 ooreeiiiiiiiine it b s 9
A16 WHEEL F DITAZ ...cvovivereeeeceeteteieneeeitie et e e 10
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'SPIN CORNERS

TRIPS RT OTTO LT SPIN CORNERS

Q " | Notes:
X  Spin
Y: Block Protection
.Z:  Spin
F: Corner
H: Cormer
o0 B ele, ole, B ol
o0 Q o0 o0 8 ole)




131

FAR RT ZING QUICK ARC RT 131 F-SEAM

?

ﬂ ;@3@55 N

@

{ Notes:
X Qutside 1 Route
Y: Inside 1 Route
7. Qutside 1 Route
F: Seam
}_I: Check Down
OOEQQ OOEOO

OOgOD OOQOO




SQUIRREL 58 SPECIAL

NEARRT ZIP SCAT RT SQUIRREL 58 SPECIAL

) &
),\ 1@
Q Notes:
X  Post Comer -
Y:
Z:
F:
i H:
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438 RUN IT F-TWIST

NEAR RT LIZ 438 RUN IT F-TWIST

— N
|
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s —_ %
33 \\ | =
® elejmleleirt &
®
Noies:
X  Qutside 4 Route
Y: Inside 3 Route
Z: Runlt8
F: Twist
H: Check
oo 8 o0 ele; B o)®)
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583 Y DODGE

TWINS RT FLY SCAT RT 585 Y DODGE

¥ N
|
i {
| ]
® oomool | ©®
225220 o
. A
V»\\/ yz w
0 Notes:
X  OQutside 5 Routé
Y: Dodge '
Z:» Qutside 5 Route
F: Inside 8 Route
H: Check Swing
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SQUIRREL 54 F-POP

TRIPS RT SCAT RT SQUIRREL 54 F- POP

&
Not=s:
X  Post Comer -
Y: .
Z QOutside 4 Route
F: Pop
H: Check Swing
BUNCHRT SCAT RT SQUIRREL 54 Z POP
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® oogoo elejulele
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OH 60 WHIP

TEX RT MOTION SMOKE RT OH 60 WHIP F CORNER FLAT
-»
oleJelnlele
® O @/

0OB: Notes:
X . 0 Whip
Y. Block Protection
Z: Inside 6
F: Corner
H.: Flat
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X HOOK H OUT

TRIPS RT OTTO LT X HOOK H FLAT

Nores:

X
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SPRINT RT OH 17/16

FAR LT SLOT ZOOM SPRINT RT OH 17

1 1<t b

el

Nates:

FAR LT SLOT ZOOM SPRINT RT OH 16

ébomo;z/ slelmlele
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SEAM 416 (RED AREA)

FAR RT - RIP SEAM 416 WHEEL F-DRAG

.

ooOoo
O @
. _
0B: Notes:
X Outside Seam 4
Y: Wheel
Z: Outside 6
F: Check Drag
H: ‘ Check Swing
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191

FAR RT ZING QUICK ARCRT 191 PUMP F SEAM
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& \oogodd
,6:8: R —
X
Y:
Z:
B
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- 60goo | elejnlele
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2 OH 2 SHAKES/PUMPS

DEUCE RT CHARLIE 102 OH 2 PUMP F SEAM

H

gooiio@_"

Nores:

Q

X  ZPump

Y: Check Slow Flat
Z: 2 Pump

F: Seam

H: Check Down

DEUCE RT CHARLIE 10 20H2 SHAKES F SEAM
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SPEED

“TWING RT FLY SPEED RT RUNIT

P

OB - - - Nor=s:

7

¥

B

TWINS RT FLY_SPEED RT CHATTER TWINS RT FLY SPEED RT PUMP
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cd
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